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Character Sheet Player Name



Saro



Warlock



8



Character Name



Level



Tiefling



Medium



Race



Size



13,000



Class



Paragon Path



Male Age



DEX



9



Height



Weight



Alignment



Deity



Adventuring Company



DEFENSES



1/2 LVL



1



Initiative



Total XP



Unaligned



Gender



INITIATIVE SCORE



Epic Destiny



MISC



4



4



SCORE DEFENSE



21



CONDITIONAL MODIFIERS



10 + ARMOR/ 1/2 LVL ABIL CLASS



14



AC



MOVEMENT SCORE



FEAT



RPGA Number



ENH



5



MISC



MISC



2



BASE



6



Speed



(Squares)



ARMOR



ITEM



MISC



6



SPECIAL MOVEMENT



CONDITIONAL BONUSES



ABILITY SCORES SCORE



ABILITY



12



ABIL MOD



MOD + 1/2 LVL



STR Strength



1



5



CON



3



7



16



DEFENSE



17



10 + 1/2 LVL ABIL



FORT 14



SENSES CLASS



FEAT



ENH



MISC



MISC



3



CONDITIONAL BONUSES



SCORE



PASSIVE SENSE



BASE



14



Passive Insight



10 +



4



14



Passive Perception



10 +



4



Constitution DEFENSE



DEX



1



5



INT Intelligence



3



7



12



18



Dexterity



16 10



WIS



0



CHA



4



14



REF



3



SPECIAL SENSES CLASS



FEAT



ENH



MISC



MISC



DEFENSE



4 19



BASIC ATTACKS



8



ATTACK



10 + 1/2 LVL ABIL



WILL 14



Low-light Vision



1



CONDITIONAL BONUSES



Wisdom



18



10 + 1/2 LVL ABIL



4



SKILL BONUS



CLASS



FEAT



ENH



MISC



MISC



1



CONDITIONAL BONUSES



DEFENSE



WEAPON OR POWER



DAMAGE



9



vs



AC



Magic Dagger +1 (Melee)



1d4+2



9



vs



AC



Magic Dagger +1 (Range)



1d4+2



9



vs



Ref



Eldritch Blast (Rod of Reaving +1) 1d10+5



5



vs



AC



Unarmed (Melee)



1d4+1



5



vs



AC



Unarmed (Range)



1d4+1



Charisma



ACTION POINTS



HIT POINTS MAX HP



HEALING SURGES BLOODIED



63



SURGE VALUE



SURGES/DAY



31



15



9



1/2 HP



1/4 HP



CURRENT HIT POINTS



MILESTONES 0 1 2 ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS



Action Points



ACTION POINTS 1 2 3



CURRENT SURGE USES



RACE FEATURES Infernal Wrath - Use infernal wrath as an encounter SECOND WIND 1/ENCOUNTER



power.



USED



TEMPORARY HIT POINTS



Bloodhunt - +1 on attacks against bloodied foes. DEATH SAVING THROW FAILURES



CLASS / PATH / DESTINY FEATURES Eldritch Blast - Use eldritch blast as an at-will power and



RESISTANCES Resist 9 Fire



as as a basic attack. CURRENT CONDITIONS AND EFFECTS



Eldritch Blast Charisma - Use CHA for Eldritch Blast Eldritch Pact - Choose a pact, which determines an at-will



SKILLS BONUS



SKILL NAME



ABIL MOD + 1/2 LVL



TRND (+5)



ARMOR PENALTY MISC



spell, your pact boon, and bonuses to certain powers. Star Pact - Dire radiance spell; Fate of the Void boon:



5



Acrobatics



DEX



5



0



n/a



0



12



Arcana



INT



7



5



n/a



0



STR



5



0



n/a



0



Prime Shot - If no allies are closer to target than you, get



5



n/a



4



+1 on ranged attacks against that target.



5



Athletics



+1 bonus to die roll Ritual Caster - Master and perform rituals Hellfire Blood - +1 attack and damage with fire and fear



Fire Resistance - Resist fire 5 + 1/2 level.



SAVING THROW MODS



FEATS Improved Fate of the Void - Pact boon grants additional



cursed foe dropped to 0 hp gives you +1 on one d20 roll during your next turn (+2 for two foes, etc.).



17



Bluff



CHA



8



8



Diplomacy



CHA



8



0



n/a



0



Shadow Walk - On your turn, if you move 3+ squares



4



Dungeoneering



WIS



4



0



n/a



0



from starting square, gain concealment until end of your



7



Endurance



CON



7



0



n/a



0



next turn.



