
Hero Lab and the Hero Lab logo are Registered Trademarks of LWD Technology, Inc. Free download at http://www.wolflair.com
Contents copyright Wizards of the Coast, Inc. 'd20 System' is a trademark of Wizards of the Coast, Inc. and is used with permission.

STR +3STRENGTH 16
DEX +5/+6DEXTERITY 20/22
CON +3CONSTITUTION 17
INT +1INTELLIGENCE 13
WIS +2WISDOM 15
CHA -1CHARISMA 9

+3(CONSTITUTION) +6=FORTITUDE +1+10

+6(DEXTERITY) +8=REFLEX +1+15

+2(WISDOM) +3=WILL +1+6

Crit: 20/x3
Rng: 110'
2-Hand, P

+1 Darkwood Longbow, Composite (Str +3)
Ranged, Both Hands: +16/+11, 1d8+4

Crit: 19-20/x2
Rng: 10'

Light, P/S

Mainhand: +13/+8, 1d4+3
Masterwork Dagger

Ranged: +16/+11, 1d4+3

Crit: 20/x3
Light, S

Mainhand: +13/+8, 1d6+3
Masterwork Handaxe

Crit: 19-20/x2
1-Hand, S

Mainhand: +13/+8, 1d8+3
Both Hands: +13/+8, 1d8+4

Masterwork Longsword

Ability Modifier TemporaryScore

Chaotic Good; Deity: Solonor Thelandira ; Age: 24 ; Height:
4' 7" ; Weight: 90lb. ; Eyes: Green; Hair: Titian Red; Skin:
Fair

Female Half-Elf Ranger 9 - CR 9

Avery
Player: Jane

AbilityBase MiscSaving Throw NotesResist TempTotal

24 +5 +1+6 +1=
10 17

+1
18

+9
+12

69

+6

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Base Attack
Grapple

HP
Damage / Current HPTotal

Initiative
Speed 30 / 40 ft

Ability MiscSkill Name RanksTotal

INT (1)Appraise +1
DEX (6)Balance +6
CHA (-1)Bluff -1
STR (3)Climb 9+12
CON (3)Concentration +3
WIS (2)Cooking +2
INT (1)Craft: Bowyer 2+3

CHA (-1)Diplomacy +1
CHA (-1)Disguise -1
DEX (6)Escape Artist +6
INT (1)Forgery +1

CHA (-1)Gather Information +1
CHA (-1)Handle Animal 10+9
WIS (2)Heal +2
DEX (6)Hide +6
CHA (-1)Intimidate -1
STR (3)Jump 9+21
INT (1)Knowledge: Geography 1+2
INT (1)Knowledge: Nature 3+6
WIS (2)Listen 9+12
DEX (6)Move Silently 9+15
DEX (6)Ride +8
INT (1)Search 9+11
WIS (2)Sense Motive +2
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Total Weight Carried: 27.5/230lbs, Light Load
(Light: 76lbs, Medium: 153lbs, Heavy: 230lbs)

Gear

+1 Darkwood Longbow, Composite (Str +3) <In:
Handy Haversack (16 @ 198.76 lbs)>

1.5lbs
+1 Mithral Chain Shirt 12.5lbs
Amulet of Natural Armor +1 -
Animal Training Kit <In: Handy Haversack (16 @
198.76 lbs)>

15lbs
Arrows x20 <In: Quiver Scabbard (20 @ 3 lbs)> 0.15lbs
Artisan's Outfit (Free) -
Artisan's tools, masterwork <In: Handy Haversack (16
@ 198.76 lbs)>

5lbs
Bedroll <In: Handy Haversack (16 @ 198.76 lbs)> 5lbs
Boots of Striding and Springing 1lb
Camouflage Kit <In: Handy Haversack (16 @ 198.76
lbs)>

5lbs
Cloak of Resistance, +1 1lb
Flint and steel <In: Handy Haversack (16 @ 198.76 lbs)>
Gloves of Dexterity, +2 -
Handy Haversack (16 @ 198.76 lbs) 5lbs
Masterwork Dagger <In: Handy Haversack (16 @
198.76 lbs)>

1lb
Masterwork Handaxe <In: Handy Haversack (16 @
198.76 lbs)>

3lbs
Masterwork Longsword <In: Handy Haversack (16 @
198.76 lbs)>

4lbs
Money <In: Handy Haversack (16 @ 198.76 lbs)> 135.26lbs
Outfit, Animal Training <In: Handy Haversack (16 @
198.76 lbs)>

20lbs
Quiver Scabbard (20 @ 3 lbs) 2lbs
Rations, trail (per day) <In: Handy Haversack (16 @
198.76 lbs)>

1lb
Ring of Protection, +1 -
Signet ring
Taulmaril (The Heartseeker) (Str +3) 3lbs
Torch x3 <In: Handy Haversack (16 @ 198.76 lbs)> 1lb
Wand of Cure Light Wounds <In: Handy Haversack (16 @
198.76 lbs)>

