(GENERIC NPCs

FOR

THE

CITYy STATE

The list of NPCs below are generic in that they are
not tied to any particular race. The Judge is advised to
prepare high level NPCs, and NPCs for combat en-
counters ahead of time. The NPCs below are designed
for “emergencies” created by the PCs when they
decide to fight rather than talk and by no means
create a complete list of the NPCs the PCs might
meet on the streets of the City State. After each NPC
are suggestions on which skills to add or increase and
which bonus feat to add if the NPC is human. If the
NPC is non-human, add the following, depending on
the race of the NPC.

Dwarf: Con +2, Cha -2; lower base speed to 20 ft.;
darkvision 60 ft.; stonecunning; weapon familiarity;
stability, +2 racial bonus to saves against poison, +2
racial bonus to saves against spells; +1 racial bonus to
attack rolls against orcs and half-orcs and goblinoids;
+4 dodge bonus to AC against creatures of the giant
type; +2 racial bonus to Appraise checks; +2 racial
bonus to Craft checks; automatic languages: Com-
mon and Dwarven.

Elf: Dex +2, Con -2; immunity to magic sleep
spells and effects, +2 racial bonus against enchant-
ment effects; low-light vision; weapon proficiency
(longsword, rapier, longbow, and shortbow); +2 ra-
cial bonus to Listen, Search, and Spot checks;
automatic languages: Common, Elven.

Gnome: Con +2, Str -2; SZ Small (+1 to AC and
attack rolls); lower base speed to 20 ft.; low-light
vision; weapon familiarity; +1 to DC for saves against
illusion spells cast by gnomes; +1 racial bonus to

attack rolls against kobolds or goblinoids; +4 dodge
bonus to AC against creatures of the giant type; +2
racial bonus to Listen and Craft (alchemy) checks;
automatic languages: Common and Gnome; spell-
like abilities: 1/day—speak with animals. A gnome
with a Charisma of 10 or higher also has the following
spell-like abilities: 1/day—dancing lights, ghost sound,
and prestidigitation.

Half-Elf: Immunity to sleep spells and similar magi-
cal effects, +2 racial bonus to saves against
enchantment spells; low-light vision; +1 racial bonus
Listen, Search, Spot checks; +2 racial bonus to Di-
plomacy and Gather Information checks; automatic
languages: Common and Elven.

Half-Orc: Str +2, Int -2, Cha -2; darkvision 60 ft.;
orc blood; automatic languages: Common and Orc.

Halfling: Dex +2, Str -2; SZ Small (+1 to AC and
attack rolls); +2 racial bonus to Climb, Jump, Listen,
and Move Silently checks; +1 racial bonus to all
saves; +2 morale bonus to saves against fear; +1 racial
bonus to attack rolls with thrown weapons and slings;
automatic languages: Common and Halfling.

Commoner, Com2: CR 1; SZ M; HD 2d4; hp 5;
Init +0; Spd 30 ft.; AC 10, touch 10, flat-footed 10;
BAB/Grap +1/+1; Atk +1 melee (1d4, dagger, 19-20/
x2); AL N; SV Fort +0, Ref +0, Will +0; Str 11, Dex
10, Con 10, Int 10, Wis 11, Cha 10.

Skills: Craft (any one) +5, Profession (any one) +5.
Feats: Skill Focus (Craft or Profession skill).

Human: Add Spot +3 and Listen +2; Alertness
(and modify Spot and Listen skills).



Thug, Com1/War2: CR 2; SZ M; HD 1d4+1 plus
2d8+2; hp 16; Init +0; Spd 30 ft.; AC 14 (+4 chain
shirt), touch 10, flat-footed 14; BAB/Grap +2/+4;
Atk +6 melee (1d6+2, masterwork short sword, 19-
20/x2); AL NE; SV Fort +4, Ref +0, Will +0; Str 14,
Dex 11, Con 12, Int 10, Wis 11, Cha 11.

Skills: Intimidate +4, Jump +4%*, Use Rope +4.
Feats: Skill Focus (Intimidate), Weapon Focus (short
sword).

* Includes armor check penalty.

Human: Add Jump +2, Handle Animal +4; Power
Attack.

Possessions: Masterwork short sword, masterwork
chain shirt, potion of cure light wounds.

Street Urchin, Com1/Rogl: CR 1; SZ M; HD 1d4
plus 1d6; hp 7; Init +2; Spd 30 ft.; AC 14 (+2 Dex, +2
leather), touch 12, flat-footed 12; BAB/Grap +0/+0;
Atk +3 melee (1d6, masterwork short sword, 19-20/
x2) or +2 ranged (1d4, dagger, 19-20/x2, range 10
ft.); SA sneak attack (+1d6); SQ trapfinding; AL N;
SV Fort +0, Ref +4, Will +0; Str 11, Dex 14, Con 11,
Int 11, Wis 10, Cha 10.

Skills: Craft (any one) +4, Hide +4, Listen +1,
Move Silently +3, Profession (any one) +4, Sleight of
Hand +5, Search +1, Spot +1. Feats: Weapon Fi-
nesse.

Human: Add Listen +2, Hide +1, Spot +2; Deft
Hands.

Possessions: Masterwork short sword, leather ar-
mor, thieves’ tools, 2 daggers.

Innkeeper, Exp3: CR 2; SZM; HD 3d6; hp 10; Init
+0; Spd 30 ft.; AC 10, touch 10, flat-footed 10; BAB/
Grap +2/+2; Atk +2 melee (1d6, club); AL N; SV
Fort +1, Ref +1, Will +4; Str 10, Dex 11, Con 11, Int
13, Wis 13, Cha 11.

