Human Rabble  Level 2 minion 

Medium Natural Humanoid  xp 31 

Initiative +0       Senses: Perception +0 
Hp 1 (minion)  Speed 6
AC 15 Fortitude 13  Reflex 11  Will 11
Alignment: any    Languages Common

Skills: none
Str 14 (+2), Dex 10 (+0), Wis 10 (+0), Con 12 (+1), Int 9 (-1), Cha 11 (+0)

Equipment: club
	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Club
	M
	St-W
	+6 vs AC
	4


Mob Rule: the human rabble get +2 power bonus to all defenses while at least 2 other human rabble are within 5 squares of it.
Human Lackey  Level 7 minion 

Medium Natural Humanoid  xp 75 

Initiative +3       Senses: Perception +4

Hp 1 (minion)  Speed 6

AC 19 Fortitude 17  Reflex 14  Will 15
Alignment: any    Languages Common

Skills: none

Str 16 (+6), Dex 11 (+3), Wis 12 (+4), Con 14 (+5), Int 10 (+3), Cha 13 (+4)

Equipment: club

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Club
	M
	St-W
	+12 vs AC
	6


Mob Rule: the human lackeys get +2 power bonus to all defenses while at least 2 other human lackeys are within 5 squares of it.

Human Bandit  Level 2 skirmisher

Medium Natural Humanoid  xp 125 

Initiative +6       Senses: Perception +1
Hp 37 bloodied: 18  Speed 6

AC 16 Fortitude 12  Reflex 14  Will 12
Alignment: any    Languages Common

Skills: Stealth +9, Streetwise +7, Thievery +9
Str 12 (+2), Dex 17 (+4), Wis 11 (+1), Con 13 (+2), Int 10 (+1), Cha 12 (+2)

Equipment: leather armor, mace, 4 daggers
	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Mace
	M
	St-W
	+4 vs AC
	1d8+1

	Dagger
	R 5/10
	St-W
	+6 vs AC
	1d4+3


Mace: on a hit, the mace also allows the bandit to shift 1 square
Dazzling Strike: (St-Encounter), mace hit dazes target until bandit’s next turn, and bandit may shift 1 square.

Combat Advantage: bandit scores 1d6 extra damage when it has combat advantage

Human Guard  Level 3 soldier

Medium Natural Humanoid  xp 150
Initiative +5       Senses: Perception +6
Hp 47 bloodied: 23  Speed 5
AC 18 Fortitude 16  Reflex 15  Will 14
Alignment: any    Languages Common

Skills: Streetwise +7
Str 16 (+4), Dex 14 (+3), Wis 11 (+1), Con 15 (+3), Int 10 (+1), Cha 12 (+2)

Equipment: chainmail, halberd, crossbow with 20 bolts
	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Halberd
	M reach-2
	St-W
	+10 vs AC
	1d10+3+marked

	Powerful Strike
	M reach-2
	St rech 5 6
	+10 vs AC
	1d10+7+prone

	Crossbow
	R 15/30
	St-W
	+9 vs AC
	1d8+2


Human Berserker  Level 4 brute

Medium Natural Humanoid  xp 175 

Initiative +3       Senses: Perception +1

Hp 66 bloodied: 33  Speed 7

AC 15 Fortitude 15  Reflex 14  Will 14

Alignment: any    Languages Common

Skills: Athletics +9, Endurance +9

Str 17 (+5), Dex 12 (+3), Wis 11 (+2), Con 16 (+5), Int 10 (+2), Cha 12 (+3)

Equipment: hide armor, great axe, 2 hand axes
	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Great Axe
	M
	St-W
	+7 vs AC
	1d12+4(crit1d12+16)

	Hand axe
	R 5/10
	St-W
	+5 vs AC
	1d6+3


Battle Fury: free action when first bloodied, encounter, gains +4 to hit and an additional +1d6 damage.

Human Mage  Level 4 artillery

Medium Natural Humanoid  xp 175 

Initiative +4       Senses: Perception +5

Hp 42 bloodied: 21  Speed 6

AC 17 Fortitude 13  Reflex 14  Will 15

Alignment: any    Languages Common

Skills: Arcana +11

Str 10 (+2), Dex 14 (+4), Wis 17 (+5), Con 12 (+3), Int 18 (+6), Cha 12 (+3)

Equipment: robes, quarterstaff, wand

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Quarterstaff
	M
	St-W
	+4 vs AC
	1d8

	Magic Missile
	R 20
	St-W
	+7 vs Reflex
	2d8+4 force

	Dancing Lightning
	R10 3 targets
	St-E
	+7 vs Reflex
	1d6+4 lightning

	Thunder Burst
	Burst 1 within 10
	St-E
	+7 vs Fortitude
	1d8+4+dazed (save ends)


