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Character Sheet

Player Name

Gideon | 0]

Character Name Level Class Paragon Path Epic Destiny Total XP

Shadar-kai Medium 20 Male 5'7 170lbs Unaligned

Race Size Age Gender Height Weight Alignment Deity Adventuring Company RPGA Number
INITIATIVE MOVEMENT

MISC

SCORE

Initiative

CONDITIONAL MODIFIERS

DEX 1/2LVL

2] |

SCORE 10 + ARMOR/
1/2 LVL ABIL CLASS FEAT

10] 6

DEFENSE

AC

CONDITIONAL BONUSES

MISC _MISC

ABI SCORES

SCORE ABILITY ABIL MOD MOD +1/2 LVL 10 + SCORE
DEFENSE  1/2 LVL ABIL CLASS FEAT MISC MISC
STR
Strength Fo RT 10 2 1

'CORE BASE

S
n Speed (squares) S

SPECIAL MOVEMENT

ARMOR _ITEM MISC

PASSIVE SENSE

Passive Insight

BASE SKILL BONUS

10 + I

CONDITIONAL BONUSES

DEFENSE
@

CONDITIONAL BONUSES

CON

Constitution

DEX

Dexterity

INT

Intelligence

WIS

Wisdom

CHA

Charisma

10 +
1/2 LVL ABIL CLASS FEAT

10 4

MISC _MISC

2
<]
:1]

HIT POINTS ACTION POINTS

:3
2]

10 +
DEFENSE _1/2 LVL ABIL CLASS FEAT MISC _MISC

CONDITIONAL BONUSES

MAX HP HEALING SURGES MILESTONES ACTION POINTS
BLOODIED SURGE VALUE SURGES/DAY - Action Points 2 ;
31 2 3
15 7 9 ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS
1/2 HP 1/4 HP

CURRENT HIT POINTS CURRENT SURGE USES

RACE FEATURES

Shadow Jaunt - Use shadow jaunt as an encounter power
Winterkin - +1 to Fortitude

SECOND WIND 1/ENCOUNTER

usep i

10 + G

AN Passive Perception

SPECIAL SENSES
Low-light Vision

ATTACK WORKSPACE

ABILITY: Ranged Basic Attack - Hand Crossbow

ATT BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC
2 2
ABILITY: Melee Basic Attack - Quarterstaff
ATT BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC
+ 2 0Of o 2

DAMAGE WORKSPACE

ABILITY: panged Basic Attack - Hand Crossbow
DAMAGE ABIL  FEAT ENH

2

ABILITY: Melee Basic Attack - Quarterstaff

MISC _ MISC

TEMPORARY HIT POINTS

Shadow Origin

DEA A RO B
SAVING THROW MODS +2 Racial bonus against the unconscious condition

RESISTANCES

CURRENT CONDITIONS AND EFFECTS

= Sus | CLASS/ PATH/ DESTINY FEATURES

ABILMOD TRND ARMOR i - i
F1/2 VL (+5) PENALN MISC Arcane Replenishment - During short rest, recharge

BONUS SKILL NAME

DAMAGE ABIL FEAT ENH MISC _MISC
1d8 0
BASIC ATTACKS

ATTACK DEFENSE WEAPON OR POWER DAMAGE
4 |vs| AC | Hand Crossbow 1d6+2
2 |vs| AC | Quarterstaff 1d8
0 [vs| AC [ Unarmed (Melee) 1d4
2 |vs| AC | Unarmed (Range) 1d4+2

FEATS

lIl Acrobatics I El 2 magic item's daily; each milestone recharge one other item  Alchemist - Alchemist bonus feat replaces Ritual Caster
EI Arcana wr (no item twice) class feature.
El E—— o El El L Components - Use runes, reagents, etc. for artifices; after QUICk Draw - Draw a weapon with attack action, +2 to
EI Bluff o III wa exten.ded rest, t.:an prepare any components needed initiative
Healing Infusion - Access related powers 2/encounter (3/

El Diplomacy CHA El e encounter at level 16+)
% Dungeoneering wis % Va ___ Ritual Casting - Gain Ritual Caster as a bonus feat.