Skills: Gather Information +6, Knowledge (his-
tory) +7, Knowledge (local) +7, Listen +9, Profession
(innkeeper) +10, Spot +9. Feats: Alertness, Skill
Focus (Profession [innkeeper]).

Human: Add Knowledge (geography) +6; Investi-
gator.

Other Class Skills: Diplomacy, Hide, Intimidate,
Knowledge (geography), Sense Motive.

Scullery Maid, Com2: CR 1; SZ M; HD 2d4; hp 5;
Init +0; Spd 30 ft.; AC 10, touch 10, flat-footed 10;
BAB/Grap +1/+1; Atk +1 melee (1d4, dagger, 19-20/
x2); AL N; SV Fort +0, Ref +0, Will +0; Str 11, Dex
10, Con 10, Int 10, Wis 11, Cha 10.

Skills: Listen +3, Profession (maid) +8, Spot +2.
Feats: Skill Focus (Profession [maid]).

Human: Add Spot +3 and Listen +2; Alertness
(and modify Spot and Listen skills).

Harlot, Com2: CR 1; SZM; HD 2d4; hp 5; Init +0;
Spd 30 ft.; AC 10, touch 10, flat-footed 10; BAB/
Grap +1/+1; Atk +1 melee (1d4, dagger, 19-20/x2);

AL N; SV Fort +0, Ref +0, Will +0; Str 11, Dex 10,
Con 10, Int 10, Wis 11, Cha 12.

Skills: Bluff +2, Listen +3, Profession (harlot) +8.
Feats: Skill Focus (Profession [harlot]).

Human: Add Spot +3 and Listen +2; Alertness
(and modify Spot and Listen skills).

Streetwalker, Exp2: CR 1; SZ M; HD 2d6; hp 7;
Init +0; Spd 30 ft.; AC 10, touch 10, flat-footed 10;
BAB/Grap +1/+1; Atk +1 melee (1d4, dagger, 19-20/
x2); AL N; SV Fort +0, Ref +0, Will +3; Str 11, Dex
10, Con 11, Int 10, Wis 11, Cha 13.

Skills: Bluff +6, Gather Information +6, Profession
(streetwalker) +8, Perform (any one) +5, Sense Mo-
tive +5, Spot +5. Feats: Skill Focus (Profession
[streetwalker]).

Human: Add Knowledge (local) +5; Alertness.

Other Class Skills: Craft (any one), Intimidate,
Listen, Knowledge (local).

Courtesan, Exp5: CR 4; SZ M; HD 5d6+5; hp 22;
Init +0; Spd 30 ft.; AC 12 (+2 leather), touch 10, flat-
footed 12; BAB/Grap +3/+3; Atk +3 melee (1d6,
club); ALN; SV Fort +2, Ref +1, Will +5; Str 10, Dex
11, Con 12, Int 13, Wis 13, Cha 15.

Skills: Bluff +10, Diplomacy +10, Gather Informa-
tion +10, Knowledge (nobility) +9, Listen +11,
Profession (courtesan) +12, Spot +11. Feats: Alert-
ness, Skill Focus (Profession [courtesan]).

Human: Add Knowledge (local) +8; Negotiator.

Other Class Skills: Craft (any one), Intimidate,
Knowledge (local).

Simple Merchant, Com2: CR 1; SZM; HD 2d4; hp
5; Init +0; Spd 30 ft.; AC 10, touch 10, flat-footed 10;
BAB/Grap +1/+1; Atk +1 melee (1d4, dagger, 19-20/
x2); AL N; SV Fort +0, Ref +0, Will +0; Str 11, Dex
10, Con 10, Int 10, Wis 11, Cha 11.

Skills: Bluff +1, Profession (merchant) +8, Ride +3.
Feats: Skill Focus (Profession [merchant]).

Human: Add Handle Animal +5; Skill Focus (Bluff).

Merchant, Exp3: CR 2; SZM; HD 3d6; hp 10; Init
+0; Spd 30 ft.; AC 12 (+2 leather), touch 10, flat-
footed 12; BAB/Grap +2/+2; Atk +2 melee (1d6,
club) or +2 melee (1d4, dagger, 19-20/x2); ALN; SV
Fort +1, Ref +1, Will +4; Str 10, Dex 11, Con 11, Int
13, Wis 13, Cha 12.

Skills: Bluff +7, Gather Information +6, Listen +9,
Profession (merchant) +10, Sense Motive +7, Spot
+9. Feats: Alertness, Skill Focus (Profession [mer-
chant]).

Human: Add Knowledge (geography) +6; Negotia-
tor.

Other Class Skills: Diplomacy, Hide, Intimidate,
Knowledge (geography), Knowledge (local).

Master Merchant, Exp6: CR 5; SZ M; HD 6d6+6;
hp 27; Init +0; Spd 30 ft.; AC 14 (+3 leather, +1 light
steel shield), touch 10, flat-footed 14; BAB/Grap +4/
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+4; Atk +5 melee (1d6, masterwork club) or +5
melee (1d4, dagger, 19-20/x2); AL N; SV Fort +3,
Ref +2, Will +6; Str 10, Dex 11, Con 13, Int 13, Wis
13, Cha 14.

Skills: Bluff +11, Diplomacy +11, Gather Informa-
tion +11, Listen +12, Profession (merchant) +13,
Sense Motive +12, Spot +12. Feats: Alertness, Nego-
tiator, Skill Focus (Profession [merchant]).

Human: Add Knowledge (geography) +9; Skill
Focus (Bluff).