4



Heal



WIS



4



0



n/a



0



7



History



INT



7



0



n/a



0



4



Insight



WIS



4



0



n/a



0



13



Intimidate



CHA



8



5



n/a



0



4



Nature



WIS



4



0



n/a



0



4



Perception



WIS



4



0



n/a



0



7



Religion



INT



7



0



n/a



0



7



Stealth



DEX



5



0



n/a



2



13



Streetwise



CHA



8



5



n/a



0



5



Thievery



DEX



5



0



n/a



0



Warlock's Curse - Once per turn (minor), curse nearest foe you can see; deal extra damage to cursed foes.



LANGUAGES KNOWN Common, Primordial



powers Vengeful Curse - Curse enemy that hits you as immediate reaction Improved Initiative - +4 to initiative checks



POWER INDEX



MAGIC ITEM INDEX



List your powers below. Check the box when the power is used. Clear the box when the power renews.



List your powers below. Check the box when the power is used. Clear the box when the power renews.



AT-WILL POWERS



MAGIC ITEMS WEAPON



Eldritch Blast



WEAPON



Dire Radiance



CHARACTER PORTRAIT



Rod of Reaving +1 (Off-hand) (E) Magic Dagger +1 (E)



WEAPON



Fate of the Void



WEAPON



Warlock's Curse



ARMOR



Magic Leather Armor +2 (E)



ARMS FEET



ENCOUNTER POWERS HANDS



Second Wind



Gloves of Eldritch Admixture (heroic tier) (E)



HEAD



Infernal Wrath



NECK



Dreadful Word



RING



Frigid Darkness All the Sand, All the Stars



RING



CHARACTER BACKGROUND



WAIST



Birth - Among Another Race You were born among a race other than your own. Did you grow up among mountain fortress, or in a halfling caravan? Did your family live among that race when you were born, or did some other circumstance bring you there? the trees of an elven forest, deep in a dwarven



Shadowfell Gloves (heroic tier) (Hands)



DAILY POWERS Dread Star Hunger of Hadar



Geography - Urban You were raised in a large city. What part of the city did you grow up in? Did you stick to that area, or did you explore all the quarters of the city? Do you still have ties to your old neighborhood, or are you happy to forget your childhood?



UTILITY POWERS



Society - Poor You grew up without a steady income. Were your family members peasants, servants, or unskilled laborers? Did you and your family have to beg in the streets to stay fed? What was the biggest sacrifice you or your family had to make to survive? How did you come to own your starting possessions?



Beguiling Tongue Mercurial Form



Daily Item Powers Per Day Heroic (1-10)



Milestone



/



/



/



Paragon (11-20)



Milestone



/



/



/



Epic (21-30)



Milestone



/



/



/



OTHER EQUIPMENT



RITUALS / ALCHEMY



Adventurer's Kit



Arcane Lock



Ritual Book



Simbul's Conversion



Alchemical Reagents (Arcana) (470)



Comprehend Language



Rare Herbs (Nature) (70)



Hallucinatory Item



Sanctified Incense (Religion) (140)



Hand of Fate



COINS AND OTHER WEALTH



Knock



Money on hand: 0 gp



Magic Circle



Stored money: 0 gp



Silence



Encumbrance: 52 / 120



Tenser's Floating Disk Travelers' Feast Brew Potion



Occupation - Criminal You lived on the wrong side of the law. What sorts of crimes did you commit? Did you enter a life of crime by necessity or by choice? Did you belong to a gang? Do you still engage in occasional wrongdoing, or have you left that life behind? If the latter, what caused you to give up your criminal ways? Do you still have contacts among the criminal underworld? Do your former associates now consider you an enemy? Tiefling - Infernal Nightmares You are plagued by nightmarish visions that haunt your sleep. In your dreams, you have vivid glimpses of the Nine Hells and the torments they offer, as well as of the splendor of Asmodeus's palace and the luxurious lives of his most favored servants. What message do you take from these visions? What connection, if any, do you feel to the Nine Hells and their denizens? Does some infernal patron want something from you, or is some divine force reminding you of the punishment you risk if you stray from the path of righteousness?



CHARACTER NAME



Skills



Saro PLAYER NAME



RACE



CLASS



Tiefling



LEVEL



Warlock



SCORE ABILITY



12 STR +1



63



16 CON +3



Spd



12 DEX +1



6



16 INT +3



Init



10 WIS +0



+9



18 CHA +4



14



Passive Insight



5 12 5 17 8 4 7 4 7 4 13 4 4 7



8



MOD



HP



14



Action Point



AC 21 Fort 17 Ref 18 Will 19 Passive Perception



PLAY DATA



ENCOUNTER SPECIAL



Melee Basic Attack



KEYWORDS



USED



Standard ACTION AT-WILL



Standard



RANGE DAILY



LEVEL



BOOK



USED



*



vs



9



ADDITIONAL EFFECTS



ATTACK



Standard ACTION



AC



One creature



9



DEFENSE



TARGET



9



vs



ATTACK



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



+1d6 to damage once per round (Warlock's Curse) +1 to attack rolls if none of your allies are closer to the target - Prime Shot. +1 Racial bonus to attack rolls against bloodied foes - Bloodhunt.