Endurance CON -
EI Heal WIS nfa ____
El History INT n/a
EI Insight WIS III n/a
El Intimidate CHA El nfa
EI Nature WIS III na
El Perception wIs nfa
o] rewon e [1] Lo} v
IIl Stealth BEX El = Common, Thayan
EI Streetwise CHA III nfa ____
Thievery DEX -
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PG R D MAGIC ITEM INDEX CHARACTER PORTRAIT

List your powers below. List your powers below.
Check the box when the power is used. Check the box when the power is used.
Clear the box when the power renews. Clear the box when the power renews.
A PO R MAGIC ITEMS
Thundering Armor WEAPON |:|
Magic Weapon (Preview) WEAPON |:|
WEAPON D
WEAPON D
ARMOR D
ARMS D
FEET D
O PO
Shadow Jaunt |:| HANDS |:|
Repair Object |:| HEAD |:|
Healing Infusion: Restorative Formula |:| |:| NEcK |:|
Healing Infusion: Curative Admixture |:| |:| Rine |:|
Spike Wire 0 [ O
0| ™= 0 PERSONALITY TRAITS
DAILY POWER |
Lifetap |:| D
L] L]
[ [
L] L]
L] L]
0O O MANNERISMS AND APPEARANCE
bOWER O
L] L]
] ]
[ [
L] L]
O Daily Item Powers Per Day
[ | |Heroic(1-10) [ Milestone ARyIny CHARACTER BACKGROUND
; Thay
P 11-20 Milest
O aragon ( ) 0 fesone / / / Beneath skies of ash and cinder lies the broken landscape of
[ ||epic21-30)  [JCJL]  Milestone ARyIny Thay. A forbidding place, much of Thay consists of badlands,

deserts, rugged mountains, cinder cones, and active

OTHER EQUIPMENT RITUALS / ALCHEMY volcanoes that belch forth plumes of toxic steam and rain

flaming debris on the lands below. Under the tyrannical rule

Adventurer's Kit Make Whole of Szass Tam, the undead are the masters of Thay. Where
Leather Armor (E) Brew Potion life exists, it suffers terribly in the form of slaves, playthings,

and chattel to be sacrificed, sold, or remade into undead
Hand Crossbow (E) thralls.

Crossbow Bolts (60) COMPANIONS AND ALLIES

Thieves' Tools

Quarterstaff

SESSION AND CAMPAIGN NOTES

COINS AND OTHER WEALTH
Money on hand: 32 gp
Stored money: 0 gp
Encumbrance: 61 Ib. / 100 Ib.

Gideon Page 2



CHARACTER NAME
Gideon
PLAYER NAME

RACE

Shadar-kai

Passive
Insight

PLAY DATA

Thundering Armor

® ENCOUNTER SPECIAL

Magic Weapon (Preview)

Second Wind

KEYWORDS

Personal
RANGE

Standard
ACTION

Self
ATTACK DEFENSE TARGET

Effect: You spend a healing surge and regain 7 hit
points. You gain a +2 bonus to all defenses until
the start of your next turn.

ADDITIONAL EFFECTS

ENCOUNTER ACTION

Shadow Jaunt

KEYWORDS

Arcane, Implement, Thunder I i

KEYWORDS
Arcane, Weapon

KEYWORDS .
Teleportation

eE
o =%

Ranged 10
RANGE

Standard
ACTION

Melee or Ranged weapon
RANGE

Standard | * +
ACTION é

Personal
RANGE

Move +
ACTION <

3.
<&

4 vs Fort One ally
ATTACK DEFENSE TARGET

One creature
TARGET

7 AC
ATTACK DEFENSE

ATTACK DEFENSE TARGET

Effect: The primary target gains a +1 power bonus to AC
until the end of your next turn. Make an attack.

Secondary Target: One creature adjacent to the primary
target
Attack: Intelligence vs. Fortitude
Hit: 1d6 + Intelligence modifier (+4) thunder damage, and
you push the secondary target 1 square away from the
primary target.
Increase damage to 2d6 + Intelligence modifier (+4) at
21st level.

