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Character Sheet

Defenses

Player Name/RPGA |michi

Level

3750

Melissa

Lawful Good female Human Cleric (Templar)
27 Medium Mishakal
Age Height Weight Size Deity

Action Points

Conditional Bonuses

Hit Points

Temp HP
Max HP
37

(Bloodied 18 )

Current Hit Points

Healing Surges
Surge Value Surges/Day

9 7

Current Conditions:

Action Points  Milestones  Action Points
0

1
1 2
2 3

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.

Second Wind (one per encounter)

[] Used

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

Death Saving Throw Failures

O O
Saving Throw Mods 0

+2 Saving Throws against ongoing damage
MR T A =PIt T B —TIT+2

Resistances/Vulnerabilities

Resist 5 Cold, Resist 3 Ongoing

HEBEEY 5 A — 13T B EP3.
AR IKxtd 245
Current Conditions and Effects

Basic Attacks
Melee
Morningstar ,Flaming+1
11
. 7 1d10+.3
Combat Statistics and Senses |
Strength vs. AC Damage
4 Ranged
Conditional Modifiers: |- " Crossbow
. 6 ‘
Speed 5 | 1d8+1
Dexterity vs. AC Damage
Passive Insight 22 Languages
Common,
Abanasinian

Passive Perception 17

Special Senses:  Normal

Total XP

5500

Abilities

Check

-
(0] \
AN

DEX Dexterity 14 4
INT Intelligence 8 1

i

Skills

Acrobatics Dexterity
Arcana Intelligence
Athletics Strength
Bluff Charisma

Diplomacy Charisma 4
Dungeoneering Wisdom
Endurance Constitution 4

Heal Wisdom V
History Intelligence 4
Insight Wisdom V
Intimidate Charisma
Nature Wisdom
Perception Wisdom

Religion Intelligence V
Stealth Dexterity
Streetwise Charisma
Thievery Dexterity




. Melissa

Player Name Character Name
Character Details Equipment
Background Head
| | Neck
ICloak of Resistance +1 l
Theme Arms
| | | Hands
Mannerisms and Appearance | I
Rings .
| | Rings
Off Hand
Personality Traits . I |
Y Main Hand Waist
Flaming Morningstar +1 | | |
Armor
|Chainmai] of Cleansing +1 I
Adventuring Company Tattoo
Feet | |
| Ki Focus
Companions and Allies OUicHElipiet
Ritual Book
Crossbow
Crossbow Bolt (20)
Adventurer's Kit
Potion of Healing
LHEOKMR(30gp/6K > k)
<4 ]‘ 7x10(55‘p/5‘d‘~’7 k)
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e Melissa

Player Name Character Name

Racial Features

Bonus Feat Heroic Effort Human Power Selection

Choose an extra feat at 1st level. Gain the Heroic Effort power Choose an option for your human character.
Bonus Skill Human Defense Bonuses

Trained in one additional class skill. +1 to Fortitude, Reflex, and Will.

Class/Other Features

Channel Divinity Ritual Casting

Invoke a channel divinity class feature or other |Gain Ritual Caster as a bonus feat.

power; encounter. In addition, you possess a ritual book, and it

Healer's Lore contains two 1st-level rituals of your choice that

Add + [Wis mod] to hit points healed by your  |you have mastered.

cleric powers with the healing keyword, if they fj‘f’ﬁiemsewm%mw, S T O LY T

involve healing surge expenditure. HEOVRORMAEI LA Ty FREOBROERER T 2L TRALIZITVWONEBMORI &4EIC, £17>Fy FRB I L& 150BR/MIE<
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Feats

Action Surge Student of Battle Superior Fortitude

+3 to attacks when you spend an action point |Warlord: skill training, inspiring word 1/day Gain +2/3/4 (by tier) to Fortitude, and resist
Ritual Caster Cold Adaptation 3/6/9 to ongoing damage

Master and perform rituals You gain resist 5/10/15 cold (by tier).
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Melissa

Action Point

) Skills i :
Level 4 Human Cleric (Templar) Base action points: 1
SCORE ABILITY MOD Acrobatics Dexterity 3 Action Surge: You gain a +3 bonus to
HP == AC Arcana Intelligence 1 attack rolls you make during any action you
m Athletics Strength 3 gain by spending an action point.
__m BIuff Charisma 2
Fort Diplomacy Charisma . 7
14 ::a 2 m Dungeoneering Wisdom 7
Endurance Constitution . 6
8 m -1 2 Heal Wisdom . 12
16 History Intelligence . 6
Init — Insight Wisdom . 12
20 5
= —— Intimidate Charisma 2
0 Nature Wisdom 7
Perception Wisdom 7
= = Religion Intelligence . 6 ) 1 )
E Passive Insight Stealth Dexterity 3 Effec.t. Gain a standard action thI'S turn:
- — Special: You are reset to one action point
. . Streetwise Charisma 2 )
m Passive Perception _ _ when you take an extended rest. You gain
Thievery Dexterity 3

an action point each milestone.

