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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: Normal 

Player Name/RPGA 

Human Deathoriest 
[!] 

Level 

Evil male Human Cleric (\Varpriest) 

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

Weight Age Height Size 
_T_h_e~R_av~e_n_Q_ue_e_n _________ 11,1~~~1~0~0~0~0~~~~~ 

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 
Saving Throw Mods -

Resistances/Vulnerabilities 
Resist 5 Necrotic, Resist 4 Poison 

Current Conditions and Effects 

Basic Attacks 

Melee 

Magic Spear + 1 

II 6 

Strength vs. AC 

Ranged 

Unarmed 

II 3 

Dexterity vs. AC 

Languages 
Common, Dwarven 

II II 1d8+1 

Damage 

II II 1d4 

Damage 

II 

II 

Abilities 

Check 

10 3 

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

Human Deathpriest 
Character N arne 

......_, 

I 

I 

Equipment 

Head 

Arms 

Main Hand 

I Magic Spear +1 

Feet 

Other Equipment 
Devotee's kit 
Backpack (empty) 
Bedroll 
Flint and Steel 
Belt Pouch (empty) 
Sunrod (2) 
Waterskin 
Journeybreads(1o) 
Silk Rope (so ft.) 
Everburning Torch 
Potion of Regeneration (heroic tier) 

Treasure 

9 gp; 9 sp 

Neck 

I Amulet of Health +2 

Waist 

Armor 

I Curseforged Chainmail +1 

Tattoo 

Ki Focus 

Carrying Capacity 
(lbs.) 

Normal ~ 

Heavy ~ 

Max ~ 

bfoldes
Typewritten Text
(2xcandle clock, chalk&slate, chirurgeon tools, doctrinal book, regalia)



Human Deathpriest 
Player Name Character Name 

Racial Features 

Bonus Feat 
Choose an extra feat at 1st level. 

Bonus Skill 

Trained in one additional class skill. 

Class/Other Features 

Heroic Effort 
Gain the Heroic Effort power 

Human Defense Bonuses 

+ 1 to Fortitude, Reflex, and Will. 

Channel Divinity (Death) Level 5 Death Domain Feature 
Gain the Stay the Hand of Death utility power An enemy within 5 sq. drops to 0 hp: you may 

Death Domain Features and Powers use Healing Word (immediate reaction) 

Gain resist 5 necrotic. Also gain 5/10/15 (by 
tier) temp hit points when you use Healing 
Word. 

Feats 

Holy Symbol Expertise 

+ 1/2/3 (by tier) to implement attack rolls. 
When attacking w/ holy symbol, cannot grant 
combat advantage to enemies until your next 
turn starts, unless you use a power/ability 
which states you must 

Implement Focus (Holy Symbol) 
+ 1 feat bonus per tier to implement damage 
rolls with a Holy Symbol 

Heavy Armor Agility 

You ignore the speed penalty for wearing heavy 
armor. 

Armor Finesse 

You ignore the check penalty for wearing armor. 

Shield Finesse 

You ignore the check penalty for having a shield 
equipped. 

Human Power Selection 
Choose an option for your human character. 



Human Deathpriest 
Level 7 Human Cleric (Warpriest) 

~ 
SCORE ABILITY MOD 

10 1-Jhl 0 

16 II·UI 3 

~ 101·~!:1 0 

13 11~11 1 

~ 
20 1~'1~1 5 

si!HI-1 

E!J 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 

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 

Death's Shadow 
At-Will + Standard Action 

Magic Spear +1: +6 vs. AC, ld8+1 damage Unarmed: +3 vs. AC, ld4 damage Spirit Reliquary +2: +11 vs. Reflex, ld8+8 

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 

Tenebrous Blessing 
At-Will + Standard Action 

Spirit Reliquary +2: +11 vs. Will, ld8+8 damage 

Melee 1 Target : One 
creature 

The symbol of your god flares upon the flesh 
of your enemies, inflicting a lingering 
anguish. 

Keywords: Divine, Implement, Psychic, 
Shadow 

Attack: Wisdom vs. Will 

Hit: 1d8 + Wis modifier ( +5) psychic 
damage. 

Effect: Until the end of your next turn, the 
target takes a penalty to damage rolls equal 
to your Con modifier ( +3). 

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 ( +0) damage. 

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

Ad ditional Effects 

Magic Spear +1: +11 vs. Will, 2d8+6 damage 

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. 

Ad ditional Effects 

damage 

Melee 1 Target: One 
creature 

Your attack identifies a creature as your 
enemy, leaving it vulnerable to further 
attack. 

Keywords: Cold, Divine, Implement, 
Necrotic, Shadow 

Attack: Wisdom vs. Reflex 

Hit: 1d8 + Wis modifier ( +5) cold and 
necrotic damage. 

Effect: The target takes a -2 penalty to all 
defenses against the next attack made 
against it before the end of your next turn. 

Addit iona l Effects 

Cleric Attack 1 

Melee 1 Target: One enemy 

You tap into the threads of fate that surround 
an enemy, so that the next assault against 
that foe will hasten it to the grave. 

Keywords: Divine, Shadow 

Effect: The next attack made against the 
target before the end of your next turn deals 
2d8 extra damage on a hit or a miss, even if 
the attack normally deals no damage on a 
miss. This extra damage cannot benefit from 
bonuses to damage rolls . 

Addi t iona l Effects 



Death Surge 
Encounter + Immediate React1on 

Spirit Reliquary + 2: + 11 vs. Fortitude, ld8+8 
damage 

Close burst 3 Target : Each enemy 

in the burst 

The death of a nearby creature grants you the 
energy to scar the minds of your foes, and fuels 
your allies' grim determination. 

