Aspis Musher (Tier 5-6) 

Male or Female human fighter 2

NE Medium Humanoid 


Initiative +1 Senses Perception +2

Defense  

AC 15; Touch 11 Flat-footed 14 (+4 armor, +1 Dex)

Hit Points: 14 (2d10+2) 
Fortitude +4, Reflex +1, Will +1

Defensive Abilities: none  

Offense  

Speed 30 ft (6 squares)

Melee Attack: heavy pick +5 (1d6+2/X4) or dagger +4 (1d4+2)

Ranged Attack: javelin +3 (1d6+2) or dagger +3 (1d4+2)

Space 5ft; Reach 5ft

Special Attacks: none

Tactics  

Before Combat: 
During Combat:  The mushers do their best to drive the sleds, only resorting to hand to hand combat if they crash or are forced to stop.
Morale:  As there is little chance of survival in the mountains alone, these mercenaries fight to the death.

Statistics  

Abilities Str 15, Dex 12, Con 13, Int 10, Wis 11, Cha 8

Base Attack: +2; CMB +4 CMD 15

Special Qualities: none
Feats: Alertness, Animal Affinity, Point Blank Shot, Weapon Focus (heavy pick)

Skills:  Acrobatics +4, Climb +3, Handle Animal +5, Intimidate +1, Ride +3

Languages Common
Gear:  chain shirt, heavy pick, dagger (4), javelin (5), bronze consortium coin
Aspis Ranger (Tier 5-6) 

Male or Female human Ranger 3

NE Medium Humanoid


Initiative +3 Senses Perception +3

Defense  

AC 17; Touch 13 Flat-footed 14 (+4 armor, +3 Dex)

Hit Points: 15 (3d8) 
Fortitude +3, Reflex +6, Will +2

Defensive Abilities: None  

Offense  

Speed 30 ft (6 squares)

Melee Attack: shortsword +7 (1d6+1) or 2 shortswords +5/+5 (1d6+1)

Ranged Attack: +1 bolas +7 (1d4+2) 

Space 5ft; Reach 5ft

Special Attacks: Favored Enemy (human)

Tactics  

Before Combat: 
During Combat:  When in range, the rangers throw their bolas at the mushers, attempting to trip them up and knock them off their sleds.  During a sled grapple, they try to board the opponent’s sled and attack with their swords.
Morale:  If more than four of their allies fall, the rangers take their sleds and race off.

Statistics  

Abilities Str 13, Dex 16, Con 11, Int 12, Wis 13, Cha 12

Base Attack: +3; CMB +4 CMD 17

Special Qualities: wild empathy, track
Feats: Exotic Weapon Proficiency (bola), Two-Weapon Fighting, Weapon Finesse, Weapon Focus (shortsword)

Skills:  Acrobatics +5, Climb +2, Handle Animal +5, Heal +3, Disguise +3, Knowledge (dungeoneering) +3, Knowledge (geography) +3, Knowledge (nature) +3, Perception +3, Ride +4, Survival +4, Stealth +4

Languages Common,
Gear:  chain shirt, +1 bolas, matched pair of shortswords, bronze consortium coin

Aspis Musher (Tier 8-9) 

Male or Female human fighter 4

NE Medium Humanoid 


Initiative +1 Senses Perception +2

Defense  

AC 15; Touch 11 Flat-footed 14 (+4 armor, +1 Dex)

Hit Points: 28 (4d10+4) 
Fortitude +5, Reflex +2, Will +1

Defensive Abilities: none  

Offense  

Speed 30 ft (6 squares)

Melee Attack: +1 heavy pick +9 (1d6+3/X4) or dagger +7 (1d4+3)

Ranged Attack: javelin +6 (1d6+3) or dagger +6 (1d4+3)

Space 5ft; Reach 5ft

Special Attacks: none

Tactics  

Before Combat: 
During Combat:  The mushers do their best to drive the sleds, only resorting to hand to hand combat if they crash or are forced to stop.
Morale:  As there is little chance of survival in the mountains alone, these mercenaries fight to the death.

Statistics  

Abilities Str 16, Dex 12, Con 13, Int 10, Wis 11, Cha 8

Base Attack: +4; CMB +7 CMD 18

Special Qualities: none
Feats: Alertness, Animal Affinity, Point Blank Shot, Quick Draw, Weapon Focus (heavy pick), Weapon Specialization (heavy pick)

Skills:  Acrobatics +9, Climb +5, Handle Animal +8, Intimidate +1, Ride +4, Swim +3

Languages Common
Gear:  +1 chain shirt, heavy pick, dagger (4), javelin (5), bronze consortium coin
Aspis Ranger (Tier 8-9) 

Male or Female human Ranger 5

NE Medium Humanoid


Initiative +4 Senses Perception +4
Defense  

AC 18; Touch 13 Flat-footed 15 (+5 armor, +3 Dex)

Hit Points: 25 (5d8) 
Fortitude +4, Reflex +8, Will +2

Defensive Abilities: None  

Offense  

Speed 30 ft (6 squares)

Melee Attack: masterwork shortsword +11 (1d6+2) or 2 shortswords +9/+9 (1d6+2)

Ranged Attack: +1 bolas +10 (1d4+2) 

Space 5ft; Reach 5ft

Special Attacks: Favored Enemy (humans +4, elves +2) 
Spells Known (CL 2nd) 

1st – charm animal (DC 12)
Tactics  

Before Combat: 
During Combat:  When in range, the rangers throw their bolas at the mushers, attempting to trip them up and knock them off their sleds.  During a sled grapple, they try to board the opponent’s sled and attack with their swords.
Morale:  If more than four of their allies fall, the rangers take their sleds and race off.

Statistics  

Abilities Str 13, Dex 17, Con 11, Int 12, Wis 13, Cha 12

Base Attack: +5; CMB +6 CMD 19
Special Qualities: hunter’s bond (humans +2, elves +1), wild empathy, track
Feats: Exotic Weapon Proficiency (bola), Two-Weapon Fighting, Weapon Finesse, Weapon Focus (shortsword)

Skills:  Acrobatics +7, Climb +5, Handle Animal +6, Heal +3, Disguise +3, Knowledge (dungeoneering) +3, Knowledge (geography) +5, Knowledge (nature) +4, Perception +4, Ride +4, Survival +5 , Stealth +5
Languages Common
Gear:  +1 chain shirt, +1 bolas, matched pair of masterwork shortswords, bronze consortium coin




























