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Character Sheet 

Defenses 

Conditional Bonuses 

Hit Points 

MaxHP 
(Bloodied 29 

Current Hit Points 

58 

Healing Surges 
Surge Value Surges/Day 

[G)[[] 
Current Conditions: 

Combat Statistics and Senses 

Initiative 

Conditional Modifiers: 

Speed 

Passive Insight 

Special Senses: Low-light 

Player Name/RPGA [!] 
Level Half-Elf Cleric 

male Half-Elf Cleric (Warpriest) 

Medium 
--:-:--:-:-:-:--

Weight Age Height Size 
_Pe_lor-=---::----- IlL.. I ;;;;;;;;;;;;;;;=10=00=0=~~~ 

Deity ...., • 
Total XP 13000 

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 +2 Death Saving Throw Bonus 

Saving Throw Mods -

Resistances/Vulnerabilities 

Current Conditions and Effects 

Basic Attacks 

Melee 

Mace of Healing +2 

II 8 

Strength vs. AC 

Ranged 

Unarmed 

II 4 

Dexterity vs. AC 

Languages 

II 

II 

Common, Draconic, Elven 

II ld8+3 

Damage 

II ld4+1 

Damage 

II 

II 

Abilities 

Dexterity [I] 
Arcana Intelligence .; C]J 
Athletics Strength []] 
Bluff Charisma [3] 
Diplomacy Charisma .; DI1 
Dungeoneering Wisdom C]J 
Endurance Constitution CJJ 
Heal Wisdom .; Oil 
History Intelligence CJJ 
Insight Wisdom DQJ 
Intimidate Charisma [3] 
Nature Wisdom C]J 
Perception Wisdom C]J 
Religion Intelligence .; C]J 
Stealth Dexterity [I] 
Streetwise Charisma [3] 
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 

Half-Elf Cleric 
Character N arne 

......_, 

I 

I 

Equipment 

Head 

Arms 

Main Hand 

I Mace of Healing +2 

Feet 

Other Equipment 
Adventurer's Kit 
Holy Symbol 
Sunrod (2) 
Everburning Torch 
Silk Rope (so ft.) 
Devotee's kit 

Treasure 

6sgp 

Neck 

I Healer's Brooch +1 

Waist 

Armor 

I Astral Fire Chainmail +2 

Tattoo 

Ki Focus 

Carrying Capacity 
(lbs.) 

Normal 8 
Heavy ~ 
Max G£J 
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Half-Elf Cleric 
Player Name Character Name 

Racial Features 

Dual Heritage Half-Elf Power Selection 

Count as elf, half-elf, and human for choosing Select an option for your half-elf character. 

feats. Knack for Success 

Group Diplomacy You have the knack for success power 

Allies within 10 get +1 to Diplomacy. 

Class/Other Features 

Sun Domain Features Level 5 Sun Domain Feature 

+2 to death saving throws for self and allies When you use healing word, the target of the 
within Ssq. +2/4/6 hp (by tier) to self or ally in power gains temporary hit points equal to your 
healing word's burst 

Feats 

Shielding Word 
Healing word target gains +2 defenses until 
start of your next turn 

Weapon Expertise (Mace) 

Gain bonus to attack rolls with maces. 

Constitution modifier. 

Weapon Focus (Mace) 
Gain +1 damage per tier with Maces. 

Restful Healing 
Maximize healing between encounters 



Half-Elf Cleric 
Level 7 Half-Elf Cleric (Warpriest) 

~ 
SCORE ABILITY MOD 

10 1-Jhl 0 

16 II·UI 3 

~ 131·~!:1 1 

10 11~11 ° 

~ 201~'1~1 5 

121!1!1 1 

m Passive Insight 

I!J Passive Perception 

Player Name: 

Melee Basic Attack 
At-Will + Standard Action 

~ 
~ 
~ 
~ 

Skills 

Acrobatics 

Thievery 

Dexterity 

Intelligence 

Strength 

Charisma 

Charisma 

Constitution 

Wisdom 

Intelligence 

Wisdom 

Charisma 

Wisdom 

Wisdom 

Intelligence 

Dexterity 

Charisma 

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 

Blessing of Battle 
At-Will + Standard Action 

Mace of Healing +2: +8 vs. AC, 1d8+3 damage Unarmed: +4 vs. AC, 1d4+1 damage Mace of Healing +2: +13 vs. AC, 1d8+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: 1[W] + Str modifier ( +0) damage. 

