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BYSHIR

VRYLOKA BLACKGUARD (VICE OF FURY) / LEVEL 1 DIFFICULTY: % W
"Don't run, cowards! I hate it when my prey dies tired... it makes you so gamey...” s

Dark Menace / Spirit of Fury
Whenever you make a weapon attack against an
enemy granting you combat advantage, that
enemy takes 6 extra damage.
Disciple of Stone
Whenever you spend a healing surge, you gain
an additional 5 temporary hit points.
Blood Dependency
While you are bloodied, your healing surge value
drops by 2.
Necrotic Resistance
You have resist 5 necrotic.

Disciple of Stone

As a blackguard, you are a tough front-lines berserker who tears through enemies with unholy speed and power. You receive a
sizeable damage bonus when attacking with combat advantage, so be sure to flank with your allies and take advantage of prone
opponents. Use Ferocious Strike when you can't count on your allies to set up a flank, and Vengeance Strike when surrounded.
Remember to strike with your Dread Smite early in a combat to give the ongoing damage time to eat away at your foe.

ATTACK POWERS UTILITY POWERS
}) Longsword (Maie il Lifeblood Encounter .
Standard Action Melee weapon Free Action Personal
Target: One Creature Attack: 1d20 + 7 vs. AC Trigger: You kill or bloody an enemy.

Hit: 1d8 + 4 damage, or 1d8 + 10 with combat advantage. Effect: You gain one of the following benefits:

* You shift up to your speed.
T——— " * You gain 5 temporary hit points.
: ? = $ * You gain a +2 bonus to attack rolls until the end of your
Standard Action Ranged 5/10 next turn.
Target: One Creature Attack: 1d20 + 7 vs. AC
Hit: 1d6 + 4 damage, or 1d6 + 10 with combat advantage.
Shroud of Shadow Encounter
) . Minor Action
) : a‘fect.\’ougampamalounceammentmﬁltreendcfynurnm
Standard Action Melee weapon turn. You also gain 5 temporary hit points.
Target: One creature Attack: 1d20 + 7 vs. AC
Hit: 1d8 + 4 damage, or 1d8 + 10 with combat advantage.
You gain combat advantage against the first enemy you attack Second Wind Em:uunter
before the end of your next turn. Standard Action
; Effect: You spend a healing SuTQEtD regain hit points, and gain
: : a +2 bonus to all defenses until the start of your next turn,
Standard Action Melee weapon
Target: One creature Attack: 1d20 + 7 vs. Fortitude

Hit: 1d8 + 4 damage, or 1d8 + 10 with combat advantage.
You gain a power bonus to the damage roll equal to twice the
number of enemies adjacent to you (maximum of +8).

Dread Smite Encounter .
Standard Action Personal

Trigger: You target an enemy with an at-will weapon attack
power,

Effect: The target takes 5 cold and necrotic damage. If the
triggering attack hits, the target also takes ongoing 5 cold and
necrotic damage (save ends).

This character was made using the
Heroes of Shadow sourcebook.

Use the Character Builder to create
and modify this character!

See www.wizards.com/dnd/insider
for more information.
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D oLORA
TIEFLING CLERIC (DEATH DOMAIN) / LEVEL 1 DIFFICULTY: ¥ s
"The end of things is nothing to fear. Come, face yours with honor.”

Fire & Necrotic Resistance
You have resist 5 fire and resist 5 necrotic.

Bloodhunt
You gain a +1 bonus to attack rolls
against bloodied foes.

INTELLIGENCE 10

LLT
Arcana

A cleric is the heart of the party, keeping allies safe and augmenting their power; use Healing Word and Stay the Hand of Death
to keep your friends in fighting shape.As a cleric of death, you focus on corrupting foes and drawing strength from their
destruction. Death’s Shadow will be your most common attack, as it hastens the fall of your enemies, but Tenebrous Blessing is
vital to keep the hardest-hitting enemies from striking your allies.

ATTACK POWERS CHANNEL DIVINITY
You have two channel divinity powers but you are only able
A (Hieiee Bask) Levy of Judgment Dally . to use one per encounter,
i) i or el o) el
Target: One Creature Attack: 1d20 + 1 vs. Reflex Target: One creature Attack: 1d20 + 6 vs. AC Smite Undead : Encounter
Hit: 1d8 - 1 damage. Hit: 2d8 + 4 radiant damage. Standard Action Melee weapon
Miss: Half damage. Target: One undead creature  Attack: 1d20 + 6 vs. Will
: Effect: Once befare the end of the encounter, when an ally Hit: 2d8 + 4 radiant damage, and you-push the target 6
i et Meleel misses the target with an attack roll, you can use a free action squares. The target is immobilized until the end of your
)\ to let that ally reroll the attack roll, next tum.
Target: One creature, Attack: 120 + 4 vs. Reflex Miss: Half damage.
Hit: 1d8 + 4 cold and necrotic damage. UTILITY POWERS
next attack made against it before the end of your next turn. Healing Word Encounter . . Sy die b o Reath Encnunt
Minor action Close burst 5 Minor Action Close burst 2

