Gurita Hebeloma
CHARACTER PLAYER
Merkoth Medium Female 7'0" 400 Ibs none white pinkish-gray
RACE & LA SIZE GENDER HEIGHT WEIGHT HAIR EYES SKIN
22 Chaotic Neutral Dagon Antarkos Ocean
AGE ALIGNMENT DEITY HOMELAND & BACKGROUND OCCUPATION
ancuaces: common, Aquan, Abyssal, Azlantian, Aboleth, Infernal, Draconic
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FEATS & FEATURES [ SLEIGHT OF HAND DEX 3
CLASS FEATURES, RACIAL TRAITS, FEATS, AND CHARACTER FEATURES @ SPELLCRAFT INT 9 1 5 3
Race: Free-Mind Melusine (Humanoid: Aquatic, Merfolk, Psionic) (CSBBB-146)  Class: Wizard HD: d6; skills 2+Int Mod (CRB) «0 STEALTH + pex | 3 3
Racial Buoyancy -30; Depth Tolerance: 1,000 feet Weapon Prof: club, dagger, crossbow & quarterstaff, ""'g z“Rv'VAL WS g g
* WIM ¢ STR
Gilled: Water-breather; Armor Prof: none 0 Use Macic Device cial 3 1 2
Psionically Attuned: Wild Talents Arcane bond: Familiar (see below) g STR
STR
Merkoth Psionics: detect psionics, concealing amorpha (1/day)  Arcane school: Transmutation (shapechange) o STR
Swim Speed: swim 30 ft; land 5 ft; darkvision 60 ft  Scribe Scroll g STR
STR
Species Aversion: Sickened within 30' of another merkoth  Battleshaping (Su): grow natural attack for 1 rnd (3+Int Mod mds/day) STR

Tentacles: hold but not use 4 items; +4 CMB grapple

Physical Enhancement (Su) +1 Con
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Feat: Wild Talents - 2 psionic points

ARMOR & WEAPONS

RESISTANCES

ARMOR NAME & DESCRIPTION AC BONUS MAX DEX PENALTY SPELL FAIL TYPE WEIGHT
ARMOR none
SHIELD
WEAPON NAME & DESCRIPTION ATTACK MODIFIERS DAMAGE CRITICAL RANGE TYPE WEIGHT AMMO & NOTES
dagger 1d4 19-20,x2 10 P 1.0
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FEATS & SPECIAL ABILITIES FEATS & SPECIAL ABILITIES

NAME

Familiar: Blue-Ringed Octopus (tiny, aquatic animal)

USES/DAY

USED

NAME

USES/DAY

USED

HP 4 AC 17 BAB 0 Fort +2 Ref +7 Will +1

Str 8, Dex 21, Con 10, Int 2, Wis 13, Cha 3

Skills Escape Artist +15, Stealth +25, Swim +13;

Melee bite +7 (1d2—1 plus poison), tentacles +5 (grab)

Ink Cloud (Ex) 5' rad; Jet (Ex) 60’ straight line

Poison Bite—injury; save Fort DC 10; frequency 1/round for 6 rounds;

effect 1 Str; cure 1 save.

Alertness, improved evasion, share spells, empathic link
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EQUIPMENT & MAGIC ITEMS

WGT N/A

WEIGHT

dagger

WORN MAGIC ITEM EQUIPMENT BAGS & CONTAINERS

EQUIPMENT SLOTS FOR MAGIC ITEMS ® CONTAINER VOLUME/WElGHT LlMlT/NOTES WEIGHT
BELT:
BODY:
CHEST:
EYES:
FeET: CURRENCY TREASURE CARRIED
) CARRIED CARRIED WGT N/A STORED ® TREASURE WEIGHT
HANDS: PLATINUM
HEAD: GOLD
HEADBAND: SILVER
NECK: COPPER
LOADS & LIFT
RING: LIGHT MEDIUM HEAVY LIFT ABOVE LIFT OFF DRAG &
N LOAD LOAD LOAD HEAD GROUND PUSH
Y T | 5 | 67 | 100 100 | 200 | 500
ARMOR & MODIFIED
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Acid Splash - Orb deals 1d3 acid damage. Conjuration

Detect Magic - Detects all spells and magic items within 60 ft. Divination

Detect Poison - Detects poison in one creature or small object. Divination

Read Magic - Read scrolls and spellbooks. Divination

Light - Object shines like a torch. Evocation

Ray of Frost - Ray deals 1d3 cold damage. Evocation

Spark - Ignites flammable objects. Evocation

Ghost Sound - Figment sounds. lllusion

Touch of Fatigue - Touch attack fatigues target. Necromancy

Jolt - Deal 1d3 electrical damage with a ranged touch attack.

Transmutation

Mage Hand - 5-pound telekinesis.

Transmutation

Mending - Makes minor repairs on an object.

Transmutation

Message - Whisper conversation at distance.

Transmutation

Open/Close - Opens or closes small or light things. Transmutation
Mage Armor - Gives subject +4 armor bonus. Conjuration
Snowball - Ranged touch delivers 1d6/level cold damage (max 5d6) and might stagger a foe.| Conjuration
Summon Monster | - Summons extraplanar creature to fight for you. Conjuration
True Strike - +20 on your next attack roll. Divination
Magic Missile - 1d4+1 damage; +1 missile per two levels above 1st (max 5). Evocation
Shocking Grasp - Touch delivers 1d6/level electricity damage (max 5d6). Evocation
Cause Fear - One creature of 5 HD or less flees for 1d4 rounds. Necromancy
Chill Touch - One touch/level deals 1d6 damage and possibly 1 Str damage Necromancy

Enlarge Person - Humanoid creature doubles in size.

Transmutation
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Reduce Person - Humanoid creature halves in size.

Transmutation
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