CHARACTER SHEET

For Oungcons and Oragons ch Cdicion

CHARACTER NAME Norath PLAYER NAME Nils H DEITY ALIGNMENT Good
RACE Drakfodd AGE 25 GENDER Male Size Medium HEIGHT 206 ~ WEIGHT 120 CORREN I |:|
Crass Warden oz Lever 3 peer R

INICIACTIVE

DEX+1/2 LvL Misc Misc SPECIAL MOVEMENT
STR[18] 10 4 " 4 [4][ 5] 1] " El:6+ -
STRENGTH BASE RACIAL ENHANCE MOoDIFIER Mop+1/2 LvL

CON 10 313
CONSTITUTION BASE RACIAL ~ ENHANCE  MODIFIER MoD+1/2 LvL
D

AC 10+12Lve  ARMOR ABIL Cass FEAT ENH Misc Misc  CONDITIONAL BONUSES
DEXTERITY

RN i =
Base RACIAL  ENHANCE  MODIFER MODT1/2 LL 19 |1=11 + 6 + + + 4 + + 2

IN 10 1 1 I 1 ” 2 | TOTAL  10+12Lvc  Asi Crass FEAT Ent MisC.  Misc.  CONDITIONAL BONUSES
INTELLIGENCE BasE RACIAL ENHANCE ~ MODIFIER MOD+1/2 LvL FORTITUDE - 1 1 + 4 + 1 + + + +

W

Wispowm Bast RACIAL  Enmance  MobiieR Mobi1/2 Lyt REFLEX : 11 + 1 + 4F 4F + +| 2
10 2 2 WILL=11+2+]+ + + +

Bast RACIAL ENHANCE MoDIFIER MoDp+1/2 LvL
brc Poines & Str RESISCANCE SAVING ThRO
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MAX HP  Avbrmoxat Errecrs i BLoobisn — SURGES/DAY PASSIVE PASSIVE ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS
INSIGHT PERCEPTION
52 SPECIAL SENSES
BLoODIED
(172 up)
ATIACK DAMAGE
‘WEAPON OR POWER ProperTIES (HiGH CRiT, MAGICAL EFFECTS, ETC.)
USAGE ATTACK DEFENSE  RANGE 00N I2Lv. A Ciass Pror  Fear Exi  Misc pRANAGEDice BONS ' awi Fear  Eni Misc
Form of Winters Herald Daily s Melee . 14 ) " 4 (iL AC] El):;ﬁcull terain burst 2. Hit: targets imobalized
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Hurl Dragon Breath Encounter w 10CB2 3

Earth Spikes Until end of your next turn target and squares dels 5
2 Encounter Str || AC | Melee 1 4 2 + 4 damage to any enemy entering or in squares.

slide target 1 squre. target slowed until end of it's next
turn
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Warden's Grasp At-Will I:l vs I:l
Warden's Fury At-Will vs Melee
Weight of Earth At-Will vs Melee
Strength of Stone At-Will vs Melee
Earthgrasp Strike Encounter vs Melee
Natures Abundance Daily D vs D
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combat advantage for you and your freinds
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target slowed until end of your next turn
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+3 temp HP

Knocks target prone, can't stand up untill end of my next
turn, d10+4 when first stands stand up

Cover permanent during encounter close burst 2.
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Weal s & Jewelry Ricual. COMPONENTS (GP LaNGUAG

ASTRAL DIAMONDS ALCHEMICAL REAGENTS................. Common.
Draconic.

PLATINUM PIECES (PP) SANCTIFIED INCENSE........cceeinuene

GoOLD PIECES (GP) MYSTIC SALVES..

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

COPPER PIECES (CP) RESIDUUM.....cooviiiieieiiciieieeee

OtheRr VALUABI
ITEM VALUE (GP) ITEM VALUE (GP) ITEM VALUE (GP) ITEM 'VALUE (GP)

T (NOT ON PERSON)

PANION

ITEM Q1Y  WEIGHT LOCATION ITEM Qry  WEIGHT LOCATION Name LEVEL & RoLE

Size, ORIGIN, & TYPE

INITIATIVE ~ SENSES

AURA
AC HP BLOODIED DAMAGE  SPEED AP
—1 0
DEFENSES ABILITY SCORES
TotaL Base Bonus Score  Mop

ForT m = +
REF m = +
WiLL m = F

ABILITIES
SKILLS
EQUIPMENT
ALIGNMENT LANGUAGES
TotaL WEIGHT TOTAL WEIGHT 0.0 Good
Feacs Skills
. ) o . SKILL NAME Key  Torar ABLt TR ARMOR
Skill Bonuses: +2 History, +2 Intimidate Hurl breath. Dragonbreath areaburst 2 within 10. ABILITY BONUS 1L (#5) Misc  PENALTY
Dragonborn Fury: When you’re bloodied, you gain a +1 Toughness ACROBATICS 1+ + -1
racial bonus to attack rolls. ARCANA 2 I+ +
Draconic Heritage: Your healing surge value is equal X 5 % .
to one-quarter of your maximum hit points + your THLETICS i i -
Constitution modifier. Brurr 30+ +
Dragon Breath: You can use dragon breath as an DIPLOMACY 3+ +
encounter power. DUNGEONEERING 0 + +
ENDURANCE 4 |+ X+ -1
HeAL 0 + 4
HisTory 2 |+ + 2
INSIGHT 0 + 4
INTIMIDATE 3 0+ +12
NATURE 0 + X +
PERCEPTION 0 + X +
RELIGION 2 |+ +
Font of life: Make saving throw at both start and end of turn.
. X . STEALTH 1 |+ + -1
No lasting effekt if saving throw have succeded.
STREETWISE 3 0+ 4
Earthstrength: While not wearing heavy armor, can use THIEVERY 1|+ + -1
Constitution modifier in place of Dexterity or Intelligence
modifier to determine AC. ‘CIONAL INFORCDATION

+When using second wind, gain an additional bonus to AC
equal to Constitution modifier. Lasts until the end of your
next turn.



