Fyrth (Tier 5-6) 

Male Half-Elf Rogue 4
NE Medium Humanoid (elf)

Initiative +4 Senses Perception +5
Defense  

AC 17; Touch 14 Flat-footed 17 (+3 armor, +3 Dex)
Hit Points: 20 (4d6+4) 
Fortitude +3, Reflex +8, Will +1
Defensive Abilities: Evasion  

Immune: Sleep spells and similar magical effects  
Resist: +2 save versus enchantment spells or effects
Offense  

Speed 30 ft (6 squares)

Melee Attack: masterwork alchemical silver rapier +8 (1d6/18-20)
Ranged Attack: net +7 (0 plus entangle) 

Space 5ft; Reach 5ft

Special Attacks: Sneak Attack (+2d6)
Tactics  

Before Combat: 
During Combat:  When in range, Fyrth throws his nets, attempting to entangle the nearest opponent’s musher or dog team, hoping to cause a sled crash.
Morale:  If more than half his allies are slain, Fyrth attempts to flee.
Statistics  

Abilities Str 11, Dex 18, Con 13, Int 14, Wis 10, Cha 12
Base Attack: +3; CMB +4 CMD 17
Special Qualities: evasion, trap finding, trap sense +1, uncanny dodge
Feats: Exotic Weapon Proficiency (net), Weapon Finesse
Skills:  Acrobatics +10, Appraise +5, Bluff +3, Climb +, Diplomacy +3, Disable Device +6, Disguise +3, Escape Artist +6, Intimidate +3, Knowledge (local) +4, Linguistics +4, Perception +5, Sense Motive +2, Sleight of Hand +8, Stealth +8, Use Magic Device +1
Languages Common, elven
Gear:  2 nets, +1 rapier, +1 studded leather armor, Cloak of Resistance +1, bronze consortium coin, cryptic note sack with 625 gp (bounty).
Fyrth (Tier 8-9) 

Male Half-Elf Rogue 6

NE Medium Humanoid (elf)


Initiative +4 Senses Perception +5

Defense  

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

Hit Points: 30 (6d6+9) 
Fortitude +3, Reflex +9, Will +2

Defensive Abilities: Evasion  

Immune: Sleep spells and similar magical effects  

Resist: +2 save versus enchantment spells or effects

Offense  

Speed 30 ft (6 squares)

Melee Attack: +1 Rapier +9 (1d6/18-20)

Ranged Attack: net +7 (0 plus entangle) 

Space 5ft; Reach 5ft

Special Attacks: Sneak Attack (+3d6)

Tactics  

Before Combat: 
During Combat:  When in range, Fyrth throws his nets, attempting to entangle the nearest opponent’s musher or dog team, hoping to cause a sled crash.

Morale:  If more than half his allies are slain, Fyrth attempts to flee.

Statistics  

Abilities Str 11, Dex 18, Con 13, Int 14, Wis 10, Cha 12

Base Attack: +4; CMB +6 CMD 19

Special Qualities: evasion, trap finding, trap sense +2, uncanny dodge
Feats: Exotic Weapon Proficiency (net), Weapon Finesse

Skills:  Acrobatics +10, Appraise +5, Bluff +3, Climb +6, Diplomacy +4, Disable Device +6, Disguise +3, Escape Artist +6, Intimidate +5, Knowledge (local) +4, Linguistics +4, Perception +5, Sense Motive +2, Sleight of Hand +8, Stealth +8, Use Magic Device +5

Languages Common, elven
Gear:  2 nets, +1 rapier, +1 studded leather armor, Cloak of Resistance +1, bronze consortium coin, cryptic note sack with 625 gp (bounty).


















