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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"). All 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, modification, correction, addition, 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 Identity 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 Identity. (e) "Product Identity" 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 Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto,
designs that are used by a Contributor to 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 a notice 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 terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If 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 Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. 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 Identity in Open
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If 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: If 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: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

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

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing, LLC; Author: Paizo Publishing, LLC.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game NPC Codex. © 2012, Paizo Publishing, LLC; Authors: Jesse Benner, Jason Bulmahn, Adam Daigle, Alex Greenshields, Rob McCreary, Mark Moreland, Jason
Nelson, Stephen Radney-MacFarland, Patrick Renie, Sean K Reynolds, and Russ Taylor.
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+10. GARE + 12, EppfELy) +9
SELEE. FU—TJ5E
ZOMOFHEN BEGHA. (LE+ 2). FFADK @i,
Biter WD RD/NT ¥ —) * [ BEF+ 3. FEEE DHRK
+ 6. HEY

BREREE R—>a> -AJ-F27-ETLv T
XBAR=r3>y T - NR-TAXT7Tbr FLAX
Q) AT7U=Z27 - KiLb (4. BEHLE ZOMDERE
+2RRTY R L=+ 1NNV Y IR +2 T 1 -
JORRT ERIVE30OR 7Zalbyb-FAT-FF25
WeT7—=—=+1.78=0 - FT - LIREZVZA+ 2 T
B BREVE BF. BEE 71—Ky b REE Q).
468gp

* See the appendix for /\ — X % ’s animal companion’s
statistics.




NIPC ICONIG
AV ¥ —)V Bk 7 Merisiel
5483 5390
[N 0 1 2D )W (b)) ]

A1ZI7F7 +9, BERE (I8 +12

B

AC23. 17, BT <HIRRET7 (+58. +1R¥E +
5 (). +1ERE + 18

hp 56 (7d8 + 21)

g + 4. ki + 11, BE + 35 OTlc LT+ 2
PhiEEYEED BH b L. BRAEN+ 2. BERXELE | STt BEiR

&
&
P
e
S
N
A
-

I3z

EE+H1F—2 - LAE7 =+11 (1d6+ 3,7 15~20)
ERAH—=+10 (1d4+ 2,719~ 20)
ISTRINEE SFTE+ 4d6

270
B§RI81 Though something of a show-off, Merisiel understands
the value of hiding in order to get the drop on her opponents.
EERITR Merisiel makes sneak attacks on her foes to maximize
the damage she can do with her #—and L1 E77 .

—RT—43

(] 15, [8&] 20, (M1 12, [&0) 100 (3] 10, [5] 12
HAKE + 5, CMB + 7 ; CMD 24
1 (1 22 7 F 738(0). CEhEE). (5817228, GBAN hp). (E
B|OWHE)
RAE (BB®) + 15, (%) +20. EBEAL) +17. &I
By 4+ 120 GIER:uiE) + 100 (FEDBE) + 15, (B®)
+12. GFofe)) + 1
BB TIVUE. HEE
ZDMDEFEED TV T DER. O— 708 (HImBE+ 4,
R, SRER) . BRL+ 3. BgE
HEAERE R—>ary - AT -Fa7 - YITR-I—UX
R=YaveFT AT T B BEMERD
N, BEOHE . ZOMOERF + 2 X227y K- LY~ B&
BONYIS5— +1F—> - LAET . EH— (12) . NIV
e AT oAV LTATIV - TIRZ )T +2. T—Y -
FT-TIWTAA R vO—0 - FT - LIRZV A+
1Y -FD-Jarvrary+1,. 120 7—4%ib -V
Wz b BEVR BMIES V2V 2REDEREER.
M o(5). #8oa—7 (50ft). 16gp
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NIPC Codlex s licomie

) = PR 7 Lini
#ElE 3,200
IN VI A Zo VR (V) —1) |

A1ZI7F7 +1 . BERE . GE) +16

“

B

AC20. #fR 13, BT K HIKRET9 (+488. +1RHE. +
1Tl +384KE. + 151X

hp 56 (7d8 + 21)

g + 9. RIis + 4. BE +10; QLT+ 2. 71
BRUEYEEIZEE LIESRITH LT+ 4

FhfEIEYEES BAETEIR (EAICHT B ACIT+ 4 BEAR—FR)

WE
BEEE20 7 —
EE+1yoIb=+5 (1d4—1)
EREAUVT=+7 (1d3—-2)
BHHHRE J7U VESLURREBEOAREYICHT Z2HE
H—Jbic+ 1. BRD{LSE 3E.H
BLIRSTRE) (I LNV 7 LA | ¥R+ 10)
1E/8:d—Xbk -2 F D4 RE=V - T4 X -
TIRIVA BT 54 FLATAT4974
vav
EELTWS FILA FIRX #IEL NIV 7 LA ;) fEsER
+11)
ALANW I TAR AL TAANIL IV Y
3N TASA M. Za—FST5A X KRAXV ) L—
7 FT4Y—X(DC18)
2NV RINA A= IS4 L IN=9RFY  TIVX +
AMLYOR.TLAZVY - RT 47— (DC16)
1LV T 2270 (20 DC15), Ty KA —
A= 94X+ 7=V (2)
0LV (EEHPR) : T4 7V b -<IvY

LI ST DRSS o R\ L9
S 'i‘ Q"::.fr‘!.

L
% .1 Al
% N

HET D, BB E, BEIERICN—=TRFY T 00

il
EE ) —I3. 1 BAmEBEIC Uy RN —

%z, REZOEOMEEIC TIVX ALY IXAELUT T L—
B— TV Y - TT7VT ZHET 5,

¥ B h Lini avoids melee, £ > 7 « > 7 in her animal __

companion.
BEXT—2 N—UXF2 2RV
17, #AR 13, 1153 <M 16,

VZD7—%21% AC

i .