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

Add itional Effects 

Basic Attack 

Brand of the Sun 
At-Will + Standard Action 

Mace of Healing +2: +1 3 vs. AC, 1d8+8 damage 

Melee weapon Target : One 
creature 

Your weapon burns like a star as you draw 
upon the power of the sun to smite your foe 
and bolster an ally. 

Keywords: Divine, Radiant, Weapon 

Attack: Wisdom vs. AC 

Hit: 1[W] + Wis modifier ( +5) radiant 
damage. 

Effect: You or one ally within 5 squares of 
you can make a saving throw. 

Add it ional Effects 

Cleric 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: 1[W] + Dex modifier (+1) damage. 

Level 21: 2[W] + Dex modifier (+1) 
damage. 

Additional Effects 

Basic Attack 

Sun's Glow 
At-Will + Mmor Action 

Melee 1 Target: One object 
or unoccupied 
square 

You place an incandescent mote of sunlight 
upon a nearby object. 

Keyword: Divine 

Effect: The target sheds bright light that fills 
its space and squares within 4 squares of it. 
The light lasts for 1 hour, until you use this 
power again, or until you end the light as a 
free action . 

Additional Effects 

Melee weapon Target: One 
creature 

As you surge into battle, you invoke a minor 
defensive prayer to fortify yourself or an ally. 

Keywords: Divine, Weapon 

Attack: Wisdom vs. AC 

Hit: 1[W] + Wis modifier ( +5) damage. 

Effect: You or one ally within 5 squares of 
you gains resistance to all damage until the 
end of your next turn. The resistance equals 
your Con modifier ( +3). 

Addit ional Effects 

Cleric Attack 1 

Melee weapon Target: One undead 
creature 

You scorch an undead foe with your weapon, 
driving it back and then binding it in place. 

Keywords: Channel Divinity, Divine, Radiant, 
Weapon 

Attack: Wisdom vs. Will 

Hit: 2[W] + Wis modifier ( +5) radiant damage, 
and you push the target a number of squares 
up to 3 + your Con modifier ( +3) . The target is 
immobilized until the end of your next turn. 

Miss: Half damage. 

Special: You can use only one channel divinity 
power per encounter. 

Addi t ional Effects 
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Sun Burst 
Encounter + Standard Action ~~~~+ + + 
Mace of Healing +2: +13 vs. AC, 1d8+8 damage Mace of Healing +2: +13 vs. AC, 2d8+8 damage Mace of Healing +2: +13 vs. AC, 1d8+8 damage 

Melee weapon Target : One 

creature 

Light erupts from your weapon, scalding your 
foe while your allies draw strength from the 
brilliant glow. 

Keywords: Divine, Radiant, Weapon 

Attack: Wisdom vs. AC 

Hit: 1[W] + Wis modifier ( +5) radiant 
damage. 

Effect: You and each ally within 5 squares of 
you gain 5 temporary hit points and can 
make a saving throw . 

Additional Effects 

Cleric Attack 1 

Close burst 1 Target : Each enemy 

in the burst 

A nimbus of radiant energy flashes from your 
weapon, creating a pattern of gleaming runes 
that offer protection to your allies and agony 
to your enemies. 

Keywords: Divine, Radiant, Weapon 

Attack: Wisdom vs. Will 

Hit: 1[W] + Wis modifier ( +5) radiant 
damage. 

Effect: Each ally within 2 squares of you 

gains a +2 power bonus to all defenses. The 
bonus lasts until the end of the encounter. 

Additional Effects 

Close burst 5 Target : You or one 
ally in the burst 

Your mere presence is enough to tip the 
balance of fortune for you and your allies. 

Effect: Choose one of the following . 
* The target makes a saving throw. 
* The target shifts up to 2 squares as a 

free action . 
* The target gains a +2 power bonus to his 

or her next attack roll made before the end of 
his or her next turn. 

* The target gains a +4 power bonus to his 
or her next skill check made before the end 
of his or her next turn . 

Additional Effects 

Melee weapon Target: One 

creature 

A golden radiance flares as you strike, 
mending your wounds or those of an ally. 

