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Character Sheet 

Defenses 

Conditional Bonuses 

Hit Points 

MaxHP 
(Bloodied 23 

Current Hit Points 

46 

Healing Surges 
Surge Value Surges/Day 

mo 
Current Conditions: 

Combat Statistics and Senses 

Initiative 

Conditional Modifiers: 

Speed 

Passive Insight 

Special Senses: Low-light 

D 
Level 

Player Name/RPGA 

Hamadryad Witch 
Unaligned female Hamadryad Wizard (Witch) 

----:-:-:-:-:-:---- Medium --=----::------- IIL..I ;;;;;;;;;;;;;;;=10=00=0=~~~ 
Weight Size Deity ...., • 

Total XP 13000 
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 -
+ 2 Saving Throws against effects that daze, 
dominate, or stun 

Resistances/Vulnerabilities 

Current Conditions and Effects 

Basic Attacks 

Melee 

Unarmed 

II 2 

Strength vs. AC 

Ranged 

Unarmed 

II 3 

Dexterity vs. AC 

Languages 
Common, Elven 

II II ld4-1 

Damage 

II II ld4 

Damage 

II 

II 

Abilities 

Dexterity CIJ 
Arcana Intelligence .; CTIJ 
Athletics Strength CIJ 
Bluff Charisma C]J 
Diplomacy Charisma .; [E] 
Dungeoneering Wisdom OJ 
Endurance Constitution [:::±:] 
Heal Wisdom .; Oil 
History Intelligence []] 
Insight Wisdom .; DI1 
Intimidate Charisma C]J 
Nature Wisdom .; Oil 
Perception Wisdom OJ 
Religion Intelligence []] 
Stealth Dexterity CIJ 
Streetwise Charisma C]J 
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 

Hamadryad Witch 
Character N arne 

......_, 

I 

I 

Equipment 

Head 

Arms 

Main Hand 

I Orb of Inexplicable Contention + 2 I 

Feet 

I Feyleaf Sandals 

Other Equipment 
Adventurer's Kit 
Sunrod (2) 
Everburning Torch 
Silk Rope (so ft.) 
Writing case 

Treasure 

51 gp 

Neck 

I Deep-Pocket Cloak +2 

OffHand 

Waist 

Armor 

I Shimmering Cloth Armor. .. 

Tattoo 

Ki Focus 

Carrying Capacity 
(lbs.) 

Normal G 
Heavy ~ 
Max ~ 



Hamadryad Witch 
Player Name Character Name 

Racial Features 

Female Only 
All hamadryads are female 

Fey Origin 

Hamadryad Aspects 
Gain the hamadryad aspects power 

Oaken Vitality 

Your origin is fey, not natural Gain +5 Endurance to resist starvation, thirst or 
Forest Walk (Hamadryad} suffocation and survive for twice the time; must 

Ignore difficult terrain if that terrain is the result meditate for 4 hours instead of sleep 

of trees, underbrush, plants, or natural growth 

Class/Other Features 

Augury Moon Coven 
Gain the augury utility power Gain the benefits of a coven 

Full Moon Coven Witch Cantrips 
Gain glorious presence power, training in Heal Gain three cantrips of your choice 

skill and at 5th level gain +2 bonus to Heal and 
Diplomacy checks 

Feats 

Arcane Familiar 

You gain a familiar 

Orb Expertise 

When using an orb implement: + 1/2/3 (by tier) 

Implement Focus (Orb} 

+ 1 feat bonus per tier to implement damage 
rolls with a Orb 

Far Spell 
to attacks. + 1 to push, pull, or slide effects you Arcane Porter 
cause Your familiar can carry a 5-pound object 

Tree Mind 
Gain +2 racial bonus to saving throws against 
daze, dominate, or stun 

Witch's Familiar 
Gain Arcane Familiar Feat; after an extended 
rest replace one wizard daily or utility powers; 

at 24th level use an action point to regain the 
use of a wizard encounter attack power 



Additional Features and Clarifications 
 
Your Familiar 
You can switch your familiar between active mode 
and passive mode as minor action. 
 
In passive mode, the familiar shares your space (if 
not in your space when switching to passive mode, it 
appears in your space), can't be targeted or damaged 
any way. 
 