LEVEL



KEYWORDS



BOOK



*



Standard ACTION



Reflex



One creature



9



DEFENSE



TARGET



ATTACK



USED



Free



RANGE



ACTION



Fort



One creature



DEFENSE



TARGET



You cause a shaft of brilliant, cold starlight to lance down from above, bathing your foe in excruciating light. The nearer he moves toward you, the brighter and more deadly the light becomes.



Rod of Reaving +1: +9 attack, 1d6+5 damage Unarmed: +8 attack, 1d6+4 damage



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



+1d6 to damage once per round (Warlock's Curse) +1 to attack rolls if none of your allies are closer to the target - Prime Shot. +1 Racial bonus to attack rolls against bloodied foes - Bloodhunt.



+1d6 to damage once per round (Warlock's Curse) +1 to attack rolls if none of your allies are closer to the target - Prime Shot. +1 Racial bonus to attack rolls against bloodied foes - Bloodhunt.



AT-WILL POWER



BOOK



PH



CLASS



Warlock



AT-WILL POWER



BOOK



PH



KEYWORDS



Ranged 10



Rod of Reaving +1: +9 attack, 1d10+5 damage Unarmed: +8 attack, 1d10+4 damage



1



*



Fate of the Void



Attack: Constitution vs. Fortitude Hit: 1d6 + Constitution modifier (+3) radiant damage. If the target moves nearer to you on its next turn, it takes an extra 1d6 + Constitution modifier (+3) damage. Increase damage and extra damage to 2d6 + Constitution modifier (+3) at 21st level.



LEVEL



LEVEL



AT-WILL POWER



10



vs



CLASS



PH



Arcane, Fear, Implement, Radiant



RANGE



Warlock



TARGET



+1d6 to damage once per round (Warlock's Curse) +1 Racial bonus to attack rolls against bloodied foes Bloodhunt.



Attack: Charisma or Constitution vs. Reflex Hit: 1d10 + Charisma or Constitution modifier damage. Increase damage to 2d10 + Charisma or Constitution modifier at 21st level. Special: At 1st level, you determine whether you use Charisma or Constitution to attack with this power. Once you make that choice, you can't change it later. This power counts as a ranged basic attack. When a power allows you to make a ranged basic attack, you can use this power.



CLASS



DEFENSE



You resort to the simple attack you learned when you first picked up a ranged weapon.



Magic Dagger +1: +9 attack, 1d4+2 damage Unarmed: +5 attack, 1d4+1 damage



Ranged 10



You fire a bolt of dark, crackling eldritch energy at your foe.



One creature



Magic Dagger +1: +9 attack, 1d4+2 damage Unarmed: +5 attack, 1d4+1 damage



Dire Radiance



10



AC



Attack: Dexterity vs. AC Hit: 1[W] + Dexterity modifier (+1) damage. Increase damage to 2[W] + Dexterity modifier (+1) at 21st level. Special: Weapons with the heavy thrown property use Strength instead of Dexterity for attack rolls and damage rolls. Warlocks can use eldritch blast as a ranged basic attack, and wizards can use magic missile as a ranged basic attack.



Eldritch Blast



ACTION



Ranged weapon



Attack: Strength vs. AC Hit: 1[W] + Strength modifier (+1) damage. Increase damage to 2[W] + Strength modifier (+1) at 21st level. Special: You can use an unarmed attack as a weapon to make a melee basic attack.



AT-WILL POWER



USED



*



RANGE vs



ATTACK



You resort to the simple attack you learned when you first picked up a melee weapon.



USED



Weapon



RANGE



UTILITY POWER



Arcane, Implement



KEYWORDS



Melee weapon



CLASS



PH



Ranged Basic Attack



Weapon



ACTION



ENCOUNTER



CLASS



KEYWORDS



Personal



Effect: You spend a healing surge and regain 15 hit points. You gain a +2 bonus to all defenses until the start of your next turn.



Standard



Effect: Gain a standard action this turn. Special: You are reset to one action point when you take an extended rest. You gain an action point each milestone.



