Raak, Celestial Stalker

Lawful Neutral Good, Half Celestial

Level: _____

XP: _______



Strength

_____

+____



Dexterity

_____

+____



Constitution

_____

+____



Intelligence

_____

+____



Wisdom

_____

+____



Charisma

_____

+____

Hit Points
____
Roll List: _____________________

Armour Class
____
+___ Dodge +___ Natural +___ Deflection +___ Armour

Base Attack Bonus
+__________
Fortitude Save
+____ Special +____ ___________

Grapple Modifier
+_____

Reflex Save
+____ Special +____ ___________

Initiative Adjustment
+_____

Will Save
+____ Special +____ ___________

Land Speed: _____’
Climb Speed: _____’
Swim Speed: _____’



Skills (*class)


Skill Name
          Attribute Bonus
    Other Bonus            Ranks
 Total

Balance



DEX
+___
+8 Race

___
+____

Bluff



CHA
+___



___
+____

*Climb



STR
+___
+8 Race

___
+____

*Concentration


CON
+___



___
+____

*Craft



INT
+___



___
+____

Diplomacy


CHA
+___



___
+____

Disable Device


INT
+___



___
+____

Escape Artist


DEX
+___



___
+____

*Handle Animal


CHA
+___



___
+____

*Heal



WIS
+___



___
+____

*Hide



DEX
+___
+4(+8) Race

___
+____

Intimidate


CHA
+___



___
+____

*Jump



STR
+___
+8 Race

___
+____

*Knowledge, Ancient Egypt
INT
+___



___
+____

*Knowledge, Geography

INT
+___



___
+____

*Knowledge, Nature

INT
+___



___
+____

*Knowledge, Religion

INT
+___



___
+____

*Knowledge, The Planes

INT
+___



___
+____

*Listen



WIS
+___



___
+____

*Move Silently


DEX
+___
+4 Race

___
+____

Open Lock


DEX
+___



___
+____

*Profession


WIS
+___



___
+____

*Ride



DEX
+___



___
+____

*Search



INT
+___



___
+____

Sense Motive


WIS
+___



___
+____

Sleight of Hand


DEX
+___



___
+____

Speak Languages

INT
---



___
---

*Spot



WIS
+___



___
+____

*Survival


WIS
+___



___
+____

*Swim



STR
+___



___
+____

Tumble



DEX
+___



___
+____

*Use Rope


DEX
+___



___
+____

Languages – Celestial, Egyptian, Infernal, Greek, Planar Common +________ +________





Special Powers and Abilities
1st Level
Pass without Trace 3/day

Speak with Animals (felines) at will



Animal Friendship


Scent – Survival DC10 +2/hour

3rd Level
Bloodhound



Low-Light Vision



Camouflage



Bite. Can use normally –5 to hit

5th Level
Regenerate Serious Wounds

Improved Grab. Free with Bite



Non-detection



Pounce. Full attack on charge

7th Level
Freedom of Movement


Expert Climber



Snare




Frightful Presence

9th Level
Commune with Nature


Immunity:

11th Level
Find the Path



  Disease

13th Level
True Seeing 3/day


  Poison



Forest Fold



  Weather Conditions

15th Level
Discern Location


Uncanny Dodge 2nd
17th Level
Summon Natures Ally IX (animals)
Speed Increase +10 4th
19th Level
True Reincarnation


Speed Increase +10 8th
Frightful Presence: Once a day the character may unleash a fearsome growl that instils fear in close by non-allies. Every living thing within a 50’ radius of the character must succeed a will save against DC 10 + ½ level + charisma modifier or be shaken.

Shaken opponents receive –2 to all attack rolls, skill/ability checks and saving throws. Shaken opponents will fight the character is forced to, but would rather fight others. Frightful presence can be used again a day at 5th and 9th level


Class Features and Feats
Exotic Weapon Proficiency (Tiger Claws)

Proficient with exotic weaponry

Touch of Golden Ice



Golden Ice in natural weapons

Weapon Finesse (Tiger Claws)


Use DEX instead of STR for attack rolls.

1st Level - Tracking



Can track with survival

1st Level - Wild Empathy



As Diplomacy for Animals. 1d20+level+cha

2nd Level - Two-Weapon Fighting

Reduces two-weapon fighting penalties

3rd Level - Endurance Feat


Gives a +4 bonus to certain actions

4th Level - Animal Companion


As Druid, ½ level.

6th Level - Improved Two-Weapon

Grants an additional attack per round

7th Level - Woodland Stride


Move through areas without slowing

8th Level - Swift Tracker



Can track at normal movement speed

9th Level - Evasion



No damage on successful reflex save

11th Level - Greater Two-Weapon

Grants another free attack per round.

13th Level - Camouflage



Can hide in any natural terrain without cover

17th Level - Hide in Plain Sight


Can hide in natural terrain while observed

______________________________

____________________________________

______________________________

____________________________________

______________________________

____________________________________

______________________________

____________________________________

______________________________

____________________________________

Favoured Enemies - Grants a +2 bonus to Bluff, Listen, Sense Motive, Spot and Survival checks. Also adds a +2 bonus to damage. Add another +2 bonus to all checks and damage for one opponent every 5 levels.

1st 
_______________________________
1st Level
Points+_____

2nd
_______________________________
5th Level
Points+_____

3rd
_______________________________
10th Level
Points+_____

4th
_______________________________
15th Level
Points+_____

5th
_______________________________
20th Level
Points+_____

Weaponry Natural and Otherwise


          Base
 Adj.
    Damage 
Critical
Special

Natural Combo

Bite

+___
+_____
     1d6+___
20 x2
Primary Natural. Free grapples.

