Dakani Night Scream
L9 Bladeling – Rogue 6/Swordsage 3
Quote: "I like the way your blood smells…  It reminds me of the Blood Forest in spring."



STR    
17      
(+3)

DEX   
20      
(+5)
CON  
10
INT   
14       
(+2)
WIS  
14
(+2)       

CHA  
12
(+1)

Saves:
Fort    
+6
Ref     
+16
Will   
+10

Init: 
+8
Move: 
40’

BAB:  
+6/+1 (melee +9/+4, missile +11/+6)

AC:     
28 (+5 armor, +6 natural, 
+5 Dex, +2 Wis)
30 vs AoO
HP:     
49
AL:
LN
Action Points: 8 (2d6)


Languages: Planar Trade, Infernal, Giant
Class Abilities:
Sneak Attack +3d6
Trapfinding
Quick to Act +1

Evasion

Trap Sense +2
Uncanny Dodge

Racial Abilities:

Darkvision 60’

Razor Storm (1/day, 15’ cone, 2d6 dmg, -2 AC)

Immune acid, rust

Cold resist 5

Fire resist 5

DR 5/magic or bludgeoning

Metal Skin (+4 AC)
Skill Tricks:
Acrobatic Backstab (tumble through = flat footed)

Skills:
Rank
Stat   Misc
Total
Appraise (Int)
0
+2

+2
Balance (Dex)
0
+5
+2
+7
Bluff (Cha)
8
+1

+9
Climb (Str)
6
+3

+9
Concentration (Con)
0
+0

+0
Craft (Int)
0
+2

+2
Dec Script (Int)
0
+2

+2
Diplomacy (Cha)
0
+1
+2
+3
Disable Dev (Int)
9
+2
+2
+13
Disguise (Cha)
0
+1

+1
Escape Artist (Dex)
0
+5

+5
Forgery (Int)
0
+2

+2
Gather Info (Cha)
1
+1

+2
Heal (Wis)
0
+2

+2
Hide (Dex)
10
+5

+15
Intimidate (Cha)
0
+1
+2
+3
Jump (Str)
5
+3
+2
+10
Know (local) (Int)
0
+2

+2
Know (hist)
0
+2

+2
Know (nature)
0
+2

+2
Know (royal)
0
+2

+2
Listen (Wis)
9
+2

+11
Martial Lore (Int)
0
+2

+2
Move Silently (Dex) 
6
+5

+11
Open Lock (Dex)
9
+5
+2
+16
Perform (Cha)
0
+1

+1
Profession (Wis)
0
+2

+2
Ride (Dex)
0
+5

+5
Search (Int)
9
+2
+5
+16
Sense Motive (Wis)
6
+2

+8
Sleight o’Hand (Dex)
2
+5
+2
+9
Spot (Wis)
9
+2

+11
Swim (Str)
1
+3

+4
Tumble (Dex)
12
+5
+2
+19
Use Magic Dev (Cha)
0
+1

+1
Use Rope (Dex)
0
+5

+5
Feats: 
Combat Expertise

Weapon Finesse

Weapon Focus (Shadow Hand)

Proficient: Simple, martial melee, hand crossbow, shortbow

Two Weapon Fighting
Staggering Strike (stagger, Fort DC = dmg)

Attacks:

Att

Dmg

Crit

Special

Claw


+11/+6

1d6+3

20(x2)

natural
Shortsword +1, HDP
+13/+8

1d6+4

19-20(x2)
+1d6 SA, +2d6 vs evil
Dual Shortswords +1
+11/+6/+11
1d6+4/1d6+2
19-20 (x2)
see above
Dagger +1, Returning
+12

1d4+1

19-20(x2)
range 10 ft.
Sap


+11/+6

1d6+3

20 (x2)

nonlethal
Maneuvers:

Known: 8
Readied: 5
Stances: 2
Setting Sun

□  Mighty Throw (Trip at +4 to throw 10’)


□  Counter Charge (opp str/dex +4)

Shadow Hand


□  Clinging Shadow Strike (+1d6 damage, Fort DC 12 or concealment for 1r)