-

Experience & Wealth
Experience Points: 36,304/45,000
Current Cash: 6752 GP, 8 SP, 3 CP

Crit: 20/x3
Rng: 110'
2-Hand, P

Taulmaril (The Heartseeker) (Str +3)
Ranged, Both Hands: +17/+12, 1d8+5

Crit: 20/x2
Light, B

Mainhand: +12/+7, 1d3+3
Unarmed Strike

+5 Max Dex: +6, Armor Check: -
Spell Fail: 10%, Light

+1 Mithral Chain Shirt

Ability MiscSkill Name Ranks
Skills

Total

Skill Tricks +0
WIS (2)Spot 10+13
WIS (2)Survival 11+13
STR (3)Swim 1+4
DEX (6)Use Rope 1+7

Feats, Traits & Flaws

When you wear a type of armor with which you are proficient, the armor check
penalty for that armor applies only to Balance, Climb, Escape Artist, Hide, Jump,
Move Silently, Sleight of Hand, and Tumble checks.

Armor Proficiency (Light)

+1 to AC vs attacks.
Dodge ( House Rule )

+4 to a variety of skill checks. Sleep in L/M armor with no fatigue.
Endurance

Feats, Traits & Flaws

Rapid shot no longer imposes -2 penalty.
Improved Rapid Shot

You can shoot an extra arrow at a single opponent at -4+ to all shots.
Manyshot

You are proficient with all Martial weapons.
Martial Weapon Proficiency - All

+3 to effective druid lvl when determine animal companion abilities, max of
HD.

Natural Bond

+1 to attack and damage rolls with ranged weapons at up to 30 feet.
Point Blank Shot

You get an extra attack with ranged weapons. Each attack is at -2.
Rapid Shot

You can use a shield and take only the standard penalties.
Shield Proficiency

Benefit: You are proficient with all Simple weapons.

Normal : When using a weapon with which you are not proficient, you are at
-4 to attack rolls.

Simple Weapon Proficiency - All

You can track opponents.
Track

Special Abilities

+2 save bonus vs Enchantments.
+2 to saves vs Enchantments

At level 2, you gain the effects of the Rapid Shot feat. At level 6, you gain the
effects of the Manyshot feat. At level 11, you gain the effects of the Improved
Precise Shot feat.

You can use these feats even if you don't meet the pre-requisites, but you
cannot use them if you wear medium or heavier armor.

Archery

When wearing light or no armor, if you pass your Reflex save against an
attack that deals half damage on a save, you take no damage.

Evasion (Ex)

Favored Enemy: Humanoids (Elf) (+4 bonus) (Ex)

Favored Enemy: Humanoids (Human) (+2 bonus) (Ex)

A druid can handle her animal companion as a free action, or push it as a
move action, even if she doesn't have any ranks in the Handle Animal skill.
The druid gains a +4 circumstance bonus on all wild empathy checks and
Handle Animal checks made regarding an animal companion.

Link (Ex)

See twice as far as a human in low light, distinguishing color and detail.
Low-Light Vision

You always gain a bonus to the listed skill checks. This is already factored
into your stats in Hero Lab.

Racial Skill Bonus

At the druid's option, she may have any spell (but not any spell-like ability)
she casts upon herself also affect her animal companion. The animal
companion must be within 5 feet of her at the time of casting to receive the
benefit. If the spell or effect has a duration other than instantaneous, it stops
affecting the animal companion if the companion moves farther than 5 feet
away and will not affect the animal again, even if it returns to the druid before
the duration expires.

Additionally, the druid may cast a spell with a target of "You" on her animal
companion (as a touch range spell) instead of on herself. A druid and her
animal companion can share spells even if the spells normally do not affect
creatures of the companion's type (animal).

Share Spells (Ex)

Elves are elegant and magical humanoids who live close to their environment
and who all speak Elven.

Subtype - Elf

You can move at normal speed while Tracking without taking the -5 penalty.
You can move up to twice normal speed and take only a -10 penalty.

Swift Tracker (Ex)

A humanoid usually has two arms, two legs, and one head, or a humanlike
torso, arms, and a head. Humanoids have few or no supernatural or
extraordinary abilities, but most can speak and usually have well-developed
societies. They usually are Small or Medium. Every humanoid creature also
has a subtype.

Humanoids with 1 Hit Die exchange the features of their humanoid Hit Die for
the class features of a PC or NPC class. Humanoids of this sort are presented
as 1st-level warriors, which means that they have average combat ability and
poor saving throws.

Humanoids with more than 1 Hit Die are the only humanoids who make use of
the features of the humanoid type.

