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Character Sheet Player Name



Tefen



Avenger



8



Character Name



Level



Deva



Medium



Race



Size



13,000



Class



Paragon Path



Male Age



DEX



10



Height



Weight



Alignment



Deity



Adventuring Company



DEFENSES



1/2 LVL



1



Initiative



Total XP



Unaligned



Gender



INITIATIVE SCORE



Epic Destiny



MISC



4



5



SCORE DEFENSE



21



CONDITIONAL MODIFIERS



10 + ARMOR/ 1/2 LVL ABIL CLASS



14



AC



MOVEMENT SCORE



FEAT



5



RPGA Number



ENH



MISC



MISC



2



BASE



6



Speed



(Squares)



ARMOR



ITEM



MISC



6



SPECIAL MOVEMENT



CONDITIONAL BONUSES



+1 AC against attacks made by bloodied creatures, +1 AC against ranged attacks from more than 5 squares away



ABILITY SCORES SCORE



ABILITY



10



ABIL MOD



MOD + 1/2 LVL



STR Strength



0



4



CON



2



6



14



DEFENSE



18



DEFENSE



DEX



1



5



INT Intelligence



3



7



20



WIS Wisdom



5



CHA



0



11



19



10 + 1/2 LVL ABIL



14



REF



MISC



1



3



CLASS



FEAT



1



ENH



MISC



HEALING SURGES SURGE VALUE



SURGES/DAY



35



17



9



1/2 HP



1/4 HP



USED



DEATH SAVING THROW FAILURES



24



Passive Perception



10 +



14



SPECIAL SENSES



BASIC ATTACKS WEAPON OR POWER



DAMAGE



Bloodclaw Execution axe +2



1d12+2



8



vs



AC



Deathstalker Maul +2



2d6+2



CONDITIONAL BONUSES



4



vs



AC



Unarmed (Melee)



1d4



+1 Will Defense against attacks made by bloodied creatures, +1 Will Defense against ranged attacks from more than 5 squares away



5



vs



AC



Unarmed (Range)



1d4+1



10 + 1/2 LVL ABIL



WILL 14



5



CLASS



FEAT



1



ENH



MISC



MISC



1



MILESTONES 0 1 2 ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS



Action Points



ACTION POINTS 1 2 3



DEFENSE



creatures



Improved Armor of Faith - Increases armor of faith



Astral Resistance - Resist necrotic and resist radiant equal



bonus to AC



to 5 + one-half your level



Improved Initiative - +4 to initiative checks



CLASS / PATH / DESTINY FEATURES Armor of Faith - Gain +3 bonus to AC while neither TRND (+5)



ARMOR PENALTY MISC



wearing heavy armor nor using a shield. Avenger's Censure - Gain an avenger's censure power.



11



Acrobatics



DEX



5



5



n/a



1



7



Arcana



INT



7



0



n/a



0



9



Athletics



STR



4



5



n/a



0



CHA



4



0



n/a



0



Channel Divinity - Invoke a channel divinity class feature



0



n/a



0



or other power; encounter. Oath of Enmity - Gain the oath of enmity power



Censure of Retribution - Add your Int mod to



4



Diplomacy



CHA



4



9



Dungeoneering



WIS



9



0



n/a



0



8



Endurance



CON



6



0



n/a



2



WIS



9



0



n/a



0



0



n/a



2



9



History



INT



7



9



Insight



WIS



9



0



n/a



0



4



Intimidate



CHA



4



0



n/a



0



9



Nature



WIS



9



0



n/a



0



14



Perception



WIS



9



5



n/a



0



14



Religion



INT



7



5



n/a



2



5



Stealth



DEX



5



0



n/a



0



4



Streetwise



CHA



4



0



n/a



0



5



Thievery



DEX



5



0



n/a



0



Weapon Proficiency (Execution axe) - Gain proficiency with the Execution axe.



a thousand lifetimes power



ABIL MOD + 1/2 LVL



Armor Proficiency (Leather) - Training with leather



Astral Majesty - +1 bonus to all defenses against bloodied



CURRENT CONDITIONS AND EFFECTS



SKILLS



FEATS armor



Memory of a Thousand Lifetimes - Have the memory of RESISTANCES Resist 9 Necrotic, Resist 9 Radiant