□  Shadow Blade Technique (2d20, pick best or pick both for +1d6 damage)

□  Child of Shadow (improved invis. till end of turn)
□  Shadow Garrote (ranged touch for 5d6, Fort DC 15 or flat-footed till its next turn)

Tiger Claw


□  Wolf Fang Strike (2 attacks as standard action at -2 each)


□  Sudden Leap (Jump as a swift action)

Stances:

Shadow Hand


Island of Blades (flank whenever you and an ally are adjacent to a target)

Cloak of Deception (move 10’ and get concealment)
Equipment:


· Shortsword +1 of Holy Deadly Precision
· Shortsword +1

· Dagger +1, Returning

· Sap

· Mithralmist Shirt (+5 AC, +6 Max Dex, mist 3/day)

· Amulet of Natural Armor +2

· Cloak of Resistance +3

· Cloak of Invisibility

· Gloves of Fortunate Striking (reroll 1/day)

· Bracers of Blinding Strike (+1 attack 3/day, +2 Init)

· Sandals of the Light Step (+10’ move, no difficult terrain penalties, pass w/o trace, water walk 30 min/day)

· Goggles of Minute Seeing (+5 to search)

· Ring of Spell Storing, Minor (3 levels – Resurgence x2, Bless Weapon)

· Ring of X-Ray Vision

· Thieves’ Tools, Masterwork

· Gem of Nightmares (+4 to fear saves)

· “Pear”

· Feather Fall token

· Smokestick (2) (10’ cube fog cloud)
· Tanglefoot bag (0) (entangle, DC 15 Ref)
· Thunderstone (DC 15 Fort)
· Antitoxin (0) (+5 Fort)

· Tanglepatch (entangle, 5r)

· Blessed bandage (auto stabilize)

· Caltrops (5) (bab +0 for ½ move)
· Elixir of Hiding (+10, 1 hr.)

· Potion of Aid

· Potion of Displacement

· Potion of Invisibility to Animals

· Climber’s Kit

Cash: 
1546 gp 
XP: 
42,776
Next:
45,000
Feat combos

blade meditation - +1 dmg, +2 skill, +1 DC
Craven:
Prereqs: Not immune to fear, able to sneak attack.
Effects: –2 penalty against fear effects
All sneak attacks do 1 extra point of damage per character level
Shadow Blade – dx to damage
Gloom razor – tactical, req shadow blade

Deadly Defense - +1d6 when fighting defensively (-2 or more)

Throat Punch – trade 2d6 SA for muting 3r

Level plan

L10: SS4 insightful strike (Wis to dmg), learn 1 (4th)- comet throw, replace 1 – clinging shadow strike/obscuring shadow veil

L11: SS5 quick to act +2, +1 maneuver, +1 stance (assassin’s stance), learn 1 (4th) – strike of the broken shield (or fountain of blood)
L12: SS6 stat +1 (str), feat,  bab +1, learn 1 (5th), replace 1
Soaring throw, bloodletting strike, shadow stride, dancing mongoose
To buy

Ring of Darkhidden (2000): invisible to darkvision
Lockpicking Ring (3500): +5 Open Locks, knock 1/day
Gloves Dexterity +2 (4000) or +4 (16,000)
Periapt Wisdom +2 (4000) or +4 (16,000)

Slippers of Spider Climbing (4800)

Shirt of bones (DR 3 vs bludgeoning) (9000)

Vest of free movement (12,000): Freedom of movement 3r (3/day)
Rogue Blade (12,320): blink 6r, 2/day
Scabbard of keen edges (16,000)

Rogue’s Vest (18,000): +2 Hide, MS, Reflex saves, +1d6 SA
Ring of invisibility (20,000)

Carpet of flying (20,000)

Sword of subtlety (+1, +4 when sneak attackin’) (22,310)

Discipline weapon - +1, +3 when executing a maneuver (+1 bonus)
Evil Outsider Bane - +2, +2d6 damage (+1 bonus)

Cold iron weapons (double enchant cost)

