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Character Sheet 

Defenses 

Conditional Bonuses 

Hit Points 

MaxHP 
(Bloodied 24 

Current Hit Points 

48 

Healing Surges 
Surge Value Surges/Day 

mm 
Current Conditions: 

Combat Statistics and Senses 

Initiative 

Conditional Modifiers: 

Speed 

Passive Insight 

Special Senses: Normal 

Human Mage 
Player Name/RPGA [!] 

Level 

Unaligned male Human Wizard (Mage) 

----:-:-:-:-:-:---- 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 -

Resistances/Vulnerabilities 

Current Conditions and Effects 

Basic Attacks 

Melee 

Staff of Ruin +2 

II 7 

Strength vs. AC 

Ranged 

Unarmed 

II 3 

Dexterity vs. AC 

Languages 

II II ld8+3 

Damage 

II II ld4 

Damage 

Common, Draconic, Abyssal, Primordial, Supernal 

II 

II 

Abilities 

Dexterity CIJ 
Arcana Intelligence .; em 
Athletics Strength CIJ 
Bluff Charisma C]J 
Diplomacy Charisma C]J 
Dungeoneering Wisdom .; OJ 
Endurance Constitution CZJ 
Heal Wisdom [3] 
History Intelligence .; em 
Insight Wisdom [3] 
Intimidate Charisma CZJ 
Nature Wisdom .; OJ 
Perception Wisdom [3] 
Religion Intelligence .; em 
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 

Human Mage 
Character N arne 

......_, 

I 

I 

Equipment 

Head 

Arms 

Main Hand 

I Staff of Ruin + 2 

Feet 

Other Equipment 
Adventurer's Kit 
Sage's kit 
Silk Rope (so ft.) 
Writing case 
Sunrod (2) 
Everburning Torch 
Elixir of Flying (paragon tier) 

Treasure 

86gp 

Neck 

I Amulet of Elegy +2 

Waist 

Armor 

I Robe of Contingency Cloth ... 

Tattoo 

Ki Focus 

Carrying Capacity 
(lbs.) 

Normal G 
Heavy ~ 
Max ~ 



Human Mage 
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 

Enchantment Apprentice 
+2 to allowed maximum distance of forced 

movement from arcane enchantment powers' 
pulls, pushes, or slides 

Feats 

Implement Focus (Staff} 

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

Staff Expertise 

While using a staff as a weapon or implement: 
+ 1/2/3 to attack rolls, ranged attacks don't 
provoke opportunity attacks, + 1 reach 

Heroic Effort 
Gain the Heroic Effort power 

Human Defense Bonuses 

+ 1 to Fortitude, Reflex, and Will. 

Evocation Apprentice 
If any dice show a result of 1 on an arcane 

evocation power's damage roll, reroll one of 
those dice, use new result 
Mage's Spellbook 

Gain mage's spellbook 

Human Power Selection 
Choose an option for your human character. 

Evocation Expert 
You gain a +2 bonus to Endurance checks and 

Intimidate checks. 

Beguiling Enchantment Linguist 
Enemy -2 to attacks after you hit it with charm Learn three new languages 

power 

Arcane Reserves 

+2 to damage with at-will powers when 
encounter powers are expended 



Additional Features and Clarifications 
 
Mage's Spellbook 
You cannot use all spells you know all the time. At the 
end of each extended rest, prepare: 
3 Encounter attack spell, 
2 Daily attack spell, and 
2 Utility spell. 
You cannot prepare more than one power of the same 
level, except for preparing both a 1st level encounter 
attack spell and a 1st level daily attack spell as well. 
 
Sage's Kit 
Includes: 
  
- a bestiary (for a single origin&type combination, 
suggested: natural humanoids): reroll each failed 
monster knowledge check once for these creatures; 
 
 - hidden item compartment,  
 
 - investigation gear (containers made of different 
materials, brushes, dust, tweezers, picks, probes, a 
small hournal): +2 to Search an area,  
 
 - iron filings and a lodestone,  
 
 - a jar of glowworms (dim light in its own square),   
 
 - a writing case (leather case with blank journal, 
loose sheets of parchments, ink stone, ink brushes, 
blotter, quills, penknives). 



