Dungeons Premade Character
Donuts

ANDRONUS

“If music be the food of love, play on...unless you've got some real food”

Lure of Enchantment:
Al’mOI' C|ass1 5 Your gain the

Lure of Enchantment

Fortitude1 0 Encounter power.

Deceptive Duelist:

You can use r Charisma
Reﬂex1 4 modifier for basic melee
attacks instead of Strength,

Acrobatics .
Stealth will16

2ot i
Thievery Bard ofall Trades (+3 to all

INTELLIGENCE 14 +1 6 untrained skill checks)
Arcana
Histary low light, normal
Religion

WISDOM
Dungeoneering
Heal
Insight
Nature
Perception

CHARISMA 20
Bluff
Diplomacy
Intimidate
Streetwise

Common, Elven

The Skald Bard's biggest strength is his Skald's Aura. Activate it at the beginning of every fight, and be mindful of your At-Will powers. Almost
every attack you have relies on the range of your aura, so make sure you pay attention to where you and your allies are at all times.

ATTACK POWERS UTILITY POWERS
; . Words of Friendship Encounter .
Standard Action Melee weapon Minor Action Range: Personal

Attack: 1d2o +8 vs, AC Effect: You gain a +5 power bonus to the next Diplomacy checkyou
make before the end of your next turn.

Target: One creature
Hit: 16 + 5 damage

I erer ty ; | Lure of Enchantment Encounter -
Minor Action Range: Personal Free Action Special
Effect: Until the end of the encounter or until you use another Bard Trigger: You hit an enemy with an attack.
at-will attack power, your Skald’s Aura gains the following effect: When Effect: You slide the enemy up to 3 squares and the enamy grants
you hit an enemy with a basic attack, one of your allies in your aura combat advantage until the end of your next turn.
gains a +2 power bonus to their next attack roll before the end of your
nextturmn. Skald's Aura Encounter . .
! [ Minor Action Range: Aura 5
= = oo Effect: You activate an Aura 5 that lasts until the end of the encounter.
Minor Action Range: Personal E :
2 3 Twice per encounter, but only once per turn, you or any ally in the aura
Effect: Until the end of the encountar or until you use another Bard : i 5
5 can use a minor action to spend a healing surge and regain 1d6

at-will attack power, your Skald’s Aura gains the following effect: When

. : additional hit points.
wou hit an enemy with a basic attack, one of your allies in your aura P

Alternatively, you or any ally can use a minor action to allow an

galis: poksrtonuz walliscoas it s stypprask T adjacent ally to spend a healing surge and regain the additional
hit points.
Lesser Ringing Weapon Encounter . < v
No Action Special econd Win Encounter

Trigger: You hit an enemy using a basic attack with a weapon. Standard Action Range: Personal
Hit: 3d8 +6 darnage Effect: You spend a healing surge toregain hit points, and gain a+2

Effect: The enemy you hit takes 5 thunder damage. Until the end of bonus to all defenses until the start of your next turn.

your next turn, that enemy grants combat advantage. While it's not reql.liredto i eﬂpeﬂi“ :

to “China Grove” by the Doobie Brothers

Cautionary Tale Daily every time you heal someone,
- R = SHaL

Minor Action Personal ltcertain ly cou Id“’t hul‘t.

Effect: Until the end of the encounter ar until you use another Bard at-

will attack power, your Skald's Aurs gains the following effect: Allies in S S I e e

the aure do not grant combat advantage while flanked. In addition, once du“geo fﬂ?l::(';sl;bill? UTFOt;g:‘

before the end of the encounter, one of your allies in the aura can deal
2d10 extra damage on any one attack that hits an enemy.
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BINWIN' BRONZEBOTTOM

“The Ambershards are here?! In Hammertime?! My father stopped drinking because of this!”

STRENG 20]+5 Stand Your Ground:
j You get a saving throw
clilzng when being knocked p

Acrobatics

Steaith

Thievery

INTELLIGENCE 10 +2 5
Arcana

History normal, low-light
Religion
WISDOM
Dungeoneering
Heal

Insight 27
Nature
PEFCB.GIfDr? _

CHARISMA
Bluff

Diplomacy ] . . . . . . . . . .