In active mode, the familiar takes up the space of a 
tiny creature, can take actions (you must spend the 
appropriate actions to do so), can move away from 
your, to a maximum distance of 20 squares. 
Normally, a familiar cannot pick up or manipulate 
objects (due to Arcane Porter, your familiar can pick 
up and carry objects of up to 5 lbs). The familiar is 
immune to your attacks. 
You and your familiar can speak with each other, but 
no one else understands it. It can repeat what it 
hears in a language you know. 
A familiar cannot attack, cannot flanks. 
It uses your modifiers for all skill and ability checks. 
Its defenses are your defenses. It has 1 hit point, but 
a missed attack never damages it. If damaged, it is 
destroyed, but reappears in passive mode after your 
next short or extended rest. 
 
Witch's Familiar (additions) 
After an extended rest, you can replace one of your 
wizard daily attack spells or wizard utility spells with 
any wizard spell of the same type and same level. 
 
Arcane Familiar feat (additions) 
Your familiar gains +1 to its defenses for all familiar 
feats beyond this one. (i.e. +1 for Arcane Porter). 
 
Far Spell feat 
Increase the range of powers by 2 (or by 5 if the 
power's range would be 11 or higher). For area 
powers, this increases the maximum range to the 
origin square of the area. 
 
Writing Case 
This leather case holds a blank journal, lose sheets of 
parchment, and ink stone and ink brushes, a blotter, 
quills, and penknives. 
 
 



Hamadryad Witch 
Level 7 Hamadryad Wizard (Witch) 

~ 
SCORE ABILITY MOD 

si-Jhl-1 
12 II·UI 1 

~ 101·~!:1 0 
20 11~11 5 

~ 
161~'1~1 3 

141!1!1 2 

m Passive Insight 

m 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 

3 

3 

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 

Beast Switch 
At-Will + Standard Action 

Unarmed: +2 vs. AC, ld4-1 damage Unarmed: +3 vs. AC, ld4 damage Orb of Inexplicable Contention +2: +11 vs. 

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 (-1) damage. 

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

Add itional Effects 

Basic Attack 

Witch Bolt 
At-Will + Standard Action 

Orb of Inexplicable Contention +2: +11 vs. 
Reflex, ld 10+8 damage 

Ranged 5 Target : One 
creature 

You hurl a bolt of crackling energy, forming a 
line of lightning between you and your foe. 

Keywords: Arcane, Evocation, Implement, 
Lightning 

Attack: Intelligence vs. Reflex 

Hit: 1d10 + Int modifier ( +5) lightning 
damage. 

Sustain Standard: Reroll the damage and 
deal it to the target again. Once the target is 
out of range, you can't sustain this power. 

Add it ional Effects 

Wizard 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 ( +0) damage. 

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

Ad ditional Effects 

Orb of Inexplicable Contention + 2: + 11 vs . Will , 
2d6+8 damage 

Close burst 2 Target: Each enemy 
in the burst 

Radiant moonlight streams from you in all 
directions, and those who behold you are stricken 
with awe. 

Keywords: Arcane, Charm, Enchantment, 
Implement, Radiant 

Attack: Intelligence vs. Will 

Hit: 2d6 + lnt modifier ( +5) radiant damage, 
and you push the target up to a number of 
squares equal to your Wis modifier (+3). 

Effect: You and each ally in the burst gain 
temporary hit points equal to your Wis modifier 
(+3). 

Additional Effects 

Fortitude, ld8+8 damage 

Melee 1 Target: One 
creature 

You reach out to touch your foe, and for an 
instant it transforms into a small, frightened 
beast that runs in a wild panic before returning 
to its true shape. 

Keywords: Arcane, Implement, Psychic, 
Transmutation 

Attack: Intelligence vs. Fortitude 

Hit: 1d8 + Int modifier ( +5) psychic damage. 
You knock the target prone and can slide it 1 
square. The target cannot make opportunity 
attacks until the end of your next turn. 

Addit ional Effects 

Wizard Attack 1 

Orb of Inexplicable Contention +2: +11 vs . Will, 
2d8+8 damage 

Close blast 3 Target: Each 
creature in the blast 

Reaching into the Shadowfe/1, you cast a 
tangible, looming shadow that strikes fear 

into the living. 

