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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 

Fly 6 squares 

Passive Insight 

Special Senses: Low-light 

Player Name/RPGA [!] 
Level Pixie Bard 

Unaligned male Pixie Bard (Skald) 

Tiny 
---:-:--:-:-:-:--Weight ~~-----.1~1~=100=00==~11 Deity ...... • 

Total XP 13000 
Age Height 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 

Current Conditions and Effects 

Basic Attacks 

Melee 

Luckblade Scimitar +2 

II 13 II II ld8+10 II 
Strength vs. AC Damage 

Ranged 

Unarmed 

II 4 II II ld4+1 II 
Dexterity vs. AC Damage 

Languages 
Common, Elven 

Abilities 

Dexterity CIJ 
Arcana Intelligence .; DI1 
Athletics Strength C]J 
Bluff Charisma .; em 
Diplomacy Charisma .; em 
Dungeoneering Wisdom CIJ 
Endurance Constitution CIJ 
Heal Wisdom CIJ 
History Intelligence .; DI1 
Insight Wisdom CIJ 
Intimidate Charisma em 
Nature Wisdom .; DQJ 
Perception Wisdom ClJ 
Religion Intelligence DQJ 
Stealth Dexterity C2J 
Streetwise Charisma em 
Thievery Dexterity ClJ 



Player Name 

Character Details 

Background 

I 
Theme 

Mannerisms and Appearance 

Personality Traits 

Adventuring Company 

Companions and Allies 

Session and Campaign Notes 

Other Notes 

Pixie Bard 
Character N arne 

L.o._1 

I 
I 

Equipment 

Head 

Arms 

I Bracers of Mighty Striking ... 

Main Hand 

I Luckblade Scimitar +2 

Feet 

Other Equipment 
Adventurer's Kit 
Thieves' Tools 
Bottle of Wine 
Lyre 
Crowbar 
Faerie Puppet 
Hair of Fairy Hues (2) 
Pixie Music Box 
Nolzur's Marvelous Pigments 

Treasure 

Neck 

I Amulet of Resolution +2 

Waist 

Armor 

I Magic Hide Armor +1 

Tattoo 

Ki Focus 

Carrying Capacity 
(lbs.) 

Normal ~ 

Heavy ~ 

Max ~ 



Pixie Bard 
Player Name Character Name 

Racial Features 

Fey Origin 
Your origin is fey, not natural 
Pixie Magic 

Gain the pixie dust and shrink powers. 

Class/Other Features 

Deceptive Duelist 
Use Cha instead of Str for melee basic attacks 
with one-handed weapons 
Master of Story and Song 
Can use no more than two bard daily attack 
powers per day, no more than one of a 
particular level. 

Feats 

Heavy Blade Expertise 

When wielding a heavy blade: +1/2/3 (by tier) 
to attack, +2 all defenses vs . opportunity 
attacks 

Speak with Beasts 
You can communicate with natural beasts and 
fey beasts. 

Skald's Aura 
Gain the skald's aura power 
Skill Versatility 

+ 1 to untrained skill checks 
Song of Rest 

At end of short rest, you and each ally spending 
a healing surge adds + [Cha mod] to hp 
regained 

Teeny Target 

Gain partia l cover when in ally's space 
Weapon Focus {Heavy Blade) 
Gain +1 damage per tier with Heavy Blades. 

Wee Warrior 
You have reach 1, suffer -5 penalty to Str 
checks to break or open objects and follow 
weapon rules for small creatures. 

Words of Friendship 
Gain the words of friendship power 

Bard of All Trades 

+3 bonus to untrained skill checks 



Additional Features and Clarifications 
 
Flight (additions) 
Flight has an altitude limit of 1 (can fly in the square 
directly above ground-walkers, i.e. still in reach 1; 
but if he ends his turn higher than 1 square from the 
ground, he falls).  
Cannot fly when carrying more than normal load. 
 
Size Rules 
As Tiny creature, you can enter the space of a Small 
or Larger creature and even end your turn there. 
Creatures in the same space are considered adjacent. 
For shrinked weapons: you can only use two-handed 
weapons with 'small' property. You must use versatile 
weapons in two hands, but you do not gain +1 to 
damage. 
 
Thieves' Tools 
+2 to Thievery checks to open locks, disable traps 
 
Crowbar 
+2 to Strength checks to break open doors, 
containers 
 
Faerie Puppet 
This toy is moved by strings. It continues to move on 
its own when its strings are released. If it encounters 
blocking terrain, it turns to the left or right randomly. 
It won't stop until commanded to do so in Elven by 
somebody within 5 squares. 
 
