Kervor war ein angesehenes Mitglied der Stadtwache. Stets ein Vorbild an Disziplin und
Pflichtbewusstseins im Dienst, stieg er schnell in den Rangen auf und wurde Anflhrer einer eigenen
Einheit.

Durch sein Talent und seine Unnachgiebigkeit in der Verbrechensbekampfung wurde er bald von Kollegen
bewundert und von Kriminellen geflirchtet.

Doch durch seine Erfolge machte er sich auch Feinde und so rachte sich eine kriminelle Organisation an
ihm, indem sie seine Frau und Kinder ermordeten wahrend er im Dienst war.

Durch dieses traumatische Ereignis erwuchs in ihm ein Hass auf alle Gesetzesbrecher. Schon bald viel der
ehemalige Vorzeigesoldat durch brutale Ubergriffe und Disziplinlosigkeiten gegentiber selbst
Kleinkriminellen.

Bald war er fir die Stadtwache nicht mehr tragbar und wurde aus dem Dienst entlassen.

Ein alter Mentor jedoch, der nicht mit ansehen wollte wie so viel Talent vergeudet wird und nahm in ein
einer Spezialeinheit auf, die immer dann in Aktion trat, wenn es fir die gewdéhnliche Stadtwache zu
schmutzig wurde.

Hier fand er sich mit seinen mittlerweile Brutalen Methoden schnell zurecht und konnte sein
Fahigkeitsspektrum noch um einige Talente erweitern, die ihm friher verpdnt waren, da sie als
unehrenhaft oder moralisch verwerflich galten.

Sein Ansehen bei den ehemaligen Kollegen der Stadtwache hat zwar gelitten, doch flrchten ihn die
Kriminellen nun dafir umso mehr, denn mittlerweile ist ihm jedes Mittel recht.
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Ftr/Swb/Stf Human Medium Male LG &'=
CLASS RACE . SIZE GENDER ALIGNMENT DEITY .l"‘ c-:
41313 Humanoid (human) 36 182 85 3 JRAGONS
LEVEL TYPE AGE HEIGHT WEIGHT EYES HAIR
ABILITY NAME éilégg M%B[l)IIIIZ-II-EYR STCI:EgA:E MSI[E)IIVILTER TOTAL WOUNDS NON-LETHAL DAMAGE SPEED
STR HP
STRENGTH 10 +O HIT POINTS 77 30 ft/X4
BEEN | 8 || 4 W [ 17 - 10« 3| 0o al] o olffo]|{o
DEXTERITY ARMOR CLASS
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CONSTITUTION TOUCH 14 FLAT-FOOTED 13 g SKILLS MAX RANKS:
16 +3 = S g SKILL NAME A;E;Y Msglnlzll_ER = M'?)BD"I_IEII—I;(R F| RANKS 1+ BI\(/;ISSS
INTELLIGENCE
WIS INITIATIVE +6 5| 4 |+ 2 Appraiset INT 3 = 3 0 0
10 +0 torau OFE 0 MBS x Balancet DEX* 7 = 4 3 0
x Blufft CHA 10 = 1 9 0
CHA 12 || +1 BASE ATTACK +10/+5 i
CHARISMA x  Climb? STR* 8 = 0 8 0
Concentration? CON 2 = 2 0 0
FE v S scsesn s scores x Craft skills...1 INT 3 = 3 0 0
+12 = 10 [+| 2 |+ O |+ x Diplomacy? CHA 11 = 1 6 4
—— x Disable Device INT 6 = 3 3 0
8 3 [ 4 1] 1= 1o+ o kG
WILL x Escape Artist! DEX* 4 = 4 0 0
3 3 [ oo N3 = 3+ 0+ o
Gather Information? CHA 10 = 1 5 4
GI?/S)IT:ERLE +10 101« o |+ o |+ O H-eall WIS O = 0 0 0
TOTAL BASE STR SIZE MISC. X Hldel DEX* 7 = 4 3 O
ATTACK MODIFIER MODIFIER BONUS % Intlmldatel CHA 11 — l 8 2
x Knowledge (local) INT 10 = 3 5 2
TOTAL ATTACK  MODEER MODFER _BONUS  wobFer X Listent WIS 4 = 0 A 0
MELEE +10/+5 10 1+l o || o [+ o |+ x Move Silently* DEX* 4 = 4 0 0
alRLSSass Perform skills ...1 CHA 1 = 1 0 0
RANGED +14/+9 1101+l 4 || o |+ O |+ x Ridel DEX 4 = 4 0 0
e x Search? INT 6 = 3 3 0
x Sense Motivel WIS 6 = 0 6 0
ATTACK l TOTAL ATTACK BONUS DAMAGE CRITICAL % SpOtl WIS 5 — O 5 O
Masterwork rapier +16/+11 1d6+7 15-20/x2 Survivalt WIS 0 = 0 0 0
RANGE WEIGHT SIZE SPECIAL PROPERTIES % SW|m1 STR** 4 — O 4 O
O ft Medium Two-Weapon (primary) x Use Rope! DEX 7 = 4 3 0

ATTACK 2

RANGE

10 ft

WEIGHT

Masterwork dagger

AMMUNITION

TOTAL ATTACK BONUS DAMAGE

+15/+10 1d4+5

SIZE SPECIAL PROPERTIES

Medium Two-Weapon (secondary)