Human Mage 
Level 7 Human Wizard (Mage) 

~ 
SCORE ABILITY MOD 

si-Jhl-1 
1411·UI 2 

~ 101·~!:1 0 
20 11~11 5 

~ 
121~'1~1 1 

141!1!1 2 

EIJ Passive Insight 

EIJ 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 

Arc Lightning 
At-Will + Standard Action 

Staff of Ruin +2: +7 vs. AC, 1d8+3 damage Unarmed: +3 vs. AC, 1d4 damage Staff of Ruin +2: +11 vs. Reflex, 1d6+10 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 (-1) damage. 

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

Add itional Effects 

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 

Basic Attack Basic Attack 

~---------------------=~ Hypnotism 
At-Will + Standard Action :r 
Staff of Ruin +2: +11 vs. Will 

Ranged 10 Target : One enemy 

Your piercing gaze and whispered word let 
you seize momentary control of your enemy's 
mind. 

Keywords: Arcane, Charm, Enchantment, 
Implement 

Attack: Intelligence vs. Will 

Hit: Choose one of the following effects: 
* The target uses a free action to make a 
melee basic attack against a creature of your 
choice, with a +4 power bonus to the attack 
roll. 
* You slide the target up to 3 squares. 

Add it ional Effects 

Wizard Attack 1 

Magic Missile 
At-Will + Standard Action 
~s=ta~ff~o~f~R=ui=n=+=2=:9=d=a=m=ag=e======~----, 

Ranged 20 Target: One 
creature 

A glowing blue bolt of magical energy hurtles 
from your finger and unerringly strikes your 
target. 

Keywords: Arcane, Evocation, Force, 
Implement 

Effect: 2 + Int modifier ( +5) force damage. 

Special: If the implement used with this 
power has an enhancement bonus, add that 
bonus to the damage. In addition, you can 
use this power as a ranged basic attack. 

Ad ditional Effects 

Ranged 20 Target: One or two 
creatures 

Lightning leaps from your outstretched hand, 
weaving safely through your allies to slam 
into your foes. 

Keywords: Arcane, Evocation, Implement, 
Lightning 

Attack: Intelligence vs. Reflex 

Hit: 1d6 + Int modifier ( +5) lightning 
damage. 

Addit iona l Effects 

Wizard Attack 1 

Close blast 5 Target: Each 
creature in the blast 

A gout of flame erupts from your hands and 
scorches nearby foes. 

Keywords: Arcane, Evocation, Fire, 
Implement 

Attack: Intelligence vs. Reflex 

Hit: 2d6 + Int modifier ( +5) fire damage. 

Miss: Half damage. 

Addi t iona l Effects 

bfoldes
Typewritten Text
+2 damage if all encounter attacks expended;reroll a single damage die result of 1, once.

bfoldes
Typewritten Text
Slide 5 squares instead of 3;hit: -2 to target's attacks against you until the end ofits next turn.

bfoldes
Typewritten Text
Reroll a single damage die result of 1, once.



Charm of Misplaced Wrath 
Encounter + Standard Action 

Staff of Ruin +2: +11 vs. Will 

Ranged 10 Target : One enemy 

You bend your foe's mind, filling it with wrath 

even as you twist its senses. 

Keywords: Arcane, Charm, Enchantment, 

Implement 

Attack: Intelligence vs. Will 

Hit: You slide the target up to 3 squares. The 

target is then dazed until the end of your 

next turn. 

Effect: The target makes a basic attack 

against a creature of your choice as a free 

action. The basic attack gains a +2 power 
bonus to the damage roll. 

