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STR 0STRENGTH 10
DEX +3DEXTERITY 16
CON +2CONSTITUTION 14
INT +4INTELLIGENCE 19
WIS +2WISDOM 14
CHA +1CHARISMA 12

+2(CONSTITUTION) +2=FORTITUDE +4

+3(DEXTERITY) +4=REFLEX +7

+2(WISDOM) +5=WILL +7

Crit: 20/x2
Ammo

Mainhand: +0, 1d3
Bolts, Crossbow

Crit: 19-20/x2
Rng: 80'

1-Hand, P

Crossbow Masterwork LT, +1 Darkwood
Crossbow, LightRanged: +6, 1d6+1

Ranged, Both Hands: +8, 1d6+1

Crit: 19-20/x2
Rng: 30'
Light, P

Crossbow, Hand
Ranged: +3, 1d3

Crit: 19-20/x2
Rng: 10'

Light, P/S

Mainhand: +4, 1d3
Dagger

Ranged: +7, 1d3

Ability Modifier TemporaryScore

Neutral Good; Deity: Mystra; Age: 54 ; Height: 3' 5" ;
Weight: 45lb. ; Eyes: Grn; Hair: Brn; Skin: pale

Male Gnome Wizard 6 - CR 6

Cobb Ranzbiddle
Player: Rich

AbilityBase MiscSaving Throw NotesResist TempTotal

18 +4 +3=
10 15

+1
14

+4
-1

31

+3

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Base Attack
Grapple

HP
Damage / Current HPTotal

Initiative
Speed 20 ft

Ability MiscSkill Name RanksTotal

INT (4)Appraise 1+5
DEX (3)Balance +3
CHA (1)Bluff 1+2
STR (0)Climb 0.5+0
CON (2)Concentration 2+4
WIS (2)Cooking +2
INT (4)Craft: Alchemy 4+10
INT (4)Decipher Script 1+5
CHA (1)Diplomacy +1
INT (4)Disable Device 1+5
DEX (3)Escape Artist +3
INT (4)Forgery 1+5
CHA (1)Gather Information +1
WIS (2)Heal +2
DEX (3)Hide 2+9
CHA (1)Intimidate +1
STR (0)Jump -6
INT (4)Knowledge: Arcana 6+10
INT (4)Knowledge: Geography 1+5
INT (4)Knowledge: History 1+5
INT (4)Knowledge: Local 1+5
INT (4)Knowledge: Nature 1+5
INT (4)Knowledge: Nobility &

Royalty
1+5

INT (4)Knowledge: Religion 1+5
INT (4)Knowledge: The Planes 1+5
WIS (2)Listen 1+7
DEX (3)Move Silently 2+11
DEX (3)Ride +3
INT (4)Search 2+6
WIS (2)Sense Motive +2

Speak Language 1+1
INT (4)Spellcraft 5+11
WIS (2)Spot 2+6
WIS (2)Survival +2
STR (0)Swim +0
DEX (3)Use Rope +3
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Total Weight Carried: 15.51/75lbs, Light Load
(Light: 24.75lbs, Medium: 49.5lbs, Heavy: 75lbs)

Gear

Acorn of Daylight x1 0.1lbs
Artisan's Outfit (Free) -
Backpack (6 @ 6.26 lbs) 2lbs
Bag of Book Worms x2 0.1lbs
Blood Moss +4 vs poison x5 0.1lbs
Bolts, Crossbow x10 0.05lbs
Cobb's Dragonskin Vest 0.5lbs
Cobb's Invisibility Cloak -
Cobb's Mage Armor Robe -
Cobb's Magic Mount -
Cobb's Runners -
Cobb's True Strike Greaves -
Cobbs Magic Hat -
Crossbow Masterwork LT 1lb
Crossbow, Hand 1lb
Dagger <In: Pouch, belt (2 @ 0.5 lbs)> 0.5lbs
Drow Sleep Poison x5 0.1lbs
Flint and steel <In: Pouch, belt (2 @ 0.5 lbs)>
Green Dragon Sculpture 0.25lbs
Healing Salve 1d8+1  x1 0.1lbs
Ink (1 oz. vial, black) <In: Backpack (6 @ 6.26 lbs)>
Inkpen <In: Backpack (6 @ 6.26 lbs)>
Money <In: Backpack (6 @ 6.26 lbs)> 1.26lbs
Must Creeper Poison x3 0.1lbs
Potion of Cure Light Wounds x3 -
Potion of Cure Moderate Wounds x3 -
Potions Resist Ele each x1 0.1lbs
Pouch, belt (2 @ 0.5 lbs) 0.5lbs
Scroll Bandolear 0.1lbs
Scroll: Darkvision, Shatter, Invisibility, Protection from
Arrows