CRITICAL

19-20/x2

ATTACK 3

RANGE WEIGHT

Rapier Onehanded

AMMUNITION

TOTAL ATTACK BONUS DAMAGE

+18/+13 1d6+7

SIZE SPECIAL PROPERTIES

One-handed

CRITICAL

15-20/x2

Medium

ATTACK 4

RANGE WEIGHT

AMMUNITION

TOTAL ATTACK BONUS DAMAGE CRITICAL

SPECIAL PROPERTIES

ATTACK 5

RANGE WEIGHT

DAMAGE

CRITICAL

SPECIAL PROPERTIES

ATTACK 6

RANGE WEIGHT

AMMUNITION

TOTAL ATTACK BONUS DAMAGE

SPECIAL PROPERTIES

CRITICAL

AMMUNITION
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1 This skill can be used even if the character has zero skill ranks.

x This skill is a class skills for at least one of your classes.
* Armor check penalty, if any, applies. ** Double the armor check penalty.

+ + + + + + + + 4+ 4+ + + + + + + + + + 4+ 4+ + + + + + + + + + 4+ 4+ + + + + + + + + + 4+ + 4+ + o+ o+ + o+ o+ o+ o+




SPECIAL ABILITIES

/ 55.000 — RACIAL ABILITIES —
x Base land speed of 30 feet.
x Bonus Feat: 1st level bonus feat
x Favored Class: Any
x Proficient in all armor, and all shields (including tower shields)
x Proficient with all simple and martial weapons.

CAMPAIGN EXPERIENCE POINTS

TYPE ARMOR BONUS MAX DEX BONUS ) ) ) ) .
_ x Sneak Attack: Any time someone you attack is denied their Dexterity
ng ht bonus to AC; or you are flanking them; you inflict an extra 1d6 damage.
WEIGHT SPECIAL PROPERTIES Ranged attacks must be within 30 feet to gain this; and this extra damage

IS not increased on a critical hit. Creatures that are immune to critical hits
ignore this damage; as do creatures with concealment.

x Grace(Ex): When wearing light or no armor; and carrying a light load you
gain a +1 competence bonus on Reflex saves.

x Insightful Strike(Ex): When wearing light or no armor; and carrying a light
load you gain a +3 as a bonus on damage rolls with any light or
finesseable weapons. You do not gain this bonus to damage against
creatures immune to critical hits.

x Always Ready(Ex): You gain a +2 bonus on initiative checks.

x Streetwise(EXx): You gain a +2 competence bonus to Gather Information
OTHER POSSESSIONS and Knowledge (local).

e Wot HEH Wot x Stand Tough(Ex): 1/day, when you would be damaged by a weapon, you
can attempt a Fortitude save with a DC equal to the damage dealt. If you
succeed, you take only half damage, and it is nonlethal damage. You need
not be aware of the attack to use this ability.

— FEATS —

x Combat Expertise(PH 92) : Trade attack bonus for AC (max 5 points).

x Improved Feint(PH 95) : Feint in combat as move action.

x Improved Critical(PH 95) (Rapier) : Double threat range of weapon.

x Two-Weapon Fighting(PH 102) : Reduce two-weapon fighting penalties by
2.

x Improved Two-Weapon Fighting(PH 96) : Gain second off-hand attack.

x Weapon Finesse(PH 102)2 : Use Dex modifier instead of Str modifier on
attack rolls with light melee weapons.

x Weapon Focus(PH 102) (Rapier) : +1 bonus on attack rolls with selected

Magic Items Equipped by Slot weapon.

_ x Weapon Specialization(PH 102) (Rapier) : +2 bonus on damage rolls with

Ring Slot (RH) selected weapon.

(none) (0 GP) x Melee Weapon Mastery(PH2 81) (Piercing) : You gain Weapon Focus and

Ring Slot (LH) Weapon Specialization benefits with multiple weapons.

SHIELD/PROTECTIVE ITEM

ARMOR BONUS WEIGHT CHECK PENALTY

SPECIAL PROPERTIES

SPELL FAILURE

(none) (0 GP)

Hand Slot

(none) (0 GP) 0
Arm Slot

(none) (0 GP) 0
Head Slot

(none) (0 GP) 0
Face Slot

(none) (0 GP) 0
Shoulder Slot

(none) (0 GP) 0
Neck Slot

(none) (0 GP) 0
Body Slot

(none) (0 GP) 0
Torso Slot

(none) (0 GP) 0
Waist Slot

(none) (0 GP) 0
Feet Slot

(none) (0 GP) 0

#NV
#NV
#NV
#NV CARRYING INFO TURN/REBUKE ATTEMPTS
#NV
, Turning/Rebuki
AV 33 66 100 Timesibay Used Check Modifier
#NV
LIGHI HEAVY
#NV LOAD MED LOAD LOAD
DUKINg IVIOST FowerTul Undead
#NV Check Affected(Max HD) # of HD Turned/Rebuked
2d6
HNV 100 200 500 | |2R©O .
#NV 1-3 If your cleric level is double
T OVER O = the HD of the undead or
#NV HEAD GROUND DRAG 4-6 more, the undead are

destroyed/commanded
#NV MONEY 7-9 rather than turned/rebuked.

Dispelling rebuking/turning

#NV PP 10-12 works like turning/rebuking,
GP but you must equal or

H#NV 13-15 exceed the check result of
SP i the cleric who

H#NV 16-18 rebuked/turned.

#NV Cp 19-21

#NV Art 22+

#NV Gems

#NV Other (GP)
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