Heal



9



ATTACK



Immortal Origin - Immortal creature origin



SAVING THROW MODS



9



10 +



MISC



CURRENT SURGE USES



SECOND WIND 1/ENCOUNTER



Bluff



SKILL BONUS



ACTION POINTS



TEMPORARY HIT POINTS



4



Passive Insight



AC



DEFENSE



BLOODIED



SKILL NAME



BASE



19



1



RACE FEATURES



BONUS



PASSIVE SENSE



vs



9 4



SENSES SCORE



8



HIT POINTS



CURRENT HIT POINTS



MISC



+1 Reflex Defense against attacks made by bloodied creatures, +1 Reflex Defense against ranged attacks from more than 5 squares away



Charisma



70



1



ENH



CONDITIONAL BONUSES



21



MAX HP



2



FEAT



+1 Fortitude Defense against attacks made by bloodied creatures, +1 Fortitude Defense against ranged attacks from more than 5 squares away



Dexterity



17



FORT 14



CLASS



CONDITIONAL BONUSES



Constitution



12



10 + 1/2 LVL ABIL



damage against oath target each time a different foe hits you.



LANGUAGES KNOWN Common, Primordial, Elven



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



Bond of Censure



WEAPON



Overwhelming Strike



CHARACTER PORTRAIT



Bloodclaw Execution axe +2 (E) Deathstalker Maul +2



WEAPON WEAPON ARMOR



Summoned Leather Armor +2 (E)



ARMS



ENCOUNTER POWERS FEET



Second Wind Memory of a Thousand Lifetimes



HANDS HEAD



Oath of Enmity



NECK



Whirlwind Charge



Acrobat Boots (heroic tier) (E) Luckbender Gloves (heroic tier) (E) Casque of Tactics (heroic tier) (E) Cloak of Distortion +1 (E)



RING



Abjure Undead



RING



Divine Guidance



WAIST



Sequestering Strike



CHARACTER BACKGROUND



Contortionist's Cord (heroic tier) (E)



Deva - Brink of Corruption In your most recent past life, your spirit was corrupted. Your evil was so great that you were nearly reborn as a rakshasa. Although your rebirth washed most of the taint from your soul, you still experience flashes of violent anger or sadistic thoughts. What led to your corruption? Were you tempted by power, or were you seeking to avert a larger evil by your actions?



Blade Step



DAILY POWERS Wings of Light Menacing Presence



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?



UTILITY POWERS Resonant Escape Aspect of Agility



Daily Item Powers Per Day



OTHER EQUIPMENT Holy Symbol



Heroic (1-10)



Milestone



/



/



/



Paragon (11-20)



Milestone



/



/



/



Epic (21-30)



Milestone



/



/



/



Society - Wealthy You grew up rich, never wanting for anything. What was the source of this wealth? Was it inherited, or did your family work for its riches? Was it obtained legitimately, or through underhanded methods? What kind of home did you live in? Was there ever a time when you knew what it was like to be hungry or desperate? Geography - Desert You were raised in an arid wasteland, such as a sandy desert or rocky badlands. How did you and your family survive? Do you long for the simple life of the desert, or are you thankful to be free of its constant hardships? How do you cope with the overwhelming variety of sights and smells in urban environments? Birth - On Another Plane You were not born in the world, but rather on another plane, such as the Feywild. What circumstances brought your ancestors to that plane? Were they natives of that plane, taken there against their will, or just visitors? When did you leave that plane, and what did you have to accomplish to escape it? Do you miss your birth plane, or do you dread returning to it?



COINS AND OTHER WEALTH Money on hand: 0 gp Stored money: 0 gp Encumbrance: 42 / 100



CHARACTER NAME



Skills



Tefen PLAYER NAME



RACE



CLASS



Deva



LEVEL



Avenger



SCORE ABILITY



10 STR +0



70



14 CON +2



Spd



12 DEX +1



6



17 INT +3



Init



20 WIS +5



+10



11 CHA +0



19



Passive Insight



11 7 9 4 4 9 8 9 9 9 4 9 14 14



8



MOD



HP



24



Action Point



AC 21 Fort 18 Ref 19 Will 21 Passive Perception



PLAY DATA



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



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



ENCOUNTER SPECIAL



Melee Basic Attack



KEYWORDS



USED



Standard ACTION AT-WILL



KEYWORDS



Standard



RANGE



ACTION



DAILY



*



vs



8



Effect: You spend a healing surge and regain 17 hit points. You gain a +2 bonus to all defenses until the start of your next turn.



