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NAME: Gathoryx, a Tűzmester RACE: Tiefling CLASS: Sorcerer (elementalist) 

ALIGNMENT: Unaligned XP: 16,500 LEVEL: 9 

 
SKILLS 

 TOTAL  (no armor) 

Acrobatics +4 +4 

Arcana +13  

Athletics +3 +4 

Bluff +17  

Diplomacy +15  

Dungeoneering +4  

Endurance +4 +4 

Heal +4  

History +8  

Insight +4  

Intimidate +15  

Nature +4  

Perception +4  

Religion +8  

Stealth +6 +6 

Streetwise +10  

Thievery +4 +4 

 

ABILITIES 
 Score Check 

STRENGTH 8 +3 

CONSTITUTION 11 +4 

DEXTERITY 10 +4 

INTELLIGENCE 18 +8 

WISDOM 10 +4 

CHARISMA 22 +10 

 
SENSES 

PASSIVE INSIGHT 14 

PASSIVE PERCEPTION 14 

SPECIAL SENSES 
low-light vision 

 
LANGUAGES 

Common, Giant 

 
* FEATS AND NON-COMBAT ° CLASS/RACE FEATURES 

* Staff Expertise +1 (feat) bonus to attack (already included);  
+1 reach with staff weapon attacks; no opportunity attacks provoked by ranged / area attack spells. 

* Hellfire Blood +1 bonus to attack and damage with fire or fear attacks (already included). 

* Unarmored Agility +2 (feat bonus) to AC if wearing no armor or cloth armor (already included). 

* Superior Implement Training 
(Accurate Staff) 

You can use Accurate Staff implements: +1 to attack with implement powers (already included). 

* Implement Focus (Staff) +1 bonus to damage (already included). 

 
EQUIPMENT 

Backpack, bedroll, flint & steel, belt pouch,   10   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), 

 

Collar of Recovery +2 (+2 to Fortiude, Reflex, Will - already included; +2 extra hp regained when spending a Healing Surge - already included) 

Defensive Accurate Staff +2 (+3 to implement attack (+2 as weapon), +2 to damage, +1 to Fortutde, Reflex, Will - already included)  

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

Bracers of the Perfect Shot (+2 (item) bonus on damage rolls of ranged basic attacks - already included) 

Rhythm Blade Dagger +1 (if wielded off-hand, +1 shield bonus to AC and Reflex - already included) 

  1  Lesser Elixir of Black Dragon Breath (see next page) 

 

 

 

 

1 platinum piece, 9 gold pieces 

 

CONCEPT 
Gathoryx ősei ördögökkel 
paktáltak le, vére alvilági erőkkel 
fertőzött. Az "ördögfattyat" 
gyermekkora óta sok sérelem érte, 
könnyed modora és hangos 
nevetése csak leplezi lelki sebeit. 
De amikor érzi az ereiben lüktető 
pokoltűz forróságát, semmi más 
nem számít... 
 

 

 
 

 

total weight: 52 lbs;   normal load: -80 lbs 



 
 
 
 
 
 
 

COMBAT PROFILE 
INITIATIVE +4 SPEED 6 ACTION POINT  

 
DEFENSES 

AC 23 

FORTITUDE 17 

REFLEX 22 

WILL 25 

 HP 

MAX 63 hp 

BLOODIED 31 hp 

SURGE/DAY 6/day 

HP / SURGE  17 hp/surge 

HP: 
 
 

Surges: 
 
 
 

COMBAT FEATURES 
Staff Expertise: no opportunity attacks provoked by range or area spells. 

Bloodhunt: +1 (racial) bonus to attack rolls against bloodied targets. 

Elemental Soul: Resist 10 fire. 

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

 

 

 

 

 

 

 

 

 

 

 

ATTACK POWERS (at-will, encounter, daily) 
Elemental Bolt Ranged 10. +15 vs Reflex. Hit: 1d12 + 1d6 + 14 fire damage. Special: can be used as a ranged basic attack. 

Ice Prison Area Burst 1 Within 10 squares (all creatures). +14 vs Fortitude. Hit: 1d8 + 11 cold damage, and the target is slowed until 
the end of your next turn. 

Blazing Cloud Close Burst 1 (all creatures). +15 vs Reflex. 1d8 + 12 fure damage.  
Effect: you gain +2 (power) bonus to Reflex and AC until the start of your next turn. 

Elemental Escalation 
(3/encounter) 

Free Action (1/round), before you use an at-will attack spell.  
Use the spell on 1 extra target:  
        within 5 squares of you for Elemental Bolt;         or adjacent to the burst for Ice Prison/Blazing Cloud. 
Each target takes +1d10 damage on hit. 
Effect: you can shift 3 squares. 

Infernal Wrath If an enemy within close burst 10 hits you → (Free Action) the enemy takes 1d6 + 6 fire damage. 

 

UTILITY AND NON-ATTACK POWERS (at-will, encounter, daily) 
Sorcerous Sirocco Standard Action. You and an ally within 10 can move or fly [speed + 2], but falls at the end of the move. 

Wind Rider Minor Action. Until the end of your next turn, you gain fly speed [altitude limit 4], graniting combat advantage while flying. 
Standard Action: sustain until the end of your next turn.  

 

MAGIC ITEM POWERS (at-will, encounter, daily, consumable) 
Lesser Elixir of  
Black Dragon Breath  

Minor Action to drink. Before the end of the ecounter, you can use Dran Breath attack once: 
      Minor Action. Close Blast 3 (all creatures). +21 vs Reflex. Hit: 3d8 + 7 acid damage. 

 

WEAPON ATTACK  DAMAGE CRITICAL DISTANCE 
Staff melee basic attack +8 1d8 + 1 max + 2d8 Reach 2 
 


