Character Sheet

Player Name DM Umli

Tharnoz of the Dark 1 Warlock | 652|
Character Name Level Class Paragon Path Epic Destiny Total XP
Tiefling Medium 18 Male 5'4" 135 Unaligned Keep on the Shadowfell

Race Size Age Gender Height Weight Alignment Deity Adventuring Company RPGA Number
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ACTION POINTS

MAX HP HEALING SURGES MILESTONES ACTION POINTS DAMAGE WORKSPACE
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ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS DAMAGE ABIL FEAT ENH MISC  MISC

1/2 HP 1/4 HP
CURRENT HIT POINTS CURRENT SURGE USES 1d8-1 -1
RACE FEATURES ABILTY: Melee Basic Attack - Unarmed

Infernal Wrath - Use infernal wrath as an encounter power. ~ DAMAGE ABIL _FEAT _ENH__MISC__MISC

OND » O R » Fire Resistance - Resist fire 5 + 1/2 level. I 1d4-1 -1
TEMPORARY HIT POINTS

Bloodhunt - +1 on attacks against bloodied foes.

BASIC ATTACKS
DEA A RO A ATTACK DEFENSE WEAPON OR POWER DAMAGE
SAVING THROW MODS 1 |vs| AC | Quarterstaff 1d8-1
RESISTANCES Resist 5 Fire, 1 |vs| AC | Unarmed (Melee) 1d4-1
CURRENT CONDITIONS AND EFFECTS 2 |vs| AC | Unarmed (Range) 1d4
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SKILLS CLASS / PATH / DESTINY FEATURES
BONUS  SKILL NAME AL e piuary wisc Eldritch Blast - Use eldritch blast as an at-will power and as FEATS

El Acrobatics DEX EI Izl as a basic attack. Ritual Caster - Master and perform rituals

Arcana INT wa 1 Eldritch Blast Constitution - Use CON for Eldritch Blast
Athletics R Izl L Eldritch Pact - Choose a pact, which determines an at-will
Bluff o v 3 spell, your pact boon, and bonuses to certain powers.

Infernal Pact - Hellish rebuke spell; Dark One's Blessing

III Diplomacy CHA . lzl R boon: When cursed foe is dropped to 0 hp, gain temporary

E Dungeoneering  wis E] @ va hp equal to your level.

III Endurance CON EI — Prime Shot - If no allies are closer to target than you, get +1

E Heal WIS EI E n/a  __ onranged attacks against that target.

IZI History INT n/a Shadow Walk - On your turn, if you move 3+ squares from

E Insight WIS EI E na starting square, gain concealment until end of your next turn.

E Intimidate A v Warlock's Curse - Once per turn (minor), curse nearest foe

E Nature wis E E va you can see; deal extra damage to cursed foes.

III Perception wis III EI [ —
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E Streetwise CHA E nfa.
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List vour powers below.
Check the box when the power is used.
Clear the box when the power renews.

MAGIC ITEM INDEX

List vour powers below.
Check the box when the power is used.
Clear the box when the power renews.
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Warlock's Curse WEAPON |:|
ARMOR D
ARMS ]
O PO FeeT D
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OTHER EQUIPMENT RITUALS / ALCHEMY

Adventurer's Kit

Candle

Ritual Book

Leather Armor (E)

Quarterstaff (E)

COINS AND OTHER WEALTH

Money on hand: 4 gp; 9 sp; 9 cp
Stored money: 0 gp
Encumbrance: 55 Ib. / 80 Ib.
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PERSONALITY TRAITS

MANNERISMS AND APPEARANCE

CHARACTER BACKGROUND

Raised by loving foster parents on a remote, isolated farm
outside a remote, isolated village. Knew he was different
(dark blue-black skin, horns, tail - think Nightcrawler-ish), but
his parents loved him and raised him well, without regard to
his tiefling nature. Until a group of men in masks came and
demanded the "demon" be turned over to them. His parents
couldn't protect him, and the men dragged him off when he
was 12 years old (or so). They spent the next 5 years torturing
the "demon," warping his limbs and leaving him physically

COMPANIONS AND ALLIES

SESSION AND CAMPAIGN NOTES

Ruins of Empire (1750xp on completion) - one of you haas
been contacted to locate, explore, and map an old ruined
keep known to be near Winterhaven by a scholar named
Parle Cranewing. It was a keep maintained by the most recent
human empire, Nerath, which fell somewhere near 100 years
ago. He is willing to pay 250gp for a completed rendering of
the Keep.
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CHARACTER NAME Second Wind
Tharnoz of the Dark
PLAYER NAME KEYWORDS USED
DM Umli
RACE Tiefling |Cu\SS Warlock e Standard Personal
ACTION RANGE
HP EEIFY sTr vs self
@ ATTACK DEFENSE TARGET
CON Effect: You spend a healing surge and regain 7 hit
points. You gain a +2 bonus to all defenses until
Spd m DEX the start of your next turn.
16 B
init BTN wis [EETE
16 Fa3T will

