DUNGEONS §DRAGON

Character Sheet

Player Name

Saevel Moondown 19 Warlock Doomsayer | 119,000|
Character Name Level Class Paragon Path Epic Destiny Total XP
Half-EIf Medium 35 Male Good Mystra

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

INITIATIVE

DEX 1/2LVL

DEFENSES
1/;°LTIL ARA’gfI).RI CLASS FEAT

191 6

SCORE

Initiative

CONDITIONAL MODIFIERS

MISC

SCORE
DEFENSE

AC

ENH

4

MISC _ MISC

CONDITIONAL BONUSES
+2 AC against opportunity attacks
EAT __ENH

DEFENSE 1/2L:IL ABIL _CLASS FI
@ FORT REA I 2

ABILITY SCORE

SCORE ABILITY

11 SR

Strength

ABIL MOD MOD +1/2LVL

MISC _ MISC

5]
N

MOVEMENT

SCORE BASE ARMOR ITEM MISC
n Speed (squares) I
SPECIAL MOVEMENT

+2 Speed when you charge or run

CONDITIONAL BONUSES

14 EKe{e)\

Constitution

DEX

Dexterity

10+
1/2LVL _ABIL _CLASS FEAT _ENH

191411

DEFENSE

REF

MISC _MISC

|

19 INT

Intelligence

WIS

Wisdom

Y3 CHA

Charisma

CONDITIONAL BONUSES

10+
1/2LVL ABIL CLASS FEAT ENH

1917111214

DEFENSE MISC _ MISC

| 14
|19
9

CONDITIONAL BONUSES

M EIEE,
D EIE L

ACTION POINTS

|

HIT POINTS

MAX HP HEALING SURGES MILESTONES ACTION POINTS
BLOODIED SURGE VALUE SURGES/DAY Action Points 1 2
2 3
116 58 29 | | 8 ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS
112 HP 1/4 HP
CURRENT HIT POINTS CURRENT SURGE USES

RACE FEATURES

Dilettante - Choose at-will power from other class; use as

encounter power.

SECOND WIND 1/ENCOUNTER

|

SCORE PASSIVE SENSE BASE SKI US
by2ll Passive Insi 10 + 12
24 14

SPECIAL SENSES
Low-light Vision

ATTACK WORKSPACE

ABILITY: \Melee Basic Attack - Unarmed

ATT BONUS 1/2LVL ABIL CLASS PROF FEAT ENH MISC
+ 9 90 0
ABILTY: Ranged Basic Attack - Unarmed
ATT BONUS 1/2LVL ABIL CLASS PROF FEAT ENH MISC
+ 9 990
DAMAGE WORKSPACE

ABILITY: \Melee Basic Attack - Unarmed
DAMAGE ABIL  FEAT

1d4 0

ABILITY: Ranged Basic Attack - Unarmed

ENH _MISC __MISC

TEMPORARY HIT POINTS

Dual Heritage - Count as elf, half-elf, and human for

choosing feats.

SAVING THROW MODS  +1 to all Saving throws Group Diplomacy - Allies within 10 get +1 to Diplomacy.

Diplomacy Bonus

RESISTANCES Resist 10 Necrotic .
Insight Bonus

CLASS / PATH / DESTINY FEATURES

Eldritch Blast - Use eldritch blast as an at-will power and as

CURRENT CONDITIONS AND EFFECTS

SKILLS

ABILMOD TRND ARMOR

as a basic attack.

Eldritch Blast Charisma - Use CHA for Eldritch Blast

BONUS  SKILL NAME +12LVL  (+5)  PENALTY MISC
El Acrobatics DEX El El _ 2 Eldritch Pact - Choose a pact, which determines an at-will
Arcana INT na  spell, your pact boon, and bonuses to certain powers.
El Athletics STR EI El 2 Star Pact - Dire radiance spell; Fate of the Void boon:
IZI Bluff CHA wa cursed foe dropped to 0 hp gives you +1 on one d20 roll
Diplomacy cHA El e L during your next turn (+2 for two foes, etc.).
Prime Shot - If no allies are closer to target than you, get +1
Dungeoneering  wis IZI e L on ranged attacks against that target.
El Endurance o El 2 Shadow Walk - On your turn, if you move 3+ squares from
Heal wis Iﬂ ma 2 starting square, gain concealment until end of your next turn.
History INT nfa. __ Warlock's Curse - Once per turn (minor), curse nearest foe
Izl Insight wIS II] n/a L you can see; deal extra damage to cursed foes.
El Intimidate CHA n/a Doomsayer's Proclamation - Foes within 10 makes two
Nature Wis II] na 2 saving throws against fear effects and use lower
Perception wis El n/a L Doomsayer's Oath - When bloodied, +2 to attacks with fear
EI Religion INT IZ] na 2 poren - -
Doomsayer's Action - When you spend action point to take
El Stealth BEX Izl El L action, deal Curse damage to all cursed foes
swonwse  om [10] [o] v 2
El Thievery DEX El El -z Common, Elven, Damaran

