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Male Human Investigator 3
LN Medium humanoid (human)
Homeland Koryth
Deity Sanguine Covenant (Laita)
Init +6; Senses Perception +6
DEFENSE
AC 16, touch 12, flat-footed 14 (+4 armor, +2 Dex)
hp 23 (3d8+6)
Fort +3; Ref +6; Will +4; +2 vs. poison
Defensive Abilities trap sense +1
OFFENSE
Speed 30 ft.
Melee mwk sword cane +5 (1d6+2) or cestus +4
(1d4+2)
Ranged mwk light crossbow +5 (1d8/19-20)
Investigator Extracts Prepared (CL 3; concentration
+5)
1st—blurred movement, heightened awareness, keen
senses, phantom blood
STATISTICS
Str 14, Dex 14, Con 13, Int 15, Wis 10, Cha 9
Base Atk +2; CMB +4; CMD 16
Feats Combat Expertise, Improved Initiative, Toughness
Skills Craft (alchemy) +8, Disable Device +8, Heal
+6, Knowledge (local) +8, Knowledge (nobility) +8,
Knowledge (religion) +8, Linguistics +8, Perception +6,
Sense Motive +6
Languages Abyssal, Ancient Arman, Balite, Common,
Draconic, Nasian, Qijomi
SQ inspiration (3 points), investigator talent (expanded
inspiration), keen recollection, poison lore, trapfinding
SPECIAL ABILITIES
Inspiration (Ex) Markus has a pool of 3 inspiration
points. An investigator’s inspiration pool refreshes each
day, and he can expend one use of inspiration from
his pool as a free action to add 1d6 to the result of any
skill or ability check, including any he takes 10 or 20 on.
The choice is made after the check is rolled but before
the results are revealed. He can only use this once
per check or roll, and Markus can use inspiration on
any trained Diplomacy, Heal, Knowledge, Linguistics,
Perception, Profession, Sense Motive, or Spellcraft
skill check without expending a point of inspiration.
Additionally, he can expend two points to increase his
attack rolls and saving throws accordingly. If used for
saving throws then it takes an immediate action rather
than a free action.
Investigator Talent (Ex) Markus has the Expanded
Inspiration investigator talent.
Keen Recollection (Ex) Markus can attempt all
Knowledge skill checks untrained.

Poison Lore (Ex) Markus cannot accidentally poison
himself when applying poison to a weapon, examining
poison, or neutralizing it. If he spends 1 minute
physically examining the poison, he can identify it with
a Knowledge (nature) check (DC = poison’s DC). Lastly,
he can neutralize it with a Craft (alchemy) check (same
DC) that takes 1 minute per dose.
Trapfinding (Ex) Markus adds a +1 bonus to Perception
checks made to locate traps and on Disable Device
checks, as well as use Disable Device to disarm magical
traps.
EQUIPMENT
Combat Gear acid, alchemist’s fire (2), defoliant,
smelling salts (2), tanglefoot bag, thunderstones (2),
dust of darkness, oil of magic weapon, potions of cure
light wounds (2); Other Gear masterwork sword cane,
masterwork light crossbow with 10 bolts, masterwork
chain shirt, cloak of resistance +1, alchemy crafting
kit, backpack, belt pouch, formula book (contains
all prepared extracts as well as the following: 1st—
anticipate peril, comprehend languages), masterwork
thieves’ tools, sunrods (3), tindertwigs (10), waterproof
bag, 4 gp, 1 sp.

THE IMPERIAL ALLIANCE
After the battle of Aremyhk, the Janissaries imposed a
peace and forced all four warring nations to set aside their
hostilities and unite. Thus the Arman Protectorate, the
Caneus Empire, the Dominion and the Reis Confederacy
formed a confederated government named the Imperial
Alliance, ruled by a Senate composed of nobles from each
nation. The Imperial Alliance seeks to keep the world’s
civilized nations united against common threats, such
as the Janus Horde in Sametia, the Khaynites, and the
quickslaver epidemic.

MARKUS SMITH

DEFENSE
AC 18, touch 13, flat-footed 16 (+5 armor, +1 deflection,
+2 Dex)
hp 41 (5d8+15)
Fort +3; Ref +7; Will +5; +4 vs. poison
Defensive Abilities trap sense +1
OFFENSE
Speed 30 ft.
Melee +1 sword cane +6 (1d6+3) or cestus +5 (1d4+2)
Ranged mwk light crossbow +6 (1d8/19-20)
Special Attacks studied combat +2, studied strike
+1d6
Investigator Extracts Prepared (CL 5th, concentration
+8)
1st—blurred movement, comprehend languages,
heightened awareness, keen senses, phantom blood
2nd—blood armor, perceive cues, see invisibility
STATISTICS
Str 14, Dex 14, Con 13, Int 16, Wis 10, Cha 9
Base Atk +3; CMB +5; CMD 17
Feats Combat Expertise, Improved Initiative, Toughness
Skills Craft (alchemy) +11, Disable Device +10, Heal
+8, Knowledge (local) +11, Knowledge (nobility) +11,
Knowledge (religion) +11, Linguistics +9, Perception
+8, Sense Motive +8, Use Magic Device +7
Languages Abyssal, Ancient Arman, Balite, Common,
Draconic, Nasian, Qijomi
SQ inspiration (4 points), investigator talents (expanded
inspiration, perceptive tracking), keen recollection,
poison lore, trapfinding
SPECIAL ABILITIES
Inspiration (Ex) Markus has a pool of 3 inspiration
points. An investigator’s inspiration pool refreshes each
day, and he can expend one use of inspiration from
his pool as a free action to add 1d6 to the result of any
skill or ability check, including any he takes 10 or 20 on.
The choice is made after the check is rolled but before
the results are revealed. He can only use this once
per check or roll, and Markus can use inspiration on
any trained Diplomacy, Heal, Knowledge, Linguistics,
Perception, Profession, Sense Motive, or Spellcraft
skill check without expending a point of inspiration.
Additionally, he can expend two points to increase his
attack rolls and saving throws accordingly. If used for
saving throws then it takes an immediate action rather
than a free action.

