& DN Character Sheet

= Player Name
Dark | 1 Swordmage | 811 |
Character Name Level  Class Paragon Path Epic Destiny Total XP
Githyanki Medium 30 Male  5'5" 110 Ib. Chaotic Good Avandra
Race Size Age Gender  Height Weight Alignment Deity Adventuring Company RPGA Number
INITIATIVE MOVEMENT
SCORE DEX _1/2LVL RE 10 + ARMOR SCORE BASE__ARMOR _ITEM __ MISC
N DEFENSE _ 1/2LVL ABIL CLASS FEAT ENH _MISC MISC
n Initiative AC 10l 7 1 n Speed (squares) i}
CONDITIONAL MODIFIERS SPECIAL MOVEMENT
CONDITIONAL BONUSES
ABILITY SCORES | SENsEs
SCORE ABILITY 10 + SCORE___PASSIVE SENSE BASE SKILL BONUS

T STR

DEFENSE  1/2LVL ABIL CLASS FEAT ENH MISC MISC
strength So):al 10 ] 1 10 BEGRNEL 10 + “
12 . .,c,,st(,?uy,, CONDITIONAL BONUSES Passive Perception - “

SPECIAL SENSES

10 +
DEFENSE  1/2 LVL ABIL CLASS FEAT ENH MISC MISC
'l DEX 10] s
ATTACK WORKSPACE

20 INT CONDITIONAL BONUSES

Intelligence

ABILITY: Melee Basic Attack - Magic Longsword +1

ATT BONUS 1/2LVL ABIL CLASS PROF FEAT ENH MISC

10 WIS DEFENSE 1 1;’I:‘\’IL ABIL CLASS FEAT ENH MISC MISC + 9 0 5 3 1
Wisdom 10 2 1
CHA 1

Charisma

ABILITY: Melee Basic Attack - Longsword
CONDITIONAL BONUSES ATT BONUS 1/2LVL ABIL CLASS PROF FEAT ENH MISC

+ 8 0f5 3

1
p—

HIT POINTS ACTION POINTS

HEALING SURGES MILESTONES  ACTION POINTS DAMAGE WORKSPACE
BLOODIED SURGE VALUE SURGES/DAY Action Points g ; ABILITY: \ialee Basic Attack - Magic L d +1

| | | | *Melee Basic Attack - Magic Longsword +
27 13 6 9 ADDITIONAL EFFECTS FOR SPENDING ACTION pzost ? ’ i

1/2 4P 1/4 HP DAMAGE ABIL FEAT ENH MISC MISC
CURRENT HIT POINTS CURRENT SURGE USES 1d8+7 5 1 1
RACE FEATURES ABILITY: Melee Basic Attack - Longsword
Githyanki Willpower - +1 Will; +2 to save against charm  pamace ABIL _FEAT ENH _MISC__ MISC
OND D 0 D Danger Sense - +2 to initiative 1d8+6 5 1
TEMPORARY HIT POINTS Telekinetic Leap - Use telekinetic leap as an encounter
ower BASIC ATTACKS
DEA A RO A N p ATTACK DEFENSE WEAPON OR POWER DAMAGE
SAVING THROW MODS  +2 bonus against charm effects 9 |vs| AC Magic Longsword +1 1d8+7
RESISTANCES | 8 | vs | AC | Longsword 1d8+6
CURRENT CONDITIONS AND EFFECTS | 5 |Vs | AC | Unarmed (Melee) 1d4+5
| 2 | vs | AC | Unarmed (Range) 1d4+2

SKILLS CLASS / PATH / DESTINY FEATURES
SKILL NAME e (i) penain misc  Swordbond - Bond with one blade (1 hr.); standard action FEATS