Target: You or one ally in the burst; the target must be bloodied
Effect: The target gains 5 temporary hit peints.

i A Target: You or one ally in the burst
Standard Action Melee 1 Effect: The target can spend a healing surge and regain 1d6

Target: One creature Attack: 1d20 + 4 vs. Will additional hit points.
Hit: 1d8 + 4 psychic damage. Death Domain: You gain 5 temporary hit points.

Effect: Until the end of your next turn, the target takes a -3 Special: You can use this power twice per encounter, but on
penalty to attack rolls. once per rcwl.lnclfnI ° e i ¥

Inevitable Doom Encounter . Eye of the Vulture Encounter .

Standard Action Ranged 10 Minor action Close burst 3
Tﬂ“ﬂEt"-TOh”E enemy i " Sh i Target: Each bloodied enemy in the burst
Effect: The next attack made against the target re the en ! :
of your next tum deals 2d8 extra damage on a hit or miss, Effect: You learn which targets have 7 or less current hit paints, Thic haracter was miacieltimed the
even if the attack normally deals no damage on a miss. This -
damage cannot benefit from bonuses to damage rolls. Second Wind Encounter . Use ﬁm&saw S‘ ha%m d"‘:_utr:dmolk'
Ko pen ik and modify this character!
Infernal Wrath Encounter . Effect: You spend a healing surge to regain hit points, and gain 5
Standard Action Close burst 10 a +2 bonus to all defenses until the start of your next turm, 3 Y
Tirget: The trigaesig enemy i the burst See www.mzards.com!dndflns[der
Trigger: An enemy within 10 sguares of you hits you. for more information.

Effect: The target takes 1d6 + 1 fire damage,

TM & © Wizards of the Coast LC in the USA and other
countries. Illustration by Jim Nelson
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DRENDA
ELADRIN VAMPIRE / LEVEL 1 DIFFICULTY: Y % W
"To be honest... I not THAT misunderstood.”

Armor Class 10 [| Bocd s ure _ 1
During a short rest, an ally adjacent to you can willingly lose

] I' Fortitu de 13 one healing surge to allow you to regain 12 hit points.

If you end a short rest with 3 or more healing surges, you lose
all but 2 and regain all of your hit points.

Child of the Night
You have resist 5 necrotic and vulnerable 5 radiant. If you end
your turn in direct sunlight, you take 5 radiant damage, and
you are weakened (save

Enduring Soul
You have regeneration 3 while bloodied unless you took radiant
damage since the end of your last tumn.

Ki Focus Expertise
You gain a +1 bonus to damage rolls against bloodied enemies.

Gained su

A vampire is a deadly but fragile combatant. You deal death easily, but always remember that you cannot be healed as readily
as your allies. Instead, concentrate on surviving combat without spending healing surges, as that will entitle you to be healed to
full at its conclusion. Your powers also help you survive; Taste of Life augments your vitality, while Blood Drinker gives you that
key third healing surge you need to regenerate, Remember to cling to the shadows-- while concealed you can vanish from sight
using Stealth, and you are protected from the crippling light of the sun.

ATTACK POWERS
(4) Vampire Slam (Melee Basic [ Swarm of Shadows Daily .
Standard Action Melee 1 Standard Action Close blast 3
Target: One Creature Attack: 1d20 + 5 vs. Reflex Target: Each enemy in blast  Attack: 1d20 + 5 vs. Fortitude
Hit: 1d10 + 6 damage, or 1d10 + 7 vs a bloodied target, and Hit: 3d6 + 6 damage, or 3d6 + 7 vs a bloodied target, and
you can push the target 1 square. ongoing 5 damage (save ends).
Miss: Half damage.
; e Effect: You teleport to a square in the blast and are invisible
1) Uadger until the end of your next tum.
Standard Action Ranged 5/10
Target: One Creature Attack: 1d20 + 8 vs. AC UTILITY POWERS
Hit: 1d4 + 4 damage, or 1d4 + 5 vs a bloodled target.
! Fey Step Encounter .
g : T Move Action Personal
— Effect: You teleport 5 ;
Standard Action Close blast 5 ERISERCEE IR S e s
el ey gprveneite ] secondwind encounter [l
Hit: 1d8 + 6 necrotic damage, or 1d10 + 7 vs a bioodied target, Second Wind Encounter .
and you gain 4 temporary hit points, Standard Action Personal
Effect: You spend a healing surge to regain hit points, and gain
k Bec a 42 bonus to all defenses until the start of your next turn,
Standard Action Ranged 5
Target: One creature Attack: 1420 + 5 vs. Fortitude

