Zhentarim Zkymage (W7, Sky1)
Human Male (Evoker 7, skymage 1)

	Hit Dice
	8d4+8 (22 hp)

	Initiative
	+2

	Speed
	20ft

	AC
	14 (bracers +1, ring +1, Dex +2), touch 12, flatfooted 10

	B.A. / Grapple
	+4 / +3

	Attack
	MW light crossbow +7 ranged (1d8) or MW dagger +4 melee (1d4-1)

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

	Saves
	Fort +6, Ref +5, Wil +9

	Abilities
	Str 8, Dex 14, Con 12, Int 17, Wis 12, Ch 13

	Skills
	Spellcraft +14, handle animal +3, K: arcane +9, K: religion +7, diplomacy +3, ride +6, concentration +12, tumble +5

	Feats
	Combat casting, scribe scroll, iron will, brew potion, mounted combat, craft wand, flyby attack

	CR
	8

	Alignment
	Usually any evil


Equipment:
· MW crossbow & 20 bolts, MW dagger
· backpack, rations, sunrod
· currency:  @20 gp in mixed coins and a small gem or valuable (50 gp), 2 diamond dust (500 gp)
· A mount (light warhorse, with bit, bridle, saddlebags, and military saddle)

Magic Items:

· Potion of cure moderate
· Scrolls: dispel magic, haste, rope trick
· +1 bracers, +1 cloak, +1 ring

· Wands: Fireball (25), magic missle (lvl 3, 25), melf’s acid arrow (25) 
Spells: Evoker banned schools:  Ench, Necromancy

Spells & Spellbook: (DC 12 + spell level) (6) 6, 5, 5, 3
1. Shield, Color spray, Magic Missile, Mount, mage armor, endure elements, rope trick, change self
2. darkvision, pro: arrows, mirror image, melf’s, levitate
3. fireball, lightning bolt, haste, dispel magic

4. Stoneskin, Ice Storm