Features : A humanoid has the following features (unless otherwise noted in a
creature’s entry).—8-sided Hit Dice, or by character class.—Base attack bonus equal to 3/4 total Hit Dice (as cleric).—Good Reflex saves (usually; a humanoid’s good save varies).—Skill points equal to (2 + Int modifier, minimum 1) per Hit Die, withquadruple skill points for the first Hit Die, or by character class.Traits : A humanoid possesses the following traits (unless otherwise noted in acreature’s entry).—Proficient with all simple weapons, or by character class.—Proficient with whatever type of armor (light, medium, or heavy) it isdescribed as wearing, or by character class. If a humanoid does not have aclass and wears armor, it is proficient with that type of armor and all lightertypes. Humanoids not indicated as wearing armor are not proficient witharmor. Humanoids are proficient with shields if they are proficient with anyform of armor.—Humanoids breathe, eat, and sleep.

Type - Humanoid

A person can use body language, vocalizations, and demeanor to improve the
attitude of an animal. This ability functions just like a Diplomacy check made to
improve the attitude of a person. The user rolls 1d20 and add your wild
empathy bonus (generally relevant class levels + Charisma modifier) to
determine the wild empathy check result. The typical domestic animal has a
starting attitude of indifferent, while wild animals are usually unfriendly.

To use wild empathy, the person and the animal must be able to study each
other, which means that they must be within 30 feet of one another under
normal conditions. Generally, influencing an animal in this way takes 1 minute
but, as with influencing people, it might take more or less time.A person can also use this ability to influence a magical beast with anIntelligence score of 1 or 2 (such as a basilisk or a girallon), but they take a–4 penalty on the check.

Wild Empathy +10 (Ex)
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Special Abilities

Move through undergrowth at normal speed, without taking any damage.
Magically-manipulated undergrowth still affects as normal.

Woodland Stride (Ex)

Charges
Arrows 0/20
Camouflage Kit 0/10
Masterwork Dagger 0/1

Languages
Common Elven
Draconic

Spells & Powers
Ranger Spell DC: 12 + spell level
Maximum Ranger spells per day: 2x1; 1x2
Ranger 1: Arrow Mind, Hunter's Mercy
Ranger 2: Curse of Arrow Attraction

Companions

STR 19 (+4), DEX 20 (+5), CON 13 (+1), INT 2 (-4), WIS
12 (+1), CHA 8 (-1); Fortitude +6, Reflex +10, Will +3
HP: 55/55; Init: +5; Speed: 50 feet
Attack Bonus: +4; Armor Class: 28 / 15 Tch / 23 Fl

Cooshee (Animal Companion), Male Hound, Elven -
CL6 - CR 5

Balance +3, Climb +2, Escape Artist +3, Hide +3, Jump
+14, Listen +5, Move Silently +3, Spot +5, Swim +1

Special: +2 to saves vs Enchantments, +4 to Survival when tracking
by Scent, Devotion (Ex), Dodge ( House Rule ), Evasion (Ex),
Immunity to Sleep, Low-Light Vision, Scent (Ex), Sprint, Track

Bite (Hound, Elven) +8, 1d8+4, 20/x2
Unarmed Strike +4, 1d3+4, 20/x2

Background
The only daughter of a human father (Orin) and elven
mother (Catriona or 'Cat' to my father),  Avery is a spritely
half-elf with long, golden-red hair and wide, green eyes.
She was born on Mirtul 11, 1345.

Growing up surrounded by nature, she has come to love
the forest and its animals with boundless devotion.  She
has spent her entire childhood becoming one with her
surroundings and can move through the forest at will and
track anything that passes through it.

Avery's mother is one of the small number of elves who
have chosen to remain in Cormanthor Forest, steadfast in
their loyalty to what is theirs.  With this fervor passed
down from her mother, Avery has chosen to remain as
well, guarding the forest, tracking those who should not be
there and defending it whenever necessary.

As a very young girl, Avery's parents -- knowing that the
forest was becoming increasinlgy dangerous for those of
elven blood -- brought home an Elven Hound as her
companion and protector.  Avery has grown up with
Aindreas Ra'huan of the Eladrin (but called simply
Cooshee since she was just a baby elf who couldn't
pronounce his given name and knew him only as a
cooshee, the elvish word for these hounds).  Avery and
Cooshee are inseparable; he provides constant protection.

Avery has also been trained by her father in the art of the
bow.  As a child, once she demonstrated proficiency and
the ability to care for it, a longbow considered a family
"heirloom" (though not enough of one to have a special
name) was given to her by her parents.

To date, Avery's adventures have taken place within
Cormanthor Forest, involving interlopers, those who would
harm the forest and its inhabitants and Drow.  Avery's
encounters with Drow, as well as her study of her fellow
elves, have given her particular insight and knowledge
into them.  She has worked closely with Alok Silverspear
on several occasions in battles to defend the forest.

During one such adventure, however, the battle involved
others who would harm the forest and introduced Avery to
Gwendolynn Fairbarin, a halfling druid.  They have
developed a friendship since this time and stay in touch
whenever possible.


