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Character Sheet 

Defenses 

Conditional Bonuses 

Hit Points 

MaxHP 
(Bloodied 27 

Current Hit Points 

55 

Healing Surges 
Surge Value Surges/Day 

mm 
Current Conditions: 

Combat Statistics and Senses 

Initiative 

Conditional Modifiers: 

Speed 

Passive Insight 

Special Senses: Darkvision 

Player Name/RPGA [!] 
Level Human Vampire 

Evil male Human Vampire 

~~-----.1~1~=100=00==~11 
Deity ...... • 

Total XP 13000 
Age Height 

Medium 
--:-:-W-:-e:-igh:-t- Size 

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, Vulnerable 5 Radiant 

Current Conditions and Effects 

Basic Attacks 

Melee 

Unarmed 

II 3 

Strength vs. AC 

Ranged 

Unarmed 

II 8 

Dexterity vs. AC 

Languages 
Common, Elven 

II II ld4 

Damage 

II II ld4+5 

Damage 

II 

II 

Abilities 

Dexterity C[J 
Arcana Intelligence CJJ 
Athletics Strength C[J 
Bluff Charisma ../ DI1 
Diplomacy Charisma ../ DI1 
Dungeoneering Wisdom LTI 
Endurance Constitution [:::±:] 
Heal Wisdom LTI 
History Intelligence CJJ 
Insight Wisdom LTI 
Intimidate Charisma C}] 
Nature Wisdom LTI 
Perception Wisdom ClJ 
Religion Intelligence CJJ 
Stealth Dexterity ../ [TI] 
Streetwise Charisma C}] 
Thievery Dexterity C[J 



Player Name 

Character Details 

Background 

I 
Theme 

Mannerisms and Appearance 

Personality Traits 

Adventuring Company 

Companions and Allies 

Session and Campaign Notes 

Other Notes 

Human Vampire 
Character N arne 

......_, 

I 

I 

Equipment 

Head 

Arms 

Main Hand 

Feet 

Other Equipment 
Adventurer's Kit 
Bottled Twilight 
Fine Clothing 
Heavy Hooded Robe 

Treasure 

2 pp; 45 gp 

Neck 

I Lucky Charm +1 

Waist 

Armor 

I Veteran's Cloth Armor (Basic ... 

Tattoo 

Ki Focus 

I Final Sleep Ki Focus +2 

Carrying Capacity 
(lbs.) 

Normal ~ 

Heavy ~ 

Max ~ 



Human Vampire 
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. 

Blood Is Life Enduring Soul 
During a short rest: adj ally can give you 1 of If bloodied: gain regeneration [Cha mod]. If you 

their healing surges, which restores hp equal to take radiant dmg, regeneration doesn't work 
your bloodied value 
Child of the Night 
You're an undead creature: gain darkvision, 
resist 5 necrotic, vulnerable 5 radiant, can be 
destroyed by sunlight. You do require sleep . 

Feats 

until your next turn ends 
Vampiric Reflexes 
Gain a +2 shield bonus to AC while you are 
wearing cloth armor or no armor and aren't 
using a shield 

Human Power Selection 
Choose an option for your human character. 

Durable Ki Focus Expertise Impending Victory 
Increase number of healing surges by 2 

Unarmored Agility 
+ 1/2/3 (by tier) to implement/weapon attack + 1 attack with at-will powers against bloodied 
rolls made w/ ki focus. + 1/2/3 (by tier) to dmg creatures 

+2 AC while wearing cloth armor or no armor rolls of attacks made w/ ki focus vs . bloodied 
enemy 

Implement Focus {Ki focuses) 
+ 1 feat bonus per tier to implement damage 
rolls with a Ki focuses 



Additional Features and Clarifications 
 
Child of the Night (additions) 
You are undead.You do not breathe or age. You still 
have to sleep.  
If you end your turn in direct sunlight without 
protective covering (e.g. a cloak), take 5 radiant 
damage (+ vulnerability), become weakened (save 
ends). If you drop below 1 hp by this damage, you 
are destroyed. 
 
