
Elana Yuna Cosplay Gladiator
d20  3.5e,  inspired  by  the  artwork,  created  April-2009, 
artwork used without permission.

Human Fighter (thug) 6, Rogue (soldier) 4
Chaotic Good Medium Humanoid (human)

Background:  The  Red  Eye  Watch  is  a 
mercenary  company  built  by  and  around 
dispossessed  nobles.   They  are  well  trained 
militarily and socially.  Consequently, many of 
their  jobs  are  bodyguard  or  working  for  the 
more well-off patrons.  

Elana was very good at what she did, and 
when  she  was  captured,  she 
injured  any  capture  that  tried  to 
abuse her, and was thrown into the 
gladiator  pits  as  a  result.   She 
performed  well  there,  exhibiting 
both  honor  and  ruthlessness  in 
staying  alive.   She  played  the 
crowds  and  eventually  earned 
enough  trust  to  receive  relaxed 
security.   At  that  point,  she  was 
promptly rescued by agents of the 
Red Eye Watch and has returned to 
the  company with  a  special  taste 
for  jobs  pitting  her  against  her 
former captors.

Str  16 (20),  Dex 15,  Con 14,  Int 
13, Wis 13, Cha 15

Initiative  +2;  BAB +9;  Grp  +12; 
Fort +8 (+9); Ref +8 (+9); Will +4 
(+5); HD 4d6 + 6d10 + 20 (67 hp)

Attack:  Longsword +16  melee 
(1d8+9 S, 19-20/x2)
Dagger +14 melee (1d4+6 P/S, 19-
20, x2)
Dagger +11  ranged  (1d4+6  P/S, 
19-20/x2, 10 ft)
Sling +11 ranged (1d4+6 B, 20/x2, 
50 ft) 

Full Attack: Longsword +16/+11 
melee (1d8+9 S, 19-20/x2)
Dagger +14/+9 melee (1d4+6 P/S, 
19-20, x2)
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Dagger +11 ranged (1d4+6 P/S, 19-20/x2, 10 ft)
Sling +11/+6 ranged (1d4+6 B, 20/x2, 50 ft) 

Armor Class: 30, touch 17, flat-footed 23 (+2 
Dex, +8 armor, +5 shield, +5 dodge) (+1 more 
shield bonus against  ranged attacks)  (+1 more 
dodge  bonus  against  melee  attacks)  (assumes 
she is wearing a chain shirt and using a heavy or 
light shield) (+4 dodge bonus against attacks of 
opportunity  she  provokes  by  her  movement) 
(upto +5 more from Combat Expertise)

Feats:  Armor  Concentration  (chain  shirt), 
Armor Proficiency (light), Armor Specialization 
(chain  shirt),  Combat  Expertise,  Defensive, 
Defensive  Stance,  Improved  Disarm,  Light 
Armor  Mastery,  Light  Armor  Specialization, 
Martial  Weapon  Proficiency  (all),  Mobility, 
Shield Proficiency, Simple Weapon Proficiency, 
Weapon  Focus  (longsword),  Weapon 
Specialization (longword)

Skills:  Balance +9 [5], Bluff +12 [10], Climb 
+13 [10],  Disable  Device +12 [10],  Intimidate 
+14 [10], Jump +15 [10], Knowledge (local) +6 
[5], Listen +7 [6], Open Lock +12 [10], Search 
+9 [8],  Sleight of Hand +10 [6],  Spot  +7  [6], 
Swim +8 [5], Tumble +9 [5]
 
SA/SQ:  Evasion; Trapfinding; Trap Sense (+1); 
Uncanny Dodge

Possessions:  belt of giant strength +4; mithril  
shirt  +3;  mithril  light  shield  +3;  ring  of  
jumping; longsword +2; dagger +1; sling +1; 
cloak of resistance +1; adventuring gear

Feats
Armor Concentration [Fighter, General]
You are particularly adept at fighting in certain types of 
armor,  using  its  protective  qualities  to  your  best 
advantage.

Prerequisite:   Armor  Proficiency  with  the 
chosen armor.

Benefit:  Select one type of armor.  You gain an 

additional +2 dodge bonus to your AC when wearing this 
armor.

Armor Specialization [School]
You are particularly adept at fighting in one certain kind 
of  armor,  using  its  protective  qualities  to  your  best 
advantage.

Prerequisite:  Proficient  with the chosen armor, 
Armor Focus with the chosen armor

Benefit: Choose one kind of armor such as chain 
mail or splint mail.  When wearing the specified type of 
armor you gain an additional +2 dodge bonus to your AC 
when wearing this armor.

Special:  You can gain  this  feat  multiple  times. 
The effects does not stack. Each time you take the feat, it 
applies  to  a  new  kind  of  armor.   This  feat  cannot  be 
applied to shields.

Defensive [Talent]
You  are  cautious  and  careful,  always  more  mindful  of 
incoming attacks than making attacks.