-
Scroll: Grease, Grease -
Scroll: Lightning Bolt, Dispel Magic, Fireball, Fireball -
Spell component pouch 2lbs
Spellbook, wizard's (blank) <In: Backpack (6 @ 6.26
lbs)>

3lbs
Star Gloves +2 to casting spell level 0.1lbs
Sunrod x2 <In: Backpack (6 @ 6.26 lbs)> 1lb
Wand of Magic Missile -
Yellow Musk Creeper x1 0.1lbs

Experience & Wealth
Experience Points: 18000/21000
Current Cash: 49 PP, 1 GP, 4 SP, 9 CP

+4 Max Dex: -, Armor Check: -
Spell Fail: 0%,

Cobb's Dragonskin Vest

Feats, Traits & Flaws

You can create any magic weapon, armor, or shield whose prerequisites you
meet. Enhancing a weapon, suit of armor, or shield takes one day for each 1,000
gp in the price of its magical features. To enhance a weapon, suit of armor, or
shield, you must spend 1/25 of its features' total price in XP and use up raw
materials costing one-half of this total price.

Craft Magic Arms & Armor

You can create any wondrous item whose prerequisites you meet. Enchanting a
wondrous item takes one day for each 1,000 gp in its price. To enchant a
wondrous item, you must spend 1/25 of the item's price in XP and use up raw
materials costing half of this price.

Craft Wondrous Item

Fire spl 2nd+, stand, 5 ft rad burst in 30 ft does 1d6 per spl lvl (Ref half).
Fiery Burst (Su)

You can create a scroll of any spell that you know. Scribing a scroll takes one day
for each 1,000 gp in its base price. The base price of a scroll is its spell level x its
caster level x 25 gp. To scribe a scroll, you must spend 1/25 of this base price in
XP and use up raw materials costing one-half of this base price.

Scribe Scroll

Spells from one school of magic have +1 to their save DC.
Spell Focus - Illusion

Feats, Traits & Flaws

You are proficient with the Dagger, Crossbow (Light and Heavy) and
Quarterstaff.

Wizard Weapon Proficiencies

Special Abilities

+1 racial bonus to attacks against Kobolds and Goblinoids.
+1 to attack rolls vs Kobolds and Goblinoids

+2 racial bonus to saves against illusions.
+2 to saves vs illusions

This ability is active when your familiar is within one mile.
+3 to Move Silently checks while familiar is within 1
mile.

+4 dodge bonus to AC against monsters of the Giant type.
+4 dodge bonus to AC vs Giants

If you have Charisma 10+, you can cast Dancing Lights once per day at
caster level 1st, save 10 + charisma modifier + spell level.

Dancing Lights (1/day)

If the master is 3rd level or higher, a familiar can deliver touch spells for him.
If the master and the familiar are in contact at the time the master casts a
touch spell, he can designate his familiar as the 'toucher'. The familiar can
then deliver the touch spell just as the master could. As usual, if the master
casts another spell before the touch is delivered, the touch spell dissipates.

Deliver Touch Spells Through Familiar (Su)

The master has an empathic link with his familiar out to a distance of up to 1
mile. The master cannot see through the familiar's eyes, but they can
communicate empathically. Because of the limited nature of the link, only
general emotional content can be communicated.

Because of this empathic link, the master has the same connection to an item
or place that his familiar does.

Empathic Link (Su)

If you have Charisma 10+, you can cast Ghost Sound once per day at caster
level 1st, save 10 + charisma modifier + spell level.

Ghost Sound (1/day)

+1 to the save DC of all illusions spells you cast.
Illusion spell save DC +1

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

If you have Charisma 10+, you can cast Prestidigitation once per day at
caster level 1st, save 10 + charisma modifier + spell level.

Prestidigitation (1/day)

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

Racial Skill Bonus

+1 competence bonus on caster level for fire spells.
Reserve Bonus (fire)

At the master's option, he may have any spell (but not any spell-like ability)
he casts on himself also affect his familiar. The familiar must be within 5 feet
at the time of casting to receive the benefit.