USED



Weapon



Personal ENCOUNTER



Ranged Basic Attack



ATTACK



Standard



RANGE



ACTION



AC



One creature



5



DEFENSE



TARGET



LEVEL



BOOK



UTILITY POWER



KEYWORDS



USED



*



Standard



13



vs



ATTACK



KEYWORDS



BOOK



*



Unarmed: +5 attack, 1d4+1 damage



CLASS



PH



Standard



AC



One creature



9



DEFENSE



TARGET



ATTACK



USED



No Action



RANGE



ACTION



Will



One creature



DEFENSE



TARGET



You compel your enemy to come forward and face judgment.



Attack: Wisdom vs. AC Hit: 1[W] + Wisdom modifier (+5) damage. You shift 1 square and slide the target 1 square into the space you occupied. Level 21: 2[W] + Wisdom modifier (+5) damage.



Attack: Wisdom vs. Will. If the target is your oath of enmity target and no enemies are adjacent to you, you can make two attack rolls and use either result. Hit: You pull the target a number of squares equal to your Intelligence modifier (+3). If the target ends this movement adjacent to you, it takes 1d10 radiant damage. Level 21: 2d10 radiant damage.



Avenger



AT-WILL POWER



1



BOOK



PH2



PH



USED



Personal RANGE vs



ATTACK



DEFENSE



TARGET



The dreamlike memories of your previous lives lend insight to aid you. Trigger: You make an attack roll, a saving throw, a skill check, or an ability check and dislike the result Effect: You add 1d6 to the triggering roll.



Holy Symbol: +9 attack, 1d10 damage Unarmed: +9 attack, 1d10 damage ADDITIONAL EFFECTS



LEVEL



BOOK



KEYWORDS



Ranged 5



As you attack, you maneuver around your foe, forcing it to move with you.



CLASS



*



Memory of a Thousand Lifetimes



5



vs



LEVEL



AT-WILL POWER



Charm, Divine, Implement, Radiant



ACTION



ADDITIONAL EFFECTS



TARGET



ADDITIONAL EFFECTS



LEVEL



RANGE



Bloodclaw Execution axe +2: +13 attack, 1d12+7 damage Deathstalker Maul +2: +13 attack, 2d6+7 damage Unarmed: +9 attack, 1d4+5 damage



DEFENSE



RANGE



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.



Melee weapon



ACTION



One creature



Attack: Strength vs. AC Hit: 1[W] + Strength modifier (+0) damage. Increase damage to 2[W] + Strength modifier (+0) at 21st level. Special: You can use an unarmed attack as a weapon to make a melee basic attack.



Bond of Censure



Divine, Weapon



AC



vs



ATTACK



AT-WILL POWER



Overwhelming Strike



Ranged weapon



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



CLASS



PH



*



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



ADDITIONAL EFFECTS



CLASS



USED



Weapon



Melee weapon



Bloodclaw Execution axe +2: +8 attack, 1d12+2 damage Deathstalker Maul +2: +8 attack, 2d6+2 damage Unarmed: +4 attack, 1d4 damage ADDITIONAL EFFECTS



KEYWORDS



CLASS



Avenger



AT-WILL POWER



ADDITIONAL EFFECTS



LEVEL



1



BOOK



DP



CLASS



Racial Power



ENCOUNTER POWER



LEVEL



*



BOOK



PH2



Abjure Undead KEYWORDS



Divine Guidance USED



Divine, Implement, Radiant



Standard



Close burst 5



ACTION



5



9



vs



ATTACK



KEYWORDS



Oath of Enmity USED



Divine



Imm Interrupt



RANGE One undead creature in burst



DEFENSE



TARGET



Close burst 10



Minor



RANGE



ACTION



vs



The triggering ally



ATTACK



You send a brilliant ray of radiant power at an undead foe, compelling it to stagger toward you. Channel Divinity: You can use only one channel divinity power per encounter Attack: Wisdom vs. Will Hit: 3d10 + Wisdom modifier (+5) radiant damage, and you pull the target a number of squares equal to 1 + your Wisdom modifier (+5). The target is also immobilized until the end of your next turn. Level 5: 4d10 + Wisdom modifier (+5) damage. Level 11: 5d10 + Wisdom modifier (+5) damage. Level 15: 6d10 + Wisdom modifier (+5) damage. Level 21: 7d10 + Wisdom modifier (+5) damage. Level 25: 8d10 + Wisdom modifier (+5) damage. Miss: Half damage, and you pull the target 1 square.