PLAY DATA



Second Wind



KEYWORDS



ADDITIONAL EFFECTS



Acrobatics DEX Arcana INT Athletics STR Bluff CHA Diplomacy CHA Dungeoneering WIS Endurance CON Heal WIS History INT Insight WIS Intimidate CHA Nature WIS Perception WIS Religion INT



USED



Personal RANGE vs



ATTACK



DEFENSE



TARGET



Your curse intermingles with the lost vitality of a cursed enemy to reveal a glimpse of the future to you. Prerequisite: Star Pact Trigger: An enemy under your Warlock's Curse is reduced to 0 hit points or fewer Effect: You gain a +1 bonus to any single d20 roll you make during your next turn (attack roll, saving throw, skill check, or ability check). If you don't use this bonus by the end of your turn, it is lost. This bonus is cumulative; if three cursed enemies drop to 0 hit points or fewer before your next turn, you gain a +3 bonus to a d20 roll during your turn. ADDITIONAL EFFECTS



LEVEL



1



BOOK



PH



CLASS



Warlock



AT-WILL POWER



LEVEL



1



BOOK



PH



Warlock's Curse



Infernal Wrath



KEYWORDS



USED



Minor ACTION



RANGE



KEYWORDS



USED



KEYWORDS



Minor



Personal



Standard



RANGE



ACTION



vs DEFENSE



TARGET



ATTACK



You can place a Warlock's Curse on the enemy nearest to you that you can see. A cursed enemy is more vulnerable to your attacks. If you hit a cursed enemy with an attack, you deal extra damage. You decide whether to apply the extra damage after making the damage roll. You can deal this extra damage once per round, so if you have dealt Warlock's Curse damage since the start of your turn, you cannot deal it again until the start of your next turn. A Warlock's Curse remains in effect until the end of the encounter or until the cursed enemy is defeated. You can place a Warlock's Curse on multiple targets over the course of an encounter; each curse requires the use of a minor action. You can't place a Warlock's Curse on a creature that is already affected by your or another character's Warlock's Curse.



TARGET



5



Ranged 5



Will



One creature



DEFENSE



TARGET



RANGE vs



10 DEFENSE



USED



Arcane, Fear, Implement, Psychic



ACTION



vs ATTACK



Dreadful Word



ATTACK



You call upon your furious nature to improve your odds of harming your foe.



You whisper one word of an unthinkable cosmic secret to your foe. His mind reels in terror.



Effect: You can channel your fury to gain a +1 power bonus to your next attack roll against an enemy that hit you since your last turn. If your attack hits and deals damage, add your Charisma modifier (+4) as extra damage.



Attack: Charisma vs. Will Hit: 2d8 + Charisma modifier (+4) psychic damage, and the target takes a –1 penalty to Will defense until the end of your next turn. Star Pact: The penalty to Will defense is equal to 1 + your Intelligence modifier (+3).



As you advance in level, your extra damage increases. Level : Warlock's Curse Extra Damage 1st–10th : +1d6 11th–20th : +2d6 21st–30th : +3d6



Rod of Reaving +1: +10 attack, 2d8+6 damage Unarmed: +9 attack, 2d8+5 damage



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



+1d6 to damage once per round (Warlock's Curse) +1 to attack rolls if none of your allies are closer to the target - Prime Shot. +1 Racial bonus to attack rolls against bloodied foes - Bloodhunt. CLASS



LEVEL



BOOK



*



CLASS



PH



AT-WILL POWER



10



USED



CLASS



PH



Standard ACTION



3



Fort



One creature



9



vs



DEFENSE



TARGET



ATTACK



You create a freezing black shadow around your foe, a small taste of the icy darkness in the depths of the night sky. He is unable to see well enough to defend himself while the shadows cling to him.



LEVEL



Warlock



BOOK



1



PH



ENCOUNTER POWER



Dread Star USED



Arcane, Charm, Implement, Psychic



RANGE vs



ATTACK



KEYWORDS



Ranged 10



ACTION 9



BOOK



All the Sand, All the Stars



Arcane, Cold, Fear, Implement



Standard



*



ENCOUNTER POWER



Frigid Darkness KEYWORDS



LEVEL



Racial Power



KEYWORDS



Close blast 3



Standard



RANGE



ACTION



Will



Each creature in blast



10



DEFENSE



TARGET



Attack: Constitution vs. Fortitude Hit: 2d8 + Constitution modifier (+3) cold damage, and the target grants combat advantage to you and your allies until the end of your next turn. Star Pact: The target takes a penalty to AC equal to your Intelligence modifier (+3) until the end of your next turn.



Attack: Charisma vs. Will Hit: 2d6 + Charisma modifier (+4) psychic damage, and the target is dazed until the end of your next turn. Star Pact: The attack deals extra psychic damage equal to your Intelligence modifier (+3).



