Character Sheet

Player Name Xavier

Eowan 4 Swordmage I 3_750|
Character Name Level Class Paragon Path Epic Destiny Total XP
Eladrin Medium 59 Male Good Corellon Ziruna and the Slave Hunters

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

INITIATIVE | DEFENSES |
DEX

SCORE

1/2 LVL MISC SCORE 10 + ARMOR/

MOVEMENT

SCORE BASE___ARMOR __ITEM MISC

.. DEFENSE  1/2LVL ABIL _CLASS FEAT _ENH _ MISC__MISC
Initiative 121 7 113 n eed (Squares) S
CONDITIONAL MODIFIERS SPECIAL MOVEMENT
CONDITIONAL BONUSES
ABILITY SCORES
FCORE ABLLITY G ML kg V! DEFENSE 1120|.le ABIL  CLASS FEAT __ENH _ MISC__MISC O RS SIVE SERSE SKLLEONUS
NG o~ ME B possive ns
CONDITIONAL BONUSES . .
CQE&L‘! 3:‘ Ej Passive Perception 10 + n
10+ SPECIAL SENSES
DEFENSE  1/2LVL ABIL _CLASS _FEAT misc__misc__ Low-light Vision
DEX 1 3
Dexterity REF 12 4
ATTACK WORKSPACE
Intelligence 4 6 CONDITIONAL BONUSES ABILITY: Melee Basic Attack - Unarmed
AT BONUS 1/2LVL _ABIL _ CLASS PROF _FEAT
10 +
13 WIS 1 3 DEFENSE __1/2LVL_ABIL _CLASS _FEAT _ENH __MISC_Misc_ | 4+ 204
Wisdom
@ WILL vy e 1 ABILITY: Ranged Basic Attack - Unarmed
Chacri!r-nIaA -1 1 CONDITIONAL BONUSES ATT BONUS 1/2LVL ABIL _ CLASS PROF __FEAT _ENH _ MISC
+ 3 2 1

HIT POINTS ACTION POINTS

MAX HP HEALING SURGES MILESTONES ACTION POINTS DAMAGE WORKSPACE
BLOODIED SURGE VALUE SURGES/DAY - Action Points 0 1 ABILTY: -
49 24 12 11 ; 2 Melee Basic Attack - Unarmed
T Tanr ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS DAMAGE ABIL FEAT ENH _ MISC  MISC
CURRENT HIT POINTS CURRENT SURGE USES ld4+4 4
RACE FEATURES ABILITY: Ranged Basic Attack - Unarmed
Trance - Meditate aware 4 hours instead of sleep. DAMACE 31O T T | o 3
SECOND WIND 1/ENCOUNTER 520 M Eladrin Weapon Proficiency - Proficient with longsword. 1d4+1 1
TEMPORARY HIT POINTS
Eladrin Education - Training in any one additional skill.
o - : . BASIC ATTACKS
— ; E—— Eladrin Will - +1 Will; +5 to saving throws against charm. ATTACK DEFENSE WEAPON OR POWER DAMAGE
SAVING THROW MODS  +5 Racial bonus against charm effects Fey Step - Use fey step as an encounter power. vs | AC | Unarmed (Melee) 1d4+4
Fey Origin - Your origin is fey, not natural
RESISTANCES y org 9 Y vs C | Unarmed (Range) 1d4+1

Arcana Bonus

CURRENT CONDITIONS AND EFFECTS HiStOI’y Bonus

SKILLS CLASS / PATH / DESTINY FEATURES

ABILMOD TRND ARMOR

BONUS  SKILL NAME +1/2LVL  (+5) PENALTY misc  Swordbond - Bond with one blade (1 hr.); standard action to
IZI Acrobatics DEX |Z| -1 call to hand (10 squares); fix it in 1 hr.
Arcana INT [z’ n/a 2 Swordmage Aegis - Choose an Aegis.
Athletics STR -1 Aegis of Shielding - Use aegis of shielding as an at-will
E] Bluff CHA @ n/a power.
III Diplomacy A EI wa Swordmage Warding - +1 AC with blade, +3 AC if off-hand
is free; if unconscious, warding ends, restore with rest
E] Dungeoneering  wis E] n/a
EI Endurance CON 4
(2] Hea ws (o] w __
History INT @ na _2
E‘ Insight wis @ n/a
III Intimidate CHA @ L —
E Nature wis @ n/a
Perception WIS n/a
E‘ Religion INT [z' @ n/a
LANGUAGES KNOWN
EI Stealth DEX IZI L
Common, Elven
II] Streetwise CHA El n/a
|Z’ Thievery DEX |Z| 4
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Vs

HEEE
BREE

Vs

FEATS

Armor Proficiency (Hide) - Training with hide armor

Intelligent Blademaster - Use Intelligence instead of

Strength on your basic attacks

Eladrin Soldier - +2 damage and proficiency with

longswords and spears

Xavier



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.

