CHARACTER SHEET

For Oungcons and Oragons ch Cdicion

CHARACTER NAME Hilding Tveskigg PLAYER NAME Tobias DEeITy Waukeen ALIGNMENT Good
RACE Human AGE 32 GENDER Male SizE Medium HEIGHT 186cm WEIGHT 102kg gg?&fnﬂvcnlIl
Cuass Barbarian e o d LEveL 3 Moo 0]

- - Dex+1/2 Lvi. Misc Base ARMOR Misc SPECIAL MOVEMENT
P 21+ = 6 + + +
Base RaciaL ENHANCE ~ MODIFIER MoD+1/2 LvL

161 0 L3 1] 4]

BasE RACIAL ENHANCE  MODIFIER  MoD+1/2 LvL.

STR

STRENGTH

CONSTITUTIO!
AC 10+12Lve  ARMOR ABIL Crass FEAT ENt Misc Misc  CONDITIONAL BONUSES

Bast  RacAL  EnuANcE  MobIFER Mob+12 Lvi | 17 | o1 1158 3 = + 1 |+ + +[ 2 [+
INT 8 0 | -1 ” 0 | TOTAL  10+12Lvc  Asi Cuass FEAT Enit Misc Misc.  CONDITIONAL BoNusEs
INTELLIGENCE Bast RACIAL  ENHANCE  MODIFIER Mop+1/2 Lvi FORTITUDE 1 1 + 4 + 2 + + 1 + +

Wispom Bask RACIAL  ENHANCE  MODIFIER Mop+1/2 L REFLEX

0 Wit
RaciaL ENHANCE MopIFIER Mop+1/2 Lvr

brc Pones & Str SAVING ChRO

MAX HP  Aooimionar Errects wiis Boobisp  SURGES/DAY P
: ASSIVE
+2 versus Fear INSIGHT -

DEXTERITY

11+ 1 +1 + + 1+ +

11+ 1 + + + 1+ +

CHARISMA

ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS

PASSIVE -
PERCEPTION

SPECIAL SENSES

24

BLooDIED
(1/2 up)

ATTACK DAMAGE
Bonus Da SE DI
USAGE ATTACK DEFENSE  RANGE 12LVL Asi  Ciass Pror  Fear  Eni Misc  DavACEDICE BONUS  Aww  Fear  Ewi o Misc

Basic Attack 1 4 2 EJr 4

‘WEAPON OR POWER ProPERTIES (HIGH CRIT, MAGICAL EFFECTS, ETC.)

. Damage depending on level of expended power.
Daily 1 4 2 ’ E
. Can be used while charging
At-Will 1 4 2 . 4
) Shift 2 squares before attack, after shift target 1 square.
At-Will 1 4 2 4 If raging additional 1d6 damage
. Gain Con temp hp
AtWill 1 4 2 4
Until start of your next turn enemies gain +4 on
Encounter 1 4 2 4 3 attacking you.
Trigger: Reduce enemy to 0 hp.
Encounter 1 + Effect: Charge another enemy
Move speed + 4 and gain +4 to all defenses against OA
Encounter 1 + during this movement
If you or target is bloodied, you deal 1W extra damage
_ Freounter ! ’ . 4
1 aF
R: Drake's Fi Effect:Free basic attack when you reduce enemy to Ohp.
e DiReh [y 1 4 2 + 4 +2 hit when target bloodied
Miss: Half damage
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Yelr) & Jewelry

ASTRAL DIAMONDS ALCHEMICAL REAGENTS................. Common, Elven
PLATINUM PIECES (PP) SANCTIFIED INCENSE........cccevvreunnns

GoLD PIECES (GP) MYSTIC SALVES..

SILVER PIECES (SP) RARE HERBS.....ccoeveiiiieiieieieeen

COPPER PIECES (CP) RESIDUUM.....oviiiiiiiiieieece

ITEM VALUE (Gp) ITEM VALUE (GP) ITEM VALUE (GP) ITEM VALUE (GP)

DANION

T (NOT ON PERSON)

Q1Y  WEIGHT LOCATION ITEM Qry  WEIGHT LOCATION Lever & RoLe
Halberd 1
. SIZE, ORIGIN, & Typi
Hide Armor 1 = SR d
Bestial armor +1 1 INITIATIVE ~ SENSES
AURA
AC HP BLOODIED DAMAGE ~ SPEED AP
I | —
DEFENSES ABILITY SCORES
TotaL Base Bonus SCORE  Mop ScorRE  Mop
Y i PR o =
Y o S
wild= v o
ABILITIES
SKILLS
EQUIPMENT
ALIGNMENT LANGUAGES
ToTAL WEIGHT ToTAL WEIGHT 0.0 Good
RACIAL [-EAT Feacs SKILLS
Key  Totan ABIL + TRND ARMOR
+2 to one ability score of your choice Toughness: Gain +5 additional hp per tier SranL Rl Amumy Bosus  12Lvi (+5) Misc  PENALTY
Bonus At-Will Power: You know one extra at-will Improved Rageblood Vigor: +5 extra temp hp from ACROBATICS 2 4+ X |+
power from your class. Rageblood Vigor /NN 0+ +
Bonus Feat: You gain a bonus feat at 1st level. You must Rising fury: +2dmg when you reduce an enemy to Ohp until A 5 %
meet the feat’s prerequisites. end of your next turn THLETICS il il
Bonus Skill: You gain training in one additional skill BLUFF 2 |+ +
from your class skill list. DIPLOMACY 2+ + 2
quan Defense Bonuses: +1 to Fortitude, Reflex, and D . 0+ -
Will defenses.
ENDURANCE 4 4+ X +
HEAL 0 + 4F
HisTorRY 0 + +
INSIGHT 0 + + 2
INTIMIDATE 2+ X +
NATURE 0 + +
PERCEPTION 0 + X +
RELIGION 0 + +
Armor Proficiencies: Cloth, leather, hide
L B L STEALTH 2+ +
Weapon Proficiencies: Simple melee, military melee
Bonus to Defense: +2 Fortitude STREETWISE 2+ i
Once per round, when you score a critical hit with a THIEVERY 2+ +
barbarian attack power, you can immediately make
a melee basic attack as a free action. You do not have
to attack the same target that you scored a critical . b ieht checks. and . b
hit against. Galp a+2 bonus tg Insight checks, and you gain a +2 bonus to
Feral Might: Rageblood Vigor saving throws against fear effects.

You gain the swift charge power. In addition, whenever you
reduce an enemy

to 0 hit points, you gain temporary hit points equal

to your Constitution modifier. The number of temporary

hit points equals 5 + your Constitution modifier at 11th level
and 10 + your Constitution modifier at 21st level.