Hair of Fairy Hues 
This mixture instantly changes the color of the hair of 
an individual to any color (including strange, vibrant 
hues). The new color lasts until the hair is washed in 
a still pond beneath the light of the moon, or until the 
hair grows out. 
 
Pixie Music Box 
When this acorn shell is opened, a chorus of pixie 
voices sings for six hours. When it stops, a plain, 
hollow acorn is left. While the music sounds, natural 
beasts won't approach or attack in 20-square radius. 



Pixie Bard 
Level 7 Pixie Bard (Skald) 

~ 
SCORE ABILITY MOD 

9 l11il-1 
13 II·UI 1 

~ 131·~!:1 1 
16 11~11 3 

~ 
101~'1~1 ° 
201!1!1 5 

~~ Passive Insight 

~~ Passive Perception 

Player Name: 

Melee Basic Attack 
At-Will + Standard Action 

~ 
~ 
~ 
~ 

Luckblade Scimitar +2: +1 3 vs . AC, ld8 +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. 

Additional Effects 

Basic Attack 

+ 

~---------------------=~ Words of Gravity 
At-Will + Minor Act1on 

Personal 

You tell a story full of danger and violence, 
urging your allies into a defensive mind-set. 

Keyword: Martial 

Effect: Until the end of the encounter or until 
you use another bard at-will attack power, 
your skald's aura gains the following effect: 
Each time you hit an enemy with a basic 
attack, one of your allies in the aura gains a 
+2 power bonus to all defenses until the end 
of your next turn . 

Additional Effects 

Bard Attack 1 

Skills 

Acrobatics Dexterity 

Intelligence • 
Strength 

Charisma • 

Thievery 

Charisma 

Constitution 

Wisdom 

Intelligence 

Wisdom 

Charisma 

Wisdom • 

Wisdom 

Intelligence 

Dexterity 

Charisma 

Dexterity 

• indicates a trained skill. 

Ranged Basic Attack 
At-Will + Standard Action 

Unarmed: +4 vs. AC, ld4+1 da mage 

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 

Special 

A sudden burst of light and a blast of noise 
leaves your foe momentarily disoriented. 

Keyword: Arcane 

Trigger: You hit an enemy with a basic 
attack using a weapon . 

7 

Effect: The enemy you hit is dazed until the 
end of your next turn . 

Additional Effects 

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 

Bolstering Speech 
At-Will + Minor Action 

Personal 

You offer up a story that inspires and 
reinforces the morale of your allies, urging 
them to fight past their pain. 

Keyword: Martial 

Effect: Until the end of the encounter or until 
you use another bard at-will attack power, 
your skald's aura gains the following effect : 
Each time you hit an enemy with a basic 
attack, one of your allies in the aura gains 
temporary hit points equal to your Cha 
modifier ( +5) . 

Addit ional Effects 

Bard Attack 1 

Melee 1 Target: One 
weapon 

You place your hand on the weapon, and it 
begins to rumble quietly, as though a 
booming thunderhead is contained within . 

Keywords: Arcane, Thunder 

Effect: Until the end of your next turn, the 
next weapon attack made with the target 
weapon deals 2d6 thunder damage to one 
target of the attack, regardless of whether 
the attack hits or misses. 

Addi tional Effects 



Alter Fate 
Encounter + Immediate React1on 

Ranged 10 Target : The 
triggering enemy 

You curl your hand in a twisting motion, and 
a strike that might have been a glancing blow 
becomes a grievous hit. 

Keyword: Arcane 

Trigger: An enemy within 10 squa res of you 
is hit by your ally's attack. 

Effect: The target takes 1d12 extra damage 
from the attack. 

Additional Effects 

Personal 

You keep a barbed tongue handy for your 
enemies, offering them no quarter with your 
disparaging words. 

Keywords: Arcane, Fea r 

Effect: Until the end of the encounter, your 
skald's aura gains the following effect: Any 
enemy in the aura whose Will is equal to or 
lower than 12 + your level cannot attack you, 
unless that enemy is marked by you or in 
your defender's aura. 

Additional Effects 

Personal 

You chant, sing, or otherwise inspire your allies with 
your words, allowing them to draw the strength to 
battle on from your encouragement. 

Keywords: Aura, Healing, Martial 

Effect: You activate an aura 5 that lasts until the end 
of the encounter. If the aura ends prematurely for 
any reason, you can reactivate it during the 
encounter as a minor action. 

Twice per encounter but only once per turn, you or 
any ally in the aura can use a minor action to spend 
a healing surge and regain ld6 additional hit points. 
Alternatively, you or any ally can use a minor action 
to allow an adjacent ally to spend a healing surge 
and regain the additional hit 
points. 

