Bandit Leader (sample), “Irogoch”
Medium Human, Ra 2, Fi 4

	Hit Dice
	2d8+4d10+18 (55 hp)

	Initiative
	+2 (Dex)

	Speed
	30 ft

	AC
	22 (chain shirt +1, +4 dex, Large wooden shield +1,), 23 with dodge

	Attacks
	Broadsword +1  (+11, +6) OR broadsword at +9, +4 melee and MW shield spikes at +8 melee OR Longbow at +10 ranged

	Damage
	Broadsword +1 (2d4+6, crit x3), spiked shield 1d6+1, longbow 1d8

	Saves
	Fort +10, Ref +5, Wil +5

	Abilities
	Str 16, Dex 18, Con 16, Int 13, Wis 14, Cha 13

	Skills
	Bluff +2, Climb +3, Heal +5, Hide +6, Intimidate +5, Jump +5, Listen +6 Move Silently +6, Ride +6, Search +5, Sense Motive +3, Spot +6 Tumble +7, Wilderness Lore +6 

	Feats
	Ambidexterity, Two-weapon fighting, Dodge, Iron Will, Mobility, Track, Weap Focus: broadsword, Weapon Spec: broadsword, shield expert

	CR
	6

	Treasure
	Standard

	Alignment
	CE

	Advancement
	By character class


Equipment:
· Potion of Cure Moderate Wounds (2d8+3)
· Potion of Protection from Good.  
· Broadsword +1
· Chain mail +1
· Large spiked metal shield +1 (spikes are NOT enchanted, but are MW)
· A red garnet (100 gp)
· 12 gp, 10 pp
Total value in EQ and cash for this example:  

EQ:  

@ 5,395 gp

Cash & gems:  
@ 212 gp  

EQ can be sold for ½ value
