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Character Sheet 

Defenses 

Conditional Bonuses 

Hit Points 

MaxHP 
(Bloodied 27 

Current Hit Points 

55 

Healing Surges 
Surge Value Surges/Day 

mo 
Current Conditions: 

Combat Statistics and Senses 

Initiative 

Conditional Modifiers: 

Speed 

Passive Insight 

Special Senses: Low-light 

Player Name/RPGA D 
Level Satyr Thief 

Unaligned Satyr Rogue (Thief) 

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

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 

Subtle Short sword +2 

II 15 II II 1d6+12 II 
Strength vs. AC Damage 

Ranged 

Unarmed 

II 8 II II 1d4+5 II 
Dexterity vs. AC Damage 

Languages 
Common, Elven 

Abilities 

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



Player Name 

Character Details 

Background 

I 
Theme 

Mannerisms and Appearance 

Personality Traits 

Adventuring Company 

Companions and Allies 

Session and Campaign Notes 

Other Notes 

Satyr Thief 
Character N arne 

......_, 

I 

I 

Equipment 

Head 

Arms 

I Bracers of Mighty Striking ... 

Main Hand 

I Subtle Short sword +2 

Feet 

Other Equipment 
Adventurer's Kit 
Thieves' Tools 
Bottle of Wine 
Flute 
Everburning Torch 
Sunrod (2) 
Silk Rope (so ft.) 
Elixir of Accuracy (level 8) 

Treasure 

66gp 

Neck 

I Elven Cloak +2 

Waist 

Armor 

I Breaching Leather Armor +1 

Tattoo 

Ki Focus 

Carrying Capacity 
(lbs.) 

Normal ~ 
Heavy ~ 
Max ~ 



Satyr Thief 
Player Name Character Name 

Racial Features 

Fey Origin 
Your origin is fey, not natural 

Light of Heart 

Make saving throws at start and end of your 
turn against fear effects 

Lure of Enchantment 
Gain lure of enchantment power 

Class/Other Features 

First Strike 
At encounter start, get combat advantage 
against foes that haven't acted yet 

Sneak Attack 

Deal 2d6 extra damage to target granting you 
combat advantage with light blade, hand 

Male Only 
All satyrs are male 

Pleasant Recovery 

Regain 1d8 additional hp for each healing surge 
you spend during a short rest 

Sly Words 
Bluff is always a class skill for you 

Weapon Finesse 
Use Dex (not Str) for melee basic attacks, 
damage. +2 damage with light blades, hand 

crossbows, shortbows, slings 
Skill Mastery 

+ 1 additional trained skill. Natural 20 on a skill 

crossbow, shortbow, or sling; 3d6 at 11th level, challenge check automatically succeeds, +1 
5d6 at 21st level additional success. 

Feats 

Light Blade Expertise Nimble Blade 

When wielding a light blade: + 1/2/3 (by tier) to + 1 to attacks with light blade and combat 
attack rolls, + 1/2/3 (by tier) damage vs. 
creatures granting combat advantage to you 

advantage 

Weapon Focus {Light blade) 
Gain +1 damage per tier with Light blades. 

Walk among Men 

Appear as an eladrin, elf, or human 



Satyr Thief 
Level 7 Satyr Rogue (Thief) 

~ 
SCORE ABILITY MOD 

13 l11il 1 

13 II·UI 1 

~ 201·~!:1 5 

11 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 

~ 
~ 
~ 
~ 

Subtle Short sword +2: +15 vs . AC, ld6+12 
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 
+2d6todama(Jeonceperturn(SneakAttack) 

+ 

+ l to damagerollsagainstacreature grantingcombatadvantage toyou - Light Blade Expertise 
+1 toattackrollswhenyouhavecombatadvantage- Nimble Blade. 
+2 item bonus to damage rolls aoainst an enemy grant ing combat advantage to you - Subtle 
WeapOn+2 

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 

Unarmed: +8 vs . AC, ld4+5 da mage 

Ranged weapon Target: One 
creature 

15 

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 

+ 2 item bonus to damage ro lls against an enemy 

granting combat adva ntage to you -Subtle Wea pon +2. 

Basic Attack Basic Attack 

~---------------------=~ Escape Artist's Trick 
At-Will + Move Act1on 

Personal 

You slip forward to engage your enemy, then 
spring back and out of its grasp after 
delivering an attack. 

Keyword: Martial 

Effect: You shift up to 2 squares. Once at the 
end of this turn, you can shift 2 squares as a 
free action . 

Add it ional Effects 

Tactical Trick 
At-Will + Move Action 

Personal 

Your quick assessment of the battlefield 
shows you both where to step and which 
enemies are too distracted to defend 
themselves properly. 