Rod of Reaving +1: +9 attack, 2d8+5 damage Unarmed: +8 attack, 2d8+4 damage



Rod of Reaving +1: +9 attack, 2d6+5 damage Unarmed: +8 attack, 2d6+4 damage



10



Ranged 10



Will



One creature



DEFENSE



TARGET



RANGE vs



ATTACK



You make your foe see all the grains of sand in the desert and all the stars in the heavens, and it reels in shock, unable to grasp infinity.



USED



Arcane, Fear, Implement, Radiant



You create a fist-sized orb of painful blue-white radiance that whirls around your enemy, searing him. Fierce rays shoot from it like jabbing daggers of light, fencing him in where he stands. Attack: Charisma vs. Will Hit: 3d6 + Charisma modifier (+4) radiant damage, and the target is immobilized until the end of your next turn. Effect: The target takes a –2 penalty to Will defense (save ends). Rod of Reaving +1: +10 attack, 3d6+6 damage Unarmed: +9 attack, 3d6+5 damage



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



+1d6 to damage once per round (Warlock's Curse) +1 to attack rolls if none of your allies are closer to the target - Prime Shot. +1 Racial bonus to attack rolls against bloodied foes - Bloodhunt.



+1d6 to damage once per round (Warlock's Curse) +1 Racial bonus to attack rolls against bloodied foes Bloodhunt.



+1d6 to damage once per round (Warlock's Curse) +1 to attack rolls if none of your allies are closer to the target - Prime Shot. +1 Racial bonus to attack rolls against bloodied foes - Bloodhunt.



CLASS



LEVEL



Warlock



BOOK



3



CLASS



PH



LEVEL



Warlock



ENCOUNTER POWER



ENCOUNTER POWER



Hunger of Hadar



Beguiling Tongue



KEYWORDS



USED



Arcane, Implement, Necrotic, Zone



KEYWORDS



7



BOOK



CLASS



AP



USED



Arcane



KEYWORDS



Area burst 1 within 10 squares



Minor



Personal



Minor



1



RANGE



ACTION



RANGE



ACTION



ATTACK



AT-WILL



DEFENSE



TARGET



You create a zone of complete, impermeable darkness filled with flying, fluttering, fanged shadows. The shadows rend at the very life force of creatures caught within. Effect: The burst creates a zone of darkness until the end of your next turn, blocking line of sight. Creatures that enter the zone or start their turns there take 2d10 necrotic damage. Sustain Minor: When you sustain the power, you make a secondary attack. Secondary Target: Each creature within the zone Secondary Attack: Constitution vs. Fortitude Hit: 1d6 + Constitution modifier (+3) necrotic damage.



PH



ENCOUNTER



DAILY



USED



Arcane, Polymorph



10



Fort



BOOK



Mercurial Form



Standard



vs



1



DAILY POWER



ACTION 8



LEVEL



Warlock



AT-WILL



Personal RANGE ENCOUNTER



DAILY



You channel the grace and glibness of your fey patrons for a time. Your voice gains great power and eloquence.



Your form flows and shimmers, allowing you to slip through cracks, escape an enemy's claws, and evade even the most persistent hunter.



Effect: You gain a +5 power bonus to your next Bluff, Diplomacy, or Intimidate check during this encounter.



Effect: Until the end of the encounter, you cannot be marked, you are considered Tiny for the purpose of squeezing, and you can automatically succeed at escaping from a grab as a free action.



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



Rod of Reaving +1: +8 attack, 1d6+4 damage Unarmed: +7 attack, 1d6+3 damage ADDITIONAL EFFECTS



+1d6 to damage once per round (Warlock's Curse) +1 Racial bonus to attack rolls against bloodied foes Bloodhunt. CLASS



Warlock



DAILY POWER



LEVEL



5



BOOK



PH



CLASS



Warlock



UTILITY POWER



LEVEL



2



BOOK



PH



CLASS



Warlock



UTILITY POWER



LEVEL



6



BOOK



AP



Adventurer's Kit



Ritual Book



Arcane Lock



1 AC BONUS



CHECK



SPEED



QUANTITY



1 AC BONUS



CHECK



SPEED



QUANTITY



1 AC BONUS



CHECK



SPEED



QUANTITY



PROPERTIES



PROPERTIES



PROPERTIES



This kit includes: a backpack, a bedroll, flint and steel, a belt pouch, two sunrods, ten days' worth of trail rations, 50 feet of hempen rope, and a waterskin.



Ritual casters use a ritual book to store the rituals they have mastered.