Other Class Skills: Hide, Intimidate, Knowledge
(geography), Knowledge (local).

Possessions: +1 leather armor, potion of cure light
wounds, masterwork club, 2 masterwork daggers.

Apprentice, Com1/Expl: CR 1; SZ M; HD 1d4
plus 1d6; hp 6; Init +0; Spd 30 ft.; AC 10, touch 10,
flat-footed 10; BAB/Grap +0/+0; Atk +0 melee (1d4,
dagger, 19-20/x2); AL N; SV Fort +0, Ref +0, Will
+2; Str 10, Dex 10, Con 11, Int 13, Wis 11, Cha 11.

Skills: Craft (any one) +5, Knowledge (local) +4,
Listen +4, Profession (any one) +10, Use Rope +4.
Feats: Skill Focus (Profession [any one]).

Human: Add Spot +4, Appraise +4; Skill Focus
(Craft [any one]).

Other Class Skills: Appraise, Concentration, Gather
Information, Knowledge (history), Knowledge (any
one).

Guildsman, Exp3: CR 2; SZ M; HD 3d6; hp 10;
Init +0; Spd 30 ft.; AC 12 (+2 leather), touch 10, flat-
footed 12; BAB/Grap +2/+2; Atk +2 melee (1d6,
club); ALN; SV Fort +1, Ref +1, Will +4; Str 11, Dex
10, Con 11, Int 13, Wis 12, Cha 11.

Skills: Appraise +7, Craft (any one) +7, Gather
Information +6, Listen +9, Profession (guildsman)
+7, Search +7. Feats: Alertness, Skill Focus (Profes-
sion [guildsmanl]).

Human: Add Knowledge (any one) +6; Skill Focus
(Craft [any one]).

Other Class Skills: Concentration, Gather Informa-
tion, Knowledge (local), Use Rope.

Master Craftsman, Exp6: CR 5; SZM; HD 6d6+9;
hp 30; Init +0; Spd 30 ft.; AC 13 (+2 leather, +1
amulet), touch 10, flat-footed 13; BAB/Grap +4/+4;
Atk +6 melee (1d6+1, masterwork club) or +6 melee
(1d4+1, dagger, 19-20/x2); AL N; SV Fort +3, Ref
+2, Will +6; Str 12, Dex 11, Con 13, Int 12, Wis 12,
Cha 11.

Skills: Appraise +9, Craft (any one) +15, Gather
Information +9, Listen +12, Profession (any one)
+13, Sense Motive +10, Spot +12. Feats: Alertness,
Skill Focus (Profession [any one]), Toughness.

Human: Add Knowledge (geography) +9; Skill
Focus (Appraise).

Other Class Skills: Hide, Intimidate, Knowledge
(geography), Knowledge (local).

Possessions: +1 amulet of natural armor, potion of
cure light wounds, craftsman’s ring (adds +5 compe-
tence bonus to Craft skill checks with a single Craft
skill), masterwork club, masterwork dagger.

Pretender, Com3/Aril: CR 3; SZ M; HD 3d4 plus
1d8; hp 12; Init +0; Spd 30 ft.; AC 15 (+1 Dex, +4
chain shirt), touch 11, flat-footed 14; BAB/Grap +1/
+1; Atk +2 melee (1d6+1, masterwork short sword,
19-20/x2); ALN; SV Fort +1, Ref +1, Will +3; Str 12,
Dex 12, Con 11, Int 12, Wis 11, Cha 12.

Skills: Climb +5%*, Diplomacy +5, Handle Animal
+6, Listen +2, Profession (any one) +9, Speak Lan-
guage (any one), Spot +8. Feats: Alertness, Skill
Focus (Profession [any one]).

* Includes armor check penalty.

Human: Add Ride +6, Survival +1; Skill Focus
(Ride).

Gentry, Ari3: CR 2; SZM; HD 3d8; hp 13; Init +0;
Spd 30 ft.; AC 15 (+4 masterwork scale mail, +1 light
steel shield), touch 10, flat-footed 15; BAB/Grap +2/
+2; Atk +3 melee (1d6, masterwork short sword, 19-
20/x2) or +3 ranged (1d4, dagger, 19-20/x2, range 10
ft.); SV Fort +3, Ref +1, Will +4; Str 10, Dex 10, Con
11, Int 11, Wis 12, Cha 13.

Skills: Diplomacy +5, Gather Information +5, In-
timidate +5, Perform (any one) +5, Ride +4, Sense
Motive +5. Feats: Great Fortitude, Skill Focus (Di-
plomacy).

Human: Add Knowledge (any one) +4; Negotiator.

Possessions: Masterwork scale mail, light steel shield,
masterwork short sword, dagger.

Nobleman, Ari6: CR 5; SZ M; HD 6d8+6; hp 33;
Init +1; Spd 20 ft. (base 30 ft.); AC 18 (+1 Dex, +1
amulet, +5 breastplate, +1 light steel shield), touch
11, flat-footed 17; BAB/Grap +4/+6; Atk +8 melee
(1d8+2, masterwork longsword, 19-20/x2); AL N;
SV Fort +3, Ref +3, Will +6; Str 14, Dex 13, Con 13,
Int 12, Wis 13, Cha 14.

Skills: Appraise +6, Bluff +9, Diplomacy +12,
Gather Information +8, Intimidate +7, Knowledge
(any one) +6, Perform (any one) +7, Ride +6. Feats:
Leadership, Skill Focus (Diplomacy), Weapon Focus
(longsword).

Human: Add Listen +4, Spot +5; Great Fortitude.

