Pygmy Brave

Small Humanoid; HD 1d10; hp 10; (1-10) Barbarian-1

Init +1   Speed 20 ft; 

DV 13(Dodge)/14(Parry)/16(Missile)   

Attack +3 melee finesse (1d8 war club; AP 1)

SV Fort +2, Refl +0, Will -1; 

Str 10, Dex 12, Con 10, Int 10, Wis 10, Cha 8. 

Skills:   Listen +1, Spot +1, Survival +2, Hide +7, Move Silently +7, Climb +4

Feats: Fighting Madness (3 rounds), Stealthy, Track

Equipment: Target Shield, War Club

Pygmy Sneak

Small Humanoid; HD 1d8; hp 8; (1-8); Thief-1

Init +3   Speed 20 ft; 

DV 15(Dodge)/11(Parry)/15(Missile)   

Attack +3 melee finesse (1d6-1 yuetshi knife; AP 2; Sneak Attack +2d8!!)

+3 ranged (1d8-1 javelin; AP 2; Sneak Attack +2d6)

SV Fort +2, Refl +4, Will -1; 

Str 8, Dex 14, Con 10, Int 10, Wis 10, Cha 8. 

Skills:   Hide +9, Move Silently +9, Listen +4, Spot +4, Tumble +6, Climb +3, Search +4

Feats: Light Footed, Stealthy

Equipment: yuetshi knife, javelin

Pygmy Villager

Small Humanoid; HD 1d8; hp 6; (1-6); Commoner-1

Init +1   Speed 20 ft; 

DV 15(Dodge)/11(Parry)/15(Missile)   

Attack +2 melee finesse (1d6-1 yuetshi knife; AP 2)

+2 ranged (1d8-1 javelin; AP 2)

SV Fort +0, Refl +0, Will -1; 

Str 8, Dex 12, Con 10, Int 10, Wis 10, Cha 8. 

Skills:   Hide +3, Move Silently +3, Listen +3, Spot +3

Feats: Stealthy

Equipment: Yuetshi knife, Stone Knife, javelin

Jool

Pigmy Witchdoctor

Small Humanoid; HD 4d6; hp 15; (4-24); Scholar-4

Init +7   Speed 20 ft; 

DV 15(Dodge)/12(Parry)/15(Missile)   

Attack +2 melee (1d6-1 staff; AP 1) +4 magic attack, 7 PP
SV Fort +1, Refl +3, Will +3; 

Str 8, Dex 14, Con 10, Int 14, Wis 10, Cha 8. 

Skills:   Hide +8, Move Silently +8, Listen +4, Spot +4, Tumble +6, Climb +3, Search +4, Knowledge (Nature) +6, 

Feats: Stealthy, Improved Initiative

Equipment: Short staff

Spells: Raise Corpse, Summon Beast, Summon Greater Beast, Defensive Blast

Jool has managed to befriend two forest elementals.  They will respond to his call within 1 melee round anywhere on the island.

Pigmy Witchdoctor

Small Humanoid; HD 1d6; hp 6; Scholar-1

Init +6   Speed 20 ft; 

DV 15(Dodge)/12(Parry)/15(Missile)   

Attack -1 melee (1d6-1 staff; AP 1) +1 magic attack, 4 PP
SV Fort +0, Refl +2, Will +4; 

Str 8, Dex 14, Con 10, Int 14, Wis 10, Cha 8. 

Skills:   Hide +8, Move Silently +8, Listen +4, Spot +4, Search +4, Knowledge (Nature) +6, Heal +6

Feats: Improved Initiative

Equipment: Short staff

Spells: Defensive Blast, Lesser Ill-Fortune 

Zingarian Guards 

Medium Humanoid; HD 2d10; hp 15; (11-20) Soldier-2

Init +2   Speed 30 ft; 

DV 13(Dodge)/20(Parry)/16(Missile)   

Attack +4 Broadsword 1d10 AP 5 (+1d6 sneak attack); 

+4 Crossbow 2d6 AP4
SV Fort +3, Refl +2, Will +0; 

Str 10, Dex 14, Con 10, Int 14, Wis 10, Cha 16. 