Blood Is Life (additions) 
If you end a short rest with more healing surges than 
your normal maximum, lose extra surges, but regain 
all hit points. 
 
Hidden Might 
+2+Cha modifier (total of +5) bonus on all damage 
rolls with vampire powers. 
 
Vampiric Reflexes 
+2 shield bonus to AC in no armor or cloth armor, 
without a shield. 
 
 



Human Vampire 
Level 7 Human Vampire 

~ 
SCORE ABILITY MOD 

10 1-Jhl 0 

13 II·UI 1 

~ 201·~!:1 5 

10 11~11 ° 

~ si~'I~J -1 
161!1!1 3 

1!1 Passive Insight 

ED 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 

8 

Action Point 
Base action points: 1 

Veteran's Armor +2: When you spend an 
action point, you gain a + 1 item bonus to all 
attack rolls and defenses until the end of 
your next turn . 

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 

Dark Beckoning 
At-Will + Standard Action 

Unarmed: + 3 vs . AC, ld4 damage Unarmed: +8 vs. AC, ld4+5 damage Final Sleep Ki Focus +2: +11 vs . Will , ld6+ 11 

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 

+1 to attack rolls against bloodied 

creatures - Impending Victory. 

Basic Attack 

Taste of Life 
At-Will + Standard Action 

Final Sleep Ki Focus +2: +11 vs . Fortitude, 

ld8+1 3 damage 

Melee 1 Target : One 
creature 

Your dread touch burns your foe with dark 
power, even as your own energy is 
temporarily restored. 

Keywords: Implement, Necrotic, Shadow 

Attack: Dexterity vs. Fortitude 

Hit: 1d8 + Dex modifier ( +5) necrotic 
damage, and you gain temporary hit points 
equal to 2 + your Cha modifier ( + 3). 

Add it ional Effects 

+ 1 to damage rolls against a bloodied enemy - Ki Focus 
Expertise. 
+1 to attack rolls against bloodied creatures- Impending Victory . 

ampire 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 ( +5) damage. 

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

Additional Effects 

+ 1 to attack rolls against bloodied 

creatures - Impending Victory. 

Basic Attack 

Vampire Slam 
At-Will + Standard Action 

Final Sleep Ki Focus +2: +11 vs . Reflex, 

ld 10+ 13 dam age 

Melee 1 Target: One 
creature 

You use the full force of your undead 
strength to drive your foe back. 

Keywords: Implement, Shadow 

Attack: Dexterity vs. Reflex 

Hit: 1d10 + Dex modifier ( +5) damage, and 
you can push the target 1 square. 

Special: You can use this power as a melee 
basic attack . 

Additional Effects 

+ 1 to damage rolls against a bloodied enemy - Ki Focus 
Expertise. 
+1 to att ack rolls against bloodied creatures- Impending Victory. 

damage 

Ranged 5 Target: One 
creature 

Your mesmerizing presence draws your 
enemies closer. 

Keywords: Charm, Implement, Psychic, 
Shadow 

Attack: Charisma + 2 vs. Will 

Hit: 1d6 + Cha modifier ( +3) psychic 
damage, and you pull the target up to 3 
squares. 

Addit ional Effects 

+ 1 to damage rolls against a bloodied enemy ~ Ki Focus 

Expertise. 

+1 to at tack rolls against bloodied creatures- Impending Victory. 

Personal Target: The 
triggering enemy 

When your attack strikes true, you sweep 
past your foe's defenses to consume the 
essence of its life. 

Keyword: Shadow 

Trigger: You hit an enemy with a vampire 
melee at-will attack power. 

Effect: The target takes 1d10 extra damage 
from the triggering attack, and you gain a 
healing surge. 

Addi t ional Effects 



Feral Assault 
Encounter + Standard Action 

Final Sleep Ki Focus +2: +11 vs. Reflex, 
2d12+13 damage 

Melee 1 Target : One 
creature 

You howl like a beast as you strike, your 
hunger and fury driving you to make a brutal 
attack. 

