Gwennyth Gale, Sor 3, female half-elf

Medium humanoid; HD 3d4+3; hp 13; Init +7; Spd 30 ft.; AC 14 (+3 Dex, +1 deflection), touch 14, flat-footed 11; BAB +1; MAB +0; Grp +1; Atk/Full Atk dagger +1 melee (1d4) or dagger +4 ranged (1d4) or light crossbow +4 ranged (1d8, 19-20/x2); SQ Low-light vision, immunity to sleep, +2 to saves vs. enchantment or mind-affecting spells or effects, elven blood, summon familiar; AL CG; SV Fort +2, Ref +6, Will +5; Str 10, Dex 16, Con 12, Int 14, Wis 14, Cha 18.


Skills: Bluff +5, Concentration +7, Knowledge (arcane) +7, Listen +6*, Spellcraft +10, Spot +6.


Feats: Improved Initiative, Lightning Reflexes.


Familiar: Bat (Niko); * = +3 to master’s Listen checks when within 1 mile.


Possessions: Hooded lantern, mirror, boot polish, hair brush, ring of protection +1, wand of charm person (DC 14).

Spells Known (6/6; DC 14 + spell level): 0 – acid splash, detect magic, open/close, prestidigitation, read magic; 1st – detect secret doors, mage armor, magic missile.
Bertrand Ironbend, Fgt 3, male dwarf

Medium humanoid; HD 3d10+12; hp 36; Init +2; Spd 15 ft.; AC 18 (+4 armor, +2 natural armor, +2 Dex), touch 12, flat-footed 16; BAB +3; MAB +1; Grp +7; Atk/Full Atk maul +8 melee (1d10+6/x3) or throwing axe +7 melee (1d6+4) or throwing axe +5 ranged (1d6+4); SQ +1 to attack orcs or goblinoids, +2 to Appraise checks involving stone or metal, +2 to Craft checks involving stone or metal, +2 to saves vs. spells, +2 to saves vs. poison, +4 dodge vs. giants, stonecunning; AL NG; SV Fort +7, Ref +3, Will +3; Str 18, Dex 14, Con 18, Int 13, Wis 14, Cha 10.


Skills: Climb +10, Craft (metalworking) +6, Jump +9, Move Silently +4.


Feats: Dodge, Mobility, Quick Draw, Weapon Focus (maul).


Possessions:  Scale mail armor, grappling hook, 50 feet of rope, tindertwig (2), alchemist’s fire, amulet of natural armor +2, potion of bull’s strength.
Ogryke Magrek, Mnk 3, male gnome

Small humanoid; HD 3d8+9; hp 28; Init +3; Spd 25 ft.; AC 17 (+1 size, +3 insight, +3 Dex), touch 17, flat-footed 14; BAB +; MAB +1; Grp +0; Atk unarmed strike +5 melee (1d4+2) or kama +6 melee (1d4+2) or sling +6 ranged (1d4+2); Full Atk flurry of blows +5/+5 melee (1d4+2); SQ Evasion, fast movement, still mind, low-light vision, +2 to saves vs. illusions, +4 dodge vs. giants, speak with burrowing animals; AL LG; SV Fort +6, Ref +6, Will +6; Str 14, Dex 16, Con 16, Int 16, Wis 17, Cha 10.


Skills: Craft (alchemy) +9, Craft (calligraphy) +5, Escape Artist +8, Hide +12, Jump +15, Knowledge (arcane) +7, Knowledge (tactics) +9, Listen +9, Tumble +11.


Feats: Combat Reflexes, Skill Focus (Knowledge [tactics]), Stunning Fist, Weapon Focus (kama)

Possessions: Hooded lantern, smokestick, tindertwig, chess set, potion of blur, ring of jumping.
Spells (innate; cast 1/day): 0 – dancing lights, ghost sound, prestidigitation.
Alistair Thornwall, Steamborg 3, male human

Medium humanoid; HD 3d8+12; hp 27; Init +3; Spd 30 ft.; AC 16 (+3 armor, +3 Dex), touch 13, flat-footed 13; BAB +2; MAB +1; Grp +3; Atk/Full Atk heavy mace +4 melee (1d8+1) or steam gun +6 ranged (1d10); SQ Artificial part +1 (+1 to attacks), rust vulnerability, steam engine, lose self; AL CG; SV Fort +8, Ref +5, Will +4; Str 13, Dex 16, Con 18, Int 16, Wis 10, Cha 14.


Skills: Balance +8, Climb +6, Craft (mechcraft) +10, Disable Device +11, Heal +3, Knowledge (steam engines) +10, Listen +3, Open Lock +6, Profession (engineer) +4, Spot +6.


Feats: Nimble Fingers, Point Blank Shot, Precise Shot.


Possessions: Hooded lantern, mirror, thieves’ tools, waterskins (3), studded leather armor, leather skullcap, greatcoat of resistance +1, potion of darkvision.
Irina, Stalker 3, female human

Medium humanoid; HD 3d6+3; hp 18; Init +4; Spd 30 ft.; AC 16 (+2 armor, +4 Dex), touch 14, flat-footed 12; BAB +2; MAB +1; Grp +3; Atk/Full Atk rapier +6 melee (1d6+1/18-20, x2) or steambreather +6 ranged (cone, 1d10) or hand crossbow +6 ranged (1d4); SQ Evasion, sneak attack +1d6, trapfinding, trap sense +1; AL CN; SV Fort +2, Ref +7, Will +2; Str 12, Dex 19, Con 12, Int 16, Wis 12, Cha 14.


Skills: Bluff +10, Decipher Script +9, Disable Device +5, Hide +9, Intimidate +5, Knowledge (mechs) +7, Knowledge (steam engines) +9, Mech Pilot +10, Move Silently +10, Open Lock +10, Search +9, Sense Motive +7, Spot +7, Tumble +10, Use Rope +7.


Feats: Exotic Weapon Proficiency (steambreather), Skill Focus (Bluff), Weapon Finesse.


Possessions: Leather armor, grappling hook, 50 feet of rope, thieves’ tools, torch, thunderstone, magnet bombs (2), potion of cat’s grace, slippers of spider climbing.
Duna Mac Deirsfar, Clr 2 / Pal 1 (deity: E’amanē), male elf

Medium humanoid; HD 2d8+1d10; hp 22; Init +3; Spd 30 ft.; AC 19 (+5 armor, +1 shield, +3 Dex), touch 13, flat-footed 16; BAB +2; MAB +1; Grp +5; Atk/Full Atk longsword +5 melee (1d8+3/19-20, x2) or dagger +5 melee (1d4+3/19-20, x2) or +2 composite longbow +5 melee (1d8+2, x3); SQ spontaneous casting, spontaneous casting vs. lunar threats, identify lunar origin, turn undead, aura of good, detect evil, smite evil 1/day, low-light vision, immunity to sleep, +2 to saves vs. enchantment or mind-affecting spells or effects, notice secret doors; AL LG; SV Fort +5, Ref +3, Will +8; Str 16, Dex 16, Con 10, Int 14, Wis 16, Cha 17.


Skills: Concentration +1, Diplomacy +4, Heal +9, Knowledge (dungeoneering) +4, Knowledge (religion) +6, Sense Motive +5, Spellcraft +5. 


Feats: Combat Reflexes, Iron Will.


Possessions: Elven chain armor, holy symbol, tanglefoot bag, sunrod, flint and steel, oil flask, potions of cure moderate wounds (2).


Spells Memorized (4/3+1): 0 – create water, guidance, resistance, virtue; 1st – bless, divine favor, earthrise*, protection from evil. * = domain spell.


Domains: Earth, Protection.

