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STR +4STRENGTH 19
DEX +5DEXTERITY 20
CON +1CONSTITUTION 13
INT -4INTELLIGENCE 2
WIS +1WISDOM 12
CHA -1CHARISMA 8

+1(CONSTITUTION) +5=FORTITUDE +6

+5(DEXTERITY) +5=REFLEX +10

+1(WISDOM) +2=WILL +3
Immunity to Sleep

Crit: 20/x2
Light, B/P/S

Mainhand: +8, 1d8+4
Bite (Hound, Elven)

Crit: 20/x2
Light, B

Mainhand: +4, 1d3+4
Unarmed Strike

+4 Max Dex: +4, Armor Check: -2
Spell Fail: 20%, Light

Chain Shirt

Ability Modifier TemporaryScore

Lawful Neutral; Deity: Solonor Thelandira ; Age: 24 ;
Height: 2' 1" ; Weight: 217lb.; Eyes: Brown ; Hair:
Green/Brown; Skin: Brown

Male Hound, Elven - CL6 - CR 5
Cooshee

AbilityBase MiscSaving Throw NotesResist TempTotal

28 +4 +4 +1=
10 23

+9
15

+4
+8

55

+5

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Base Attack
Grapple

HP
Damage / Current HPTotal

Initiative
Speed 50 ft

Ability MiscSkill Name RanksTotal

INT (-4)Appraise -4
DEX (5)Balance +3
CHA (-1)Bluff -1
STR (4)Climb +2
CON (1)Concentration +1
WIS (1)Cooking +1
CHA (-1)Diplomacy -1
CHA (-1)Disguise -1
DEX (5)Escape Artist +3
INT (-4)Forgery -4
CHA (-1)Gather Information -1
WIS (1)Heal +1
DEX (5)Hide +3
CHA (-1)Intimidate -1
STR (4)Jump +14
WIS (1)Listen 4+5
DEX (5)Move Silently +3
DEX (5)Ride +5
INT (-4)Search -4
WIS (1)Sense Motive +1
WIS (1)Spot 4+5
WIS (1)Survival +1
STR (4)Swim 1+1
DEX (5)Use Rope +5

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 (Heavy)

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)
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Total Weight Carried: 25/525lbs, Light Load
(Light: 174lbs, Medium: 349.5lbs, Heavy: 525lbs)

Gear

Chain Shirt 25lbs
Money -

Experience & Wealth
Current Cash: You have no money!

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 (Medium)

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

+1 natural armor
Improved Natural Armor

The damage of a natural attack increases by one step.
Improved Natural Attack - Bite

You can track opponents.
Track

Special Abilities

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

+4 to Survival when tracking by Scent.
+4 to Survival when tracking by Scent

An animal companion gains a +4 morale bonus on Will saves against
enchantment spells and effects.

Devotion (Ex)

If an animal companion is subjected to an attack that normally allows a Reflex
saving throw for half damage, it takes no damage if it makes a successful saving
throw.

Evasion (Ex)

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

This special quality allows a creature to detect approaching enemies, sniff out
hidden foes, and track by sense of smell. Creatures with the scent ability can
identify familiar odors just as humans do familiar sights.

The creature can detect opponents within 30 feet by sense of smell. If the
opponent is upwind, the range increases to 60 feet; if downwind, it drops to 15
feet. Strong scents, such as smoke or rotting garbage, can be detected at twice
the ranges noted above. Overpowering scents, such as skunk musk or troglodyte
stench, can be detected at triple normal range.

When a creature detects a scent, the exact location of the source is not
revealed—only its presence somewhere within range. The creature can take a
move action to note the direction of the scent. Whenever the creature comes within
5 feet of the source, the creature pinpoints the source’s location.

A creature with the Track feat and the scent ability can follow tracks by smell,
making a Wisdom (or Survival) check to find or follow a track. The typical DC for
a fresh trail is 10 (no matter what kind of surface holds the scent). This DC
increases or decreases depending on how strong the quarry’s odor is, the number
of creatures, and the age of the trail. For each hour that the trail is cold, the DC
increases by 2. The ability otherwise follows the rules for the Track feat. Creatures
tracking by scent ignore the effects of surface conditions and poor visibility.

Scent (Ex)

Once per hour, a hound can move five times its normal speed (250 feet) when it
makes a charge.

Sprint

Languages
Common
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Background
Aindreas Ra'huan is an Elven Hound bred by the Eladrin
for hunting and guard duties.  He was born on Nightal 19,
1346.

Shortly after his birth, he was purchased by Orin and
Catriona of Cormanthor to serve as a protector to their
infant daughter, Avery.  As soon as Avery was able to
speak her first words, she referred to him simply as
Cooshee, a nickname that has stuck ever since.

As a very young girl, Avery would ride Cooshee through
the forest, which continued until she was about 10.  After
that, Cooshee accompanied her on foot, serving as her
loyal protector and guard as always.

Cooshee is devoted only to Avery -- her well-being and
contentment are his raison d'etre (reason for living).  He is
lawful insofar as he acts as his personal code for
protecting Avery would direct him.  Apart from his love and
devotion to her, he is neutral to all else.

Cooshee knows 9 tricks and can perform them whether
directed by vocal command, hand gesture or whistle:

Attack
Hand Gesture:  Hand making biting motion
Whistle:  3 short blasts

Stay
Hand Gesture:  Finger pointing at ground
Whistle:  1 long blast

Guard
Hand Gesture:  Fist with arm crossed to opposite

shoulder
Whistle:  1 short blast

Down
Hand Gesture:  Flat of hand facing ground
Whistle:  2 short blasts

Defend
Hand Gesture:  Open hand on chest
Whistle:  1 short blast followed by 1 long blast

Heel
Hand Gesture:  Hand on hip
Whistle:  2 long blasts

Fetch
Hand Gesture:  Throwing motion
Whistle:  2 short blasts followed by 1 long blast

Come
Hand Gesture:  Open hand pulled toward me
Whistle:  3 long blasts

Track
Hand Gesture:  Finger pointing at nose
Whistle:  1 short blast followed by 2 long blasts