Eh'azaGtens
(&) 6. (8] 12, [M] 160 [&0] 120 [#)] 18, (] 16
HAKE+5,CMB+2;CMD 14

1 (LB BERED). (BisCEMR  BHafi). (BRV U —F v—
k). (BH%E®E

Bee (BHEEBE) + 3. + 13,8 + 16, G-
BSR4+ 13, CHOE:HER) + 110 GAB + 14, <@Ly
+ 130 BixxE> + 11
SELEE. J7Y V. NILT FEB. /— L8 &8
ZOMDFHEEN BA L O (EDEME. Droogami* &
WSRBIDRA/— - LAV ER), BARE. BMESEERY.
FFEENME DK+ 100 FEY

ERRERE Y MU= 6B K=Y 3 -FJ-A4—JILX-
ATy Z— RoO—jbAT-0—Ib- 4 =25 (2.
TJUReAT e FaT7 - EFLY b=V XB2Fr—I),
DR AT G—2— TV -T70T TFv¥—I).
TYRFT - FOTF1—X - TLAL @3Fv—I), B,
ZOMOER + 2L —-T—<—  +1TvII)IL R
GETUYy M10E. vA—Y AT LIAZVR+ 1,
FILA R e TR MAV R AV RNV AT« £V
AT7—FR -4 XEL+2. VT -FT-TFOAF7o 3>
+1. NWER=F, Y FUF, GBXERERR—F. &£
fal i, BBE (). RER (2). 113gp
*EOEBEOT -2 7 LNIVDRAE—)L - Fv v b E
AT %, '
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NIPC Cadiesx s licomiic

VL B8 7 Lem
#ElE 3,200
[LG /NI A ZO N ON—=T ) v H)]

AZI7FT + 2, BREHEHE +4

B

AC20. B 15, 5T <HIRAET7 (+58. +1R¥E. +
2 (&), + 168 +1H514X)

hp 63 (7d8 + 28)

AR 8. RS+ 11, BEE 49 BIBICHLTH 2 N—R
D=, [E5BKE]l. BKU [BF] ICdLT+H4

BEEE20 7 —k

EE+ 13—k vV—F=4+11 (1d4 /19~ 20)

ER RV =+10 (1d3—1)

BB R=275UV /B BE7o7var . TI5HL
DR, BORDER., HRORE. BEHEOHE+3. B
[HBEOME+ 2, RBOH )

BEBFEHFDIN— R (fIHELNIVT7 LNV BHEDR+
2)

3LV QEH) 74—+ AZ 78— (DC18) N1 R
I\

2RI GR/B) AV TaYEUT A BALVR
DA BV XF 3> (DC17). A1 XL

1LV (6B B): U= ALY b A A=
(DC16). Fr¥—L = /IN—R> DC16). ET A TR+ ZTZ—
(DC16) VL—T « T4 7 —

0 LA (EEESIR) : I—A b+ - 5ok (DC15), B
VTSV TATIR IV TVATATAD
TAYIAV AAT NV ST

—_

il

BRE L AIXEBIRE S O XL EEET 5,

BB L LA B9DNEEROREZES CEHPRETHBT
EEBRLTEY. ABRTHNSEEBEVNLVENS T &
EEFB, oI, BODBLZE Instead, he uses his bardic
performance ability to inspire courage in his companions.
In cases where a single enemy presents a particularly
large threat to Lem or his companions, the /\ — K uses his
offensive spells on that target. Against larger groups of foes,
he bolsters his allies with the likes of N X ~ and A X

B

BARF—2 04 XL ZHRUV . LLADT—4213 BE 4
B+, EmE+r RS FLBEFEE+FTYa—
V—K =49 (1d4 /19~20) ; &g AU >J=+8 (1d3

— 1) . CMB + 3 ; £XHE (8% + 10 (BkeERs+ 6). (o7t
Uy +15. B8 + 1. G35 + 150 HED (R &%)
+ 150 IR + 2. (JmgE - BXRLY) + 15, (FHE - BRED
+17. (BEEWR + 10, EE> + 13,

(#5] 8. [&k] 14, [ 14, [&0] 14, [$]] 100 [#&] 20
HAKE +5;,CMB+5;CMD 17

SR CEBEE). GBAN hp). (=RFREEAN). (EERDWHE)
FRE 2R + 15, ER¥) + 12 (PKEEsE+ 8) (e HELY)
+17. (=BE: BESR +19. (T +17. EEEW +
120 HIE) + 40 - wiF. & +17. B8 + 3.
Ugofev)y +17

SE TV @B, JdJV VR N—T UV T
ZOMDEHEEN N\ — FOME+ 3. FH 128, ARk
B= (BEV, BEXR)

HERAEE RA—>3y AT Fa17 - VITR =X
CA7AO= b AT Fr—LETVREZ— R7A—)b-F T
AVTIANVR SUSF—=IX  RAoa—jb-FT-TUv
B—HFAN TR AT Fa7 -4k 97— (50
Fr—I TV FT T ANV -V 7 (1N Fvr—
D). FEUL  ZOMOERF +2 X 27y K- LYF— +
1¥3—bk-Y=—F, AU ETYY F10E. 7O0—7 -
FT e LIRBZVA+ T ANYRNYR AT T1)aT)
VT HIARE 2 Ly — IV RAT VR XTIy
geOQv R UG AT TJxF—- TV U
geATg-TOFovav+1, AT VIibTx
b Q) BEWS EEREE BULMIES VA2V, &6
BD7IV— k. BYAN. BOO—T (50ft). FEH I
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