Prerequisites:  Character level 1st only
Benefit:  The character gains a +1 dodge bonus 

to Armor Class but suffers an inherent  -1 penalty to all 
attack rolls.

Defensive Stance [Fighter, General]
You are trained at avoiding and blocking blows.

Prerequisite:  Dexterity 13+
Benefit:   The character gains a +1 dodge bonus 

to Armor Class against all melee attacks.

Light Armor Mastery [Fighter, General]
You wear leather armor and similar protective gear like a 
second skin.  You move with speed and agility equal to an 
unarmored figure.

Prerequisites:  Light Armor Specialization, base 
attack bonus +9

Benefit:  While  wearing  light  armor,  you 
increase its maximum Dexterity bonus by 2.  In addition, 
you reduce its armor check penalty by 1.  You cannot turn 
a check penalty into a bonus.

Special:  You can take this feat only once. 

Light Armor Specialization [Fighter, General]
You rely on speed and agility while wearing light armor. 
You have trained  to  dodge blows with skill  and speed, 
improving  your  defense  as  long  as  you  wear  flexible 
armor.

Prerequisites:   Light  Armor  Proficiency,  base 
attack bonus +3.

Benefit:  While  wearing  light  armor,  you 
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increase the armor bonus it provides by +1.  You 
dodge and move in such a way as to improve your 
armor's protective abilities.

Special:  You  may  take  this  feat  only 
once.

Shield Specialization [Fighter, General]
You  are  especially  good  at  using  a  shield  for 
defense.

Prerequisites:   Shield  Proficiency,  base 
attack bonus +4 or higher.

Benefit:  The character knows just how to 
angle  a  shield  against  incoming attacks  to  more 
easily deflect the force of the blow or to encourage 
a ranged weapon to slide off the shield rather than 
strike it directly.  She adds +1 to the shield's armor 
bonus for melee attacks and +2 for ranged attacks. 
The  character  must  be  aware  of  the  incoming 
attack and not flat-footed.

Class Changes
Fighter (thug)
The thug is a street fighter, a survivor who learns 
to mix brute force with a bit of craftiness.  He has 
most  of  the fighter’s  strengths,  along with some 
additional  skills  to  help  keep  him  alive  on  the 
mean streets.  Despite the name, not all thugs are 
mere  hooligans—many  are  crafty  veterans  who 
use  their  knowledge  of  the  streets  to  gain  an 
advantage against their opponents.

Most  thugs  are  non-lawful,  though 
sometimes  gangs  of  thugs  with  a  lawful  streak 
band together.

Class Features
The thug has all the standard fighter class features, 
except as noted below.
Weapon and Armor Proficiency:   Thugs are proficient 
with all simple and martial weapons, and light armor.
Class Skills:   The thug’s class skills (and the key ability 
for each skill)  are  Bluff  (Cha),  Climb (Str),  Craft  (Int), 
Gather  Information  (Cha),  Handle  Animal  (Cha), 
Intimidate  (Cha),  Jump  (Str),  Knowledge  (local)  (Int), 
Open Lock (Dex), Ride (Dex), Sleight of Hand (Dex), and 
Swim (Str).  
Skill Points at 1st Level: (4 + Int modifier) x4.
Skill Points at Each Additional Level: 4 + Int modifier. 
Bonus Feats:  Thugs do not gain the fighter bonus feat at 
1st level.

Rogue (soldier)

The  soldier  has  all  the  standard  rogue  class  features, 
except replace Sneak Attack with Fighter bonus feats.

Designation of Open Game Content

All text of this document is open game content, except the license and 
proper names.

Patric L. Rogers – morpheus@patric.net – www.patric.net

Model's website - http://www.tutore.org/yuna/ 
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Open Game License

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is 
Copyright  2000  Wizards  of  the  Coast,  Inc  ("Wizards").  All  Rights 
Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark 
owners  who  have  contributed  Open  Game  Content;  (b)"Derivative 
Material"  means  copyrighted  material  including derivative  works  and 
translations  (including  into  other  computer  languages),  potation, 
modification,  correction,  addition,  extension,  upgrade,  improvement, 
compilation, abridgment or other form in which an existing work may be 
recast,  transformed  or  adapted;  (c)  "Distribute"  means  to  reproduce, 
license,  rent,  lease,  sell,  broadcast,  publicly  display,  transmit  or 
otherwise  distribute;  (d)"Open  Game  Content"  means  the  game 
mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an 
enhancement  over  the  prior  art  and  any  additional  content  clearly 
identified as Open Game Content  by the  Contributor,  and means any 
work  covered  by  this  License,  including  translations  and  derivative 
works under copyright law, but specifically excludes Product Identity. (e) 
"Product  Identity"  means  product  and  product  line  names,  logos  and 
identifying marks including trade dress; artifacts;  creatures characters; 
stories,  storylines,  plots,  thematic  elements,  dialogue,  incidents, 
language,  artwork,  symbols,  designs,  depictions,  likenesses,  formats, 
poses,  concepts,  themes and graphic, photographic and other visual or 
audio  representations;  names  and  descriptions  of  characters,  spells, 
enchantments,  personalities,  teams,  personas,  likenesses  and  special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other  trademark or  registered trademark clearly identified as 
Product  identity  by  the  owner  of  the  Product  Identity,  and  which 
specifically excludes the Open Game Content;  (f)  "Trademark" means 
the  logos,  names,  mark,  sign,  motto,  designs  that  are  used  by  a 
Contributor to identify itself or its products or the associated products 
contributed to the  Open Game License by the  Contributor  (g)  "Use", 
"Used" or "Using" means to use, Distribute, copy, edit, format, modify, 
translate  and  otherwise  create  Derivative  Material  of  Open  Game 
Content.  (h)  "You"  or  "Your"  means  the  licensee  in  terms  of  this 
agreement. 