Keywords: Arcane, Fear, Implement, 
Necrotic, Nethermancy 

Attack: Intelligence vs. Will 

Hit: 2d8 + Int modifier ( +5) necrotic 
damage, and the target takes a -2 penalty to 
attack rolls until the end of your next turn. 

Effect: Each target takes a -2 penalty to Will 
until the end of your next turn . 

Addi t ional Effects 
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Puckish Sprite 
Encounter + Standard Action 

Orb of Inexplicable Contention +2: +11 vs . Wi ll , 

ld 10+8 damage 

Ranged 10 Target : One 
creatu re 

You call forth a mischievous fey creature, aglow with 
fairy light and as meddlesome as a satyr. 

Keywords: Arcane, Conjuration, Implement, Radiant 

Attack: Intelligence vs. Wi ll 

Hit: ldlO + Int modifier ( +5) radiant damage. You 
slide the target up to 2 squa res, and it makes a basic 
attack as a free action against a creature of your 
choice. 

Effect: You conjure a puckish sprite in an unoccupied 
square adjacent to the target. The sprite lasts until 
the end of your next turn. Any enemy of yours 
adjacent to the sprite takes a -4 penalty to attack 

rolls. 

Add itional Effects 

Orb of Inexplicable Contention + 2: + 11 vs . Will , 

3d8+8 damage 

Ranged 20 Target : One 
creature 

Your voice tremulous with thunder, you invoke the 
charm of forbiddance on your enemy. With each 
further attack it makes against you, it howls its 
torment. 

Keywords: Arcane, Charm, Enchantment, 

Implement, Psychic 

Attack: Intelligence vs. Will 

Hit: 3d8 + Int modifier ( +5) psychic damage. 

Miss: Half damage. 

Effect: The target takes psychic damage equa l to 2 

+ you r Wis modifier ( +3) whenever it hits or 

misses you or one of you r allies (save ends). 

Additional Effects 

Orb of Inexplicable Contention +2: +11 vs. 

Fortitude 

Ranged 10 Target: One 
creature 

A billowing cloud of green fog surrounds your foe. When 

the fog dissipates, your enemy is gone, and a minuscule 
creature such as a frog, a newt, or a mouse stands in its 
place. 

Keywords: Arcane, Implement, Polymorph, Transmutation 

Attack: Intelligence vs. Fortitude 

Hit: The target turns into a T iny beast of your choosing 

(save ends). 

Miss: The target turns into a Tiny beast of you r choosing 

until the end of its next turn. 

Effect: As a Tiny beast, the target is dazed, and the only 

actions it can take are to move its speed or shift. A ll o f the 

target's equipment transforms with it. If it takes damage 

from any source, this effect ends. 

Additional Effects 

Wizard Attack 7 Used D Wizard Attack 1 

~---------------------=~ 
Used D Wizard Attack 5 Used D 

Mage Hand 
At-Will + Minor Act1on ~ 
Ranged 5 

You gesture toward an object nearby, and a spectral floating 
hand lifts the object into the air and moves it where you wish. 

Keywords: Arcane, Conjurat ion 

Effect: You conjure a spectral, floating hand in an unoccupied 

square within range. The hand lasts until the end of your next 

turn or unti l you use this power again. If you are holding an 

object when you use this power, the hand can move the object 

into a pack, a pouch, a sheath, or a similar container and 

simultaneously move any one object carried or worn anywhere 

on your body into your hand. While t he hand persists, you can 

take the following actions. 

Minor Action: The hand picks up or manipulates an object 

weigh ing 20 pounds or less. It can hold only one object at a 

time . 

Move Action: The hand moves up to 5 squares in any 

direction, carrying the object it holds. 

Free Action: The hand drops the object it is holding. 

Sustain Minor: The hand persists until the end of your next 

turn. 

Add itional Effects 

Personal 

Drawing on fey magic, you call on your 

primal beauty and strength to thwart your 

foes. 

Effect: Choose one of the following aspects 
each time you use this power. You gain that 
aspect's benefits. 

+Spellbinding Beauty: Every enemy that 
ca n see you grants combat advantage to you 
until the end of your next turn. 