A PO MAGIC ITEMS
Aegis of Shielding WEAPON Magic Longsword +1 (E) O
Sword Burst WEAPON O
Luring Strike WEAPON |:|
WEAPON 0
ARYOR Bloodcut Hide Armor +1 (E) O
ARMS 0
0 PO - 0
Fey Step |:| HANDS |:|
Flame Cyclone |:| HEAD |:|
Transposing Lunge U e Il
o™ O
o™ O
o™ O
DA PO [l
Frost Backlash |:| |:|
O 0
| 0
| 0
U U
U U
> U
Dimensional Warp |:| |:|
O O
O O
O O
|:| Daily Item Powers Per Day

O | |Heroica-100 [ Milestone || /[ | /[ ]/

O | [paragon a1-20) [ ] Milestone || /[ 1/ |/

O [lepic@-30  [JOL Mitestone [ | /[ 17017

OTHER EQUIPMENT RITUALS / ALCHEMY

Bedroll

Flint and Steel

Rations, Trail (20)

Sunrod (6)

Waterskin

Rope, hempen (50 ft.)

Longsword

COINS AND OTHER WEALTH
Money on hand: 34 gp

Stored money: 0 gp
Encumbrance: 78 / 130

Eowan
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CHARACTER PORTRAIT

PERSONALITY TRAITS

MANNERISMS AND APPEARANCE

CHARACTER BACKGROUND

Myth Drannor

This ancient elven kingdom was once the foremost power
north of the Sea of Fallen Stars before it fell into darkness
seven centuries ago. It remained a monster-haunted ruin for
hundreds of years until the sun and moon elves reclaimed
the kingdom shortly before the Year of Blue Fire. Myth
Drannor has flourished since its refounding.

Once per encounter, you can reroll a failed saving throw
against a charm effect.

COMPANIONS AND ALLIES

Grindahl, Dwarf Paladin (Defender)
Jake Hildegarde, Dwarf Barbarian (Striker)
Stijn Ziruna, Dragonborn Warlord (Leader)
Tyrr, Human Wizard (Controller)
Matthijs Lilsy, Halfling Rogue (Striker)

SESSION AND CAMPAIGN NOTES

Xavier



CHARACTER NAME
Eowan

PLAYER NAME
Xavier

RACE . CLASS
Eladrin I Swordmage

Passive
Insight

m Passive
Perception

PLAY DATA

Aegis of Shielding

ENCOUNTER SPECIAL

Sword Burst

Second Wind

KEYWORDS

Personal

Standard + %'
4

ACTION é RANGE

Self
ATTACK DEFENSE TARGET

Effect: You spend a healing surge and regain 12
hit points. You gain a +2 bonus to all defenses
until the start of your next turn.

ADDITIONAL EFFECTS

ENCOUNTER ACTION

Luring Strike

KEYWORDS
Arcane

KEYWORDS
Arcane, Force, Implement

KEYWORDS
Arcane, Weapon

Minor 1 :T
KR

Close burst 2

ACTION RANGE

Standard + a.
LR

Close burst 1
RANGE

ACTION

Standard | * + -‘3'
ACTION é ‘R‘

Melee weapon

RANGE

One creature in burst
ATTACK DEFENSE TARGET

7 vs  Reflex
ATTACK DEFENSE

Each enemy in burst
TARGET

10 AC
ATTACK DEFENSE

One creature
TARGET

Effect: You mark the target. The target remains marked until you use
this power against another target. If you mark other creatures using
other powers, the target is still marked. A creature can be subject to
only one mark at a time. A new mark supersedes a mark that was
already in place.

If your marked target makes an attack that doesn't include you as a
target, it takes a -2 penalty to attack rolls. If that attack hits and the
marked target is within 10 squares of you, you can use an immediate
interrupt to reduce the damage dealt by that attack to any one
creature by an amount equal to 5 + your Constitution modifier (+3).
At 11th level, reduce the damage dealt by 10 + your Constitution
modifier (+3). At 21st level, reduce the damage dealt by 15 + your
Constitution modifier (+3).