Saevel Moondown Page 1

DAMAGE ABIL _FEAT ENH MISC MISC
1d4 0
BASIC ATTACKS

ATTACK DEFENSE WEAPON OR POWER DAMAGE
20 |vs| Ref | Eidritch Blast (Rod of Reaving 1d10+11
12 |vs| AC Dagger (Melee) 1d4
12 [vs| AC Dagger (Range) 1d4
9 [vs| AC | Unarmed (Melee) 1d4

FEATS

Improved Fate of the Void - Pact boon grants additional +1

bonus to die roll

Human Perseverance - +1 to saving throws

Improved Initiative - +4 to initiative checks

Mounted Combat - Gain access to the special abilities of

your mount

Jack of All Trades - +2 to untrained skill checks

Fast Runner - +2 to speed when you charge or run

Wintertouched - Gain combat advantage against foe

vulnerable to cold

Great Fortitude - +2 to Fortitude defense

Improved Second Wind - Heal 5 additional damage with

second wind

Defensive Mobility - +2 to AC against opportunity attacks
Iron Will - +2 to Will defense




PO R D
List your powers below.

Check the box when the power is used.
Clear the box when the power renews.

MAGIC ITEM INDEX

List your powers below.
Check the box when the power is used.
Clear the box when the power renews.

Dark One's Own Luck

Shielding Shades

Accursed Shroud

Infuriating Elu

siveness

Daily ltem Powers Per Day

Eldritch Blast WEAPO! Rod of Reaving +4 (Off-hand) (E) O
Dire Radiance WeAROT |:|
Fate of the Void et O
Warlock's Curse WEAPO! |:|
ARMOR Laughing Death Leather Armor +4 (E) |:|
ARMS D
O R PO R = O]
Magic Missile |:| HANDS |:|
Sign of Ill Omen N O
Fates Entwined | NEK Ornament of Alertness +4 (E) |
Soul Flaying |:| RING |:|
Delban's Eye |:| RING |:|
D WAIST D
DAILY POWER 0
Thief of Five Fates | |
Tendrils of Thuban |:| |:|
Wrath of Acamar |:| |:|
O O
O O
O O
POWER 0
Fiendish Resilience |:| |:|
O O
O O
O O

O

O

O

O

Heroic (1-10) |:| Milestone / / /
Paragon (11-20) |:| D Milestone / / /
Epic(21-30)  [J[J[J Milestone ARy

OTHER EQUIPMENT RITUALS / ALCHEMY

Adventurer's Kit

Dagger (E)

COINS AND OTHER WEALTH
Money on hand: 100 gp

Stored money: 0 gp

Encumbrance: 18 / 110
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CHARACTER PORTRAIT

PERSONALITY TRAITS

Though you still have a single-minded hatred of the
Zhentarim (one of the premier evil organizations of the
Realms), you've mellowed as you've grown in power, dealing
some impressive blows to the Zhents in your travels. You
wield incredible powers, granted to you by things from
beyond the stars you'd rather you'd never met. Impatient,
and usually able to get people to do what you want--one way
or another--you've gotten the group into hot water before, but
you all have always come out on top.

MANNERISMS AND APPEARANCE

Extremely thin, with dark hair, there's something about you
that draws people to you. You frequently look over you
shoulder, almost certain that someone--or something--is
watching you at all times, though you try to dismiss it.

CHARACTER BACKGROUND

COMPANIONS AND ALLIES

Working with your companions, you not only discovered
great wealth and power, you also dealt several blows to the
Black Network, whether by killing commanders, or
destroying trade outposts.



