Intlanzi Hebeloma
CHARACTER PLAYER
Locathah Medium Male 5'6" 160 Ibs none yellow salmon
RACE & LA SIZE GENDER HEIGHT WEIGHT HAIR EYES SKIN
13 Chaotic Neutral Eadro the Deliverer Embaral Ocean
AGE ALIGNMENT DEITY HOMELAND & BACKGROUND OCCUPATION
iancunces: Aquan, Common, Aboleth, Abyssal, Protean
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FEATS & FEATURES [ SLEIGHT OF HAND DEX 3
CLASS FEATURES, RACIAL TRAITS, FEATS, AND CHARACTER FEATURES @ SPELLCRAFT INT 7 1 3 3
Race: Locathah humanoid (aquatic) (BotS-10) Extra Hex «0 STEALTH + oex [ 3 3
Deep Dweller: Darkvision 60'; Light Sensitivity *Q SurvivAL i !
*0 Swim ¢ STR 5 1 1 3
Natural Armor +2 AC; speed 10'; swim 60’ @ Use Macic Device CHA 0
Amphibious: Breathe water and air g STR
Q STR
Class: Witch HD: d6 skills 2 + Int Mod a STR
Archetype: Coral Witch (BotS-22) o STR
Q STR
Weapon Prof: All Simple; Armor Prof: None = STR

Hex: hexes listed below w/ spells, includes shaman's wave hexes

Patron Spirit: Water

Coral Familiar (Ex): vermin (aquatic); amphibious &

immune to mind-affecting effects; see below

MARK A 1J TO SHOW A CLASS SKILL. CLASS SKILLS WITH RANKS GAIN A +3 TRAINED BONUS.

* SKILL CAN BE USED UNTRAINED

+ ARMOR CHECK PENALTY APPLIES
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RESISTANCES

ARMOR & WEAPONS |

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
spear +3 1d8+1 20,x3 20 P 6.0
dagger +1 1d4+1 19-20/x2 10 P,S 1.0
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FEATS & SPECIAL ABILITIES FEATS & SPECIAL ABILITIES

Coral Familiar (Ex): vermin (aquatic); a::t:ibious; immune to mind-affecting effects e o familiar continued o e o
takes shape of blue-ringed Octopus, blue-ringed Jet (ex) 60' straight line; no attack of opportunity

Master gains a +3 bonus on Swim checks Poison: Bite—injury; save Fort DC 10; frequency 1/round for 6 rounds; effect 1 Str; cure 1 save.

Tiny; AC 17+1 HD 1 HP 5 Fort +2 Ref +2 Will +2 Natural AC +1

speed 20" swim 30' jet 60'; bite +7 1d2-1 +poison; tentacles +5 grab Alertness, improved evasion, share spells, empathic link

Str 8 Dex 21 Con 10 Int 6 Wis 13 Cha 3; BAB 0; CMB +3 CMD 12
Feats Multiattack, Weapon Finesse

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

Racial Modifiers +10 Escape Artist, +8 Stealth

Ink Cloud (Ex) 5' rad (1/min) concealment for 1 min

EQUIPMENT & MAGIC ITEMS EQUIPMENT & MAGIC ITEMS

8 ITEM QTY / USES| WGT N/A WEIGHT 8 ITEM QTY / USES| WGT N/A WEIGHT

WORN MAGIC ITEM EQUIPMENT BAGS & CONTAINERS

EQUIPMENT SLOTS FOR MAGIC ITEMS ® CONTAINER VOLUME/WElGHT LlMlT/NOTES WEIGHT
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BODY:
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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
YT | ¢ | 5 | 132 | 764 | 660
ARMOR & MODIFIED
SHOULDERS: WEAPONS CURRENCY | EQUIPMENT MisC TOTAL 0 0 o 0 0 0
WRIST: 7.0 0.0 0.0 70 CURRENT LOAD LicHT@ MEDIum O HEAvy O

ORIGINAL CREATED BY BILL BARNES (WWW.NECEROS.COM). MODIFIED BY DAN BRINK. THIS PRODUCT LICENSED BY CREATIVE COMMONS LICENSE (HTTP://CREATIVECOMMONS.ORG [LICENSES/BY-NC-SA/3.0). PATHFINDER AND ITS LOGO ARE COPYWRITTEN PAIZO PUBLISHING LLC.
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R Hex - DC = 10 + 1/2 witch Ivl + IntNR;IA;ZD:C:IZION o o - - )
Slumber - put creature to sleep Enchantment| 1 rnd/Ivl 30 will no
Crashing Waves (Su): - water spells cast @ +1 CL; damaged foes save or knocked prone permanent |personal fort no
0 Daze - A single humanoid creature with 4 HD or less loses its next action. Enchantment
0 Detect Magic - Detects all spells and magic items within 60 ft. Divination
0 Read Magic - Read scrolls and spellbooks. Divination
0 Touch of Fatigue - Touch attack fatigues target. Necromancy
0 Guidance - +1 on one attack roll, saving throw, or skill check. Divination
1 Cause Fear - One creature of 5 HD or less flees for 1d4 rounds. Necromancy
1 Chill Touch - One touch/level deals 1d6 damage and possibly 1 Str damage. Necromancy
1 Command - One subject obeys selected command for 1 round. Enchantment
1 Enlarge Person - Humanoid creature doubles in size. Transmutation
1 Fumbletongue - Target cannot speak intelligently. Enchantment
1 Inflict Light Wounds - Touch deals 1d8 damage +1/level (max +5). Necromancy
1 Ray of Enfeeblement - Ray causes 1d6 Str penalty + 1 per 2 levels. Necromancy
1 Summon Monster | - Summons extraplanar creature to fight for you. Conjuration
1 Unseen Servant - Invisible force obeys your commands. Conjuration
1 Wave Shield - Water blunts one incoming attack or fire effect. Abjuration
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