Keywords: Divine, Healing , Radiant, 
Weapon 

Attack: Wisdom vs. AC 

Hit: 2[W] + Wis modifier ( +5) radiant 
damage. 

Effect: You or one ally within 5 squares of 
you can spend a healing surge. 

Additional Effects 

Melee weapon Target: One 

creature 

When you invoke the power of your deity, a 
searing light flashes from your weapon to 
blind your foe. 

Keywords: Divine, Radiant, Weapon 

Attack: Wisdom vs. AC 

Hit: 1[W] + Wis modifier ( +5) radiant 
damage, and the target is blinded until the 
end of your next turn. 

Additional Effects 

Used D Cleric Attack 7 Used D 

Melee weapon Target: One 

creature 

Your attack allows your allies to move into 
more advantageous positions. 

Keywords: Divine, Radiant, Weapon 

Attack: Wisdom vs. AC 

Hit: 2[W] + Wis modifier ( +5) radiant damage. 

Miss: Half damage. 

Effect: Each ally within 2 squares of you can 
shift up to 2 squares as a free action. Any ally 
who ends this shift adjacent to the target can 
make a melee basic attack against it as a free 
action. 

Additional Effects 

Close burst 2 Target: You or one 
ally in the burst 

Under the light of the sun, all ills fade. Your 
devotion gives your ally the vigor needed to 
persevere. 

Keywords: Channel Divinity, Divine 

Effect: The target makes a saving throw with 
a +2 power bonus. 

Special: You can use only one channel 
divinity power per encounter. 

Additional Effects 

Close burst 5 (10 at Target: You or one 

11th leve l, 15 at 21st ally in the burst 
level) 

You utter a soothing word that mends 
wounds of the body and spirit. 

Keyword: Healing 

Effect: The target can spend a healing surge 
and regain 1d6 additional hit points. 

Level 6 : 2d6 additional hit points. 

Special: You can use this power twice per 
encounter, but only once per round. At 16th 
leve l, you can use this power three times per 

encounter. 

Additiona l Effects 

Close burst 5 Target: You or one 
ally in the burst 

You channel healing energy into yourself or 
an ally, driving out disease and other ills. 

Keyword: Divine 

Effect: The target makes a saving throw with 
a +5 power bonus against each effect on him 
or her that a save can end. In addition, if the 
target suffers from a disease, he or she can 
spend a healing surge to improve the disease 
by 2 stages. The target regains no hit points 
for spending the healing surge. If the target 
is subject to a petrifying effect, that effect 
ends but the target loses any remaining 
healing surges. 

Addi tional Effects 
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Close burst 5 Targets: You and 
each ally in the burst 

A gleaming shield of divine energy appears 
over you, granting you and nearby allies 
protection against attacks. 

Keyword: Divine 

Effect: Each target gains a +2 power bonus 
to AC until the end of the encounter. 

Additional Effects 

When you use any Channel Divinity 

power, you gain a +2 item bonus to AC 

and Fortitude until the end of your next 

turn. 

Close burst 1 Target: You and 
each ally in the burst 

You call forth a mote of divine light that 
reveals and scours your foes. 

Keywords: Divine, Radiant, Zone 

Effect: Each target gains a +5 power bonus 
to Insight checks and Perception checks until 
the end of your next turn . The burst also 
creates a zone of bright light that lasts until 
the end of your next turn . When any enemy 
in the zone makes an attack, that enemy 
takes 5 radiant damage. 

Sustain Minor: The zone persists until the 
end of your next turn . 

Ad ditional Effects 

Enhancement: +1 Fortitude, Reflex, 
and Will 

When you use a power that enables you 
or an ally to regain hit points, add the 

brooch's enhancement bonus to the hit 

points gained. 

Damage: ld8 

Proficiency Bonus: 2 
Properties: Versatile 

Enhancement: +2 attack rolls and 

damage rolls 

Critical: +ld6 damage per plus 

Properties 

When you use a power that restores hit 

points to an ally, add an item bonus 
equal to this weapon's enhancement 

bonus to the amount restored. 

You do not sink beneath the surface of 
any liquid (unless you choose to do so). 

Also, gain a +3 item bonus to Athletics 

checks to swim, and to Endurance checks 

to swim for an hour or more. Also, you 

can swim at your speed on the surface of 
the water (but not underwater). 