CHARACTER NAME
Saevel Moondown

PLAYER NAME

RACE

Half-Elf

Passive
Insight

Passive
Perception

PLAY DATA

Eldritch Blast

ENCOUNTER SPECIAI

Dire Radiance

Second Wind

KEYWORDS

Personal

Standard '|' 3’
3 RANGE

ACTION | %€

Self
ATTACK DEFENSE TARGET

Effect: You spend a healing surge and regain 29
hit points. You gain a +2 bonus to all defenses
until the start of your next turn.

ADDITIONAL EFFECTS

ENCOUNTER ACTION

Fate of the Void

KEYWORDS
Arcane, Implement

KEYWORDS .
Arcane, Fear, Implement, Radiant

KEYWORDS

Standard 4 10
ACTION | & 3¢

Ranged 10
RANGE

Standard 4 10
ACTION | €

Ranged 10
RANGE

Personal

Free '|' “3'
3 RANGE

ACTION | €

20 vS  Reflex One creature
ATTACK DEFENSE TARGET

One creature
TARGET

15 vs Fort
ATTACK DEFENSE

ATTACK DEFENSE TARGET

Attack: Charisma or Constitution vs. Reflex

Hit: 1d10 + Charisma or Constitution modifier damage.

Increase damage to 2d10 + Charisma or Constitution

modifier 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.

Rod of Reaving +4: +20 attack, 1d10+11 damage

Attack: Constitution vs. Fortitude

Hit: 1d6 + Constitution modifier (+2) radiant
damage. If the target moves nearer to you on its
next turn, it takes an extra 1d6 + Constitution
modifier (+2) damage.

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

Rod of Reaving +4: +15 attack, 1d6+6 damage

Prerequisite: Star Pact
Trigger: An enemy under your Warlock's Curse is
reduced to 0 hit points or fewer
Effect: You gain a +1 bonus to any single d20 roll
you make during your next turn (attack roll, saving
throw, skill check, or ability check). If you don't use
this bonus by the end of your turn, it is lost.

This bonus is cumulative; if three cursed enemies
drop to 0 hit points or fewer before your next turn,
you gain a +3 bonus to a d20 roll during your turn.

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)
+1 to attack rolls if none of your allies are closer to the target - Prime
Shot.

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)

+1 to attack rolls if none of your allies are closer to the target - Prime Shot.

+2 to attack rolls when you are bloodied - Doomsayer's Oath.

ADDITIONAL EFFECTS

CLASS
Warlock

AT-WILL POWER

LEVEL BOOK
[== 1 [ pr

Warlock's Curse

CLASS LEVEL BOOK
Warlock [== 1 [ pr

AT-WILL POWER

Magic Missile

CLASS
Warlock

AT-WILL POWER

Sign of lll Omen

KEYWORDS

KEYWORDS
Arcane, Force, Implement

KEYWORDS
Arcane, Implement

Minor
ACTION

RANGE

Standard 4 20
ACTION | €

Ranged 20
RANGE

Standard '|'
ACTION | <

Ranged 10

10
3 RANGE

ATTACK DEFENSE TARGET

One creature
TARGET

13 vS  Reflex
ATTACK DEFENSE

One creature
TARGET

20 will
ATTACK DEFENSE

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.

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

1st-10th : +1d6

11th-20th : +2d6

21st-30th : +3d6

Attack: Intelligence vs. Reflex

Hit: 2d4 + Intelligence modifier (+4) force
damage.

Increase damage to 4d4 + Intelligence modifier
(+4) at 21st level.

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

Unarmed: +13 attack, 2d4+4 damage

Attack: Charisma vs. Will
Hit: 2d6 + Charisma modifier (+7) damage, and
the target must roll twice for its next attack and
use the lower of the two rolls.

Star Pact: When the target rolls twice, it takes a
penalty to both rolls equal to your Intelligence
modifier (+4).

