Zhentarim Wizard (3nd)
Human Male, Wizard 3 (Evoker)

	Hit Dice
	3d4+3 (12-13 hp)

	Initiative
	+6

	Speed
	20ft

	AC
	13 (Bracers +1, Dex), touch 12, flatfooted 11

	B.A. / Grapple
	+2 / +2

	Attack
	MW light crossbow +5 ranged (1d8) or dagger +1 melee (1d4-1)

	Space/Rch 
	5ft / by weapon (5ft)

	Saves
	Fort +3, Ref +3, Wil +5

	Abilities
	Str 8, Dex 14, Con 12, Int 15, Wis 12, Ch 11

	Skills
	Concentration +7, Knowledge: Arcana +8, Spellcraft: +8, Decipher Script +8, Knowledge: (any one) +8

	Feats
	Improved Initiative, scribe scroll, Spell Mastery (magic missile, sleep), Signature Spell: Magic Missile

	CR
	3

	Alignment
	Usually any evil


This sample Zhentarim Wizard is equipped with the following.  Others may have different gear and weaponry, but it should total 1,000 – 2,000 gp in equipment.
Equipment: (in addition to the statistics block):

· 20 bolts
· backpack, rations, sunrod
· currency:  @20 gp in mixed coins and a small gem or valuable (50 gp)
· Potion of Cure Moderate
· Scrolls:  Change Self, Mage Armor (x2), See Invisible, Dispel Magic, Haste, Fireball, Lightning Bolt, Mount, Protection from Arrows, Rope Trick
· mount (light warhorse, with bit, bridle, saddlebags, and military saddle)

· He carries no spell book (usually short missions)

Magic: Evoker banned schools:  Enchantment, Necromancy

Spells Memorized: (5), 4, 3 (DC 12 + spell level)
0:  detect magic, ray of frost, read magic, daze

1:  Burning Hands, Color spray, Shield, True Strike
2:  Scorching Ray (x2), Glitterdust