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 

4.  Grant  and Consideration:  In  consideration  for  agreeing to use  this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 
Open Game Content. 

5.Representation  of  Authority  to  Contribute:  If  You  are  contributing 
original  material  as  Open  Game  Content,  You  represent  that  Your 
Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License. 

6.Notice  of  License  Copyright:  You  must  update  the  COPYRIGHT 
NOTICE  portion  of  this  License  to  include  the  exact  text  of  the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 

modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder's name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, 
including  as  an  indication  as  to  compatibility,  except  as  expressly 
licensed  in  another,  independent  Agreement  with  the  owner  of  each 
element of that Product Identity. You agree not to indicate compatibility 
or  co-adaptability  with  any  Trademark  or  Registered  Trademark  in 
conjunction  with  a  work  containing  Open  Game  Content  except  as 
expressly licensed in another, independent Agreement with the owner of 
such  Trademark  or  Registered  Trademark.  The  use  of  any  Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 
this  License  to  copy,  modify and  distribute  any Open Game Content 
originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute. 

11. Use of  Contributor  Credits:  You may not  market  or  advertise  the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of  becoming  aware  of  the  breach.  All  sublicenses  shall  survive  the 
termination of this License. 

14.  Reformation:  If  any  provision  of  this  License  is  held  to  be 
unenforceable,  such  provision  shall  be  reformed  only  to  the  extent 
necessary to make it enforceable. 

15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System  Reference  Document  Copyright  2000-2003,  Wizards  of  the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
baker,  Andy Collins,  David noonan, Rich Redman,  Bruce R. Cordell, 
based on original material by E. Gary Gygax and Dave Arneson. 
EverQuest: Role-Playing Game Player’s Handbook Copyright 2002, 
Sony Computer Entertainment America, Inc.
New Feats for Melee Monsters  Copyright © 2003-2004 by Patric L. 
Rogers.  All rights reserved.
Armor Focus Copyright 2001, B. Marcus Lindberg, Scott Metzger
Monte Cook's Arcana Unearthed Copyright 2003 Monte J. Cook.  All 
rights reserved.
Rokugan Copyright 2001, Alderac Entertainment Group
Warcraft:  The  Roleplaying  Game Copyright  2003,  Blizzard 
Entertainment
Warcraft Roleplaying Game: Manual of Monsters Copyright 2003, 
Blizzard Entertainment
Warcraft  Roleplaying  Game:  Alliance  &  Horde  Compendium 
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Copyright 2004, Blizzard Entertainment
Warcraft  Roleplaying  Game:  Magic  &  Mayhem Copyright  2004, 
Blizzard Entertainment
Warcraft  Roleplaying  Game:  Lands  of  Conflict Copyright  2004, 
Blizzard Entertainment
Warcraft  Roleplaying  Game:  Shadows  &  Light Copyright  2004, 
Blizzard Entertainment
World of Warcraft: The Roleplaying Game Copyright 2005, Blizzard 
Entertainment
Wildscape Copyright 2003, Fantasy Flight Publishing, Inc.
Traps & Treachery Copyright 2001, Fantasy Flight, Inc.
Deadlands d20 Copyright 2001, Pinnacle Entertainment Group, Inc.
Dragonstar:  Starfarer's  Handbook Copyright  2001,  Fantasy  Flight, 
Inc.
New Feats for Melee Monsters  Copyright © 2003-2004 by Patric L. 
Rogers.  All rights reserved.
Winslow Heavyarm, a d20 fantasy character Copyright © 2004-2006 
by Patric L. Rogers. All rights reserved. Author Patric L. Rogers.
Monster's Handbook Copyright 2002, Fantasy Flight Publishing, Inc.
Soak It Like A Fighter  Copyright © 2008-2009 by Patric L. Rogers. 
All rights reserved.  Author Patric L. Rogers.
Elana Yuna Cosplay Gladiator Copyright © 2009 by Patric L. Rogers. 
All rights reserved.  Author Patric L. Rogers.

END OF LICENSE 
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