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CON
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Norath Nils H Good

Drakfödd 25 Male Medium 206 120
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Form of Winters Herald Str Fort Melee 4 2 D10 4
+1 AC, Difficult terain burst 2. Hit: targets imobalized
(save ends)

Dragon Breath Str Ref CBL3 4 2 D6 3
Fire

Hurl Dragon Breath Str Ref 10CB2 4 2 D6 3
Fire

Earth Spikes Str AC Melee 4 2 D10 4
Until end of your next turn target and squares dels 5
damage to any enemy entering or in squares.

Warden's Grasp slide target 1 squre. target slowed until end of it's next
turn

Warden's Fury Str Fort Melee 4 2 D10 4
combat advantage for you and your freinds

Weight of Earth Str AC Melee 4 2 D10 4
target slowed until end of your next turn

Strength of Stone Str AC Melee 4 2 D10 4
+3 temp HP

Earthgrasp Strike Str AC Melee 4 2 D10 4
Knocks target prone, can't stand up untill end of my next
turn, d10+4 when first stands stand up

Natures Abundance Cover permanent during encounter close burst 2.
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VALUE (GP)

Common.
Draconic.

0

Good

Skill Bonuses: +2 History, +2 Intimidate
Dragonborn Fury: When you’re bloodied, you gain a +1
racial bonus to attack rolls.
Draconic Heritage: Your healing surge value is equal
to one-quarter of your maximum hit points + your
Constitution modifier.
Dragon Breath: You can use dragon breath as an
encounter power.

Font of life: Make saving throw at both start and end of turn.
No lasting effekt if saving throw have succeded.

Earthstrength: While not wearing heavy armor, can use
Constitution modifier in place of Dexterity or Intelligence
modifier to determine AC.
+When using second wind, gain an additional bonus to AC
equal to Constitution modifier. Lasts until the end of your
next turn.

Hurl breath. Dragonbreath areaburst 2 within 10.
Toughness -1

✕ -1

✕ -1

2

2

✕

✕

-1

-1

-5

-5

-5

-5

-5

-5

0.0

0

0

0

1

2

5

3

3

0

4

0

2

0

3

0

0

2

1

3

1

0

2

9

3

3

0

8

0

4

0

5

5

5

2

0

3

0


