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NAME: Rajahni, a Lángoszlop RACE: Dragonborn CLASS: Warlord (marshal) 

ALIGNMENT: Unaligned XP: 10,000 LEVEL: 7 

 
SKILLS 

 TOTAL  (no armor) 

Acrobatics +2 +3 

Arcana +4  

Athletics +12 +13 

Bluff +6  

Diplomacy +11  

Dungeoneering +2  

Endurance +9 +10 

Heal +2  

History +6  

Insight +4  

Intimidate +13  

Nature +2  

Perception +4  

Religion +4  

Stealth +2 +3 

Streetwise +6  

Thievery +2 +3 

 

ABILITIES 
 Score Check 

STRENGTH 20 +7 

CONSTITUTION 14 +4 

DEXTERITY 10 +2 

INTELLIGENCE 12 +3 

WISDOM 8 +1 

CHARISMA 16 +5 

 
SENSES 

PASSIVE INSIGHT 14 

PASSIVE PERCEPTION 14 

SPECIAL SENSES 
-  

 
LANGUAGES 

Common, Draconic 

 
* FEATS AND NON-COMBAT ° CLASS/RACE FEATURES 

° Canny Leader Allies within 10 squares who see and hear you gain +2 bonus to Insight and Perception 

* Improved Defenses +1 (feat) bonus to Fortitude, Reflex and Will - already included. 

* Toughness 5 additional hp - already included. 

* Saving Inspiration Heal -1 die with Inspiring Word to grant a saving throw. 

* Inspiring Breath Your allies have +5 bonus to damage rolls against targets that you hit with your dragon breath  
until the end of your next turn. 

 
EQUIPMENT 

Backpack, bedroll, flint & steel, belt pouch,   2   sunrods, 50' hempen rope, waterskin, some trail rations,   5   torches,   5   pints of oil,  

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

 

Vicious Longsword +2 (versatile weapon: +1 damage if wielded 2-handed; Crit: +2d12). 

Amulet of Protection +2 (+2 to Fortiude, Reflex, Will - already included) 

Chainmail of Cleansing +2 (armor check penalty -2; +2 (item) bonus on saving throws vs ongoing damage) 

Vanguard's Light Shield (+4 defense against charge attacks; armor check penalty: 0)  

Belt of Vigor (+1 (item) bonus on healing surge value - already included) 

  1  Lesser Elixir of Invisibility (see next page) 

  2  Potions of Invulnerability (see next page) 

 

 

 

34 gold pieces 

 

CONCEPT 
Rajahni büszke, ősi harcosok 
vérvonalából származik. 
Gyermekkora óta harcra és 
vezetésre nevelték, hogy 
becsületet kell szereznie nevének 
és népének hősi tettekkel. 
Megköveteli a tiszteletet, talán 
gőgös, de harcban páratlan vezér. 

 

 

 

 

 

total weight: 94 lbs;   normal load: -200 lbs 



 
 
 
 
 
 
 

COMBAT PROFILE 
INITIATIVE +3 SPEED 5 ACTION POINT  

 
DEFENSES 

AC 22 

FORTITUDE 22 

REFLEX 17 

WILL 20 

 HP 

MAX 61 hp 

BLOODIED 30 hp 

SURGE/DAY 9/day 

HP / SURGE  18 hp/surge 

HP: 
 
 

Surges: 
 
 
 

COMBAT FEATURES 
Dragonborn Fury: +1 (racial) bonus to attack rolls while you are bloodied. 

Vanguard's Shield: +4 (item) bonus on defenses against charge attacks. 

Inspiring Presence: If an ally you can see spends an Action Point, he also regains 6 hp. 

Armor of Cleansing: +2 (item) bonus on saving throws vs ongoing damage. 

 

 

 

 

 

 

 

 

 

 

 

 

ATTACK POWERS (at-will, encounter, daily) 
Intuitive Strike Melee attack. Longsword: +13 vs Will. Hit: 1d8 + 2 damage, and the next ally who attacks the target from combat advantage 

before the start of your next turn gains +2 (power) bonus to the attack roll. 
Direct the Strike Ranged 5. Effect: an ally in range makes a basic attack against an enemy you can see within 10 squares. 

Provocative Order Close Burst 5. Effect: an ally in the burst makes a free charge attack, which deals +1[W] extra damage. 

Warlord's Strike Melee attack. Longsword: +13 vs AC. Hit: 2d8 + 7 damage, and until the end of your next turn, your allies gain +4 bonus to 
damage against the target. 

War of Attrition Melee attack. Longsword: +13 vs AC. Hit: 2d8 + 7 damage, and until the start of your next turn, all allies gain +1 (power) 
bonus to attack and +3 to damage with basic attacks and at-will powers. 

Dragon Breath Minor Action. Close Blast 3 (all creatures). +10 vs Reflex. Hit: 1d6 + 2 fire damage, and your allies have +5 bonus to damage 
against the target until the end of your next turn. 

Lamb to the Slaughter Reliable. Melee attack 5. Longsword: +13 vs Will. Hit: Pull the target 5 squares, and up to 3 allies within 5 who can see and 
hear you can charge the target. 

Stand the Fallen Melee attack. Longsword: +13 vs AC. Hit: 3d8 + 7 damage. Effect: each ally within 10 can spend a Healing Surge  
and regain an extra +3 hp. 

 

UTILITY AND NON-ATTACK POWERS (at-will, encounter, daily) 
Inspiring Word 
(2/encounter) 

Minor Action. You or an ally within 5 can spend a Healing Surge, and regains an extra 2d6 hp; or extra 1d6 hp and make a 
saving throw. 

Aid the Injured Standard Action. You or an adjacent ally can spend a Healing Surge. 

Inspiring Reaction If you or an adjacent ally takes damage → (Immediate Reaction) the target spends a Healing Surge, regains +3 hp. 

 

MAGIC ITEM POWERS (at-will, encounter, daily, consumable) 
Potion of 
Invulnerability (2) 

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  

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

 

WEAPON ATTACK  DAMAGE CRITICAL DISTANCE 
Longsword melee basic attack  +13 1d8 + 7 max + 2d12 - 

 


