Mara
Shemite Demon Hunter
The pastoral lands of Shem border on the terrible kingdom of Stygia, ruled by the priests of Set and the sorcerous Black Circle. The Stygians traffic with demons and eldritch horrors from the outer darkness, and they often look upon peaceful Shem with hungry eyes.
You are apprenticed to a hidden order of scholars and sage, who study forbidden magic to guard the land against Stygian sorcery. You are not yet an adept of the hidden order, but you are an initiate and ready for your first mission. There is a city in the distant south, called Masa. Each year, they sacrifice people to a god called Yggorth. The elders of the order worry that Yggorth is in fact a demon, and that it may need to be dealt with. You were sent to the south to investigate the priests of Yggorth.
You hired a bodyguard named Athenos, a knight-errant who was eager to protect what he saw as a foolish, mousy high-born librarian (he knows nothing of your true mission, and so you pretend to be a silly girl lost in the southlands and in need of a protector). You arrived in the city of Masa and began investigating the priests. Before you learned anything useful, though, you were waylaid by assassins. Athenos slew three of them before you were knocked unconscious…

Mara

4th level Scholar

STR:
8 (-1)

INT: 16 (+3)

Fortitude Save: +0
DEX:
10 (+0)

WIS: 14 (+2)

Reflex Save: +0
CON:
10 (+0)

CHA:
13 (+1)

Will Save: +5
Initiative Bonus: +1



Dodge: +1
Hit Points: 15




Parry: +1
Fate Points: 2
Skills: Appraise +5, Bluff +10, Craft (alchemy) +10, Concentration +7, Decipher Script +10, Heal +9, Knowledge (arcane) +12, Knowledge (history) +10, Listen +9, Move Silently +7, Search +10, Spot +4, Sense Motive +9
Feats: Skill Focus (heal), Weapon Focus (bow) - +1 to bow attacks
Abilities: 


· +1 to all attacks with bows
· +1 to all damage from bow attacks made on targets within 100 feet
· +1 bonus to damage to coup de grace attacks
· Spellcasting: You know the spells listed below. You have 7 Power Points, and you regain one every hour. Each spell takes one round to cast.
Magic Attack Bonus: +3

Defensive Blast: As a free action, you can spend power points to deal 1d6 fire damage per point to everyone within 10 feet. They are permitted a Fortitude save vs your magic attack roll to take half damage. All Sorcerers have his ability. 
War of Souls: Opposed Will save to drain 1d6 Power Points from another sorcerer. All Sorcerers have this ability.
Divination School:

· Astrological Prediction: 1 Power Point, predicts future of one person. Gives a +1 bonus to one upcoming dice roll. 
Counterspells:

· Warding: 2 Power Points, match magic attack roll against enemy caster.
· Greater Warding: 4 Power Points; works like Warding, but can be cast on others or in advance
Necromancy:

· Raise Corpse: 1 PP/Corpse, raises dead to fight for you. Lasts Concentration + 1d6 rounds.
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Base Attack: +3
Grapple: +2
Weapon

	Type
	Damage
	Critical
	Armour Piercing

	Fist/Punch
	1d3-1
	
	

	
	
	
	


