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Character Sheet 

Defenses 

Conditional Bonuses 

Hit Points 

MaxHP 
(Bloodied 34 

Current Hit Points 

69 

Healing Surges 
Surge Value Surges/Day 

[[E][[E] 
Current Conditions: 

Combat Statistics and Senses 

Initiative 

Conditional Modifiers: 

Speed 

Passive Insight 

Special Senses: Low-light 

Player Name/RPGA [!] 
Level Draaonborn Blackauard 

Evil male Dragonborn Paladin (Sfackguard) 

----:-:-:-:-:-:---- Medium _Ba_ne-,---,----____ .1 .... 1 ;;;;;;;;;;;;;;;==0===.111 
Weight Size Deity ~ -

Total XP 
Age Height 

Action Points 

Action Points 

D 
Milestones 

0 
Action Points 

1 
1 2 
2 3 

Effect: Gain a standard action this turn . 
Special: You are reset to one action point when you 
take an extended rest. You gain an action point 
each milestone. 

Second Wind (one per encounter) 

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

Death Saving Throw Failures 

D D D 
Saving Throw Mods -

Resistances/Vulnerabilities 

Current Conditions and Effects 

Basic Attacks 

Melee 

Reproachful Greatsword +2 

II 14 II II 1d10+8 II 
Strength vs. AC Damage 

Ranged 

Unarmed 

II 3 II II 1d4 II 
Dexterity vs. AC Damage 

Languages 
Common, Draconic 

13000 

Abilities 

Check 

20 8 

Dexterity [I] 
Arcana Intelligence CJJ 
Athletics Strength DI1 
Bluff Charisma C2J 
Diplomacy Charisma C2J 
Dungeoneering Wisdom LTI 
Endurance Constitution .,f C2J 
Heal Wisdom LTI 
History Intelligence C]J 
Insight Wisdom LTI 
Intimidate Charisma .,; CEI 
Nature Wisdom LTI 
Perception Wisdom CJJ 
Religion Intelligence .,; []] 
Stealth Dexterity [I] 
Streetwise Charisma C2J 
Thievery Dexterity CJJ 



Player Name 

Character Details 

Background 

I 
Theme 

Mannerisms and Appearance 

Personality Traits 

Adventuring Company 

Companions and Allies 

Session and Campaign Notes 

Other Notes 

Dragonborn Blackguard 
Character N arne 

......_, 

I 

I 

Equipment 

Head 

Arms 

Bloodthirst Bracers (heroic tier) 

Main Hand 

I Reproachful Greatsword +2 

Feet 

Other Equipment 
Adventurer's Kit 
Sunrod (2) 
Chain (10ft.) 
Climber's Kit 
Everburning Torch 
Flask (empty) 
Silk Rope (so ft.) (2) 
Crowbar 
Manacles, iron 

Treasure 

7gp; 4 cp 

Neck 

I Amulet of Resolution +1 

OffHand 

Waist 

Armor 

I Bloodiron Plate Armor +2 

Tattoo 

Ki Focus 

Carrying Capacity 
(lbs.) 

Normal ~ 

Heavy ~ 

Max I woo I 



Dragonborn Blackguard 
Player Name Character Name 

Racial Features 

Draconic Heritage 
Add + [Con mod] to healing surge value 

Dragon Breath 

Use dragon breath as an encounter power. 

Dragon Breath Poison 
Dragon Breath deals poison damage 

Class/Other Features 

Dark Menace 
Make a weapon attack vs . an enemy granting 
combat advantage to you: enemy takes [Cha 
mod] extra damage 

Feats 

Heavy Blade Expertise 

When wielding a heavy blade: +1/2/3 (by tier) 
to attack, +2 all defenses vs. opportunity 
attacks 
Weapon Focus (Heavy Blade) 
Gain + 1 damage per tier with Heavy Blades. 

Dragon Breath Strength 
Use STR for Dragon Breath 

Dragonborn Fury 

+ 1 to attacks while bloodied. 

Dragonborn Racial Power 
Gain a dragonborn racial power. 

