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 Kale the wizard is prone to striking slightly overdramatic poses from time to time just to remind everyone how terrific he is.  He is a handsome young man with all the gifts and a grand legacy of archmagi.  While Kale is very talented and well liked, he holds the secret fear that he might not be able to live up to his ally’s expectations.  Kale does not like to act hastily if he can avoid it. 
Kale (Neutral Good)
Initiative +1; Speed 30 ft. (6 sq.); CR 1/2; HP 8
Senses Perception +1

DEFENSE
AC 11, touch 11, flat-footed 10   (+1 Dex)
Fort +2, Ref +1, Will +3

OFFENSE
Melee Arcane Bond Quarterstaff +3 (1d6+3/20/x2) and
Unarmed Strike +2 (1d3+2/20/x2)
Wizard Spells Known (CL 1, 2 melee touch, 1 ranged touch):
1 (2/day) Cause Fear (DC 15), Sleep (DC 15)
0 (at will) Detect Magic, Mage Hand, Ray of Frost, Read Magic (DC 14)

STATISTICS
Str +2, Dex +1, Con +2, Int +4, Wis +1, Cha +1
Skills Knowledge (Arcana) +8, Knowledge (Dungeoneering) +8, Knowledge (History) +8, Knowledge (Local) +8, Knowledge (Nature) +8, Knowledge (Religion) +8, Spellcraft +8
Feats Arcane Strike, Point Blank Shot
Equipment Acid Flask (2), Adventurer’s Kit, Alchemist’s Fire (2), Backpack, Belt Pouch, Flint and Steel, Waterskin
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SPECIAL ABILITIES
Arcane Bond: Masterwork Quarterstaff This item is automatically added to your character on the Weapons tab.
Once per day, you can use it to cast any one spell in your spellbook. You don’t have to prepare this spell ahead of time – using the bonded item is like an emergency backup
Arcane Strike As a swift action, add +1 damage, +1 per 5 caster levels and your weapons are treated as magic for the purpose of overcoming damage reduction.
Hand of the Apprentice (7/day) Throw the melee weapon you are holding 7/day.
Point Blank Shot +1 to attack and damage rolls with ranged weapons at up to 30 feet.
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