Possessions: +1 amulet of natural armor, potion of
cure moderate wounds, breastplate, light steel shield,
masterwork longsword.

Scholar, Exp5: CR 4; SZ M; HD 5d6; hp 17; Init
+0; Spd 30 ft.; AC 12 (+2 leather), touch 10, flat-
footed 12; BAB/Grap +3/+3; Atk +3 melee (1d6,
club); ALN; SV Fort +1, Ref +1, Will +5; Str 10, Dex
11, Con 11, Int 14, Wis 12, Cha 11.

Skills: Craft (any one) +10, Knowledge (local)
+13, Knowledge (history) +13, Knowledge (geogra-
phy) +10, Listen +9, Perform (any one) +3, Profession
(scholar) +9, Speak Language (five languages), Spot



+9. Feats: Skill Focus (Knowledge [history], Knowl-
edge [locall]).

Human: Add Craft (any one) +8; Skill Focus (Pro-
fession [any one]).

Other Class Skills: Knowledge (any one).

Sage, Exp6/Adp3: CR 8; SZ M; HD 6d6+6 plus
3d6+3; hp 40; Init +1; Spd 30 ft.; AC 16 (+1 Dex, +2
leather, +2 ring, +1 amulet), touch 13, flat-footed 15;
BAB/Grap +5/+5; Atk +6 melee (1d6, masterwork
club); SA spells; AL N; SV Fort +4, Ref +4, Will +10;
Str 11, Dex 13, Con 12, Int 17, Wis 15, Cha 15.

Skills: Concentration +6, Gather Information +7,
Knowledge (local) +12, Knowledge (any one) +14,
Knowledge (history) +15, Knowledge (the planes)
+12, Knowledge (nobility) +12, Knowledge (geogra-
phy) +12, Listen +13, Profession (sage) +10, Sense
Motive +7, Spellcraft +8, Spot +13. Feats: Alertness,
Skill Focus (Profession [sage], Knowledge [history],
Knowledge [any one]).

Human: Add Craft (alchemy) +4, Sense Motive
+4; Extend Spell.

Possessions: ring of protection +2, amulet of natural
armor +1, potion of cure light wounds, scroll of 2 divine
spells (cure light wounds, obscuring mist), masterwork
club, leather armor.

Adept Spells (3/3; save DC 13 + spell level): 0—
detect magic, guidance, read magic; lst—bless,
comprehend languages, sleep.

Shyster, Exp1/Rogl: CR 1; SZ M; HD 1d6 plus
1d6; hp 7; Init +2; Spd 30 ft.; AC 14 (+2 Dex, +2
leather), touch 12, flat-footed 12; BAB/Grap +0/+0;
Atk +3 melee (1d6, masterwork short sword, 19-20/
x2) or +3 melee (1d4, masterwork dagger, 19-20/x2);
SA sneak attack (+1d6); SQ trapfinding; AL N; SV
Fort +0, Ref +4, Will +2; Str 11, Dex 14, Con 10, Int
12, Wis 11, Cha 12.

Skills: Bluff +6, Diplomacy +6, Disguise +6, Forg-
ery +7, Gather Information +6, Hide +3, Listen +2,
Move Silently +5, Sleight of Hand +5, Spot +3.
Feats: Weapon Finesse.

Human: Add Listen +3, Spot +2; Skill Focus (Bluff).

Lawyer, Exp5: CR 4; SZ M; HD 5d6; hp 17; Init
+0; Spd 30 ft.; AC 12 (+2 leather), touch 10, flat-
footed 12; BAB/Grap +3/+3; Atk +3 melee (1d6,
club) or +3 ranged (1d4, dagger, 19-20/x2, range 10
ft.); AL (usually lawful); SV Fort +1, Ref +1, Will +5;
Str 10, Dex 11, Con 11, Int 14, Wis 12, Cha 13.

Skills: Bluff +7, Concentration +6, Diplomacy +7,
Gather Information +7, Intimidate +7, Knowledge
(local) +8, Knowledge (law) +13, Perform (oratory)
+7, Profession (lawyer) +12, Sleight of Hand +6.
Feats: Skill Focus (Knowledge [law], Profession [law-
yer]).

Human: Add Bluff +2, Gather Information +2,
Intimidate +2, Sleight of Hand +2; Skill Focus (Per-
form [oratory]).

Fisherman, Com3: CR 2; SZM; HD 3d4; hp 7; Init
+0; Spd 30 ft.; AC 10, touch 10, flat-footed 10; BAB/
Grap +1/+1; Atk +2 melee (1d6+1, club); AL N; SV
Fort +1, Ref +1, Will +1; Str 12, Dex 10, Con 10, Int
10, Wis 11, Cha 11.

Skills: Profession (fisherman) +6, Swim +3, Use
Rope +3. Feats: Skill Focus (Profession [fisherman]).

Human: Add Swim +3, Use Rope +3; Skill Focus
(Use Rope)

Sailor, Exp3: CR 2; SZ M; HD 3d6+3; hp 13; Init
+1;Spd 30 ft.; AC 13 (+1 Dex, +2 leather), touch 11,
flat-footed 13; BAB/Grap +2/+3; Atk +3 melee
(1d6+1, scimitar, 18-20/x2); AL N; SV Fort +2, Ref
+2, Will +3; Str 13, Dex 12, Con 12, Int 11, Wis 11,
Cha 11.

Skills: Balance +7, Climb +7, Jump +7, Listen +2,
Profession (sailor) +9, Spot +2, Swim +7, Use Rope
+7. Feats: Alertness, Skill Focus (Profession [sailor]).

Human: Add Knowledge (local) +6; Agile.