DEFENSE



TARGET



Close burst 10 10



RANGE



vs



One enemy you can see in burst



ATTACK



You lend your deity's guidance to an ally's attack against your foe. Channel Divinity: You can use only one channel divinity power per encounter Trigger: An ally within 10 squares of you makes an attack roll against your oath of enmity target Effect: The target makes a second attack roll and uses either result.



USED



Divine



10



ACTION



Will



KEYWORDS



DEFENSE



TARGET



You focus your wrath on a single foe, giving your attacks against it extraordinary accuracy. Effect: When you make a melee attack against the target and the target is the only enemy adjacent to you, you make two attack rolls and use either result. This effect lasts until the end of the encounter or until the target drops to 0 hit points, at which point you regain the use of this power. If another effect lets you roll twice and use the higher result when making an attack roll, this power has no effect on that attack. If an effect forces you to roll twice and use the lower result when making an attack roll, this power has no effect on that attack either. If an effect lets you reroll an attack roll and you rolled twice because of this power, you reroll both dice.



Holy Symbol: +9 attack, 4d10+5 damage Unarmed: +9 attack, 4d10+5 damage ADDITIONAL EFFECTS



CLASS



ADDITIONAL EFFECTS



LEVEL



Avenger



BOOK



CLASS



PH2



ENCOUNTER POWER



USED



*



CLASS



PH2



Standard ACTION



AC



One creature



13



DEFENSE



TARGET



ATTACK



USED



Standard ACTION



AC



One creature



13



DEFENSE



TARGET



Attack: Wisdom vs. AC Hit: 2[W] + Wisdom modifier (+5) damage, and you teleport the target 2 squares. You then teleport to a space adjacent to the target. Censure of Pursuit: The number of squares you teleport the target equals 1 + your Dexterity modifier (+1).



Bloodclaw Execution axe +2: +13 attack, 2d12+7 damage Deathstalker Maul +2: +13 attack, 4d6+7 damage Unarmed: +9 attack, 2d4+5 damage



Bloodclaw Execution axe +2: +13 attack, 2d12+7 damage Deathstalker Maul +2: +13 attack, 4d6+7 damage Unarmed: +9 attack, 2d4+5 damage ADDITIONAL EFFECTS



LEVEL



1



BOOK



CLASS



PH2



ENCOUNTER POWER



KEYWORDS



USED



*



Standard



3



BOOK



Standard ACTION



AC



Your oath of enmity target



13



DEFENSE



TARGET



ATTACK



USED



*



Melee weapon RANGE



vs



AC



One creature



DEFENSE



TARGET



Effect: Before the attack, you can fly 6 squares and must land in a square adjacent to your oath of enmity target. This movement does not provoke opportunity attacks. Attack: Wisdom vs. AC Hit: 3[W] + Wisdom modifier (+5) damage. Miss: Half damage.



Attack: Wisdom vs. AC Hit: 3[W] + Wisdom modifier (+5) damage. Miss: Half damage. Effect: Until the end of the encounter, any enemy that starts its turn adjacent to you takes a -2 penalty to AC until the end of its next turn.



Bloodclaw Execution axe +2: +13 attack, 3d12+7 damage Deathstalker Maul +2: +13 attack, 6d6+7 damage Unarmed: +9 attack, 3d4+5 damage



Bloodclaw Execution axe +2: +13 attack, 3d12+7 damage Deathstalker Maul +2: +13 attack, 6d6+7 damage Unarmed: +9 attack, 3d4+5 damage



ADDITIONAL EFFECTS



ADDITIONAL EFFECTS



DAILY POWER



LEVEL



1



BOOK



DP



CLASS



AC



One creature



DEFENSE



TARGET



Attack: Wisdom vs. AC Hit: 2[W] + Wisdom modifier (+5) damage, and you teleport 10 squares to a space that must be adjacent to an enemy. Bloodclaw Execution axe +2: +13 attack, 2d12+7 damage Deathstalker Maul +2: +13 attack, 4d6+7 damage Unarmed: +9 attack, 2d4+5 damage



Avenger



DAILY POWER



LEVEL



Avenger



7



BOOK



PH2



Resonant Escape



You attack and then emanate divine menace, weakening the resolve of nearby foes.