Additional Effects 

Wizard Attack 1 

Ranged 10 Target : One enemy 

You weave a skein of deceitful magic, tricking 
your foe to become a hero to its enemies. 

Keywords: Arcane, Charm, Enchantment, 
Implement 

Attack: Intelligence vs. Will 

Hit: You slide the target up to 3 squares, and it 
is immobilized until the end of your next turn. 
Also until the end of your next turn, when an 
enemy starts its turn adjacent to the target, the 
target makes a melee basic attack against that 
enemy as a free action. The target gains a power 
bonus to the attack roll and the damage roll 
equal to your implement's enhancement bonus. 

Miss: You slide the target up to 3 squares. 

Additional Effects 

Area burst 2 within 

20 squares 

Target : Each 

creature in the burst 

You exert your will against your foes, seeking 

to overwhelm them with a tide of magical 

weariness. 

Keywords: Arcane, Charm, Enchantment, 
Implement 

Attack: Intelligence vs. Will 

Hit: The target is slowed (save ends). 

First Failed Saving Throw: The target is 

unconscious instead of slowed (save ends). 

Miss: The target is slowed (save ends) . 

Additional Effects 

Blissful Ignorance 
Encounter + Standard Act1on 

Area burst 2 within 

10 squares 

Target: Each 

creature in the burst 

A tangle of fey magic soothes and distracts 

your enemies, leaving them vulnerable as 
they chase after pleasant dreams. 

Keywords: Arcane, Charm, Enchantment 

Effect: Each target is slowed and can't take 
opportunity actions or immediate actions 

until the end of your next turn. 

Additional Effects 

Ranged 10 Target: One, two, 

or three creatures 

Brilliant strokes of blue-white lightning erupt 

from your outstretched hand. 

Keywords: Arcane, Evocation, Implement, 
Lightning 

Attack: Intelligence vs. Reflex 

Hit: 2d6 + Int modifier ( +5) lightning 
damage . 

Miss: Half damage. 

Additional Effects 

Area burst 3 within 

20 squares 

Target: Each 

creature in the burst 

A globe of orange flame coalesces in your 

hand. You hurl it at your enemies, and it 

explodes on impact . 

Keywords: Arcane, Evocation, Fire, 
Implement 

Attack: Intelligence vs. Reflex 

Hit: 4d6 + Int modifier ( +5) fire damage. 

Miss: Half damage. 

Additional Effects 

Shock Sphere 
Encounter + Standard Action 

Staff of Ruin +2: +11 vs . Reflex, 2d6+10 damage 

Area burst 2 withi n 

10 squares 

Target: Each 

creature in the burst 

You hurl a crackling orb of lightning that 

explodes at a point you designate, engulfing 
all nearby creatures in its electric embrace. 

Keywords: Arcane, Evocation, Implement, 

Lightning 

Attack: Intelligence vs. Reflex 

Hit: 2d6 + Int modifier ( +5) lightning 
damage. 

Miss: Half damage. 

Additional Effects 

Used D 

Area burst 1 withi n 

10 squares 

Target: Each enemy 

in the burst 

You weave a fiery pillar that spins like a top. 
With each revolution, it douses your enemies 
with searing heat. 

Keywords: Arcane, Evocation, Fire, 
Implement, Zone 

Attack: Intelligence vs. Reflex 

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

Miss: Half damage. 

Effect: The burst creates a zone that lasts until 
the end of the encounter. Any enemy that 
enters the zone or ends its turn there takes 5 
fire damage. 

Additi onal Effects 

Ranged 10 Target: One enemy 

By digging deep into an enemy's mind, you unleash 
crippling pain that causes it to lash out blindly. 

Keywords: Arcane, Charm, Enchantment, 
Implement 

Attack: Intelligence vs . Will 

Hit: The target is stunned until the start of your 
next turn. This effect also ends if the target is 
attacked. 

Aftereffect: The target makes a basic attack 
aga inst a target of your choice as a free action . 

Miss: The target is dazed until the end of your next 
turn. This effect also ends if the target is attacked. 