Rod of Reaving +4: +20 attack, 2d6+11 damage

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)
+1 to attack rolls if none of your allies are closer to the target - Prime

|LEVEL . IBOOK PH

AT-WILL POWER
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CLASS

Shot.
Warlock [==7 [P

® | ENCOUNTER POWER




Fates Entwined

Soul Flaying

Delban's Eye

KEYWORDS .
Arcane, Fear, Implement, Psychic

KEYWORDS .
Arcane, Implement, Necrotic

KEYWORDS
Arcane, Cold, Implement

Standard i 5
ACTION | & 8¢

Ranged 5
RANGE

Standard 10
ACTION | €

Ranged 10
RANGE

Standard $ 10
ACTION | < 3¢

Ranged 10
RANGE

20 vs will
ATTACK DEFENSE

One creature
TARGET

One creature
TARGET

15 vs will
ATTACK DEFENSE

One creature
TARGET

20 Vs Fort
ATTACK DEFENSE

Attack: Charisma vs. Will

Hit: 2d8 + Charisma modifier (+7) psychic
damage. Until the end of your next turn, when you
take damage, the target takes half that amount of
psychic damage.

Rod of Reaving +4: +20 attack, 2d8+11 damage

Attack: Constitution vs. Will
Hit: 2d8 + Constitution modifier (+2) necrotic
damage, and the target is weakened until the end
of your next turn.

Infernal Pact: The attack deals extra damage
equal to your Intelligence modifier (+4).

Rod of Reaving +4: +15 attack, 2d8+6 damage

Attack: Charisma vs. Fortitude

Hit: 3d10 + Charisma maodifier (+7) cold damage,
and the target is marked until the end of your next
turn. The target loses concealment and total
concealment while marked.

Star Pact: All attacks against the target deal an
extra 1d6 + Charisma modifier (+7) damage while
it is marked by the power.

Rod of Reaving +4: +20 attack, 3d10+11 damage

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)
+1 to attack rolls if none of your allies are closer to the target - Prime Shot.
+2 to attack rolls when you are bloodied - Doomsayer's Oath.

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)
+1 to attack rolls if none of your allies are closer to the target - Prime
Shot.

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)
+1 to attack rolls if none of your allies are closer to the target - Prime
Shot.

CLASS
Doomsayer

ENCOUNTER POWER

Thief of Five Fates

CLASS
Warlock

ENCOUNTER POWER ®

Wrath of Acamar

CLASS BOOK

Warlock Dragon 366

ENCOUNTER POWER

Tendrils of Thuban

KEYWORDS
Arcane, Implement

KEYWORDS . .
Arcane, Implement, Necrotic, Teleportation

KEYWORDS
Arcane, Cold, Implement, Zone

Standard 4 10
ACTION | & 3¢

Ranged 10
RANGE

Standard $ 10

| Ranged 10
ACTION | € ¢

RANGE

Standard o100
ACTION | < 1 4%

Area burst 1 within 10 squares
RANGE

20 will
ATTACK DEFENSE

One creature
TARGET

One creature
TARGET

20 vs  Reflex
ATTACK DEFENSE

Each creature in burst
TARGET

15 Fort
ATTACK DEFENSE

Attack: Charisma vs. Will

Hit: Until the end of your next turn, whenever the
target makes a saving throw or an attack roll, you
roll a d20 without modifiers. If your result is higher
than the target's unmodified die roll, the target's
attack misses or the target's saving throw fails.
Sustain Minor: Make a Charisma vs. Will attack
against the target. On a hit, the effect continues.
On a miss, the effect ends.

Rod of Reaving +4: +20 attack

Attack: Charisma vs. Reflex

Hit: 4d10 + Charisma modifier (+7) necrotic
damage, and the target disappears into a starry
realm (save ends).

Special: While in the starry realm, the target cannot
take actions, cannot be targeted, and takes 1d10
necrotic damage at the start of its turn. On a save, it
returns to the space it was last in. If that space is
occupied, the target returns to the nearest
unoccupied space of its choice.

Rod of Reaving +4: +20 attack, 4d10+11 damage

Attack: Constitution vs. Fortitude

Hit: 4d10 + Constitution modifier (+2) cold damage,
and the target is immobilized (save ends).

Effect: The burst creates a zone of tendrils that lasts
until the end of your next turn.

Sustain Minor: Make a Constitution vs. Fortitude
attack against all targets within the zone. On a hit,
the target takes 1d10 + Constitution modifier (+2)
cold damage and is immobilized (save ends).