+Wooden Form: You gain resist 5 to all 
damage until the end of your next turn. 

Additional Effects 

Prestidigitation 
At-Will + Standard Action 
F=====================~----, 

Ranged 2 

You perform an amusing magical trick, such as creating a dancing wisp 

of light, freshening a wilting flower, making a coin invisible, or warming 
a cold drink. 

Keyword: Arcane 

Effect: Use this cantrip to accomplish one of the effects given below: 
* Change the color of items in 1 cubic foot. 
* Create a harmless sensory effect, such as a shower of sparks, a 

puff of wind, faint music, or a strong odor. 
* Clean or soil items in 1 cubic foot. 
* Instantly light {or snuff out) a candle, a torch, or a small campfire. 
* Chill, warm, or flavor up to 1 pound of nonliving material for up to 

1 hour. 
* Make a small mark or symbol appear on a surface for up to 1 hour. 
* Produce out of nothingness a small item or image that exists until 

the end of your next turn. 
* Make a small, handheld item invisible until the end of your next 

turn. 

Special: You can have as many as three prestidigitation effects active 
at one time. Nothing you create with this cantrip can deal damage, 
serve as a weapon or a tool, or hinder another creature's actions. This 
cantrip cannot duplicate the effect of any other power. 

Additional Effects 

Close burst 5 

You witnessed this encounter in a dream, and 
you told your companions that it would come 

to pass. 

Keyword: Arcane 

Trigger: An enemy ends its turn within 5 
squares of you. 

Effect: You and each ally in the burst can 
shift 1 square as a free action. 

Additional Effects 

Personal 

You pull strands of shadow, blending your 
colors and sounds with your surroundings to 

help you hide from your enemy's sight and 

hearing. 

Keywords: Arcane, Illusion 

Trigger: You make a Stealth check. 

Effect: You make an Arcana check instead , 
using that result to determine the outcome of 
the Stealth check. 

Additi onal Effects 

Personal 

You read the mystic signs and glean a notion 

of the future. 

Keyword: Arcane 

Requirement: You must use this power 
during an extended rest . 

Effect: You ask a question and receive a 
vague notion of the future. You might receive 
a clue as to whether a specific course of 
action is likely to have positive or negative 
results. This notion can take the form of a 
single image, a hint about a danger that 
might be faced, or just a positive or negative 
feeling about the current course of destiny. 

Additional Effects 
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Your body hardens to take on the strength 
and resilience of the mighty oak. 

Effect: You gain temporary hit points equal 
to 3 + one-half your level. Until the end of 
your next turn, you gain a +2 power bonus to 
AC and Fortitude, but you also gain 
vulnerable 5 fire. 

Sustain Minor: The bonus and the 
vulnerability persist until the end of your next 
turn. 

Additional Effects 

damage rolls 
Critical: +1d6 damage per plus 

Power (Charm)+ Daily (Free Action) 

Use this power when you damage an 
enemy with an attack. The enemy makes 
a basic attack as a free action with a 
power bonus equal to the orb's 
enhancement bonus against one of its 
adjacent allies. 

You do not provoke opportunity attacks 
when you make ranged or area attacks. 

Enhancement: +2 Fortitude, Reflex, 
and Will 

The pockets of this cloak can hold up to 
1,000 pounds in weight or 100 cubic feet 
in volume, but the cloak always weighs 
only 1 pound . Each item stored within 
one of the cloak's pockets can weigh no 
more than 10 pounds. Drawing an item 
from a deep-pocket cloak is a minor 
action . 

Power + (Free Action) 

1/round. You draw an item from the 
cloak or store an item within it. 

Power (Teleportation) +Daily 

When you fall, instead teleport safely to 
the nearest horizontal surface within 5 
squares that can support your weight, 
take no falling damage, and land on your 
feet. 



Sprite Familiar 
Speed4, fly 6 

onstant Benefits 
+You gain a +2 bonus to Arcana checks. 
+You can make an Arcana check as a minor action, rather 
than a standard action, to sense the presence of magc,;;i.;.c·;.__....., 
!Active Benefits 
Light: As a minor action, you command the sprite to shed 
bright light in a 4-square radius. As a free action, you can 
command the sprite to douse the light. 