Other Class Skills: Concentration, Escape Artist,
Knowledge (local), Tumble.

Captain, Ftr1/Exp5: CR 5; SZM; HD 1d10+1 plus
5d6+5; hp 33; Init +5; Spd 30 ft.; AC 16 (+1 Dex, +4
leather, +1 light steel shield), touch 11, flat-footed
15; BAB/Grap +4/+6; Atk +8 melee (1d6+3, +1
scimitar, 18-20/x2); AL N; SV Fort +4, Ref +4, Will
+5; Str 15, Dex 13, Con 13, Int 11, Wis 12, Cha 13.

Skills: Balance +4, Climb +6, Gather Information
+4, Intimidate +6, Jump +4, Knowledge (geography)
+2,Knowledge (seas) +5, Listen +3, Profession (sailor)
+6, Spot +3, Swim +6, Use Rope +6. Feats: Alertness,
Improved Initiative, Lightning Reflexes, Weapon
Focus (scimitar).

Human: Add Swim +4, Intimidate +4, Use Rope
+1; Power Attack.

Possessions: +2 leather armor, +1 scimitar, light steel
shield, 2 masterwork daggers, 2 potions of cure moder-
ate wounds.

Footpad, Rogl: CR 1; SZM; HD 1d6+1; hp 7; Init
+2;Spd 30 ft.; AC 14 (+2 Dex, +2 leather), touch 12,
flat-footed 12; BAB/Grap +0/+1; Atk +2 melee
(1d6+1, masterwork short sword, 19-20/x2) or +2
ranged (1d6, short bow, crit x3, range 60 ft.); SA
sneak attack (+1d6); SQ trapfinding; SV Fort +1, Ref
+4, Will +1; Str 12, Dex 15, Con 13, Int 12, Wis 12,
Cha 10.

Skills: Balance +6, Climb +5, Disable Device +6,
Hide +6, Listen +7, Move Silently +6, Open Lock
+6, Sleight of Hand +6, Spot +7. Feats: Alertness.

Human: Add Search +5 (includes Int bonus); Im-
proved Initiative.

Possessions: Masterwork shortsword, leather armor,
masterwork thieves’ tools, shortbow, 20 arrows.

Cutpurse, Rog3: CR 3; SZ M; HD 3d6+3; hp 13;
Init +6; Spd 30 ft.; AC 15 (+2 Dex, +3 studded




.

leather), touch 12, flat-footed 13; BAB/Grap +2/+3;
Atk +4 melee (1d6+1, masterwork short sword, 19-
20/x2) or +4 ranged (1d6+1, composite shortbow,
crit x3, range 60 ft.); Full Atk +3 melee or +4 ranged;
SA sneak attack (+2d6); SQ trapfinding, evasion,
trap sense (+1); SV Fort +2, Ref +5, Will +2; Str 12,
Dex 15, Con 13, Int 12, Wis 12, Cha 10.

Skills: Balance +8, Disable Device +8, Hide +8,
Listen +8, Move Silently +8, Open Lock +8, Sleight
of Hand +8, Search +7, Spot +8. Feats: Alertness,
Improved Initiative.

Human: Add Bluff +6; Blind-Fight.

Possessions: Masterwork studded leather armor, mas-
terwork thieves’ tools, masterwork short sword,
composite shortbow, 20 arrows, potion of darkvision,
potion of blur, 3 potions of cure light wounds.

Robber, Rog2/Warl: CR 2; SZM; HD 2d6+2 plus
1d8+1; hp 14; Init +2; Spd 30 ft.; AC 14 (+2 Dex, +2
leather), touch 12, flat-footed 12; BAB/Grap +2/+4;
Atk +6 melee (1d6+2, masterwork short sword, 19-
20/x2); SA sneak attack (+1d6); SQ evasion,
trapfinding; AL N; SV Fort +3, Ref +5, Will +1; Str
14, Dex 15, Con 13, Int 10, Wis 12, Cha 11.

Skills: Balance +7, Climb +9, Disguise +5, Gather
Information +5, Hide +7, Listen +3, Move Silently
+7, Open Lock +7, Sleight of Hand +7, Spot +3.
Feats: Alertness, Weapon Focus (short sword).

Human: Add Listen +3, Spot +3; Improved Initia-
tive.

Enforcer, War3/Rogl: CR 3; SZ M; HD 3d8+6
plus 1d6+2; hp 25; Init +1;Spd 30 ft.; AC 15 (+1 Dex,
+4 chain shirt), touch 11, flat-footed 14; BAB/Grap
+3/+5; Atk +7 melee (1d8+2, masterwork longsword,
19-20/x2) or +6 melee (1d4+2, masterwork dagger,
19-20/x2); SA sneak attack (+1d6); SQ trapfinding;
AL N; SV Fort +5, Ref +4, Will +1; Str 15, Dex 13,
Con 14, Int 10, Wis 11, Cha 12.

Skills: Climb +4%*, Intimidate +5, Jump +4*, Listen
+4, Spot +4. Feats: Alertness, Weapon Focus
(longsword).

* Includes armor check penalty.

Human: Add Swim +6, Climb +1; Power Attack.

Sell-Sword, War2: CR 1; SZM; HD 2d8+2; hp 11;
Init +0; Spd 20 ft. (base 30ft.); AC 16 (+5 chain mail,
+1 light steel shield), touch 10, flat-footed 16; BAB
+2/+4; Atk +5 melee (1d8+2, masterwork longsword,
19-20/x2); SV Fort +3, Ref +0, Will +0; Str 14, Dex
10, Con 13, Int 10, Wis 10, Cha 11.