Keen Recollection (Ex) Markus can attempt all
Knowledge skill checks untrained.
Poison Lore (Ex) Markus cannot accidentally poison
himself when applying poison to a weapon, examining
poison, or neutralizing it. If he spends 1 minute
physically examining the poison, he can identify it with
a Knowledge (nature) check (DC = poison’s DC). Lastly,
he can neutralize it with a Craft (alchemy) check (same
DC) that takes 1 minute per dose.
Studied Combat and Strike (Ex) Markus can use a
move action to begin studying a single enemy he
can see. Upon doing so, he adds a +2 insight bonus
on his melee attack rolls and damage rolls. This effect
lasts for 2 rounds or until he deals a studied strike,
whichever comes first. The bonus on damage rolls is
precision damage and is not multiplied on a critical
hit. He can only study the same opponent once every
24 hours unless he spends an inspiration point to do
so. A studied strike can be performed as a free action
upon successfully striking his studied target. He deals
1d6 damage when he does so but his studied combat
ends immediately. This damage is also precision and
is not multiplied on a critical hit; creatures that are
immune to sneak attacks are also immune to studied
strike. He must be able to see the target well enough to
pick out a vital spot and must be able to reach such a
spot, thus being unable to use it agianst a creature with
concealment.
Swift Alchemy (Ex) Markus can create alchemical
items with astounding speed. It takes him half the time
to create alchemical items, he can also apply poison as
a move action instead of a standard action.
Trapfinding (Ex) Markus adds a +1 bonus to Perception
checks made to locate traps and on Disable Device
checks, as well as use Disable Device to disarm magical
traps.
EQUIPMENT
Combat Gear acid, alchemist’s fire (2), defoliant,
smelling salts (2), tanglefoot bag, thunderstones (2),
dust of darkness, elixir of hiding, elixir of vision, oil of
magic weapon, potions of moderate light wounds (2);
Other Gear +1 sword cane, masterwork light crossbow
with 10 bolts, +1 chain shirt, ring of protection +1, cloak
of resistance +1, quickrunner’s shirt, alchemy crafting
kit, backpack, belt pouch, formula book (contains
all prepared extracts as well as the following: 1st—
anticipate peril, comprehend languages), masterwork
thieves’ tools, sunrods (3), tindertwigs (10), waterproof
bag, 4 gp, 1 sp.
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Deity Sanguine Covenant (Laita)
Init +6; Senses Perception +6

Investigator Talents (Ex) Markus has the Expanded
Inspiration and Timed Strike investigator talents.
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Son of a blacksmith from a small mountain village, Markus
was ill-disposed towards taking over the family business.
He wanted to see the world, to experience new things. He
ran off to join a local mercenary company, and was bustled
off with a bunch of other young, green recruits to be
trained in the arts of war. He enjoyed tactics and strategy
more than weapons drills and marches, though there was
much more of the latter than the former. His keen eye
for detail got him a regular position in scouting parties,
allowing young Markus to see more of the surrounding
land and avoid more routine duties.
While his mercenary unit was stationed at lord’s keep along
the Sametian border, three of his fellow soldiers
were accused of theft. One of them was fast
friends with Markus. Testimony was given
at their trial—which seemed to Markus to
be short and rushed—that provided enough
evidence for the tribunal to rule them guilty.
Given the wartime situation with the Janus
Horde and the strict policies of the lord, they
were slated to be hanged. Markus was unconvinced
and prowled the keep, looking for a way to prove their
innocence. He found clues and conflicting testimony
from supposed witnesses. He made an impassioned
plea to the company commander, who was convinced
enough to speak to their retainer and have the
execution postponed. In due time, Markus was able
to uncover the actual culprit: the quartermaster of the
keep, who had been selling supplies for his own profit.
The local lord was so impressed with Markus that he
appointed the intrepid sleuth to his own court. Markus
spent two years investigating strange events and puzzling
crimes. Feeling the need to slake his wanderlust once
more, he graciously resigned from the lord’s court. Certain
that his unique selection of skills could be of service
anywhere, Markus embarked on a tour of Exodus,
eventually arriving in Arehmyk, the heart of the Imperial
Alliance. He offers his talents to those with the need for
justice or the unraveling of a puzzling mystery, especially
if they will pay well for the satisfaction.