Spirit of Vice (Domination) 
1/round while you have temp hp: deal [Cha 
mod] damage to yourself prior to your attack 
roll (free action), add +[Cha mod] to that 
attack's damage 

Vice At-Will Power (Domination) 
Gain the Dominator's Strike attack power 

Toughness 

Gain 5 additional hit points, 10 at 11th, 15 at 
21st 

Dragonborn Senses 
Low-light vision, + 1 to Perception 

Improved Shroud of Shadow (Domination) 
Use Shroud of Shadow: gain 2 + [Cha mod] 
additional temporary hp. At lvl 23, Increase to 
5 + [Cha Mod] temp hp 



Dragonborn Blackguard 
Level 7 Dragonborn Paladin (Blackguard) 

~ 
SCORE ABILITY MOD 

20 1-Jhl 5 

13 II·UI 1 

~ 101·~!:1 0 
10 11~11 ° 

~ si~'I~J -1 
181!1!14 

1!1 Passive Insight 

I!J Passive Perception 

Player Name: 

Melee Basic Attack 
At-Will + Standard Action 

~ 
~ 
~ 
~ 

Skills 

Acrobatics Dexterity 

Intelligence 

Strength 

Charisma 

Charisma 

Dungeoneering Wisdom 

Constitution 

Wisdom 

Intelligence 

Wisdom 

Charisma 

Wisdom 

Wisdom 

Intelligence 

Dexterity 

Charisma 

Thievery Dexterity 

• indicates a trained skill. 

Ranged Basic Attack 
At-Will + Standard Action 

• 

1 

Action Point 
Base action points: 1 

Effect: Gain a standard action this turn. 

Special: You are reset to one action point 

when you take an extended rest. You gain 

an action point each milestone. 

Encounter Special 

Dominator's Strike 
At-Will + Standard Action 

Reproachful Greatsword +2: +14 vs. AC, Unarmed: +3 vs. AC, 1d4 damage Reproachful Greatsword +2: +14 vs. AC, 
1d 10+8 damage 

Melee weapon Target : One 
creature 

You resort to the simple attack you learned 
when you first picked up a melee weapon . 

Keyword: Weapon 

Attack: Strength vs. AC 

Hit: l[W] + Str modifier ( +5) damage. 

Level 21: 2[W] + Str modifier (+5) 
damage. 

Add itional Effects 

+1 Racial bonus to attack rolls whil e you are bloodied+ Dragonborn 

Fury . 
+4 damage against an enemy granting com bat advantage to you • Dark 

Menace. 

Basic Attack 

Vengeance Strike 
At-Will + Standard Action 

Reproachful Greatsword +2: +14 vs. AC, 
1d10+8 damage 

Melee weapon Target : One 
creature 

As your enemies press in upon you, your soul 
is filled with vengeance, and you use that 
strength to lash out. 

Keywords: Divine, Shadow, Weapon 

Attack: Strength vs. AC 

Hit: l[W] + Str modifier ( +5) damage. You 
gain a power bonus to the damage roll equal 
to twice the number of enemies adjacent to 
you (maximum of +8). 

Add it ional Effects 

+1 Racial bonus to attack rolls while you are bloodied· Dragonborn 
Fury. 
+4 damage against an enemy granting combat advantage to you - Dark 

Menace. 

Paladin Attack 1 

Ranged weapon Target: One 
creature 

You resort to the simple attack you learned 
when you first picked up a ranged weapon. 

Keyword: Weapon 

Attack: Dexterity vs. AC 

Hit: l[W] + Dex modifier ( +0) damage. 

Level 21: 2[W] + Dex modifier ( +0) 
damage. 

Ad ditional Effects 

+ 1 Racial bonus to attack rolls while you are bloodied - Dragon born 

Fury. 
+ 4 damage against an enemy granting combat advantage to you - Dark 

Menace. 

Personal 

The dark coldness at the heart of your vice 
makes your strike all the more crippling. 

Keywords: Cold, Divine, Necrotic, Shadow 

Trigger: You target an enemy with an at-will 
weapon attack power. 

Effect: The target takes cold and necrotic 
damage equal to 2 +your Cha modifier (+4). 
If the triggering attack hits, the target also 
takes ongoing 5 cold and necrotic damage 
(save ends) . 

Level 7: 4 + Cha modifier (+4) cold and 
necrotic damage. 

Ad d itional Effects 

1d10+8 damage 

Melee weapon Target: One 
creature 

You are toughened as you prove your 
superiority. 

Keywords: Divine, Shadow, Weapon 

Attack: Strength vs. AC 

Hit: l[W] + Str modifier ( +5) damage. You 
gain temporary hit points equal to your Cha 
modifier (+4) . 

Additional Effects 

+1 Racial bonus to attack rolls while you are bloodied · Dragonborn 
Fury . 
+ 4 damage against an enemy granting combat advantage to you • Dark 
Menace. 

Reproachful Greatsword +2: +14 vs. Will, 
2d10+8 damage 

Melee weapon Target: One 
creature 

Your strike worms its way into your enemy's mind, 
turning it against its erstwhile allies. 