Rod of Reaving +4: +15 attack, 4d10+6 damage

ADDITIONAL EFFECTS

+1 to attack rolls if none of your allies are closer to the target -
Prime Shot.

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)
+1 to attack rolls if none of your allies are closer to the target - Prime
Shot.

ADDITIONAL EFFECTS

+2d6 to damage once per round (Warlock's Curse)
+1 to attack rolls if none of your allies are closer to the target - Prime

CLASS
Warlock

DAILY POWER

LEVEL BOOK
R

Fiendish Resilience

CLASS
Warlock

DAILY POWER

|LEVEL 19 |BOOK PH

Dark One's Own Luck

Shot.
CLASS |LEVEL 15 |BOOK PH

Warlock
DAILY POWER

Shielding Shades

KEYWORDS
Arcane

KEYWORDS
Arcane

| USED

KEYWORDS
Arcane

Minor Personal
ACTION RANGE

H AT-WILL Il ENCOUNTER DAILY

Effect: You gain temporary hit points equal to 5 +
your Constitution modifier (+2).

Free Personal
ACTION RANGE

H AT-WILL Il ENCOUNTER DAILY

Trigger: You make a roll you dislike

Effect: Reroll the attack roll, skill check, ability
check, or saving throw, using the higher of the two
results.

Imm React Personal
ACTION RANGE

H AT-WILL Il ENCOUNTER DAILY

Trigger: You are hit by an attack

Effect: Reduce the attack's damage to 0. If the
attack targets other creatures, they take damage
as normal.

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

CLASS
Warlock

UTILITY POWER

Saevel Moondown

CLASS
Warlock

UTILITY POWER
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CLASS
Warlock

® | UTILITY POWER




Accursed Shroud

Infuriating Elusiveness

KEYWORDS
Arcane

| USED

KEYWORDS

. N USED
Arcane, lllusion, Teleportation |

Standard
ACTION

Ranged 5
RANGE

B AT-WILL B ENCOUNTER DAILY B AT-WILL ENCOUNTER /Il DALY

Target: One creature

Effect: You place your Warlock's Curse upon the
target. In addition, it must reroll any successful
attack it makes while affected by your curse and
take the new result.

Personal
RANGE

Move
ACTION

Effect: You become invisible and then teleport 4
squares. The invisibility lasts until the start of your
next turn.

ADDITIONAL EFFECTS

ADDITIONAL EFFECTS

CLASS
Doomsayer

UTILITY POWER

Laughing Death Leather Armor +4

2 - - 1
AC BONUS CHECK SPEED QUANTITY
+4 AC 19 Armor
ENHANCEMENT LEVEL TYPE

PROPERTIES

Resist 10 necrotic.

B AT-WILL B ENCOUNTER DAILY

POWER

Power (Daily * Necrotic): Immediate Reaction.
Use this power when struck by a melee attack.
The attacker takes 1d6 necrotic damage per plus
of the armor and also takes a -2 penalty to
Fortitude defense until the end of your next turn.

ITEM SLOT BOOK

WEIGHT 15 PRICE 105000

PH

Body

Saevel Moondown

CLASS
Warlock

UTILITY POWER

Ornament of Alertness +4

AC BONUS CHECK SPEED QUANTITY
+4 Fortitude, Reflex, and Will 18 Neck Slot Item
ENHANCEMENT LEVEL TYPE

PROPERTIES
Gain an item bonus to Perception checks equal to
the ornament's enhancement bonus.

B AT-WILL B ENCOUNTER DAILY

POWER

Power (Daily): Minor Action. Until the end of the
encounter, enemies don't gain the normal +2
bonus to attack rolls when you grant them combat
advantage. They still gain any other benefit of
combat advantage.

ITEM SLOT WEIGHT PRICE BOOK

Neck 0 85000 AV
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Rod of Reaving +4

DAMAGE | PROFICIENT GROUP RANGE
+4 attack rolls and damage rolls | 20 +4d8 damage
ENHANCEMENT LEVEL CRITICAL

PROPERTIES
When you place your Warlock's Curse on a target,
the creature takes 4 damage.

Eldritch Blast: +20 attack, 1d10+11 damage

H AT-WILL Il ENCOUNTER | Il DAILY

POWER

ITEM SLOT WEIGHT BOOK

PRICE 125000 PH

&Dmacons ©

Off-hand 0