Keywords: Implement, Shadow 

Attack: Dexterity vs. Reflex 

Hit: 2d12 + Dex modifier ( +5) damage. 

Special: You can lose a healing surge when 
you use this power to either target a second 
creature or deal 2d8 extra damage with the 
attack. 

Additional Effects 

+ 1 to damage rolls against a bloodied 

enemy - Ki Focus Expertise. 

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 

Your body becomes a cloud of pure shadow 
that shrinks and coalesces into the form of a 
fluttering bat. 

Keywords: Polymorph, Shadow 

Effect: You assume the form of a Tiny bat. 
While you are in this form, you have a speed 
of 2 and a fly speed of 8, and you cannot 
make attacks or hold or carry any object. 
Your equipment becomes part of this form . 
You use a move action to return to your 

normal form. 

Additional Effects 

Final Sleep Ki Focus +2: +11 vs. Fortitude, 
3d6+ 13 damage 

Close blast 3 Target: Each enemy 
in the blast 

Your body becomes a swarm of bat/ike shadows 
that let you harry your enemies, then fade from 
sight. 

Keywords: Implement, Shadow, Teleportation 

Attack: Dexterity vs. Fortitude 

Hit: 3d6 + Dex modifier (+5) damage, and 
ongoing 5 damage (save ends). 

Miss: Half damage. 

Effect: You teleport to a square in the blast 
and are invisible until the end of your next 
turn . 

Additional Effects 

+1 to damage rolls against a bloodied 

enemy - Ki Focus Expertise. 

Close blast 5 Target: One 
creature in the blast 

Your compelling demeanor throws your prey 
off its guard, lulling it into a false sense of 
security. 

Keywords: Charm, Shadow 

Effect: Until the end of your next turn, the 
target cannot make opportunity attacks or 
take immediate actions. In addition, you gain 
a +4 bonus to the next Bluff check or 
Diplomacy check you make against the target 
before the end of the encounter. 

Ad ditional Effects 

Final Sleep Ki Focus +2: +11 vs. Reflex, 
2d10+13 damage 

Close burst 1 Target: Each 
creature in the burst 

Your eyes turn red with fury, your fangs lengthen, 
and you rage like a beast as you allow your hunger 
to seize control. 

Keywords: Implement, Shadow 

Attack: Dexterity vs. Reflex 

Hit: 2d10 + Dex modifier (+5) damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, you gain a 
+2 power bonus to attack rolls and a +4 power 
bonus to damage rolls, you can shift up to your 
speed as a move action, and you cannot spend 
healing surges to regain hit points. 

Addi tional Effects 

+1 to damage rolls against a bloodied 

enemy - Ki Focus Expertise. 

Personal 

You draw on the life force you have 
consumed to grant yourself a sudden burst of 
strength. 

Keyword: Shadow 

Effect: You gain a +5 power bonus to the 
next Athletics, Endurance, or Strength check 
you make before the end of your turn. 

Special: You can lose a healing surge when 
you use this power to increase the bonus to 

+10. 

Addit ional Effects 

Enhancement: +2 attack rolls and 

damage rolls 

Critical: +1d12 damage per plus 

Right after you reduce an enemy to 0 hit 

points with an implement attack or a 

weapon attack using this ki focus, you 

can shift 1 square as a free action. 



Utility Power+ Daily (Minor Action) 

Effect: You remove the cork from the 
bottle, and all light within 10 squares of 
the bottle becomes dim light until the 
end of the encounter. 

Enhancement: +1 Fortitude, Reflex, 
and Will 

Trigger: You miss with an attack or fail a 
skill check, ability check, or saving throw. 

Effect: Roll a d6 and add the result to 

When you spend an action point, you 
gain a +1 item bonus to all attack rolls 
and defenses until the end of your next 

the attack roll, skill check, ability check, turn. 
or saving throw. 