Level 6: 2d6 additional hit points. 

Additional Effects 

Personal 

Your warning inspires your allies to be 
vigilant against danger from all sides. Your 
comrades exercise caution, waiting until one 
of them can strike with greatest effect. 

Keyword: Martial 

Effect: Until the end of the encounter, your 
skald's aura gains the following effect: Allies 
in the aura do not grant combat advantage 
while flanked. In addition, once before the 
end of the encounter, one of your allies in the 
aura can deal 2d10 extra damage on any one 
attack that hits an enemy. 

Additional Effects 

Ranged 5 Target: One ally 

You hurl a bright globe of fey magic that 
grants your friend the ability to soar through 

the air for a moment. 

Effect: The target can fly up to 6 squares as 
a free action. 

Additional Effects 

Personal 

You infuse your words with arcane power, 
turning even the simplest speech into a 
compelling oration. 

Keywords: Arcane, Charm 

Effect: You gain a +5 power bonus to the 
next Diplomacy check you make before the 
end of your next turn . 

Additional Effects 

Personal 

You call out to your enemies with words that 
distract and confuse them, drawing their 
attention away at a critical moment and 
opening them up to your allies' attacks. 

Keyword: Martial 

Effect: Until the end of the encounter, your 
skald's aura gains the following effect : 
Enemies in the aura grant combat advantage. 
Once before the end of the encounter, when 
an enemy in the aura takes damage from any 
source, you can choose for that enemy to be 
dazed (save ends). 

Additional Effects 

Melee 1 Target: One object 
that is sized for a 
Medium or Small 
creature, is not 
inside a conta iner, 
does not conta in 
anything, and is not 
held, worn, or 
carried by anyone 
other than you. 

At your touch, an object shrinks to your wee size or is restored to 
its original state. 

Effect: The target shrinks to a size appropriate for a Tiny 
creature's use. The new size ends at the end of your next extended 
rest unless the shrunken target is on your person. The size also 
ends if you or another pixie uses this power on the shrunken 

target. While shrunk, the target keeps its game statistics, such as 
damage dice and weight. A shrunken weapon, however, becomes 
an improvised one-handed weapon for a non-Tiny creature . 

Additional Effects 

Ranged 5 Target: One 
creature that isn't 
deafened 

You gleefully project an alarming noise that 
distracts and hinders your foe . 

Keyword: Illusion 

Effect: Roll a d6 to determine the power's 
effect. 

1-3: You slide the target up to 2 squares, 
but not into hindering terrain. 

4-6: The target grants combat advantage 
until the end of your next turn. 

Additional Effects 



Revitalizing Incantation 
Encounter + Mmor Act1on 
Unarmed: 
Ranged 5 Target: You or one 

ally 

You whisper a few phrases in a secret 
language, urging your ally 's body to mend 
itself. 

Keywords: Arcane, Healing 

Effect: The target can spend a healing surge. 
Additionally, the target gains temporary hit 
points equal to his or her healing surge 
value. 

Additional Effeas 

Bard Utili ty 6 

Properties 

When you hit with a melee basic attack, 
you gain a +2 item bonus to t he damage 
roll. 

You sing a song that inspires your allies, 
giving them the confidence to triumph. 

Keyword: Martial 

Effect: Until the end of the encounter, your 
skald's aura gains the following effect: Your 
allies in the aura gain a +2 power bonus to 
skill checks. Once before the end of the 
encounter, when one of your allies makes an 
attack roll, as a free action you can choose to 
have that ally roll twice for the attack and 
use either result. 

Additional Effects 

Armor Bonus: 3 
Check : -1 
Enhancement: +1 AC 

Enhancem ent: +2 Fortitude, Reflex, 
and Will 

Power + Daily (No Action) 

Use this power when you fail a saving 
throw. Reroll the saving throw, using the 
second result even if it's lower. 

Damage: ld8 
Profic iency Bonus: 2 
Properties: High Crit 
Enhancem ent: +2 attack rolls and 
damage rolls 
Critica l: +ld8 damage per plus 

Power+ Daily (Free Action) 

Trigger: You make an attack roll wit h th is 
weapon and don't like t he result . 

Effect: Reroll the triggering attack roll 
and use the second result, even if it's 
lower. 

Utility Power+ Consumable (Standard 
Action) 

Effect: You create a nonmagical object 
that is up to 1 square in volume and 
weighs up to 200 pounds. The object 
must be created in an unoccupied square 
and on a solid surface, such as a floor, a 
wall, or a tree. The object disappears at 
the end of the encounter. 