You lock a door, a window, a gate, a portcullis, or some other means of ingress. You can open the door normally, but those who don't have your permission to use it find it locked. Your Arcana check, with a +5 bonus, sets the DC for Thievery checks or Strength checks made to open the door. When you perform the ritual, you can allow for certain other creatures or types of creatures to pass through the door normally, ignoring the ward's effect. You can choose any or all (or none) of the following options: Password: You can set a verbal password. If uttered within 5 squares of the portal, the speaker can ignore the ward for the next minute. Individuals: You can designate up to ten other specific individuals who can ignore the ward at all times. Descriptions: You can describe one or more categories of creatures who can ignore the ward at all times, using specific, observable characteristics such as species, type, size, or equipment carried or worn. The Arcane Lock remains until you dismiss it, the door is destroyed, or until the ward is defeated, such as by the Knock ritual or a successful Strength or Thievery check. Wherever you are, you instantly know if your Arcane Lock is defeated by one of these methods.



NOTES



NOTES



NOTES



ITEM SLOT



WEIGHT



33



PRICE



15



BOOK



ITEM SLOT



PH



ITEM



WEIGHT



3



PRICE



50



BOOK



ITEM



Simbul's Conversion



Comprehend Language



CHECK



SPEED



QUANTITY



WEIGHT



0



PRICE



BOOK



PH



ITEM



Hallucinatory Item



1 AC BONUS



ITEM SLOT



PH



1 AC BONUS



CHECK



SPEED



QUANTITY



1 AC BONUS



CHECK



SPEED



QUANTITY



PROPERTIES



PROPERTIES



PROPERTIES



Favored by ritual casters accustomed to long battles and constant warfare, Simbul's Conversion allows an individual to convert powerful spells into healing reserves. The Simbul taught this ritual to many of her apprentices, and it has since become widely employed as an emergency resource. After performing this ritual, you sacrifice any number of unused daily arcane powers and regain an equal number of healing surges. You cannot exceed your normal maximum number of healing surges per day.



When beginning the ritual, choose a language you have heard or a piece of writing you have seen within the past 24 hours. Using this ritual on a language you have heard allows you to understand it when spoken for the next 24 hours and, if your Arcana check result is 35 or higher, to speak the language fluently for the duration. Using this ritual on a language you have seen as a piece of writing allows you to read the language for the next 24 hours and, if your Arcana check result is 35 or higher, to write the language in its native script or in any other script you know for the duration. Using this ritual on a language you have both heard and seen as a piece of writing within the past 24 hours allows you to understand it in both forms for the next 24 hours, and an Arcana check result of 35 or higher allows you to speak and write the language.



You create the illusion of a single inanimate object that appears, to all intents and purposes, to be real. You can use this ritual to create an illusory wall, door, weapon, or other object. : Your Arcana check result determines the illusion's maximum size.



NOTES



NOTES



NOTES



ITEM SLOT



WEIGHT



0



PRICE



BOOK



FRPG



ITEM



ITEM SLOT



WEIGHT



0



PRICE



BOOK



Knock



CHECK



SPEED



QUANTITY



WEIGHT



0



PRICE



BOOK



PH



ITEM



Magic Circle



1 AC BONUS



Once you create the illusion, you cannot move it, and it can't include moving parts. : Creatures that view or interact with the illusion are entitled to Insight checks to detect the fact that it is false. This check's DC equals your Arcana check result. A creature is allowed a check the first time it sees the illusion and each time it interacts with it. A creature that touches an illusion automatically determines that the image is a fake.



ITEM SLOT



PH



ITEM



Hand of Fate



Arcana Check Result : Maximum Size 19 or lower : Small 20–29 : Medium 30–39 : Large 40 or higher : Huge



1 AC BONUS



CHECK



SPEED



QUANTITY



1 AC BONUS



CHECK



SPEED



QUANTITY



PROPERTIES



PROPERTIES



PROPERTIES



When you perform the ritual, ask up to three questions about possible courses of action. A translucent blue hand appears and indicates with a gesture what the most rewarding course of action is. If you describe courses of action that refer to directions or specific objects, then the hand points toward the choice that bears the greatest reward. If you ask the hand, “Should we head down the stairs or through the doors?” then the hand responds by pointing either to the stairs or the doors. If you ask the hand, “Which of these three levers should we pull first?” then the hand responds by pointing to a lever. If you describe only a single course of action, the ritual assumes that inaction is your other option. The hand either beckons you (to indicate that you should proceed) or gestures for you to halt. For example, the question “Should we explore the ruins of Solitronia?” results in the hand either beckoning you or gesturing for you to halt. The hand can't assess events in the far future; its judgment extends only to likely events in the next hour. If the hand can't indicate a preference, the ritual has no effect and expends no components. There are two drawbacks to using the ritual to aid your decisions. First, fate values rewards over risk, and this ritual provides guidance accordingly. It points you toward a high risk, high reward option before pointing you toward a low risk, low reward alternative. For example, if one tunnel leads to a dragon and great wealth and the other tunnel leads back to town, then the hand points toward the dragon. However, a high risk, low reward alternative is considered less rewarding than a low risk, low reward option.