Avenger



RANGE vs



ENCOUNTER POWER



Shining wings sprout from your shoulders for a moment, carrying you swiftly to your sworn foe.



CLASS



Melee weapon



As you strike one foe, you teleport next to another.



CLASS



PH2



Divine, Fear, Weapon



RANGE vs



ATTACK



KEYWORDS



Melee weapon



ACTION 13



LEVEL



Avenger



Menacing Presence



Divine, Weapon



USED



ADDITIONAL EFFECTS



ENCOUNTER POWER



Wings of Light



*



ATTACK



Attack: Wisdom vs. AC Hit: 2[W] + Wisdom modifier (+5) damage. Special: When charging, you can use this power in place of a melee basic attack. If you charge, you gain a +4 bonus to AC against opportunity attacks you provoke while moving to the target.



Avenger



PH2



Divine, Teleportation, Weapon



RANGE



Your attack slices into your foe and through the fabric of space, hurtling both you and that foe a short distance away.



CLASS



KEYWORDS



Melee weapon



As you charge your foe, divine light surrounds you in a protective nimbus, then erupts at your foe.



ADDITIONAL EFFECTS



BOOK



Blade Step



*



vs



LEVEL



Avenger



ENCOUNTER POWER



Divine, Teleportation, Weapon



RANGE vs



ATTACK



KEYWORDS



Melee weapon



ACTION 13



BOOK



Sequestering Strike



Divine, Weapon



Standard



LEVEL



Avenger



ENCOUNTER POWER



Whirlwind Charge KEYWORDS



ADDITIONAL EFFECTS



KEYWORDS



USED



Divine, Teleportation



Imm Reaction



Personal



ACTION AT-WILL



RANGE ENCOUNTER



DAILY



A quick prayer as you dodge calls forth divine power, which carries you a short distance away. Trigger: An enemy hits or misses you with a melee attack Effect: You teleport 3 squares.



ADDITIONAL EFFECTS



LEVEL



5



BOOK



DP



CLASS



Avenger



UTILITY POWER



LEVEL



2



BOOK



PH2



Aspect of Agility KEYWORDS



Holy Symbol



Deathstalker Maul +2



USED



Divine



Move



Personal



ACTION



RANGE



AT-WILL



ENCOUNTER



AC BONUS



CHECK



SPEED



1



2d6



2



Hammer



QUANTITY



DAMAGE



PROFICIENT



GROUP



PROPERTIES



DAILY



You move with the speed of the west wind, leaving your foes with little chance of striking you. Effect: You shift 5 squares, and you gain a +2 bonus to AC and Reflex until the end of your next turn.



This is a finely crafted symbol of precious metal that clerics and paladins use as a focus for their prayers. Using a nonmagical holy symbol confers no benefit. You can purchase a magic holy symbol to gain an enhancement bonus to attack rolls and damage rolls when using your divine powers.



RANGE



+2 attack rolls and damage rolls



9



+2d6 necrotic damage



ENHANCEMENT



LEVEL



CRITICAL



PROPERTIES



Melee Basic Attack: +8 attack, 2d6+2 damage



AT-WILL



ENCOUNTER



DAILY



POWER



This weapon leaves a wound that is black and withered, which continues to plague an enemy long after the attack was made.



NOTES



Power (Daily • Necrotic): Free Action. Use this power when you hit with the weapon. The target takes ongoing 5 necrotic damage (save ends). Saves made to end this effect take a –2 penalty.



ADDITIONAL EFFECTS



CLASS



LEVEL



Avenger



6



BOOK



ITEM SLOT



PH2



UTILITY POWER



WEIGHT



Off-hand



1



PRICE



BOOK



10



ITEM



Acrobat Boots (heroic tier)



CHECK



Casque of Tactics (heroic tier)



SPEED



ENHANCEMENT



QUANTITY



2



Feet Slot Item



LEVEL



TYPE



CHECK



SPEED



ENHANCEMENT



QUANTITY



4



Head Slot Item



LEVEL



TYPE



Gain a +1 item bonus to Acrobatics checks.



Gain +1 item bonus to initiative checks.