Skills: Climb +2*, Intimidate +2, Jump +0*. Feats:
Weapon Focus (longsword).

* Includes armor check penalty.

Human: Add Ride +5; Improved Initiative.

Possessions: Chainmail, masterwork longsword,

light steel shield.

Mercenary, Ftr2: CR 2; SZM; HD 2d10+2; hp 13;
Init +5; Spd 20 ft. (base 30 ft.); AC 18 (+1 Dex, +5
breastplate, +2 heavy shield), touch 11, flat-footed
17, BAB/Grap +2/+4; Atk +5 melee (1d8+2,
longsword, 19-20/x2) or +3 ranged (1d8+2, compos-
ite longbow, crit x3, range 110 ft.); SV Fort +4, Ref
+1, Will +0; Str 15, Dex 13, Con 12, Int 10, Wis 11,
Cha 12.

Skills: Intimidate +6, Jump +4%*. Feats: Improved
Initiative, Power Attack, Weapon Focus (longsword).

* Includes armor check penalty.

Human: Add Climb +5; Alertness.

Possessions: Masterwork breastplate, heavy metal
shield, potion of endurance, composite longbow (Str
+2), 20 arrows, dagger.

Veteran, Ftr3: CR 3; SZ M; HD 3d10+6; hp 22;
Init +5; Spd 20 ft. (base 30 ft.); AC 21 (+1 Dex, +8
full plate, +2 heavy shield), touch 11, flat-footed 20;
BAB/Grap +3/+6; Atk +7 melee (1d8+3, masterwork
longsword, 19-20/x2) or +4 ranged (1d8+3, master-
work composite longbow, crit x3, range 110 ft.); SV
Fort +5, Ref +2, Will +1; Str 16, Dex 13, Con 14, Int
10, Wis 11, Cha 12.

Skills: Climb +4*, Jump +4*. Feats: Cleave, Im-
proved Initiative, Power Attack, Weapon Focus
(longsword).

* Includes armor check penalty.

Human: Add Swim +6; Great Cleave.

Possessions: Masterwork full plate, heavy steel
shield, masterwork longsword, masterwork compos-
ite longbow (Str +3), 30 arrows, 2 potions of cure
moderate wounds.

Hero, Ftr5: CR 5; SZ M; HD 5d10+5; hp 33; Init
+5; Spd 30 ft.; AC 17 (+1 Dex, +6 banded mail),
touch 11, flat-footed 16; BAB/Grap +5/+8; Atk +10
melee (2d6+6, +1 greatsword, 19-20/x2) or +6 ranged
(1d8+3, composite longbow, crit x3, range 110 ft.);
Full Atk +8 melee or +6 ranged; SV Fort +6, Ref +3,
Will +2; Str 16, Dex 13, Con 12, Int 10, Wis 11, Cha
10.

Skills: Climb +5%*, Jump +5*. Feats: Cleave, Im-
proved Initiative, Power Attack, Weapon Focus
(greatsword), Weapon Specialization (greatsword).

* Includes armor check penalty.

Human: Add Swim +8; Great Cleave.

Possessions: Banded mail armor, +1 greatsword, 3
potions of cure moderate wounds, cloak of resistance +1.

Gallant, Pall: CR 1;SZM; HD 1d10+1; hp 11; Init
+1; Spd 20 ft. (base 30 ft.); AC 19 (+0 Dex [armor],
+7 half-plate, +2 heavy steel shield), touch 10, flat-
footed 19; BAB/Grap +1/+3; Atk +5 melee (1d8+2,
masterwork longsword, 19-20/x2); SA smite evil (1/
day, +1 attack, +1 damage); SQ aura of good, detect
evil; ALLG; SV Fort +3, Ref +1, Will +0; Str 15, Dex
12, Con 12, Int 10, Wis 11, Cha 13.



Skills: Knowledge (nobility and royalty) +4, Ride
+5. Feats: Weapon Focus (longsword).

Human: Add Knowledge (religion) +4; Improved
Initiative.

Protector, Pal3: CR 3; SZ M; HD 3d10+3; hp 22;
Init +0; Spd 20 ft. (base 30 ft.); AC 20 (+8 full plate,
+2 heavy steel shield), touch 10, flat-footed 20; BAB/
Grap +3/+6; Atk +8 melee (1d8+3, masterwork
longsword, 19-20/x2); SA smite evil (1/day, +1 at-
tack, +3 damage); SQ aura of courage, aura of good,
detect evil, divine health, divine grace (+1 on saves),
lay on hands (3 hp/day); AL LG; SV Fort +5, Ref +2,
Will +2; Str 16, Dex 11, Con 12, Int 11, Wis 11, Cha
13.

Skills: Knowledge (nobility and royalty) +6, Ride
+6. Feats: Power Attack, Weapon Focus (longsword).
Human: Add Knowledge (religion) +6; Cleave.

Scout, Rgr1: CR 1;SZM; HD 1d8+1; hp 9; Init +2;
Spd 30 ft.; AC 15 (+2 Dex, +3 studded leather),
touch 12, flat-footed 13; BAB/Grap +1/+3; Atk +4
melee (1d8+2, longsword, 19-20/x2) or +3 ranged
(1d8+2, composite longbow, crit x3, range 110 ft.);
SA favored enemy; SQ wild empathy; SV Fort +3,
Ref +4, Will +1; Str 14, Dex 15, Con 13, Int 10, Wis
12, Cha 11.

Skills: Knowledge (nature) +4, Listen +5, Move
Silently +5%*, Spot +5, Survival +5, Use Rope +6.
Feats: Track, Weapon Focus (longsword).

