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Willow the rogue is good at her job, but fully aware that just one slip up may prove fatal for her and her allies.  She feels a very personal sense of responsibility for the safety of others that she tends to hide beneath a cool and aloof exterior.  She’s known to become irritable if forced to concentrate under fire.
Willow (Chaotic Good)

Initiative +4; Speed 30 ft. (6 sq.); CR 1/2; HP 9
Senses Perception +8

DEFENSE
AC 17, touch 14, flat-footed 13   (+3 armor, +4 Dex)
Fort +1, Ref +6, Will +1

OFFENSE
Melee Dagger +4 (1d4/19-20/x2) and
Dagger +4 (1d4/19-20/x2) and
Dagger +4 (1d4/19-20/x2) and
Dagger +4 (1d4/19-20/x2) and
Dagger +4 (1d4/19-20/x2) and
Unarmed Strike +4 (1d3/20/x2)
Special Attacks Sneak Attack +1d6

STATISTICS
Str 0, Dex +4, Con +1, Int +2, Wis +1, Cha +2
Skills Acrobatics +8, Bluff +6, Climb +4, Diplomacy +6, Disable Device +9, Knowledge (Dungeoneering) +6, Knowledge (Local) +6, Perception +8, Sense Motive +5, Stealth +8, Swim +4
Feats Skill Focus: Perception, Weapon Finesse
Equipment Adventurer’s Kit, Backpack, Belt Pouch, Caltrops (4), Chalk, Crowbar, Dagger, Dagger, Dagger, Dagger, Dagger, Flint and Steel, Lantern, Mirror, Oil (7), Piton (5), Pole, Rope, Sack (empty), Smokestick (2), Studded Leather, Thieves’ Tools
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Sneak Attack +1d6 +1d6 damage if you flank your target or your target is flat-footed.
Trapfinding +1 +1 to find or disable traps.
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