Skills:    Spot +2, Listen +2

Feats: Weapon Focus, Parry, Combat Expertise, Intricate Swordplay

Equipment: Broadsword, Shield,  Crossbow, Mail Hauburk + Steel cap AR 7

Zingarian Guard Captain

Medium Humanoid; HD 4d10+4; hp 29; (17-44) Soldier-4

Init +3   Speed 30 ft; 

DV 14(Dodge)/21(Parry)/17(Missile)   

Attack +6 Broadsword 1d10+2 AP 5 (+1d6 sneak attack); 

+6 Crossbow 2d6 AP4
SV Fort +3, Refl +2, Will +0; 

Str 10, Dex 14, Con 10, Int 14, Wis 10, Cha 16. 

Skills:    Spot +4, Listen +4

Feats: Weapon Focus, Parry, Combat Expertise, Intricate Swordplay,  Weapon Spec., Toughness

Equipment: Broadsword, Shield,  Crossbow, Mail Hauburk + Steel cap AR 7

Lug

Cimmerian Barbarian-8; HD 8d10; hp 77; (42-105) 

Init +10  Speed 30 ft; 

DV 21(Dodge)/16(Parry)/21(Missile)/25(Mobility)   

Attack +11/+6 Two-Handed Sword  2d10+4

SV Fort +9, Refl +10, Will +3; 

Str 17, Dex 18, Con 17, Int 7, Wis 13, Cha 15. 

Skills:    Ride +16, Handle Animal +4, Hide +6, Listen +3, Spot +3, Move Silently +6

Feats: Track, Fearless, versatility, bite sword, crimson mist, endurance, uncanny dodge, mobility, improved uncanny dodge, dodge, improved sunder, power attack, combat reflexes, greater sunder

Equipment: Full Helm and Leather greaves AR 3, Greatsword, Golden Wine 2d8+(2*level)

Cimmerian Outrider (Elite)

Cimmerian Barbarian-3; HD 3d10; hp 29; (22-39) 

Init +6  Speed 30 ft; 

DV 16(Dodge)/14(Parry)/16(Missile)   

Attack +6 Scimitar 1d8+3

SV Fort +6, Refl +6, Will +2; 

Str 16, Dex 16, Con 16, Int 6, Wis 12, Cha 14. 

Skills:    Ride +10, Listen +5, Spot +5, Handle Animal +4

Feats: Track, Fearless, versatility, bite sword, crimson mist, dodge,power attack, combat reflexes 

Equipment: Metal Cap and Leather greaves AR 2, Scimitar

Cimmerian Outrider (Green)

Cimmerian Barbarian-1; HD 1d10; hp 13  

Init +6  Speed 30 ft; 

DV 13(Dodge)/13(Parry)/13(Missile)   

Attack +4 Scimitar 1d8+3

SV Fort +5, Refl +5, Will +1; 

Str 16, Dex 16, Con 16, Int 6, Wis 12, Cha 14. 

Skills:    Ride +7, Listen +3, Spot +3, Handle Animal +3

Feats: Track, Fearless, versatility, bite sword, crimson mist, dodge, power attack

Equipment: Metal Cap and Leather greaves AR 2, Scimitar

Zingarian Freebooter Officer – on ship

Zingarian Pirate-3; HD 3d8; hp 16; (10-24) 

Init +10  Speed 30 ft; 

DV 13(Dodge)/12(Parry)/13(Missile)   

Attack +4 Cutlass 1d10+1 (+2d6 sneak attack)

Poinard +3 1d6 (+2d6 sneak attack)

Bow +3 1d8

SV Fort +4, Refl +4, Will +1; 

Str 12, Dex 12, Con 10, Int 10, Wis 10, Cha 14. 

