Bandit, Lieutenant

Medium Human, Fi 3

	Hit Dice
	3d10+9 (24 hp)

	Initiative
	+3 (Dex, Thug feat)

	Speed
	20 ft

	AC
	19 (banded mail, +1 Dex, large wooden shield)

	Attacks
	MW Bastard sword +7 melee, javelin +4 ranged

	Damage
	1d10+2 bastard sword, 1d6+2 javelin

	Saves
	Fort +5, Ref +2, Wil +3 

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

	Skills
	Listen +4, Spot +5, Intimidate +6, Ride +5

	Feats
	Power attack, iron will, exotic weapon: bastard sword, weapon focus: bastard sword, Thug (+2 to intimidate & initiative)

	CR
	3

	Treasure
	Standard

	Alignment
	Usually CE

	Advancement
	As character class


Equipment: Bandit Lieutenants usually carry: A bastard sword or exotic weapon (maybe a 2-handed weapon) large wooden shield, banded mail, 2 javelins, rations, and the following currency:  3d6 sp, 2d6 gp, 2d6 pp, and some minor (50 gp) jewelry.

Total value in EQ and cash for this example:  
EQ:  

@ 594 gp
Cash & gems:  
@ 167 gp  
EQ can be sold for ½ value.