Quarterstaff: +4 attack, 1d6+4 damage

Attack: Intelligence +1 vs. AC

Hit: 1[W] + Intelligence modifier (+4) damage.
Allies adjacent to you gain a +1 power bonus to
attack rolls and damage rolls until the end of your
next turn.

Increase damage to 2[W] + Intelligence modifier
(+4) at 21st level.

Hand Crossbow: +7 attack, 1d6+4 damage

Effect: You teleport 3 squares and become
insubstantial until the start of your next turn.

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

CLASS

Artificer Dragon 365

AT-WILL POWER ®

Repair Object

CLASS

Artificer
AT-WILL POWER A ©)

Healing Infusion: Restorative Formula

CLASS BOOK

Racial Power Dragon 372

ENCOUNTER POWER

Healing Infusion: Curative Admixture

KEYWORDS .
Arcane, Healing

KEYWORDS .
Arcane, Healing

KEYWORDS
Arcane

Melee touch
RANGE

Minor
ACTION

.
& s 3

Close burst 5 (10 at 11th level, 15 a

RANGE

Minor
ACTION

Minor J :5'

ACTION < 5 5

Close burst 5 (10 at 11th level, 15
RANGE

One Object
ATTACK DEFENSE TARGET

You or one ally in burst
ATTACK DEFENSE TARGET

You and each ally in burst
ATTACK DEFENSE TARGET

Effect: The target regains a number of hit points
equal to your healing surge value. You cannot
repair an object that has been reduced to 0 hit
points.

Effect: The target can spend a healing surge and
regain an additional 1d6 hit points.

Increase the amount of additional hit points regained
to 2d6 at 6th level, 3d6 at 11th level, 4d6 at 16th
level, 5d6 at 21st level, and 6d6 at 26th level.
Special: You can use a healing infusion power twice
per encounter, but only once per round. At 16th level,
you can use a healing infusion power three times per
encounter, but only once per round.

Prerequisite: Healing Infusion

Effect: Each target can spend a healing surge to gain temporary
hit points equal to your Constitution modifier (+2) + 1.
Increase the amount of temporary hit points gained to
Constitution modifier (+2) + 2 at 6th level, Constitution modifier
(+2) + 3 at 11th level, Constitution modifier (+2) + 4 at 16th
level, Constitution modifier (+2) + 5 at 21st level, and
Constitution modifier (+2) + 6 at 27th level.

Special: You can use a healing infusion power twice per
encounter, but only once per round. At 16th level, you can use
a healing infusion power three times per encounter, but only
once per round.

Prerequisite: Healing Infusion

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

CLASS

Artificer Dragon 365

ENCOUNTER POWER

Gideon

S5 Artificer BooK Dragon 365

® ENCOUNTER POWER
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Spike Wire

Lifetap

KEYWORDS I USED

Arcane, Force, Weapon

KEYWORDS
Arcane, Implement

Standard "’ :)'
ACTION € 13

Area burst 1 within weapon range
RANGE

} 10 7
& 3

Ranged 10
RANGE

Standard
ACTION

Each enemy in burst
TARGET

6 vs Fort
ATTACK DEFENSE

One creature
TARGET

4 vs Reflex
ATTACK DEFENSE

Attack: Intelligence vs. Fortitude

Hit: 1[W] + Intelligence modifier (+4) force
damage, and attacks against the target gain a +2
bonus to damage rolls until the end of your next
turn.

Hand Crossbow: +6 attack, 1d6+4 damage

Attack: Intelligence vs. Reflex

Hit: 2d10 + Intelligence modifier (+4) damage,
and an ally within 10 squares of you gains 10
temporary hit points.

Miss: Half damage, and the ally gains 5 temporary
hit points.

Quarterstaff: +4 attack, 2d10+4 damage

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

CLASS

Artificer Dragon 365

ENCOUNTER POWER

Gideon

S5 Artificer

|LEVEL 1 |B°°K Dragon 365

DAILY POWER
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