Addi ti onal Effects 
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Ranged 5 Target : One object 
or unoccupied 
sq uare 

With a wave of your hand, you cause a bright 
light to appear on the tip of your staff, upon 
some other object, or in a nearby space. 

Keyword: Arcane 

Effect: The target sheds bright light until the 
end of the encounter or until you use this 
power again. The light fills the target's space 
and all squares within 4 squares of it. Putting 
out the light is a free action. 

Additional Effects 

You weave arcane power through your words, 
infusing each phrase with persuasive magic. 

Keyword: Arcane 

Trigger: You make a Diplomacy check . 

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

Additional Effects 

creature 

Your magic infuses your words with the power of persuasion, 

clouding a creature's mind and tricking it into thinking of you as its 

dearest friend. 

Keywords: Arcane, Charm, Enchantment 

Requirement: You must use this power outside a combat 
encounter. 

Effect: The target makes a saving throw. The saving throw has a +5 
bonus if the target is the same level as you or a higher level. It takes 

a -5 penalty if the target is a lower level than you or does not have a 

level . 
If the saving throw succeeds, this power has no effect. The target 

is aware that you used this power on it if it is the same level as you 
or a higher leveL Otherwise, it does not know you used this power. 

On a failed saving throw, the target treats you as a trusted friend 
for 1d4 hours. It truthfully answers all questions you ask and aids 
you in any way it can as long as doing so does not risk its life or 
property. While the target is under this effect, you gain a +5 power 
bonus to Bluff checks against it. 

This effect ends if you or any of your allies attacks the target or 
any of its allies. Afterward, the target doesn't remember that you 
used this power on it. 

Additional Effects 

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, Conjuration 

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

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

turn or until 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 the hand persists, you can 

take the following actions. 

Minor Action: The hand picks up or manipulates an object 

weighing 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. 

Additional Effects 

You throw up your hand, and a shield of 
arcane energy springs into existence, 
protecting you against imminent attacks. 

Keyword: Arcane 

Trigger: You are hit by an attack. 

Effect: You gain a +4 power bonus to AC and 
Reflex until the end of your next turn. 

Additional Effects 

You trace the outline of a doorway in front of 
you, step through the portal, and reappear 
somewhere else nearby. 

Keywords: Arcane, Teleportation 

Effect: You teleport up to 10 squares. 

Additional Effects 

Used D 

Heroic Effort 
Encounter + No Action 

Personal 

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 

Ranged 10 Target: One 
conjuration or zone 

You unleash a ray of crackling arcane energy 
that destroys a magical effect created by an 
opponent. 

Keywords: Arcane, Implement 

Attack: Intelligence vs. the Will defense of 
the creator of the conjuration or the zone 

Hit: The conjuration or zone is destroyed. All 
its effects end, including those that normally 
last until a target saves. 

Additional Effects 

Power (Healing, Teleportation) + Daily 
(Immediate Reaction Action) 

Use this power while you are bloodied 

and when an attack damages you. 

Teleport 6 squares, and you can spend a 

healing surge. 



Utility Power+ Consumable (Minor 
Action) 

Effect: You drink the elixir and gain a fly 
speed of 4 until the end of the encounter. 
When the effect ends, you float 100 feet 
toward the ground. If you are not on a 
horizontal surface sufficient to bear your 
weight at the end of this distance, you 
fall to the nearest such surface, taking 
damage accordingly. 

Enhancement: +2 attack rolls and 
damage rolls 
Critical: +ldlO damage per plus 

Whenever you make an attack using this 
staff, you gain an item bonus to the 
attack's damage rolls equal to the staff's 
enhancement bonus. 

Enhancement: +2 Fortitude, Reflex, 
and Will 

Trigger: You use a power to produce an 
effect that a save can end. 

Effect: Each target of the power takes 
a penalty to its first saving throw against 
the effect equal to the amulet's 
enhancement bonus. 