Keywords: Charm, Div ine, Psychic, Shadow, 
Weapon 

Attack: Strength vs. Will 

+ 

Hit: 2[W] + Str modifier ( +5) psychic damage, and 
you slide the target up to 2 squares. One enemy 
adjacent to the target at the end of the slide then 
takes 10 damage. 

Miss: Half damage, and you can slide the target 1 
square. One enemy adjacent to the target at the 
end of the slide then takes 5 damage. 

Addi t ional Ef fects 

+1 Racial bonus to attack rolls while you are bloodied- Dragonborn 

Fury. 
+ 4 damage against an enemy granting combat advantage to you - Dark 

Menace. 
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Dragon Breath 
Encounter + Minor Action 

Unarmed: +10 vs . Reflex, 1d6+1 damage 

Close blast 3 Target : Each 
creature in the blast 

As you open your mouth with a roar, the deadly 
power of your draconic kin blasts forth to engulf your 
foes. 

Keyword: Varies 

Attack: Strength, Constitution, or Dexterity vs. 
Reflex. You gain a +2 bonus to the attack roll. 

Hit: 1d6 +Con modifier (+ 1) damage. 

Special: When you create your character, choose 
Strength, Const itution, or Dexterity as the ability 
score you use when making attack ro ll s with this 
power. You also choose the power's damage type: 
acid, cold , fire, lightning, or poison. These two 
choices remain throughout your character's life and 
do not change the power's other effects. 

Additional Effects 

+ 1 Racial bonus to attack rolls while you 

are bloodied - Dragonborn Fury. 

Acrid smoke disperses to reveal a creature called from the 
vice that dwells in your heart. 

Keywords: Conjuration, Shadow 

Effect: You conjure a Small servant in an unoccupied square 
in the burst. The servant lasts until the end of the encounter. 
The servant occupies its square and can be attacked. Its 
defenses equal yours, and it is destroyed if it is hit by an 
attack. Creatures other than you grant combat advantage 
while adjacent to the servant. 

You can give the servant the following commands. 

Move Action (Teleportation) : The servant teleports up to 
6 squares. 

Minor Action: The servant tries to answer a question you 
pose to it. The DM determines a DC for the question, and you 
roll a d20 and add 7 + one-half your level. For every dai ly 
magic item power sacrificed by you or an ally with in 5 
squares of the servant, the servant gains a +5 bonus to the 
check. You can take this minor action a number of times per 
day equal to your Cha modifier (+4). 

Add itional Effects 

Enhancement: + 1 Fortitude, Reflex, 

and Will 

Use this power when you fail a saving 

throw. Reroll the saving throw, using the 

second result even if it's lower. 

Shroud of Shadow 
Encounter + Minor Action 

Personal 

A misty cloud of gloom swirls about you, 
confounding your enemies and fortifying your 
resolve. 

Keyword: Shadow 

Effect: You gain partial concealment until the 
end of your next turn . You also gain 5 
temporary hit points. 

Improved Shroud of Shadow 
(Domination): When you use your shroud of 
shadow, you gain additional temporary hit 
points equa l to 2 +your Cha modifier (+4). 
At 23rd level, the additional temporary hit 
points increase to 5 + you r Cha modifier 
(+4). 

Additional Effects 

You radiate crushing dread so powerful that 
your enemies cannot bear to be near you. 

Keywords: Fear, Shadow 

Effect: Until the end of the encounter, when 
you hit any enemy with an at-will melee 
attack, you also push that target up to a 
number of squares equal to your Cha 
modifier ( +4). 

Additional Effects 

Use this power when you hit an enemy 

with a melee attack. In addition to the 

normal damage from that attack, the 

target takes ongoing damage equal to 2 

+your Charisma modifier (save ends). 

Vice's Reward 
Encounter + M1nor Action 

Personal 

Your vice buoys your heart, and you revel in 
the power it provides. 

Keyword: Shadow 

Effect: You gain 5 temporary hit points, and 
you can make a saving throw. In addition, 
you gain a + 2 power bonus to all defenses 
until the end of your next turn. 

Additiona l Effects 

When you hit a target, you gain a +2 

item bonus to AC against attacks from 

that target until the end of your next 

turn. 

Proficiency Bonus: 3 

Enhancement: +2 attack rolls and 

damage rolls 

Critical: +1d6 damage per plus 

Power+ Daily (Free Action) 

Use this power when you hit with the 

weapon. Your target takes a -2 penalty 

to its attack rolls (save ends). 
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