Fastpaw – 2nd level rogue/7th level bard praka male, neutral evil.                                                           By Strega
Str:  12 (+1)






Masterwork Lute

Con:11







+2 dagger

Dex: 15 (+2)






Amulet of Alignment (see below)

Int:  12 (+1)






Ring of Silence (see below)

Wis: 10







Fine linen breeches and vest

Cha: 17 (+3)






 Pouch with 2d6 gold

Hit points: 33






Feats (4 plus 1 bonus feat)
Armor Class: 12 (+2 dex.)  10 flat footed, touch 12.


Skill Focus (Perform: Stringed Instruments)

Speed: 30 ft, 40 ft on all fours.




Skill focus (Perform: Singing)
Base attack/grapple: +6/+7.  Initiative +2.



Improved Unarmed Strike

Attack: Dagger +9 melee 1d4+3.




Improved Grapple 

Full attack: Dagger +9/+4 melee 1d4+3 and bite +2 melee 1d4.
Gape of the Serpent (bonus feat)

Height: 4’8”  Weight: 90 lbs Eyes: Brown

· Skills: Perform 16 (stringed instruments, 18 with Masterwork Lute), Perform 16 (Singing), Use Rope 12, Bluff 13, Climb 16, Appraise 10, Spot 7, Tumble 7, Listen 10, Balance 10 (14 on all fours). Fastpaw has –5 to Sing rolls when singing to non-praka.

· Languages: Praka, common, halfling, gnome, sign language, goblin.  He speaks praka, and can ‘speak’ with sign language, but cannot speak the others (however, see below.) 

· Singing in Tongues: Fastpaw has learned to sing words in the non-praka languages he knows.  This is restricted to short sentences (no more than 6 words).  He keeps this ability secret to maximize its usefulness when he is disguised as other races. 

Singing Roll: 15+ Barely intelligible sing-song.  Maybe that halfling is drunk.  20+ Still sing-song, but reasonably clear speech.
25+ “Sounds like a halfling (gnome, etc.) to me.”  (Remember, Fastpaw has –5 to his singing skill with non-praka.)

· Notable bardic singing/playing abilities (up to 7 uses per day total): Inspire Courage +1, Fascinate, Suggestion  

· Amulet of Alignment: Fastpaw’s amulet casts a variation of Undetectable Alignment.  (He detects as Neutral, not Neutral Evil.)

· Ring of Silence: Silence spell centered on him up to twice a day.  It will not spill out of a room through closed doors.

· Fastpaw has a +1d6 damage Sneak Attack and has Evasion from his Rogue training as a teenager.

Spells: 3 0th, 3 1st, 2 2nd per day.   (6, 4, 4 known)

0th level:Detect Magic, Message, Daze (Summon Instrument, Mending, Read Magic).  1st level: Charm Person, Expeditious Retreat, Disguise Self (Cure light wounds).  2nd level: Invisibility, Alter Self (Hold Person, Scare)

Fastpaw rolled 13, 11, 14, 9, 12, 16, 5 and dropped the 5. As a Medium-sized praka he adjusted by –1 Str, +1 Dex, +2 Int, -2 Wis, and added 1 to Intelligence at 4th and 1 to Charisma at 8th.  If he makes 12th he plans to improve his Charisma again.
Fastpaw is a skilled musician and makes enough money to support himself in reasonable comfort.  On the average he earns 1d6 GP per day and on a good day, 3d6.  He has wisely salted away most of his earnings, because really, all he wants out of life is a comfortable place to sleep, good meals, and lots of sex.  His Charisma and magical bardic music gets him all three. 

Without armor or much in the way of fighting skills he can defend himself against commoners, but little more.  To avoid fights he stays out of seedy bars – his skills get him into middle-class (and sometimes high-class) inns, where bar fights are less common.  He also shameless plays the “cute, harmless coonie being menaced by mean adventurers” card when needed, which has resulted in a few people being thrown in jail and incidentally gotten more than one helpful lady into his bed.

He would be notable only as a furrier-than-usual minstrel if he did not have the occasional urge to eat people.  When this fetish surfaced he petitioned the Maker to grant him the ability to do so, and it amused the mage to accommodate him.  Fastpaw can swallow a gnome, halfling, fellow praka, or other creature up to his weight whole. This horrific event usually takes place as he has sex with an unsuspecting victim in some quiet place, or even better, with a lover or “friend” he has tied up while she (or he) slept.

A successful Improved Grapple puts the victim’s head or feet in his mouth.  Opposed grapple checks follow, with each win on his part easing the prey a foot further into his gullet.  Naturally, he chooses small and weak prey when possible – gnome and halfling females are a favorite.  Since he tends to prey on creatures about 3’ tall or long, it takes him 3 successes to gulp down the average meal.  Once swallowed, prey take 1d3 points of crushing damage and 1d6 points of acid damage per round. Should he be stupid enough to swallow someone who is armed with a light slashing or piercing weapon, they can escape by cutting their way out (15 points of damage vs. AC 10.) Fastpaw can digest bones, but not clothing or jewelry.

If questions begin to be asked about disappearances, or, worst case, someone gets away after he tries to eat them, he will skip town (using Alter Self or invisibility if need be to slip away) and blend in to some praka population until the heat cools off.  Dangerous praka are so rare that his activities, what little is known of them, is dismissed as urban myth.