Attack: Intelligence vs. Reflex

Hit: 1d6 + Intelligence modifier (+4) force
damage.

Increase damage to 2d6 + Intelligence modifier
(+4) at 21st level.

Magic Longsword +1: +7 attack, 1d6+7 damage

Attack: Intelligence vs. AC

Hit: 1[W] damage. You shift 1 square and slide
the target 1 square into the space you occupied.
Level 21: 2[W] damage.

Effect: Before or after the attack, you can shift 1
square.

Magic Longsword +1: +10 attack, 1d8+3 damage

ADDITIONAL FFFECTS

ADDITIONAL FFFECTS

ADDITIONAL FFFECTS

CLASS

Swordmage IBOOK FRPG

AT-WILL POWER

Fey Step

cLass LEVEL
1

Swordmage

AT-WILL POWER

I‘“’OK FRPG

Flame Cyclone

CLASS
Swordmage

AT-WILL POWER

Transposing Lunge

KEYWORDS .
Teleportation

KEYWORDS .
Arcane, Fire, Implement

KEYWORDS .
Arcane, Teleportation, Weapon

Move Personal

ACTION RANGE

Standard * a.
3 & 3

Close blast 3
RANGE

ACTION

Standard | * 'I' -‘3.

ACTION & 3

Melee weapon

RANGE

ATTACK DEFENSE TARGET

Each creature in blast
TARGET

7 vs  Reflex
ATTACK DEFENSE

10 AC
ATTACK DEFENSE

One creature
TARGET

Effect: Teleport up to 5 squares.

Attack: Intelligence vs. Reflex
Hit: 1d8 + Intelligence modifier (+4) + Strength
modifier (+1) fire damage.

Magic Longsword +1: +7 attack, 1d8+8 damage

Attack: Intelligence vs. AC

Hit: 2[W] + Intelligence modifier (+4) damage,
and you teleport the target into a space adjacent
to you.

Aegis of Shielding: When you use your aegis of
shielding immediate interrupt, you can use this
power against the target as part of the interrupt,
even if the target is beyond your reach.

Magic Longsword +1: +10 attack, 2d8+7 damage

ADDITIONAL FFFECTS

ADDITIONAL FFFECTS

ADDITIONAL FFFECTS

CLASS LEVEL 4

Racial Power

ENCOUNTER POWER

Eowan

cLass LEVEL
1

Swordmage IEOOK FRPG
ENCOUNTER POWER \
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cLass LEVEL
3

Swordmage

ENCOUNTER POWER

I‘“’OK FRPG




Frost Backlash

Dimensional Warp Magic Longsword +1

KEYWORDS
Arcane, Cold, Weapon

KEYWORDS

*

Imm Interry Melee weapon

ACTION RANGE

10 vs  Reflex The creature that hit you
ATTACK DEFENSE TARGET

Trigger: An adjacent creature hits you
Attack: Intelligence vs. Reflex

Hit: 3[W] + Intelligence modifier (+4) cold
damage.

Miss: Half damage.

Magic Longsword +1: +10 attack, 3d8+7 damage

Arcane, Teleportation 1d8 3 Heavy Blade
Minor Close burst 3 DAMAGE | PROFICIENT GROUP RANGE

ACTION RANGE +1 attack rolls and damage rolls | 1 +1d6 damage

B AT-WILL ENCOUNTER B pany ENHANCEMENT LEVEL CRITICAL
PROPERTIES

Target: You and one ally in burst or two allies in Versatile

burst

Effect: Each target teleports into the other's Melee Basic Attack: +10 attack, 1d8+7 damage

space. Both targets must occupy the same size
space, or the power fails.

W AT-wILL Il ENCOUNTER Il pALy

POWER

ADDITIONAL FFFECTS

ADDITIONAL FFFECTS

CLASS
Swordmage

DAILY POWER

Bloodcut Hide Armor +1

3 -1 - 1
AC BONUS CHECK SPEED QUANTITY
+1 AC 4 Armor
ENHANCEMENT LEVEL TYPE

PROPERTIES

POWER

Power (Healing Surge): Minor Action. While you

damage until the end of your next turn.

ITEM SLOT Body WEIGHT 25 PRICE 840 BOOK PH

Eowan

W AT-wILL Il ENCOUNTER Il pALy

are bloodied, use this armor to gain resist 10 to all

CLASS ITEM SLOT

Swordmage One-hand WEIGHT 4 |PRCE 360 890K py

UTILITY POWER
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