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Meeris the cleric of the Sun Goddess is an incredibly talented priestess despite her somewhat introverted personality. While she’d much rather talk things out than resort to violence, she is a first-rate marksman with her crossbow; a quality that often catches foes by surprise.  While the idea of close melee combat is terrifying to Meeris, if necessary she is willing to draw enemy attention if it means saving a friend or ally.
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Initiative +3; Speed 30/20 ft. (6/4 sq.); CR 1/2; HP 9
Senses Perception +5

DEFENSE
AC 18, touch 13, flat-footed 15   (+5 armor, +3 Dex)
Fort +3, Ref +3, Will +7

OFFENSE
Melee Mace, Light +0 (1d6/20/x2) and
Unarmed Strike +0 (1d3/20/x2)
Ranged Crossbow, Light +3 (1d8/19-20/x2)
Special Attacks Sun’s Blessing
Spell-Like Abilities Rebuke Death (8/day)
Cleric Spells Known (CL 1, 0 melee touch, 3 ranged touch):
1 (3/day) Bless (DC 16), Doom (DC 16), Protection from Evil (DC 16)
0 (at will) Light, Detect Magic, Read Magic (DC 15), Stabilize

STATISTICS
Str 0, Dex +3, Con +1, Int +2, Wis +5, Cha +2
Skills Heal +9, Knowledge (Arcana) +6, Knowledge (History) +6, Knowledge (Religion) +6, Spellcraft +6
Feats Point Blank Shot, Precise Shot
Equipment Belt Pouch, Bolts, Crossbow (30), Crossbow, Light, Holy Symbol (Wood), Holy Water, Mace, Light, Scale Mail, Smokestick



SPECIAL ABILITIES
Channel Positive Energy 1d6 (5/day) (DC 12) Use your holy symbol to heal the living or injure the undead.
Point Blank Shot +1 to attack and damage rolls with ranged weapons at up to 30 feet.
Precise Shot You don’t get -4 to hit when shooting or throwing into combat.
Rebuke Death (8/day) Heal 1d4 damage to creatures at negative HP.
Spontaneous Casting The Cleric can swap memorized spells for Cure spells.
Sun’s Blessing +1 to channel positive energy’s damage to undead.
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