Male Human Ftr4/Rgr2/Sws1/Dvs3;







"Medium Humanoid; CR 10;

HD 2d8+8d10+20; hp 78;

Init +4; Spd 35 ft/x4;

AC 23 (+7 armor, +4 dex, +2 misc), touch 16, flat-footed 19;

Base Atk/Grapple +10/+13;

Full Atk +16/+11 Thundering  (1d6+6;15-20/x2,  +1 Scimitar), +16/+11 Thundering  (1d6+6;15-20/x2,  +1 Scimitar);

AL N; SV Fort +13, Ref +12, Will +5;

Str 16(+3), Dex 18(+4), Con 14(+2), Int 13(+1), Wis 11(+0), Cha 8(-1);

Skills: Balance¹ +8, Bluff¹ +3, Climb¹ +6, Diplomacy¹ +3, Jump¹ +7, Listen¹ +8, Perform (dance) +12, Spot¹ +5, Swim¹ +7, Tumble +15.

Feats: Combat Expertise, Dodge, Mobility, Improved Critical(Scimitar), Weapon Focus(Scimitar), Weapon Specialization(Scimitar), Power Critical(Scimitar), Elusive Target"







"–– RACE ABILITIES ––

• Base land speed of 30 feet.

• Favored Class: Any

–– CLASS ABILITIES ––

• Proficient in all armor, and all shields(including tower shields)

• Proficient with all simple and martial weapons.

• Wild Empathy(Ex): You can make a check(1d20+1) to improve the

  attitude of an animal. You must be within 30 feet of the animal, and it

  generally takes one minute to perform the action.

• Bonus Feats: You gain a bonus combat-related feat at first level, and

  another one at every even fighter level.

• Favored Enemy: You have certain types of enemies that you have

  extensive knowledge about. Against these creatures, you gain the listed

  bonus to Bluff, Listen, Sense Motive, Spot, and Survival checks, as well

  as weapon damage rolls.

  ¤ Undead (+2 bonus)

• Track: You gain the Track feat as a bonus feat.

• Combat Style-Two-Weapon Combat(Ex): You have gained Two-Weapon

  Fighting as a bonus feat.

• Weapon Finesse(Ex): You gain the Weapon Finesse feat as a bonus feat.

• AC Bonus(Ex): You gain a +1 bonus to AC as long as you wear no or light

  armor and are not carrying a shield.  You lose this bonus if immobilized or

  helpless.

• Dervish Dance(Ex): 2 times per day, you can take a single move action and

  still make a full attack, but you must move 5 feet between each attack and

  cannot return to a square you just exited. You gain a +2 bonus on attack and

  damage rolls when performing the dervish dance with a slashing weapon.

• Movement Mastery(Ex): Your movement is not affected by adverse

  conditions.  When making a Jump, Perform (dance), or Tumble check you

  may take 10 even if stress or distractions would normally prevent you from

  doing so.

• Slashing Blades:  You treat a scimitar as a light weapon for all purposes

  including fighting with two weapons.

• Fast Movement(Ex): When wearing light armor or carrying no more than a

  light load your movement increases by +5 ft.

• Spring Attack: You gain the Spring Attack feat as a bonus feat.

–– FEATS ––

• Combat Expertise

• Dodge

• Mobility

• Improved Critical(Scimitar)

• Weapon Focus(Scimitar)

• Weapon Specialization(Scimitar)

• Power Critical(Scimitar)

• Elusive Target
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Ring of pro +1























Cloak of res +1























Gauntlets of ogre power 























Periapt of Wisdom +2























Potion of CLW x3























Potion of Enlarge person x2























Potion of Haste























ring of blur (three times a day)

+2 Mithral Breastplate

2 +1 Scimitars (thundering)