The Knock ritual allows you to open a single locked door, chest, gate, or other object. It even works against portals sealed with the Arcane Lock ritual or doors secured with bolts or bars that are on the far side, out of reach. You must defeat all the closures on a locked object to unlock it. You make one Arcana check per lock, bar, Arcane Lock, or similar closure. The object you unlock does not open automatically; you still must open it yourself after the ritual unlocks it. Make an Arcana check with a +5 bonus in place of a Thievery check to open each lock or closure. (See the Thievery skill description, page 189, for example DCs.) To undo bolts or bars you normally couldn't reach, you must succeed on a DC 20 Arcana check. If you use this ritual successfully against a portal protected by Arcane Lock, you destroy the Arcane Lock and its effects end.



You inscribe a circle on the ground, a circle emblazoned with arcane symbols of protection. If drawn correctly, these symbols make it difficult for creatures of a particular origin to enter or pass. When performing the ritual, you choose aberrant, elemental, fey, immortal, natural, shadow, or all. The last option applies a –5 penalty to your check. The circle requires 1 minute to inscribe per square inside the circle (and it must be a circle). An affected creature whose level is lower than your Arcana check result minus 10 cannot pass through the circle, affect creatures through the circle's boundary, or affect the boundary in any way. Other creatures of an affected origin take force damage equal to your Arcana check result when passing through the boundary, but doing so breaks the circle. Unaffected creatures can take a standard action to obscure the inscription and break the circle.



NOTES



NOTES



NOTES



ITEM SLOT



ITEM



WEIGHT



0



PRICE
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ITEM
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PRICE
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PH



ITEM SLOT
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WEIGHT
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Silence



Tenser's Floating Disk



Travelers' Feast



1 AC BONUS
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SPEED



QUANTITY



1 AC BONUS



CHECK
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QUANTITY



1 AC BONUS



CHECK
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PROPERTIES



PROPERTIES



PROPERTIES



You ward a single room (or a burst 4 area), against eavesdropping. Creatures attempting to listen to something in the warded area from outside the area take a –10 penalty to their Perception checks.



You create a slightly concave, circular plane of force that floats a foot off the ground and can carry what you lay upon it. The disk is 3 feet in diameter and 1 inch deep at its center. It remains stationary unless you move more than 5 squares away from it, in which case it moves with your base speed once per round until it is within 5 squares of you. You can command the disk to move up to your speed as a move action. If you are more than 5 squares from the disk for 2 consecutive rounds, the disk disappears, dropping whatever it was carrying. : Your Arcana check result determines the maximum load the disk can carry.



You create food and water, enough to feed five Medium or Small creatures or two Large creatures for 24 hours. You designate the type of eaters when performing the ritual, and the ritual creates appropriate food (trail rations for people, grain for horses, and so on). Any food or water created but uneaten disappears at the end of the duration.



Arcana Check Result : Maximum Load 9 or lower : 250 pounds 10–24 : 500 pounds 25–39 : 1,000 pounds 40 or higher : 2,000 pounds NOTES
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Brew Potion



Alchemical Reagents (Arcana)
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0



PRICE



BOOK



PH



ITEM



Rare Herbs (Nature)
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You create a potion of your level or lower. The ritual's component cost is equal to the price of the potion you create.



Valuable components must be expended to perform a ritual. Typically these are small vials full of powdered metals, rare earths, acids, salts, or extracts from creatures such as dragons or basilisks.



Valuable components must be expended to perform a ritual. Rare herbs are usually collected and preserved during certain times of year, such as when the moon is full.



Components are needed by ritual casters. You purchase as many gold pieces worth of components as you need or can afford. You can use the components associated with a key skill for any ritual that uses that skill. Ritual components are not interchangeable; you can't use alchemical reagents to perform a ritual requiring sanctified incense, for example. But you can use residuum for any ritual.



Components are needed by ritual casters. You purchase as many gold pieces worth of components as you need or can afford. You can use the components associated with a key skill for any ritual that uses that skill. Ritual components are not interchangeable; you can't use alchemical reagents to perform a ritual requiring sanctified incense, for example. But you can use residuum for any ritual.



