Bandit, Crossbowmen

Medium Human, Warrior 1

	Hit Dice
	1d8 (4 hp)

	Initiative
	+2

	Speed
	20

	AC
	16 (+4 Scale mail, +2 Dex) 17 with buckler (melee)

	Attacks
	+4 ranged, +5 if within 30ft, +1 melee 

	Damage
	Light Crossbow 1d8 (+1 damage if within 30ft), longsword (1d8)

	Face/Rch
	5x5 / 5ft

	Saves
	Fort +2, Reflex +2, Wil +1

	Abilities
	Str 11, Dex 14, Con 10, Int 13, Wis 13, Cha 9

	Skills
	Hide +4, Ride +3, Swim +4, Listen +3, Spot +3, climb +2, search +2

	Feats
	Point Blank Shot, Precise Shot

	Climate
	Any

	Organization
	2-5, 6-11, 12-18

	CR
	½

	Treasure
	Standard

	Alignment
	Usually evil

	Advancement
	By class


COMBAT:

Crossbow bandits usually carry:  A heavy crossbow, a longsword or other melee weapon, a buckler shield, scale mail, rations, 20 arrows or bolts, and the following currency:  2d6 cp, 2d4 sp, 1d4 gp. (average of 3.1 gp in coins)

Total value in EQ and cash:  

EQ:  
@ 112 gp.  
Cash:
@ 3 gp

EQ can be sold for ½ value.