DAILY



PRICE



BOOK



4200



PH



1 AC BONUS



PROPERTIES



ENCOUNTER



12



Luckbender Gloves (heroic tier)



PROPERTIES



AT-WILL



WEIGHT



Two-Hands



MAGIC WEAPON



1 AC BONUS



ITEM SLOT



PH



1 AC BONUS



CHECK



SPEED



ENHANCEMENT



QUANTITY



6



Hands Slot Item



LEVEL



TYPE



PROPERTIES



AT-WILL



ENCOUNTER



DAILY



AT-WILL



ENCOUNTER



DAILY



POWER



POWER



POWER



These enchanted boots enhance your acrobatic skills.



Favored by sergeants and commanders, this utilitarian helm is remarkable only for its satin inner padding.



Avandra favors the wearer of these gloves, each of which has a golden shamrock stitched on the back.



Power (At-Will): Minor Action. Stand up from prone.



ITEM SLOT



Feet



WEIGHT



0



PRICE



520



BOOK



ITEM SLOT



PH



MAGIC ITEM



WEIGHT



Head



0



PRICE



840



BOOK



AV



MAGIC ITEM



Cloak of Distortion +1



AC BONUS



Power (Daily): Free Action. Use this power when initiative is rolled. Swap initiative check results with a willing ally who you can see.



SPEED



ITEM SLOT



Hands



WEIGHT



0



PRICE



1800



BOOK



AV



MAGIC ITEM



Bloodclaw Execution axe +2



CHECK



Power (Encounter): Free Action. Use this power after you make a damage roll for a melee weapon attack. Reroll one damage die, using the second result even if it's lower.



1



1d12



2



Axe



QUANTITY



DAMAGE



PROFICIENT



GROUP



Summoned Leather Armor +2



RANGE



2



-



-



1



AC BONUS



CHECK



SPEED



QUANTITY



+1 Fortitude, Reflex, and Will



4



Neck Slot Item



+2 attack rolls and damage rolls



7



+2d6 damage



+2 AC



6



Armor



ENHANCEMENT



LEVEL



TYPE



ENHANCEMENT



LEVEL



CRITICAL



ENHANCEMENT



LEVEL



TYPE



PROPERTIES



PROPERTIES



You gain an item bonus to all defenses against ranged attacks from more than 5 squares away equal to this item's enhancement bonus.



High Crit, Brutal



AT-WILL



ENCOUNTER



DAILY



PROPERTIES



Melee Basic Attack: +8 attack, 1d12+2 damage



AT-WILL



ENCOUNTER



DAILY



AT-WILL



ENCOUNTER



DAILY



POWER



POWER



POWER



This cloak roils about you like the rippling air of a scorching desert.



The hilt of this weapon digs into its wielder's hand, drawing blood while inflicting a more grievous wound upon an enemy.



One need never worry about being caught unarmored while possessing this extraordinary armor.



ITEM SLOT



ITEM SLOT



Neck



MAGIC ITEM



WEIGHT



0



PRICE



840



BOOK



AV



Power (Encounter): Free Action. Use this power when you hit with this weapon. You take damage up to a maximum of the weapon's enhancement bonus (a +3 weapon deals up to 3 damage to its wielder). This damage cannot be reduced or prevented in any way. Increase the damage your target takes by double the amount of damage you took, triple if you are wielding the weapon in two hands.



Two-Hands



MAGIC WEAPON



WEIGHT



14



PRICE



2600



BOOK



AV



Power (At-Will): Minor Action. You banish this armor to a secure extradimensional location. At any point in the future, unless you are wearing armor, you can use another minor action to recall the armor. The armor appears on you as though you had donned it normally.



ITEM SLOT



Body



MAGIC ITEM



WEIGHT



15



PRICE



1800



BOOK



PH



Contortionist's Cord (heroic tier) 1 AC BONUS



CHECK



SPEED



ENHANCEMENT



QUANTITY



7



Waist Slot Item



LEVEL



TYPE



PROPERTIES



While squeezing, you move at full speed and do not take penalties to attack rolls, but you still grant combat advantage.



AT-WILL



ENCOUNTER



DAILY



POWER



This extremely flexible snakeskin binding allows you to quickly squeeze through even the tightest spots.



ITEM SLOT



Waist



MAGIC ITEM



WEIGHT



0



PRICE



2600



BOOK



AV



Executioner's Axe Brutal 2 : les [W] de l'arme sont relancés tant qu'ils ne valent pas strictement 3 ou plus. High Crit : ajouter 1[W] en cas de coup critique.



TREASURE



XP Start



XP Gained



+ Gold Start



XP Total



= Gold



+



Region Gold Total



=



Level At End
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