Hit: 1d6 + 4 psychic damage, or 1d6 + 5 damage vs a bloodied
target, and you pull the target up to 3 squares. This icharae hsma GE using the

Heroes of Shadow sourcebook.
.. Heros ofSvadow e

Standard Action Ranged 10 : s A 1
Target: The triggering enery and modify this character!
Trigger: You hit an enemy with a vampire melee at-will power. L 1 . S

Effect: The target taked 1d10 extra damage from the triggering - See www.wizards.com/dnd/insider
attack, and you gain a healing surge. \ fm- more information.

TM & © Wizards of the Coast LC in the USA and other
g  countries. Hlustration by Mark Winters

http://dungeonsmaster.com



LTERNATE HEROES OF SHADOW CHARACTERS

PFPROVIDED BY DUNGEONSMASTER.COM

MIRANNA

SHADE BINDER. (GLOOM PACT) / LEVEL 1 DIFFICULTY: %
"Scared of the dark? No? Wel|, give it a few minutes, you may change your mind.”

Armor Class ] [| Shodow Twis:
You gain a +1 bonus to ranged

e S S e - and area attack rolls against an
+1 Fortitude T [| <nemy tht ros o cther creature

adjacent to it.
Reflex 16 Shadow Walk:

During your turn, If you move 3

or more squares away from

wh your tum, you
+0 gain partial concealment until the

end of your next turn,

STRENGTH

Binders use their dark magic to rearrange and control the field of battle. Use Shadow Claws to keep your foes away; when they.
do close on you, Echoing Dirge will send them reeling. Web of Shadows is strongest at the start of an encounter, when you can
use it to immobilize a group of melee foes. Each time you push an enemy, try to leave it adjacent to a powerful melee ally so

that it can't close on you again. Whenever you destroy a target, remember to trigger Shadow Warp to move your party around!

ATTACK POWERS
(3) Dagger (Meiee Web of Shadows Daily .
Standard Action Melee weapon Standard Action Area burst 1 within 10 squares
Target: One Creature Attack: 1d20 + 2 vs. AC Target: Each enemy in burst  Attack: 1d20 + 5 vs. Reflex

Hit: 1d4 - 1 damage. Hit: 2d6 + 4 necrotic damage, and the target is immobilized

(save ends).
Miss: Half damage, and the target is slowed (save ends).
Effect: The burst creates a zone that lasts until the end of

the encounter. Any creature that willingly enters the zone is
immobilized until the end of its next turn.

Standard Action
Target: One Creature
Hit: 1d4 + 0 damage.

Ranged 5/10
Attack: 1d20 + 3 vs. AC

UTILITY POWERS
Standard Action Close blast 5 Free Action Close burst 5
Target: One or two creatures  Attack: 1d20 + 5 vs. Will Target: You or one creature in burst
in the blast, Trigger: You rediice a creature to 0 hit points, or a creature
Hit: 1d8 + 4 psychic damage, and you push the target up to adjacent to you is reduced to 0 hit points.
Ziare: Effect: You slide the target up to 3 squares.

Special: You can use this power only once per round.

Standard Action Ranged 10

Target: Orie creature
Hit: 1d10 + 4 cold damage.
Effect: If the target moves during its next turn, it takes 6

Attack: 1420 + 5vs. Fortitud hiddailal

Wi = Standard Action

Effect: Until the end of your next turn, you can make Stealth
checks to become hidden when you have any cover or conceal-

cold damage. ment. In addition, you can use cover from your allies to become This character was made using s A
hidden or to remain hidden, He of Shadew 3 Hodkl
T — rcone [l Use the Character Builder to create
Standard Action Ranged 10 Second Wind Encounter . and modify this C['Bractﬁl"
Target: One creature Attack: 1d20 + 5 vs. Will Standard Action Personal | i

Hit: 2d8 + 4 psychic damage and you push the target up to
2 squares.

Effect: If the target doesn't move before the end of its next
turn, it takes 2 psychic damage.

Effect: You spend a healing surge to regain hit points, and gain
a +2 bonus to all defenses until the start of your next turn.

See www.wizards.com/dnd/insider
for more information.

TM & © Wizards of the Coast LC in the USA and other
countries. Tliustration by Ben Wootten.
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