I%, Acrobatics DEX na _0 tocalltohand (10 squares); fixitin 1 hr. Intelligent Blademaster - Use Intelligence instead of
@ Arcana T na 2  Swordmage Aegis - Choose an Aegis. Strength on your basic attacks
El — om El e L Aegis of Ensnarement - Use aegis of ensnarement as
an at-will power.
EI Bluff CHA EI v Swordmapge Warding - +1 AC with blade, +3 AC if off-
E Diplomacy CHA m L — is free; if unconscious, warding ends
III Dungeoneering wis EI EI wa _0
lII Endurance CON w8
III Heal wis EI EI wa 0
@ History INT wa _2
III Insight wis EI EI ma _0
EI Intimidate CHA EI na 0
EI Nature wis EI III wa 0
lII Perception wis E] EI mva _0
(] on o [5] [5] o o
EI Stealth DEX EI va 2 Common, Deep Speech
El Streetwise CHA EI wa 0
IZI Thievery DEX III wa 0
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PQ R D MAGIC ITEM INDEX PERSONALITY TRAITS
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.
; PO R MAGIC ITEMS
Aegis of Ensnarement WeARON Magic Longsword +1 (E) O
Lightning Lure WEAPON O
Luring Strike WEAFON O
WEAPON D
ARMOR
| MANNERISMS AND APPEARANCE
ARMS D
FEET
0 ® POWER O
Second Wind O | |™ O
Telekinetic Leap |:| HERD D
Fox's Feint |:| NEcK |:|
D RING D
RING
O O CHARACTER BACKGROUND
0 WAIST [ | Renegade
You have spent many years walking the roads, and though
DA PO R [l many know you, few know your origin. You are the lone
\ survivor of a mystic enclave that possessed a terrible secret.
Dragon's Teeth [ O The only way you have found to avoid those who might try
O [ | to seize the knowledge you have is to keep moving, always
just ahead of your pursuers. You use your allies among the
0 [ primal spirits to help you stay one step ahead of your
|:| D enemies. However, it's a hard life always being on the move,
and you wonder how long you can keep it up.
O O COMPANIONS AND ALLIES
[ [
SR [
0 [
0 [l
0 [l
0 [l
O Daily Item Powers Per Day
SESSION AND CAMPAIGN NOTES
O | |Heroic-10) [ Milestone || /[ 1 /[ ]/
|:| Paragon (11-20) |:| |:| Milestone / / /
O [|epica-30) [0  mitestone [ |71/

OTHER EQUIPMENT RITUALS / ALCHEMY

Adventurer's Kit
Leather Armor (E)

Longsword
Tent

COINS AND OTHER WEALTH
Money on hand: 257 gp; 8 sp; 5 ¢p
Stored money: 0 gp
Encumbrance: 81 / 110
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Dark

CHARACTER NAME
Dark '

Skills ‘

Action Point ‘

PLAYER NAME

RAE Githyanki

Passive
Perception

Passive
Insight

PLAY DATA &

Second Wind ‘

2 Acrobatics DEX
12 Arcana INT (Trained)
5 Athletics STR  (Trained)
-1 Bluff CHA
-1 Diplomacy CHA
0 Dungeoneering WIS
6 Endurance CON (Trained)
0 Heal WIS
12 History INT (Trained)
0 Insight WIS
-1 Intimidate CHA
0 Nature WIS
0 Perception WIS
5 Religion INT
2 Stealth DEX
-1 Streetwise CHA
2 Thievery DEX
PLAY D. &

Aegis of Ensharement ‘

ADDITIONAL EFFECTS

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.
ENCOUNTER SPECIAL &
Lightning Lure ‘

KEYWORDS USED

Standard Personal
ACTION .é RANGE

W AT-wILL ENCOUNTER | DAILY

Effect: You spend a healing surge and regain 6
hit points. You gain a +2 bonus to all defenses
until the start of your next turn.

KETWORDS Arcane, Teleportation USED I KETWORDS Arcane, Implement, Lightning UsER
Minor 4 >f Close burst 2 Standard 4 3 3’ Ranged 3
ACTION | 2 & 3% RANGE ACTION | < =3¢ RANGE
vs One creature in burst 6 vs Fort One creature
ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET

Effect: You mark the target. The target remains marked until
you use this power against another target. If you mark another
creature using other powers, the target is still marked.