Player Name: michi

e indicates a trained skill.

Encounter Special

J

Melee Basic Attack
At-Will # Standard Action

Melee weapon Target: One

creature

Flaming Morningstar: +7 vs. AC, 1d10+3 damage |

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

Keyword: Weapon
Attack: Strength vs. AC
Hit: 1[W] + Str modifier (+2) damage.

Level 21: 2[W] + Str modifier (+2)
damage.

Ranged Basic Attack
At-Will ¢« Standard Action

Crossbow : +6 vs. AC, 1d8+2 damage

Ranged weapon Target: One

creature

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

Keyword: Weapon
Attack: Dexterity vs. AC
Hit: 1[W] + Dex modifier (+2) damage.

Level 21: 2[W] + Dex modifier (+2)
damage.

Lance of Faith
At-Will ¢ Standard Action

Ranged 5 Target: One

creature

Symbol of Life +1: +8 vs. Reflex, 1d8+6 damage |

A brilliant ray of light sears your foe with
golden radiance. Sparkles of light linger
around the target, guiding your ally's attack.

Keywords: Divine, Implement, Radiant
Attack: Wisdom vs. Reflex

Hit: 1d8 + Wis modifier (+5) radiant
damage, and one ally you can see gains a +2
power bonus to his or her next attack roll
against the target.

EREORRNORE—ALBRIAT 2 ROKED -V +20/87 -
K-+ A%B5,

Additional Effects

Additional Effects

Additional Effects

Basic Attack Basic Attack Cleric Attack 1
Righteous Brand Cause Fear Command
At-Will # Standard Action Encounter ¢ Standard Action Encounter ¢ Standard Action

Flaming Morningstar: +7 vs. AC, 1d10+3 damage
Melee weapon Target: One

creature

Symbol of Life +1: +8 vs. Will

Ranged 10 Target: One

creature

Symbol of Life +1: +8 vs. Will

Ranged 10 Target: One

creature

You smite your foe with your weapon and
brand it with a ghostly, glowing symbol of
your deity's anger. By naming one of your
allies when the symbol appears, you add
divine power to that ally's attacks against the
branded foe.

Keywords: Divine, Weapon
Attack: Strength vs. AC

Hit: 1[W] + Str modifier (+2) damage, and
one ally within 5 squares of you gains a +3
power bonus to melee attack rolls against the
target until the end of your next turn.

Your holy symbol ignites with the fury of your
god. Uncontrollable terror grips your enemy,
causing it to instantly recoil.

Keywords: Divine, Fear, Implement
Attack: Wisdom vs. Will

Hit: The target is compelled to take a free
action to move as far away from you as it can,
moving a number of squares equal to its speed
+ your Cha modifier (+0). It avoids hindering
terrain and difficult terrain if it can. This
movement is not considered forced movement,
so it provokes opportunity attacks.

You utter a single command backed by divine
will that requires obedience from your foe,
directing it to move as you wish or to fall to
the ground.

Keywords: Charm, Divine, Implement
Attack: Wisdom vs. Will

Hit: The target is dazed until the end of your
next turn. In addition, you can either slide
the target a number of squares up to 3 +
your Cha modifier (+0) or knock the target
prone.

Additional Effects
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Additional Effects
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Cleric Attack 1

ICleric Attack 1

Used O

Cleric Attack 3

Used'I:l
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Symbol of Life +1: +8 vs. Will
Close burst 3 Target: Each enemy

in the burst

You release a burst of divine energy that
weakens your foes even as it heals your allies.
The energy lingers within your holy symbol for a
short time, improving your ability to heal your
allies.

Keywords: Divine, Healing, Implement
Attack: Wisdom vs. Will

Hit: The target is weakened until the end of its
next turn.

Effect: You and each ally in the burst regain 5 hit
points. Until the end of the encounter, whenever
you restore hit points with a healing power, the
recipient regains 5 additional hit points.