Keyword: Martial 

Effect: You move up to your speed, and you 
do not provoke opportunity attacks when 
leaving squares adjacent to your allies. Until 
the end of your turn, you have combat 
advantage against enemies that have at least 
one of your allies adjacent to them. 

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 

Acrobat's Trick 
At-Will + Move Action 

Personal 

For a brief moment, you move along a wall. 
The momentum you build translates into a 

more powerful attack. 

Keyword: Martial 

Effect: You move up to your speed -2. 
During this move, you have a climb speed 
equal to your speed -2. You also gain a +2 
power bonus to your next damage roll with a 
basic attack during this turn. 

Addit ional Effects 

Rogue Utility 

Unbalancing Trick 
At-Will + Move Act1on 

Personal 

You dodge low as you approach an enemy, 
protecting yourself from attack and setting 
up a strike to the knee or lower leg. 

Keyword: Martial 

Effect: You shift up to 2 squares. The next 
time you hit an enemy with a melee basic 
attack this turn, you can knock it prone . 

Addi t ional Effects 

LR_o~g~u_e_U_t_il_it~y------------------------~LR_o~g_u_e_U_t_il_it~y __________________________ JLR_og~u_e __ U_t_ili_ty~------------------------~ 



Personal 

You crouch and spring to catch your foes off 
guard, putting your powerful legs to good 
use. 

Effect: You jump with a +10 power bonus to 
the Athletics check. When you make this 
jump, you are always considered to have a 
running start. The distance you jump cannot 
exceed your speed. 

Additional Effects 

A softly sung tune causes your enemy to 
wander as you direct it. 

Keyword: Charm 

Trigger: You hit an enemy with an attack. 

Effect: You slide the enemy up to 3 squares, 
but not into hindering terrain. The enemy 
grants combat advantage until the end of 
your next turn. 

Additional Effects 

When you hit with a melee basic attack, 

you gain a +2 item bonus to the damage 

roll. 

Backstab 
Encounter + Free Action 

Personal 

You take a split second to locate the most 
vulnerable point in your enemy's defenses. 

Keyword: Martial 

Trigger: You make an attack roll against an 
enemy within 5 squares of you using a basic 
attack with a weapon. The enemy must be 
granting combat advantage to you. 

Effect: You gain a +3 power bonus to the 
attack roll, and the enemy takes ld6 extra 
damage if the attack hits. 
Level 7: 2d6 extra damage. 

Additional Effects 

You deflect your enemy's attack, causing the 
force behind its blow to send it off balance 
and leaving it vulnerable to your next attack. 

Keywords: Martial, Weapon 

Requirement: You must be wielding a light 
blade. 

Trigger: You are hit by a melee attack 

Effect: You gain a bonus to defenses against 
the triggering attack equal to your Cha 
modifier ( +3), and you gain combat 
advantage against the attacker until the end 
of your next turn. 

Ad ditional Effects 

Proficiency Bonus: 3 
Properties: Off-Hand 

Enhancement: +2 attack rolls and 

damage rolls 

Critical: +ld6 damage per plus 

Properties 

Whenever you make a damage roll with 

this weapon against an enemy granting 

combat advantage to you , you gain an 

item bonus to the damage roll against 

that enemy. The item bonus equals this 

weapon's enhancement bonus. 

Cunning Escape 
Encounter + Immediate Interrupt 

Personal 

As your enemy attacks, you leap aside to 
make your escape. 

Keyword: Martial 

Trigger: An enemy attacks you 

Effect: You gain a +4 bonus to all defenses 
against the triggering enemy's attack. At the 
end of the triggering enemy's turn, you can 
also shift up to 3 squares as a free action. 

Addi tional Effects 

Utility Power + Consumable (Minor 
Action) 

Requirement: Your level must be equal to 

or lower than the elixir's level + 4. 

Effect: You drink the elixir. Once before 

the end of the encounter, you can use a 

free action when you make an attack roll 

and dislike the result. You gain a +2 

bonus to that attack roll. 

Power (Teleportation) +Daily (Move 
Action) 

Use this power when you are adjacent to 

a wall to teleport to the other side of the 

wall. This teleport does not require line of 

sight and moves you no more than 3 

squares (allowing you to teleport past a 

wall no more than 2 squares thick). If 

you attempt to teleport into an occupied 

square, you go nowhere; your move 

action is not spent, but the daily power is 

expended. 



Enhancement: +2 Fortitude, Reflex, 
and Will 

You gain an item bonus to Stealth checks 
equal to the cloak's enhancement bonus. 