Until the mark ends, if the target makes any attack that does not
include you as a target, it takes a -2 penalty to the attack roll.

If a target marked by this power is within 10 squares of you
when it hits with an attack that does not include you as a target,
you can use an immediate reaction after the target's entire attack
is resolved to teleport the target to any space adjacent to you. In
addition, the target grants combat advantage to all creatures
until the end of your next turn. If no unoccupied space exists
adjacent to you, you can't use this immediate reaction, and the
target doesn't grant combat advantage as a result of this effect.

Attack: Intelligence vs. Fortitude

Hit: 1d6 + Intelligence modifier (+5) lightning
damage, and you pull the target to the nearest
unoccupied space adjacent to you.

Increase damage to 2d6 + Intelligence modifier
(+5) at 21st level.

Special: If you cannot pull the target to an
adjacent square, this power fails and deals no
damage.

Magic Longsword +1: +6 attack, 1d6+6 damage

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

CLASS LEVEL BOOK

PH
UTILITY POWER &

Luring Strike ‘

LEVEL

455 Swordmage 5K 4P

AT-WILL POWER &

Telekinetic Leap ‘

CLASS

LEVEL
1

Swordmage 89K FrPG
AT-WILL POWER &

Fox's Feint ‘

KEYWORDS Arcane, Weapon USED | KEYWORDS USED J ff KEYWORDS Arcane, Teleportation, Weapon vsER
Standard | * |4 x Melee weapon Move 4 10 ¥ Ranged 10 Standard | * |4 x Melee weapon
ACTION | < 3% RANGE ACTION | < 3% RANGE ACTION | < =3¢ RANGE

9 vs AC One creature vs You or one ally 9 vs AC One creature
ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET

Attack: Intelligence vs. AC

Hit: 1[W] damage. You shift 1 square and slide
the target 1 square into the space you occupied.
Level 21: 2[W] damage.

Effect: Before or after the attack, you can shift 1
square.

Magic Longsword +1: +9 attack, 1d8+2 damage

Effect: The target can fly up to 5 squares. If this
power is used on an ally, that ally must remain in
your line of sight at all times during the effect.

Attack: Intelligence vs. AC
Hit: 1[W] + Intelligence modifier (+5) damage,
and you can swap positions with the target.
Aegis of Ensnarement: Until the end of your
next turn, when the target grants combat
advantage to an attacker, that attacker gains a
+4 bonus to the attack roll instead of a +2
bonus.

Magic Longsword +1: +9 attack, 1d8+7 damage

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

CLASS LEVEL BOOK

Swordmage 1

AT-WILL POWER

4S5 Racial Power
ENCOUNTER POWER

CLASS LEVEL BOOK

Swordmage 1 AP

ENCOUNTER POWER
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Dragon's Teeth ‘

Magic Longsword +1 ‘

KEYWORDS Arcane, Force, Implement usER
Standard 4 x Close blast 5
ACTION | 5 < 3% RANGE

6 vs Reflex Each enemy in blast
ATTACK DEFENSE TARGET

Attack: Intelligence vs. Reflex

Hit: 1d8 + Intelligence modifier (+5) force
damage. The target takes damage equal to your
Strength modifier (+0) if it does not end its turn
adjacent to you (save ends).

Miss: Half damage.

Magic Longsword +1: +6 attack, 1d8+6 damage

ADDITIONAL EFFECTS

CLASS LEVEL 1

800K 4p

Swordmage
DAILY POWER

Dark

1d8 3 Heavy Blade
DAMAGE | PROFICIENT GROUP RANGE
+1 attack rolls and damage rolls | 1 +1d6 damage
ENHANCEMENT LEVEL CRITICAL
PROPERTIES
Versatile

Melee Basic Attack: +9 attack, 1d8+7 damage

[ wr-v [ encounren | oany |

POWER

ITEM SLOT One'hand WEIGHT 4 PRICE 360 BOOK PH

MAGIC WEAPON
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