Keywords: Divine, Implement, Psychic, Shadow 

Trigger: A creature within 3 squares of you 
drops to 0 hit points. 

Attack: Wisdom vs. Fortitude 

Hit: ld8 + Wis modifier ( +5) psychic damage. 

Effect: You and each ally in the burst gain a +2 
power bonus to attack rolls until the end of your 
next turn, and gain 5 temporary hit points. 

Additional Effects 

Cleric Attack 3 

Spirit Reliquary +2: 

Ranged 5 Target : One enemy 

A dark wave of necrotic energy washes over your 
foe, draining its life and planting within it a seed of 
shadow magic that will seal its fate. 

Keywords: Divine, Implement, Necrotic, Shadow 

Attack: Wisdom vs. Will 

Hit: 2d8 + Wis modifier ( +5) necrotic damage. 

Miss: Half damage. 

Effect: The first time the target dies before the end 
of the encounter, it rises at the start of its next 
turn as an undead creature allied with you and 
your allies. Until it dies again, the creature is 
dominated by you. It has 1 hit point (the creature 
takes no damage from an attack that misses). 
cannot heal, and takes a -2 penalty to all defenses. 

Additional Effects 

Close burst 3 Target : Each 

bloodied enemy in 

the burst 

Unseen energy lances out from you to your 

foes, granting you perception of the balance 

between life and death. 

Keywords: Divine, Shadow 

Effect: You learn which targets have current 

hit point totals lower than your healing surge 

value. 

Additional Effects 

Raven's Talon 
Encounter + Standard Act1on 

Unarmed: 

Melee 1 Target: One 

bloodied enemy 

Your hand becomes a spectral talon that 
tears through an enemy, its death shriek 
invigorating a nearby ally. 

Keywords: Divine, Healing, Necrotic, 

Shadow 

Effect: The target takes 5 + your Wis 
modifier ( + 5) necrotic damage. If this 

damage reduces the target to 0 hit points, 

you or one ally within 5 squares of you can 

spend a healing surge. 

Ad ditional Effects 

Close burst 5 (10 at Target: You or one 

11th level, 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 
level, you can use this power three times per 

encounter. 

Additional Effects 

Close burst 2 Target: You or one 

ally in the burst; the 
target must be 

bloodied 

When grievous wounds hinder you or an ally, 

your power bestows a temporary surge of 

vitality. 

+ 

Keywords: Channel Divinity, Divine, Shadow 

Effect: The target gains 5 temporary hit 

points. 

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

Ad ditional Effects 

Melee 1 Target: One 

creature 

With just a touch, your foe's body is rent by 

horrid wounds. 

Keywords: Divine, Implement, Necrotic, 

Shadow 

Effect: The target takes 3d6 + your Wis 
modifier ( +5) necrotic damage. 

Additional Effects 

Personal 

Used D 

Your grim focus and unbridled energy means 

that failure is not an option. 

Trigger: You miss with an attack or fail a 

saving throw . 

Effect: You gain a +4 racial bonus to the 
attack roll or the saving throw. 

Additional 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 

bfoldes
Typewritten Text
You gain 5 temporary hp.Can also be used as an immediate reaction when an enemy in 5 squares is reduced to 0 hp.
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Close burst 5 Target : One dying 
ally in the burst 

A pulse of shadow leaves your hands to seek 
your ally, granting vigor and strength but 
leaving a dark stain on that companion's 

soul. 

Keywords: Divine, Healing, Shadow 

Effect: The target can spend up to two 
healing surges. Until the end of the encounter 
or until the target is restored to full hit 
points, the target gains a +2 power bonus to 
attack rolls and damage rolls but grants 
combat advantage. 

Additional Effects 

Damage: 1d8 
Proficiency Bonus: 2 
Properties: Versatile 
Enhancement: + 1 attack rolls and 
damage rolls 
Critical: + 1d6 damage per plus 

Enhancement: +2 Fortitude, Reflex, 
and Will 

You gain poison resistance equal to twice 
the amulet's enhancement bonus. 

As your enemy expires, you cast a web of divine shadow 

magic across it, creating a cage that binds it to your 

command. 

Keywords: Divine, Shadow 

Trigger: An enemy dies within 5 squares of you. 

Effect: Once before the end of your next extended rest, 
you can use a minor action to gain one of the following 

benefits. 
* You can ask the dead enemy one question that it 

must answer truthfully. Its answer is limited to one 

hundred words. 

* You gain a +5 power bonus to your next attack roll 
against an enemy. 

* View one room, one similarly sized outdoor location, 
or one object that the enemy has seen within the past 
week. The image you see is drawn from the enemy's 

memory, and so might not be entirely accurate. 

Additional Effects 

+1 AC 

Power + Daily (Immediate Reaction 
Action) 

You can trigger this power when an 
enemy hits you with an attack. That 
enemy takes a -2 penalty to attack rolls 
(save ends). When the enemy saves 
against the penalty, the enemy takes a 
-1 penalty to attack rolls (save ends). 

Utility Power (Healing)+ Consumable 
(Minor Action) 

Effect: You drink this potion and lose a 
healing surge. You then gain 
regeneration 5 while you're bloodied until 
the end of the encounter. 

damage rolls 
Critical: +1d6 damage per plus 

You gain an item bonus to saving throws 
against charm effects and fear effects 
equal to this symbol's enhancement 

You gain an item bonus to your next 
attack roll, skill check, ability check, or 
saving throw before the start of your 

next turn equal to this symbol's 
enhancement bonus. 