* Includes armor check penalty.

Human: Add Climb +4; Improved Initiative.

Strider, Rgr3: CR 3; SZ M; HD 3d8+3; hp 19; Init
+6; Spd 30 ft.; AC 15 (+2 Dex, +3 studded leather),
touch 12, flat-footed 13; BAB/Grap +3/+5; Atk +5
melee or +5 ranged; Full Atk +7 melee (1d8+2,
masterwork longsword, 19-20/x2) or +6 ranged
(1d8+2, masterwork composite longbow, crit x3, range
110 ft.); SA favored enemy; SQ combat style, wild
empathy; SV Fort +4, Ref +5, Will +2; Str 14, Dex 15,
Con 13, Int 10, Wis 12, Cha 12.

Skills: Craft (any one) +6, Handle Animal +7, Heal
+7, Knowledge (geography) +6, Move Silently +7%,
Survival +7. Feats: Endurance, Improved Initiative,
Track, Weapon Focus (longsword).

* Includes armor check penalty.

Human: Add Knowledge (nature) +6; Skill Focus
(Handle Animal).

Tracker, Rgr5: CR 5; SZM; HD 5d8+5; hp 29; Init
+2; Spd 30 ft.; AC 15 (+2 Dex, +3 studded leather),
touch 12, flat-footed 13; BAB/Grap +5/+7; Atk +9
melee (1d8+2, masterwork longsword, 19-20/x2) or
+8 ranged (1d8+2, masterwork composite longbow,
crit x3, range 110 ft.); SA favored enemy (2nd fa-
vored enemy); SQ animal companion, combat style,
wild empathy; SV Fort +5, Ref +6, Will +2; Str 14,
Dex 15, Con 13, Int 10, Wis 12, Cha 12.

Skills: Climb +9*, Hide +9%*, Knowledge (nature)
+8, Move Silently +9*, Spot +9, Survival +12 (+14
in above ground natural environments). Feats: En-
durance, Skill Focus (Survival), Track, Weapon Focus
(longsword).

* Includes armor check penalty.

Human: Add Knowledge (geography) +8; Alert-
ness.

Possessions: +1 longsword, potion of cure moderate
wounds, masterwork longsword, masterwork compos-
ite longbow (Str +2), 20 arrows.

Ranger Spells per Day (1; save DC 11 + spell level):
Ist—entangle.

Novice, Mnk1: CR 1; SZM; HD 1d8+1; hp 9; Init
+1; Spd 30 ft.; AC 13 (+1 Dex, +2 monk), touch 13,
flat-footed 12; BAB/Grap +0/+2; Atk +2 unarmed
(1d6+2, unarmed) or +2 melee (1d6+2, quarterstaff)
or +1 ranged (1d4+2, dagger, 19-20/x2); SA flurry of
blows, unarmed strike; SV Fort +3, Ref +3, Will +4;
Str 14 Dex 13, Con 12, Int 10, Wis 15, Cha 11.

Skills: Balance +5, Concentration +5, Diplomacy
+4, Escape Artist +5, Listen +4, Spot +4. Feats:
Alertness, Stunning Fist.

Human: Add Move Silently +4; Skill Focus (Es-
cape Artist).

Initiate, Mnk2: CR 2; SZ M; HD 2d8+2; hp 15;
Init +1; Spd 30 ft.; AC 13 (+1 Dex, +2 monk), touch
13, flat-footed 12; BAB/Grap +1/+3; Atk +3 un-
armed (1d6+2, unarmed) or +3 melee (1d6+2,
quarterstaff) or +2 ranged (1+2, shuriken, range 10
ft.); SA flurry of blows, unarmed strike; SQ evasion,
deflect arrows; SV Fort +4, Ref +4, Will +5; Str 14
Dex 13, Con 12, Int 10, Wis 15, Cha 8.

Skills: Balance +6, Climb +7, Escape Artist +6,
Hide +6, Listen +4, Spot +4. Feats: Alertness, Com-
bat Reflexes, Stunning Fist.

Human: Add Perform (any one) +5; Weapon Focus
(quarterstaff).

Disciple, Mnk4: CR 4; SZ M; HD 4d8+4; hp 25;
Init +1; Spd 40/25 ft.; AC 14 (+1 Dex, +3 monk),
touch 14, flat-footed 13; BAB/Grap +3/+5; Atk +5
unarmed (1d8+2/1d6+2, unarmed) or +6 melee
(1d6+2, masterwork quarterstaff) or +5 ranged
(1d4+2, masterwork dagger, 19-20/x2, range 10 ft.);
SA flurry of blows, unarmed strike, ki strike (magic);
SQ evasion, slow fall (20 ft.), still mind (+2 vs.
enchantment); SV Fort +5, Ref +5, Will +7; Str 14
Dex 13, Con 12, Int 10, Wis 16, Cha 12.

Skills: Balance +8, Concentration +8, Diplomacy
+8, Knowledge (arcana) +7, Listen +5, Spot +5.
Feats: Alertness, Combat Reflexes, Stunning Fist,
Weapon Focus (quarterstaff).

Human: Add Sense Motive +7; Power Attack.

Possessions: Masterwork quarterstaff, 3 masterwork
daggers, potion of jump.




L EGAL APPENDIX_

This printing of City State of the Invincible Overlord is done under
version 1.0a of the of the Open Game License, below, and version 6.0
of the d20 System Trademark License and version 5.0 of the d20
System Trademark Logo Guide.

