Elf, Drow (3rd level Cleric)
Medium Humanoid (Elf), Female

	Hit Dice
	3d8+3 (20 hp)

	Initiative
	+3

	Speed
	30 ft

	AC
	19 (+4 Chain Shirt +1, +1 mw buckler)

	B.A. / Grapple
	+1 / +3

	Attack
	MW Rapier +6 melee (1d6+2, 18-20 x2) or MW Hand Crossbow +4 ranged (1d4, 19-20 x2) plus poison

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

	SA
	Poison, spell-like abilities

	SQ
	Darkvision 120 ft, Drow traits, SR 14

	Saves
	Fort +4, Ref +6, Wil +5*

	Abilities
	Str 12, Dex 16, Con 12, Int 12, Wis 14, Cha 14

	Skills
	Con +7, Spellcraft +5, K: Arc +5, K: religion +5, 

	Feats
	WFin, School Foc: Ench, Light Reflex

	Environment
	Underground

	Organization
	Varies (See drow fighter or MM)

	CR
	4

	Treasure
	Standard

	Alignment
	Usually NE

	Advancement
	By character class


Saves:  +2 on Will saves vs. spells and spell-like abilities.  +2 vs. Enchantment spells & effects.

Immunities:  Immune to sleep spells & effects.
Spell-like abilities (SP): 1 per day, dancing lights, darkness, faerie fire.  Caster level equals drow class levels.

Light Blindness:  abrupt exposure to light (such as sunlight or daylight) blinds drow for 1 round.  Remain dazzled as they stay I the area.

Poison (Ex):  Fort DC 13, unconscious 1 minute / unconscious 2d4 hours.  1d4-1 doses available.

Spell Resistance (Su):  11+ class levels.
Domains:

· Spider:  Turn/rebuke spiders (3+ Cha/day), spider climb, summon swarm
· Drow: Free Lightning Reflexes feat, cloak of the dark power, clairaudience/clairvoyance
Spells:  (DC 12+ Spell Level) 4, 4, 3

0:  DM, RM, cure minor wounds, create water
1:  spider climb, cause fear, cure light wounds, sanctuary
2:  summon swarm, hold person, sound burst
EQ:  Potion of cure mod, 6 platinum, 5 gold