You can buy ritual components at some shops, your allies can provide them (sharing the cost of a ritual with you), or you might find them as treasure. However you acquire components, record their value on your character sheet. When you perform a ritual, mark off the ritual's cost from the appropriate components.



You can buy ritual components at some shops, your allies can provide them (sharing the cost of a ritual with you), or you might find them as treasure. However you acquire components, record their value on your character sheet. When you perform a ritual, mark off the ritual's cost from the appropriate components.
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Sanctified Incense (Religion)



CHECK



Rod of Reaving +1



SPEED



QUANTITY



PROPERTIES



Valuable components must be expended to perform a ritual. Sanctified incense is prepared during certain religious rites and is burned as a powder or a stick. Components are needed by ritual casters. You purchase as many gold pieces worth of components as you need or can afford. You can use the components associated with a key skill for any ritual that uses that skill. Ritual components are not interchangeable; you can't use alchemical reagents to perform a ritual requiring sanctified incense, for example. But you can use residuum for any ritual. You can buy ritual components at some shops, your allies can provide them (sharing the cost of a ritual with you), or you might find them as treasure. However you acquire components, record their value on your character sheet. When you perform a ritual, mark off the ritual's cost from the appropriate components. NOTES



ITEM SLOT



ITEM



WEIGHT



0



PRICE



1



BOOK



PH



WEIGHT



0



PRICE



1



BOOK



PH



ITEM



Magic Dagger +1



140 AC BONUS
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RANGE



1d4



3



Light Blade



5/10



DAMAGE



PROFICIENT



GROUP



RANGE



+1 attack rolls and damage rolls



5



+1d8 damage



+1 attack rolls and damage rolls



1



+1d6 damage
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When you place your Warlock's Curse on a nonminion target, the creature takes 1 damage.



Light Thrown, Off-hand



Eldritch Blast: +9 attack, 1d10+5 damage AT-WILL



ENCOUNTER



DAILY



Melee Basic Attack: +9 attack, 1d4+2 damage Ranged Basic Attack: +9 attack, 1d4+2 damage AT-WILL



ENCOUNTER



POWER



POWER



This rod enhances the damage dealt to those suffering your Warlock's Curse.



A basic enchanted weapon.
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Off-hand



MAGIC WEAPON



WEIGHT
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Off-hand



MAGIC WEAPON



WEIGHT



1
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Magic Leather Armor +2



Shadowfell Gloves (heroic tier)



2



-



-



1
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+2 AC
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Gloves of Eldritch Admixture (heroic tier) 1
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When you deal extra damage as a result of your Warlock's Curse, you can choose that damage to be acid, cold, or fire (or leave it untyped).



AT-WILL



ENCOUNTER



DAILY



AT-WILL



ENCOUNTER



DAILY



AT-WILL



ENCOUNTER



DAILY



POWER



POWER



POWER



A set of basic yet effective enchanted armor.



These supple black gloves, woven with Shadowfell thread, are highly prized by wizards and warlocks.



You funnel the energy granted by your pact through these gloves, amplifying your power.



ITEM SLOT



Body



MAGIC ITEM



WEIGHT



15



PRICE



1800



BOOK



PH



Power (Daily • Necrotic): Minor Action. Change the damage type dealt by the next arcane power you use to necrotic. Add 1d6 to the damage dealt by that power (if any).



Prerequisite: Warlock Power (Encounter, 5 Charges/Day • Acid, Cold, or Fire): Free Action. The next attack you make this turn deals extra damage depending on how many charges you spend: 1 charge, 1d6 damage; 2 charges, 2d6 damage; 5 charges, 3d6 damage. This extra damage can be acid, cold, or fire damage.



ITEM SLOT



ITEM SLOT



Hands



MAGIC ITEM



WEIGHT



0



PRICE



1800



BOOK



PH



Hands



MAGIC ITEM



WEIGHT



0



PRICE



3400



BOOK



AV



























des documents recommandant







[image: alt]





D&D 4E Character Sheet 

24 Passive. Perception. PLAY DATA ... BOOK PH. ENCOUNTER ACTION. Â®. Spirit's Shield. KEYWORDS Healing, Implement, Primal, Spirit. USED. ACTION ... Protecting Strike. KEYWORDS Implement, Primal, Spirit. USED. Standard. ACTION.
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Dedicated Level ____ Gnosis ____. Power___________________________________________. â€  These maneuvers do aggravated damage. Combat. Rites.
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Maneuver Roll. Diff Damage. Body Slam Dex+Brawl 7. Special. Claw. Dex+Brawl 6. Strength+2â€ . Eye Pluck Dex+Brawl 9. Strength+2â€ . +Special. Grapple.
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