Goblin Sorcerer (Level 5)
Medium Humanoid (goblinoid), Sorcerer 5

	Hit Dice
	5d4+8 (20 hp)

	Initiative
	+6

	Speed
	30 ft. (6 squares)

	AC
	13 (+1 size, +2 Dex), touch 13, flat-footed 11

	B.A. / Grapple
	+2/–3

	Attack
	Morningstar +2 melee (1d6) or MW Light Crossbow +6 ranged (1d6)

	Space/Rch 
	5 ft./5 ft.

	SA
	—

	SQ
	Darkvision 60 ft.

	Saves
	Fort +3, Ref +4, Will +4

	Abilities
	Str 8, Dex 14, Con 13, Int 11, Wis 9, Cha 14

	Skills
	Concentration +6, Hide +6, Move Silently +6, Ride +6, Spellcraft +2, Tumble +6

	Feats
	Improved Initative, Toughness

	Environment
	Temperate plains

	Organization
	See goblin

	CR
	5

	Treasure
	Standard

	Alignment
	Usually NE

	Advancement
	By class


COMBAT:
Spells: (6) 7, 5
Spell DCs = 12 + spell lvl

0 – Daze, Light, Detect Magic, Read Magic, Prestidigitation

1 – Shield, Magic Missile, Sleep, featherfall
2 – Melf’s Acid Arrow, levitate
Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.
Possessions:  morning star, Light Crossbow with 10 bolts, gold brooch worth 100 gp, 25 gp in coins, Cloak of Resistance +1, Wand of Invisibility (10 charges, 900 gp), Scroll of Lightning Bolt (375 gp), Scorching Ray, Mirror Image (150 each), Potion of Cure Mod (300 gp)
