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NAME: Shoop RACE: Halfling CLASS: Warlock (hexblade) 

ALIGNMENT: Unaligned XP: 10,000 LEVEL: 7 

 
SKILLS 

 TOTAL  (no armor) 

Acrobatics +15 +16 

Arcana +8  

Athletics +3 +4 

Bluff +13  

Diplomacy +8  
Dungeoneering +3  

Endurance +3 +4 

Heal +3  

History +3  

Insight +3  

Intimidate +8  

Nature +3  

Perception +3  

Religion +3  

Stealth +13 +14 

Streetwise +8  

Thievery +14 +15 

 

ABILITIES 
 Score Check 

STRENGTH 8 +2 

CONSTITUTION 13 +4 

DEXTERITY 18 +7 

INTELLIGENCE 10 +3 

WISDOM 10 +3 

CHARISMA 20 +8 

 
SENSES 

PASSIVE INSIGHT 13 

PASSIVE PERCEPTION 13 

SPECIAL SENSES 
Darkvision (2 squares) 

 
LANGUAGES 

Common, Deep Speech 

 

* FEATS AND NON-COMBAT ° CLASS/RACE FEATURES 
* Flail Expertise +1 to attack (already included). When your attack with a flail would let you slide the target, you can knock 

him prone instead. 
* Disciple of Shadow Gain darkvision with a range of 2 squares. 

* Acolyte of the Veil Training in Acrobatics; use shadow step 1/encounter. 

* Underdark Climber +2 (feat) bonus to Acrobatics - already included; use Acrobatics skill to climb. 

 

EQUIPMENT 
Backpack, bedroll, flint & steel, belt pouch,   2   sunrods, 50' hempen rope, waterskin, some trail rations,    

everburning torch (burns forever, no heat, bright light in 5 squares, can be put away in a backpack) 

thieves' tools (picks, pries, skeleton keys, clamps - +2 bonus to Thievery checks when opening a lock or disabling a trap), 

 

Magic Rod +2  

Sylvan Hide Armor +2 (+2 (item) bonus to Athletics and Stealth - already included; armor check penalty: -1) 

Lesser Badge of Berserker +2 (+2 to Fortiude, Reflex, Will - already included; +4 on all defenses vs opportunity attacks provoked by charging) 

Burglar's Gloves (+1 (item) bonus to Thievery - already included) 

Bracers of the Perfect Shot (+2 (item) bonus on damage rolls with ranged basic attacks). 

  2  Lesser Elixirs of Invisibility (see next page) 

  1  Potion of Invulnerability (see next page) 

 

275 gold pieces 

 

CONCEPT 
Shoop valaha félszerzet volt, de 
sok-sok éve a föld alá menekült, 
ahol csak a homály a barátja. 
Shoop és árnyéka sokat 
beszélgetnek. Árnyék elmondta 
Shoopnak, hogy most valami 
furcsa dolog készülődik, ami nem 
tetszik Shoopnak. 

 

 

 

 

 

 

total weight: 60 lbs;   normal load: -80 lbs 



 
 
 
 
 
 
 

COMBAT PROFILE 
INITIATIVE +7 SPEED 6 ACTION POINT  

 
DEFENSES 

AC 22 

FORTITUDE 17 

REFLEX 19 

WILL 21 

 HP 

MAX 55 hp 

BLOODIED 27 hp 

SURGE/DAY 7/day 

HP / SURGE  13 hp/surge 

HP: 
 
 

Surges: 
 
 
 

COMBAT FEATURES 
Pact Weapon: while wielding a rod, can use a minor action to manifest the Scourge of Exquisite Agony in the 
other hand. 
Bold: +5 (racial) bonus to saving throws vs fear. 

Nimble Reaction: +2 (racial) bonus to AC against opportunity attacks 

Lesser Badge of the Berserker: +4 to all defenses against opportunity attacks provoked by charging 

 

 

 

 

 

 

 

 

 

 

 

ATTACK POWERS (at-will, encounter, daily) 
Flesh Rend Melee Attack 2. Scourge: +13 vs AC. Hit: 1d10 + 13 damage, and you can slide the target 1 square or knock him prone; the 

target also takes -2 penalty on attacks until the start of your next turn. 
Eldritch Bolt Ranged 10. +10 vs Reflex. Hit: 1d10 + 15 force damage. Special: can be used as a ranged basic attack. 

Spirit Flay 
(2/encounter) 

Melee Attack 2 (1-2 creatures). Scourge: +13 vs Reflex. Hit: 1d10 + 13 necrotic and psychic damage, and the target is dazed 
until the end of your next turn. Effect: you gain partial concealment until the end of your next turn. 

Shadow Scourge If an adjacent enemy attacks you → (Immediate Reaction) the attacker takes 10 necrotic and psychic damage, and grants 
combat advantage until the end of your next turn. 

Armor of Winter's 
Grasp 

Close Burst 1 (all creatures). +10 vs Fortitude. Hit: 2d6 + 13 cold damage, and the target is slowed (save ends).  
Miss: 1/2 damage. Effect: Gain +2 (power) bonus to AC and Fortitude until the end of the encounter. 

Deathly Conduit Area Burst 1 Within 10 squares (all creatures). +10 vs Fortitude. Hit: 2d6 + 13 necrotic damage, target is blinded (save ends). 
Miss: 1/2 damage. Effect: all creatures adjacent to you take 10 necrotic damage, and you can teleprot to a square in the burst. 

 
UTILITY AND NON-ATTACK POWERS (at-will, encounter, daily) 

Convocation of 
Shadows 

If you reduce any enemy to 0hp, or an adjacent enemy drops to 0hp → (Free Action)  
you gain insubstantial and phasing until the end of your next turn. 

Second Chance If you would be hit by an attack → (Immediate Interrupt) the attacker must re-reroll the attack. 

Shadow Step Move Action. If you are adjacent to a creature, you can teleport 3 squares adjacent to another creature. 

Ethereal Stride Move Action. Teleport 3 squares and gain +2 (power) bonus on all defenses until the end of your next turn. 

Shadowslip If you are missed by a melee or ranged attack → (Immediate Reaction) teleport 5 squares. 

Lesser Planar Ally Standard Action. Summon a tiny, invisible spirit for 1 hour. It cannot go through walls, open doors, make Perception checks.  
A) It can try to find an object or person within 5 miles, then returns to you to give directions; or  
B) it can explore a 20x20 square area, return to you and give a mental picture.  

 

WEAPON ATTACK  DAMAGE CRITICAL DISTANCE 
Scourge of Exquisite Agony melee basic attack: Flesh Rend +13 1d10 + 13 max + 2d6 Reach 2 

 

MAGIC ITEM POWERS (at-will, encounter, daily, consumable) 
Potion of 
Invulnerability 

Minor Action. You can lose a Healing Surge to gain resist 25 against all damage until the end of your next turn. 

Lesser Elixir of 
Invisibility (2) 

Minor Action. You become invisible until the end of your next turn, or until you make an attack roll. 

 