Claw (x2)
+___
+_____
     1d3+___
20 x2
Secondary Natural. ½ STR

Rake (x2)
+___
+_____
     1d4+___
20 x2
After Pounce/Grapple. ½ STR

Tiger Claw Combo

On-Hand Tiger Claw
+___
+________________
1d6+___    ___-20 x2
MW

Off-Hand Tiger Claw
+___
+________________
1d6+___    ___-20 x2
MW. ½ STR

Secondary Bite

+___
+________________
1d6+___
20 x2
½ STR

+4 Mighty Composite Longbow
+___   +___________________
20 x3
110’

Other Weaponry


Name

Base
Adj.
Damage
Critical
Range

Notes

________________
___
___
_________
_____
______

__________

________________
___
___
_________
_____
______

__________

________________
___
___
_________
_____
______

__________

________________
___
___
_________
_____
______

__________

________________
___
___
_________
_____
______

__________

________________
___
___
_________
_____
______

__________


Equipment, Gear and Ammunition

Clothing

White Silken Toga
- Sewn with golden thread and lined with the symbols of the Gods

_________________
- _______________________________________________________
_________________
- _______________________________________________________

_________________
- _______________________________________________________


Jewellery and Misc.

Golden Symbol of Ra
- Shiny golden symbol, hung around the neck on a thin gold chain

Anklet of Anubis

- A jackal patterned black gold band, inlaid with deep red rubies

Armband of Horus
- The wings wrap around the bicep. Silver, studded with diamonds

_________________
- _______________________________________________________

_________________
- _______________________________________________________

_________________
- _______________________________________________________

_________________
- _______________________________________________________

_________________
- _______________________________________________________


Equipment and Ammunition

White Leather Quiver
- Can hold a composite longbow, 5 javelins and 35 arrows

Regular Arrows

- #___
1d8+STR damage.

Masterwork Arrows
- #___
1d8+STR damage. +1 to hit, ruined after use

Flame Arrows

- #___
1d8+STR damage. Bursts into flames dealing 1d4 damage

Silken Rope

- #___’
Grants a +2 bonus to Use Rope checks

Thieves’ Tools

- Masterwork. Grants a +2 bonus to disable device and open lock

_________________
- _______________________________________________________

_________________
- _______________________________________________________

_________________
- _______________________________________________________

_________________
- _______________________________________________________

_________________
- _______________________________________________________

_________________
- _______________________________________________________

Silver: ________
Gold: ________

Platinum: ________
Other: ________


Poisons and Animal Companions
Golden Ice Ravage – A cold crystalline substance that doesn’t melt except at infernally high temperatures. Evil creatures touching it feel as if cold is spreading throughout their bodies.

Golden Ice has the following statistics. Contact DC 14, Primary Damage 1d6 DEX, Secondary Damage 2d6 DEX. One dose of Golden Ice costs around 1,200 gold pieces on average.

Missh’kaa
  Medium Outsider/Magical Beast
  Hit Dice: 3d8+9 (26 hp)

  Initiative: +7

  Speed: 40 ft. (8 squares), Climb 20 ft.

  Armour Class: 18 (+7 Dex, +1 natural), touch 17, flat-footed 11

  Base Attack/Grapple: +3/+7

  Attack: Bite +10 melee (1d6+4)

  Full Attack: Bite +10 melee (1d6+4) and 2 claws +5 melee (1d3+2)

  Space/Reach: 5 ft. /5 ft.

  Special Attacks: Improved grab, pounce, rake (1d4+2), smite evil.

  Special Qualities: Damage reduction, darkvision 60 ft., low-light vision, resistance to acid, cold and electricity, scent and spell resistance (HD+5)

  Saves: Fort +6, Ref +10, Will +4

  Abilities: Str 19, Dex 24, Con 17, Int 3, Wis 13, Cha 7

  Skills: Balance +15, Climb +12, Hide +11(+15), Jump +12, Listen +6, Move Silently +11, Spot +6, Survival +3

  Feats: Alertness, Weapon Finesse (natural)

  Alignment: Neutral Good

  Advancement: 4-5 HD (Medium)

Missh’kaa is around 4 foot in length and weighs around 130 pounds. She prefers to hunt at night and understands, although obviously cannot speak, Egyptian.

Combat

    Improved Grab (Ex): To use this ability, Missh’kaa must hit with her bite attack. She can then attempt to start a grapple as a free action without provoking an attack of opportunity. If she wins the grapple check, she establishes a hold and can rake.

    Pounce (Ex): If Missh’kaa charges a foe, she can make a full attack, including two rake attacks.

    Rake (Ex): Attack bonus +10 melee, damage 1d4+2

    Smite Evil (Su): Once per day Missh’kaa can make a normal melee attack to deal extra damage equal to her HD (maximum of +20) against an evil foe

    Skills: Missh’kaa has a +8 racial bonus on Jump checks and a +4 racial bonus on Hide and Move Silently checks, in tall grass or dense undergrowth Missh’kaa’s Hide bonus increases to +8. Missh’kaa has a +8 racial bonus on Balance and Climb checks. Missh’kaa can always choose to take 10 on a Climb check, even if rushed or threatened.



    Resistance to

Hit Dice         Acid, Cold, Electricity
   Damage Reduction

1 – 3


5


---------

4 – 7


5


5/magic

8 – 11


10


5/magic

12 or more

10


10/magic