Skills:    Rope Use +2, Escape Artist +1, Spot +1, Listen +1

Feats: Two-Weapon Attack, Ferocious Attack (+2 attack/dmg/init), Weapon Focus, Improved Initiative, Power Attack 

Equipment: Leather Jerkin AR4

Zingarian Freebooter – on ship

Zingarian Pirate-1; HD 1d8; hp 8 

Init +10  Speed 30 ft; 

DV 12(Dodge)/11(Parry)/12(Missile)   

Attack +1 Cutlass 1d10+1 (+1d6 sneak attack)

Poinard +0 1d6 (+1d6 sneak attack)

Bow +1 1d8

SV Fort +3, Refl +3, Will +0; 

Str 12, Dex 12, Con 10, Int 10, Wis 10, Cha 14. 

Skills:    Rope Use +2, Escape Artist +1, Spot +1, Listen +1

Feats: Two-Weapon Attack, Ferocious Attack (+2 attack/dmg/init), Weapon Focus, Improved Initiative, Power Attack 

Equipment: Leather Jerkin AR4

Mekakset

Stygian Male; Noble 1/Scholar 7     HD 1d8/7d6; hp 32
Init +1   Speed 30 ft; 

DV 14(Dodge)/12(Parry)/14(Missile)   

Attack +8 ranged (1d12 stygian bow; AP 2)

SV Fort +2 Ref +3 Will +8

Str 10, Dex 12, Con 10, Int 21, Wis 8, Cha 18. 

Skills:   Knowledge (arcane) +2, Perform Ritual +2, Craft (Alchemy) +2, Craft (Herbalism) +2, Decipher Script +2, Heal +2, Sleight of Hand +4, Spot +12, Listen +12, 

Feats: Dodge, Weapon Focus, Rapid Shot

Equipment: Stygian Bow

Forest Elemental

Large Outsider     HD 15d8; hp 64 (15-120)
Init +1   Speed 30 ft; 

DV 13(Dodge)/12(Parry)/13(Missile)   

Attack +22/+16 slam 1d6+7
SV Fort +2 Ref +3 Will +8

Str 24, Dex 12, Con 24, Int 10, Wis 8, Cha 2. 

Skills:   

Feats: Power Attack

DR 3; Immune to sneak attacks; Reach 10’

War Dog

Medium Animal     HD 2d8+4 (13)

Init +2   Speed 50 ft; 

DV 13(Dodge)

DR 2
Attack Bite +3 melee (1d8+1)
SV Fort +5 Ref +5 Will +1

Str 13, Dex 15, Con 5, Int 2, Wis 12, Cha 6. 

Skills:   Hide +3, Listen +6, Move Silently +4, Spot +4

Feats: Scent, Low Light Vision, Trip

Face-Eater Spiders

Tiny Animal     2 Hit Points

Init +4   Speed 50 ft; 

DV 16(Dodge)

Attack Bite +1 melee (1 hp plus poison 1d8/1d8 Dex/DC12)
SV Fort +1 Ref +5 Will +1

Str 3, Dex 18, Con 10, Int 2, Wis 10, Cha 6. 

Skills:   Hide +11, Listen +7, Move Silently +11, Spot +2

Web Movement, Poison

Romeo

Zingarian Alchemist

Stygian Male; Noble 1/Scholar 1     HD 1d8/1d6; hp 11
Init +1   Speed 30 ft; 

DV 11(Dodge)/10(Parry)/11(Missile)   

Attack +1 ranged (1d4 dagger; AP 1)

SV Fort +0 Ref +1 Will +4

Str 10, Dex 12, Con 10, Int 16, Wis 8, Cha 18. 

Skills:   Knowledge (arcane) +4, Craft (Alchemy) +9, Craft (Herbalism) +7, Decipher Script +7, Heal +3, Sleight of Hand +5 

Feats: Dodge, Skill Focus (Alchemy)

Equipment: Dagger