Healing Word
Encounter (Special) ¢ Minor Action

Unarmed: 3

Close burst 5 (10 at
11th level, 15 at 21st
level)

Target: You or one
ally in the burst

You utter a soothing word that mends
wounds of the body and spirit.

Keyword: Healing

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

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

HR: BRBIELOBEALHEEL, 1d6+55<BH

/N

Divine Fortune
Encounter ¢ Free Action

Personal

In the face of peril, you hold true to your
faith and receive a special boon.

Keywords: Channel Divinity, Divine

Effect: You gain a +1 bonus to your next
attack roll or saving throw before the end of
your next turn.

Special: You can use only one channel
divinity power per encounter.

WR:EREORTL I 1BORED— Ve —TR+1R-F R,
L, EREFONTEZTOO-LVET,

Additional Effects

EREFRVCEROBANO%RLLEIX10h p #EAL., BBRTH
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Additional Effects

Additional Effects

Cleric Attack 1

Used [ [Cleric Utility

7
Used O O

7
[Cleric Feature Used [

Heroic Effort
Encounter ¢ No Action

Personal

Turn Undead

Your grim focus and unbridled energy means
that failure is not an option.

Trigger: You miss with an attack or fail a
saving throw.

Effect: You gain a +4 racial bonus to the
attack roll or the saving throw.

FYA-  BEORED - Vi -V IKERLE L E,
WEERZORBU -k — T K HAOBER—F X% BB,

Encounter ¢ Standard Action

Symbol of Life +1: +8 vs. Will, 1d10+6 damage
Close burst 2 (3 at
11th level, 5 at 21st
level)

Target: Each
undead creature in
the burst

You sear undead foes, push them back, and root
them in place.

Keywords: Channel Divinity, Divine, Implement,
Radiant

Attack: Wisdom vs. Will

Hit: 1d10 + Wis modifier (+5) radiant damage,
and you push the target a number of squares up to
3 + your Cha modifier (+0). The target is
immobilized until the end of your next turn.
BEE3TAHLYY.

NTEZ THIFRVWREILT 2
Special: You can use only one channel divinity
power per encounter.

Miss: Half damage.

P4l Divine Aid
| g
N

Encounter ¢ Standard Action

Ranged 5 Target: You or one

ally

You request your deity to grant you or one of
your allies the strength to overcome a
hindrance.

Keyword: Divine

Effect: The target makes a saving throw with
a bonus equal to your Cha modifier (+0).

BRIEL—TETRI I TES

Additional Effects

Additional Effects

Additional Effects

Human Racial Power

Cleric Feature

S
Used O

Cleric Utility 2

Inspiring Word

Daily ¢ Minor Action

Cloak of Resistance +1

Neck Slot Item ¢ Level 2

Chainmail of Cleansing +1

Armor ¢ Level 3

Unarmed:

Close burst 5 (10 at
11th level, 15 at 21st
level)

Target: You or one
ally in the burst

You call out to a wounded ally and offer
inspiring words of courage and determination
that invigorates your comrade.

Keywords: Healing, Martial
Effect: The target can spend a healing surge
and regain 1d6 additional hit points.

BRIELOREAEERATE, ZhikLY1dohpE<
EHETE 2,

Additional Effects

Warlord Feature

>
Used O O

Enhancement: +1 Fortitude, Reflex,
and Will
Power + Daily (Minor Action)

Gain resist 5 to all damage until the start
of your next turn.
EONTSE TLTORMOENRS.R S,

Armor Bonus: 6
Check: -1

Speed: -1
Enhancement: +1 AC

Properties

Add a +2 item bonus to your saving
throws against ongoing damage.




Symbol of Life +1
Holy Symbol ¢ Level 2

Medallion of Faith+1

Enhancement: +1 attack rolls and
damage rolls
Critical: +1d6 damage per plus

Trigger: You hit an enemy with an attack
made with this holy symbol.

Effect: Until the end of your turn, any
creature healed by your encounter
powers and daily powers regains 1d6
additional hit points.
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Consumable ¢ Level 5

Potion of Healing

Drink this potion and spend a healing
surge. Instead of the hit points you
would normally regain, you regain 10 hit
points.

EEAEIOT, BEALHELTRETES,

Flaming Morningstar +1
Weapon ¢ Level 5

Damage: 1d10

Proficiency Bonus: 2
Enhancement: +1 attack rolls and
damage rolls

Critical: +1d6 fire damage per plus

CORBRLLI-TEZONELTOSA-YIE [X] &
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Power (Fire) ¢ Daily (Free Action)
Trigger:Z2#zoRETey b LEL S
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