If the spell or effect has a duration other than instantaneous, it stops affecting
the familiar if it moves farther than 5 feet away and will not affect the familiar
again even if it returns to the master before the duration expires. Additionally,
the master may cast a spell with a target of "You" on his familiar (as a touch
range spell) instead of on himself.

A master and his familiar can share spells even if the spells normally do not
affect creatures of the familiar's type (magical beast).

Share Spells

Speak with Animals (burrowing mammals only, lasts 1 minute) once per day.
Speak with Burrowing Mammal (1/day)

If the master is 5th level or higher, a familiar and the master can communicate
verbally as if they were using a common language. Other creatures do not
understand the communication without magical help.

Speak With Familiar (Ex)

Gnomes are secretive and mischevious humanoids that love illusions and who
all speak Gnomish.

Subtype - Gnome

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

Charges
Bolts, Crossbow 0/10
Cobb's Invisibility Cloak 0/1
Cobb's Runners 0/1
Cobb's True Strike Greaves 0/2
Cobbs Magic Hat 0/2
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Charges
Dagger 0/1
Dancing Lights (1/day) 0/1
Ghost Sound (1/day) 0/1
Potion of Cure Light Wounds 0/3
Potion of Cure Moderate Wounds 0/3
Prestidigitation (1/day) 0/1
Speak with Burrowing Mammal (1/day) 0/1

Languages
Common Gnome
Dwarven Goblin

Elven Undercommon
Giant

Spells & Powers
Wizard Spell DC: 14 + spell level
Maximum Wizard spells per day: 4x0; 4x1; 4x2; 3x3
Wizard 0: Detect Magic, Disrupt Undead, Mending, Read
Magic
Wizard 1: Color Spray, Grease, Hail of Stone, Ray of
Enfeeblement
Wizard 2: Knock, Scorching Ray, Shatter, Earthbind
Wizard 3: Dispel Magic, Fireball, Fly

Companions

STR 2 (-4), DEX 14 (+2), CON 10 (0), INT 8 (-1), WIS 12
(+1), CHA 6 (-2); Fortitude +2, Reflex +6, Will +6
HP: 15/15; Init: +2; Speed: 30 feet
Attack Bonus: +5; Armor Class: 17 / 14 Tch / 15 Fl

Kizmat (Arcane Familiar), Male Animal, Cat - CL1 - CR
1/4

Appraise +0, Balance +10, Bluff -1, Climb +6,
Concentration +2, Decipher Script +0, Disable Device +0,
Forgery +0, Hide +18, Jump +10, Listen +3, Move Silently
+10, Search +1, Speak Language +1, Spellcraft +4, Spot
+3

Special: +4 to Hide in Tall Grass/Undergrowth, Improved Evasion (Ex),
Low-Light Vision, Racial Skill Bonus, Scent (Ex), Type - Animal

Bite (Animal, Cat) +2, 1d3-4 , 20/x2
Claw x2 (Animal, Cat) +7 x2 , 1d2-4 , 20/x2
Unarmed Strike +3, 1-4, 20/x2

Background
Cobb was born in 1328 in a small farming community of
other gnomes just on the outskirts of Ashabenford.
Not following in his fathers footsteps, Cobb worked for the
local of Alchemy shop.
Cobb showed much aptitude for it and excelled in the
business. Cobb's exposure to magic and it's components,
which are sold in the store, peaked his curiosity and over
time he developed an talent for spell casting.
A local elven wizard accepted Cobb's application to teach
Cobb about the Weave.
Cobb mainly deals with the customers and the supplies as
they come in to the store.
His older sister Kaylie works at the local tavern and his
father is a local prospector. His mom died because of the
war.
Cobb's black and gray cat Kismat helps him find and
catch the insects required for components and recipes.

As a child Cobb played in the woods and explored the
natural, yet tiny caves and tunnels with the other smaller
kids. His Alchemy education only fueled his need to
explore and find new resources for the store.

Cobb knows Wisper and the Dwarf and Hobbit from
school and little people gatherings at the smaller tables
during festivals.
Cobb Krunk only by name and size.
Cobb knows of Aramith form his magic classes.



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 Wizard of the Coast, Inc. and is used with permission.