ADDITIONAL EFFECTS
m Passive m Passive
Insight Perception
CLASS LEVEL BOOK PH
ENCOUNTE! ECIAL ENCOUNTER ACTION
Eldritch Blast Hellish Rebuke Dark One's Blessing
KEYWORDS Arcane, Implement USED KEYWORDS Arcane, Fire, Implement USED KEYWORDS USED
Standard 10 Ranged 10 Standard 10 Ranged 10 Free Action Personal
ACTION RANGE ACTION RANGE ACTION RANGE
3 vs Reflex One creature 3 vs Reflex One creature vs
ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET

Attack: Charisma or Constitution vs. Reflex

Attack: Constitution vs. Reflex

Prerequisite: Infernal Pact

Hit: 1d10 + Charisma or Constitution modifier (+3) damage.
Increase damage to 2d10 + Charisma or Constitution
modifier (+3) at 21st level.
Special: At 1st level, you determine whether you use
Charisma or Constitution to attack with this power. Once
you make that choice, you can't change it later.

This power counts as a ranged basic attack. When a
power allows you to make a ranged basic attack, you can
use this power.

Trigger: An enemy under your Warlock's Curse is
reduced to 0 hit points or fewer

Effect: You immediately gain temporary hit points
equal to your level.

Hit: 1d6 + Constitution modifier (+3) fire damage. If
you take damage before the end of your next turn,
the target takes an extra 1d6 + Constitution
modifier (+3) fire damage.

Increase damage and extra damage to 2d6 +
Constitution modifier (+3) at 21st level.

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS
+1d6 to damage once per round (Warlock's Curse)
+1 to attack rolls against bloodied foes - Bloodhunt.

ADDITIONAL EFFECTS
+1d6 to damage once per round (Warlock's Curse)
+1 to attack rolls against bloodied foes - Bloodhunt.

CLASS Warlock |LEVEL 1 |BOOK PH CLASS Warlock |LEVEL 1 |BOOK PH CLASS Wal’lOCk |LEVEL 1 |BOOK PH
-WILL POWER
Warlock's Curse Infernal Wrath Diabolic Grasp
KEYWORDS USED KEYWORDS USED KEYWORDS USED
Arcane, Implement
Minor Minor Personal Standard 10 Ranged 10
ACTION RANGE ACTION RANGE ACTION RANGE
Vs vs 3 vs Fort One creature of size Large or smalle
ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET

You can place a Warlock's Curse on the enemy nearest to you that you can see. A cursed
enemy is more vulnerable to your attacks. If you hit a cursed enemy with an attack, you deal
extra damage. You decide whether to apply the extra damage after making the damage roll.
You can deal this extra damage once per round, so if you have dealt Warlock's Curse damage
since the start of your turn, you cannot deal it again until the start of your next turn.

: A Warlock's Curse remains in effect until the end of the encounter or until the cursed enemy
is defeated.

: You can place a Warlock’s Curse on multiple targets over the course of an encounter; each
curse requires the use of a minor action. You can't place a Warlock's Curse on a creature that
is already affected by your or another character's Warlock's Curse.

Attack: Constitution vs. Fortitude

Hit: 2d8 + Constitution modifier (+3) damage, and
you slide the target 2 squares.

Infernal Pact: You slide the target a number of
squares equal to 1 + your Intelligence modifier
(+3).

Effect: You can channel your fury to gaina +1
power bonus to your next attack roll against an
enemy that hit you since your last turn. If your
attack hits and deals damage, add your Charisma
modifier (+3) as extra damage.

As you advance in level, your extra damage increases.
Level : Warlock's Curse Extra Damage

1st-10th : +1d6

11th-20th : +2d6

21st-30th : +3d6

ADDITIONAL EFFECTS
+1d6 to damage once per round (Warlock's Curse)
+1 to attack rolls against bloodied foes - Bloodhunt.

ADDITIONAL EFFECTS ADDITIONAL EFFECTS

CLASS |LEVEL * |BOOK PH CLASS |LEVEL * |BOOK PH CLASS Warlock |LEVEL 1 |BOOK PH

Racial Power

ENCOUNTER POWER
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Armor of Agathys

KEYWORDS
Arcane, Cold

Standard Personal

ACTION RANGE

ATTACK DEFENSE TARGET

Effect: You gain temporary hit points equal to 10 +
your Intelligence modifier (+3). Until the end of the
encounter, an enemy that starts its turn adjacent to
you takes 1d6 + Constitution modifier (+3) cold
damage.

ADDITIONAL EFFECTS

CLASS
Warlock

DAILY POWER
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