Notice of Open Game Content: This product contains Open Game
Content, as defined in the Open Game License, below. Open Game
Content may only be Used under and in terms of the Open Game
License.

Designation of Open Game Content: Any content herein—
excluding any text on the inside or outside of the front or back cover
or on the Credits page—that appears in or is derived from the System
Reference Document (v3.5) is hereby designated as Open Game
Content. Any questions regarding the Open Game Content within
this module should be directed to Clark Peterson at
clark@necromancergames.com.

Use of Content from Wizards of the Coast Not Open Game
Content: This product contains content from Wizards of the Coast
that is used by permission and is not Open Game Content, including
the monster names and game statistics of mind flayers, displacer beasts,
beholders, catoblepas and perytons; the product names Deities and
Demigods, Psionics Handbook and Book of Vile Darkness; and any and all
content from those works or works published by Wizards of the Coast
which appear in this book but which do not come from the System
Reference Document are not Open Game Content. Any failure in this
designation does not cause such content to become Open Game
Content.

Use of Content from Judges Guild: This product contains content
from Judges Guild that is used by permission and pursuant to license,
including but not limited to any names or content that appear in this
product that has previously appeared in a Judges Guild product. Any
such content is not Open Game Content. Any failure in this designa-
tion does not cause such content to become Open Game Content.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the Open
Game License:

Any and all material or content that could be claimed as Product
Identity pursuant to section 1(e), below, is hereby claimed as product
identity, including but not limited to:

1. The name “Necromancer Games” as well as all logos and
identifying marks of Necromancer Games, Inc., including but not
limited to the Orcus logo and the phrase “Third Edition Rules, First
Edition Feel” as well as the trade dress of Necromancer Games
products;

2. The name “Judges Guild,” as well as all logos and identifying
marks of Judges Guild, including but not limited to the Pegasus Rider
logo as well as the trade dress of Judges Guild products;

3. Any and all Necromancer Games product names;

4. Any and all Judges Guild product names or content from
previously published Judges Guild products;

5. All artwork, symbols, designs, depictions, likenesses, formats,
poses, illustration, graphic design, maps, and cartography, including
any text contained within such items;

6. The names, personality, descriptions and/or motivations of all
artifacts, creatures, characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities, places, locations,
environments, equipment, magical or supernatural abilities or effects,
gods, races, countries, cities, city states, political or geographic features,
historic events, groups, feats, spells, skills, organizations, items, mon-
sters, planes or deities in this book as well as the name of any other thing
originating from original Judges Guild products and not stemming from
the System Reference Document, but not the game statistics contained
in their stat blocks or other game mechanic descriptions (if any); the
intent of this designation is to protect every name, concept and
description in this product, regardless of what that name is attached to,
as well as every name that comes from the original Judges Guild
products on which this product is based; the strictest possible designa-
tion is desired;

7. All stories, storylines, histories, plots, thematic elements;

8. Any other content previously designated as Product Identity is
hereby designated as Product Identity and is used with permission and/
or pursuant to license.

9. Any and all content that is not otherwise Open Game Content
by virtue of appearing in the System Reference Document or being
provided as Open Game Content in a work listed in Section 15, below.

Basically, if it doesn’t have to be open by operation of the license,
it is not open in this product. And if it can be claimed as Product
Identity, it is.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards
of the Coast, Inc. (“Wizards™). Al Rights Reserved.

1. Definitions: (a) “Contributors™ means the copyright and/or trademark owners who have
contributed Open Game Content; (b) “Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation, modifica-
nion, correction, addivion, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d) “Open Game Content™ means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product ldentity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product ldentity; (e) “Product
1dentity” means product and product line names, logos and identifying marks including trade dress;
artifacts; creatures; characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product 1dentity, and which specifically excludes
the Open Game Content; (f) “Trademark™ means the logos, names, mark, sign, motto, designs that
are used by a Contributor vo identify itself or its products or the associated products contributed
to the Open Game License by the Contributor; (g) “Use”, “Used” or “Using™ means to use,
Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content; (h) “You™ or “Your™ means the licensee in terms of this agreement.

2.The License: This License applies to any Open Game Content that contains anotice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from
this License except as described by the License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact rerms of this
License 1o Use, the Open Game Content.

5. Representation of Authority to Contribute: 1f You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are

copying, modifying or distributing, and You must add the title, the copyright date, and the copyright
holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7.Use of Product ldentity: You agree not to Use any Product ldentity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the owner
of each element of that Product ldentity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product ldentity in Open Game Content does
not constitute a challenge to the ownership of that Product ldentity. The owner of any Product
ldentity used in Open Game Content shall retain all rights, title and interest in and to that Product
ldentivy.

8. ldentification: 1f you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any Open
Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: 1f it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: 1f any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary o make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2003, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson.

Original Spell Name Compendium Copyright 2002 Clark Peterson; based on NPC-named
spells from the Player’s Handbook that were renamed in the System Reference Document. The
Compendium can be found on the legal page of www.necromancergames.com.

City State of the Invincible Overlord Copyright 2004, Necromancer Games, Inc. and Judges
Guild; Authors Bob Bledsaw and Patrick Lawinger, with Nathan Douglas Paul, Erica Balsley, Scott
Greene, Rob Conley, James Mishler and Clark Peterson, based on original material by Bob Bledsaw,
Bill Owen, Scott Fulton, Bryan Hinnen and the Judges Guild staff.

Player’s Guide to the Wilderlands Copyright 2003, Necromancer Games, Inc. and Judges
Guild; Authors Bob Bledsaw and Clark Peterson based on original material by Bob Bledsaw, Bill
Owen and Bryan Hinnen.