STR -4STRENGTH 2
DEX +2DEXTERITY 14
CON 0CONSTITUTION 10
INT -1INTELLIGENCE 8
WIS +1WISDOM 12
CHA -2CHARISMA 6

(CONSTITUTION) +2=FORTITUDE +2

+2(DEXTERITY) +4=REFLEX +6

+1(WISDOM) +5=WILL +6

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

Mainhand: +2, 1d3-4
Bite (Animal, Cat)

Crit: 20/x2
Light, P/S

Mainhand: +7, 1d2-4
Claw x2 (Animal, Cat)

Ability Modifier TemporaryScore

Chaotic Good; Deity: mystra; Age: 5; Weight: 2lb.; Eyes:
grn ; Hair: blk; Skin: dark

Male Animal, Cat - CL1 - CR 1/4

Kizmat

AbilityBase MiscSaving Throw NotesResist TempTotal

17 +2=
10 15

+3+2
14

+5
-9

15

+2

AC
Armor DeflecDex Dodge

Flat-Footed AC

MiscNaturShield Size

Touch AC

Total

Base Attack
Grapple

HP
Damage / Current HPTotal

Initiative
Speed 30 ft

Ability MiscSkill Name RanksTotal

INT (-1)Appraise +0
DEX (2)Balance +10
CHA (-2)Bluff -1
DEX (2)Climb +6
CON (0)Concentration +2
WIS (1)Cooking +1
INT (-1)Decipher Script +0
CHA (-2)Diplomacy -2
INT (-1)Disable Device +0
DEX (2)Escape Artist +2
INT (-1)Forgery +0
CHA (-2)Gather Information -2
WIS (1)Heal +1
DEX (2)Hide +18
CHA (-2)Intimidate -2
DEX (2)Jump +10
WIS (1)Listen 2+3
DEX (2)Move Silently +10
DEX (2)Ride +2
INT (-1)Search +1
WIS (1)Sense Motive +1

Speak Language +1
INT (-1)Spellcraft +4
WIS (1)Spot 2+3
WIS (1)Survival +1
STR (-4)Swim -4
DEX (2)Use Rope +2

Feats, Traits & Flaws

You get a +2 bonus on all Hide checks and Move Silently checks.
Stealthy

With a light weapon, rapier, whip, or spiked chain made for a creature of your
size category, you may use your Dexterity modifier instead of your Strength
modifier on attack rolls. If you carry a shield, its armor check penalty applies to
your attack rolls.

Weapon Finesse

Special Abilities

You gain a bonus to skill checks under certain conditions.
+4 to Hide in Tall Grass/Undergrowth

When subjected to an attack that normally allows a Reflex saving throw for
half damage, a familiar takes no damage if it makes a successful saving throw
and half damage even if the saving throw fails.

Improved Evasion (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

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 notrevealed—only its presence somewhere within range. The creature can take amove action to note the direction of the scent. Whenever the creature comeswithin 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 DCfor a fresh trail is 10 (no matter what kind of surface holds the scent). This DCincreases or decreases depending on how strong the quarry’s odor is, thenumber of creatures, and the age of the trail. For each hour that the trail iscold, the DC increases by 2. The ability otherwise follows the rules for theTrack feat. Creatures tracking by scent ignore the effects of surface conditionsand poor visibility.

Scent (Ex)
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Total Weight Carried: 0/15lbs, Light Load
(Light: 4.5lbs, Medium: 9.75lbs, Heavy: 15lbs)

Gear

Money -

Experience & Wealth
Current Cash: You have no money!

Special Abilities

An animal is a living, nonhuman creature, usually a vertebrate with no magical
abilities and no innate capacity for language or culture.

Features : An animal has the following features (unless otherwise noted in a
creature’s entry).
—d8 Hit Dice.
—Base attack bonus equal to 3/4 total Hit Dice (as cleric).
—Good Fortitude and Reflex saves (certain animals have different good saves).
—Skill points equal to (2 + Int modifier, minimum 1) per Hit Die, with quadruple
skill points for the first Hit Die.

Traits : An animal possesses the following traits (unless otherwise noted in a
creature’s entry).
—Intelligence score of 1 or 2 (no creature with an Intelligence score of 3 or higher
can be an animal).
—Low-light vision.
—Alignment: Always neutral.
—Treasure: None.
—Proficient with its natural weapons only. A noncombative herbivore uses its
natural weapons as a secondary attack. Such attacks are made with a –5 penalty
on the creature’s attack rolls, and the animal receives only 1/2 its Strength modifier
as a damage adjustment.
—Proficient with no armor unless trained for war.
—Animals eat, sleep, and breathe.

Type - Animal