Dwarven Weapon Training

Commeon, Dwarven

Intimidate

Streetwise ACTION

POINT

Figl act as defenders, shielding their allies and smashing their foes. You are all about taking damage and dishing it out. Use Cleave to take
out enemies quickly, and Brash Strike if you absolutely need to hit.

ATTACK POWERS UTILITY POWERS
4 Warhammer At-Will Combat Challenge At-will o o—
Standard Action Melee weapon immediate Interrupt Melee weapon { NS
s Vs R,
Target: One creature Attack: 1dao +8 vs. AC Effect: Whenever an enemy you've marked shifts or makes an amn‘.lsf/ = A
Hit: 2d10 + 7 damage that doesn't include you, you can make a melee basic attac galri':# - f /;.;‘::_:.._ .
them as a free action. £ - R "\/\_}
= el : 4
Cleave AtWill Second Wind . - 2 )
Standard Action Melee weapon - : j
5 . Minor Action #
Target: One creature Attack: 1dz0+8 vs. AC Effect: You spend a healing s
Hit: ad1o + 5 damage bonus to all defenses until

Effect: An enemy adjacent to the target takes 5 damage.

Brash Strike At-will

Standard Action Melee weapon

Target: one creature Attack: 1dz0 +10 vs. AC

Hit: 1d10 +g damage.

Miss: You grant combat advantage until the end of your next turn.

Covering Attack Encounter .
Standard Action Melee weapon
Target: one creature Attack: 1dzo +8 vs. AC
Hit: 2dx0 +7 damage, and an ally adjacent to the target can shift 2
squares as a free action.
Brute Strike Daily -
Standard Action Melee weapon
Target: one creature Attack: 1dz0 +8 vs. AC

Hit: 3d10 +7 damage

for more information.
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CrADNESS

s die many times b

DEFENSES

ABILITIES & SKILLS

Heal Hit Points @ioodied )

TIEFLING PALADIN (CAVALIER) / LEVEL 1 / DIFFICULTY (MEDIUM)

u have Resistance 5 to

Spend your Second

Wind as a minor action to
heal an ally within 5 sq,
spending a healing surge.

Insight
Nature

28

STRENGTH Tiefling Heritage:
[ Armor C1ass20

CONSTITUTION 13]+2 Fortitude 15

Endurance —
DEXTERITY flex13

Acrobatics

Steaith

Thiew -

ey ery INITIATIVE SPEED

INTELLIGENCE 10 I

Arcana C VISION

History

Religion LANGUAGES
WISDOM

Dungeoneering OTHER STATISTICS

Perception

Bluff
BN

Intimidate

Diplomacy
Streetwise EQUIPMENT

. .
[ 6 F Healing Surges waies

longsword, plate armar, heavy shield, adventurer's kit, and 10 gold pieces

-
i
= /

The Cavalier is a holy warrior who defends her allies and smites her foes. You should put the well being of the party before your own personal
safety. Keep that and your Defender Aura in mind. While you have this aura active, you can inflict damage to any enemies who try to get away

from you.
ATTACK POWERS
} Longsword

Melee weapon
Target: One creature Attack: 1d2o+7 vs. AC

Hit: 1d8 + 4 damage

Oppurtunity Action Melee: 1
Target: the triggering enermy

Trigger: An enemy subject to your Defender Aura shifts away from you
or makes an attack that does not include you as its target.
Effect: The target takes 6 radiant damage.

Strike of Hope

Standard Action

Melee: longsword
Attack: 1d20 +7 vs. AC

Hit: 1d8 +4 damage, and you grant one ally within 5 squares of you 3
temporary hit points, If the ally is bloodied, you grant them
8 temporary hit points.

Target: one creature

Melee: longsword
Attack: 1dz0 +7 vs. AC

Effect: You gain a bonus toattack equal to the number of enemies

Standard Action
Target: one creature

adjacent to you,

Hit: 1d8 +4 radiant damage.

Holy Smite Encounter .
Free Action Personal

Trigger: You target an enemy with a Melee Attack

Effect: The target takes 5 radiant damage. If the triggering attack hits,
the target is also dazed until the end of your next turn

UTILITY POWERS

Minor Action Personal

Effect: You activate an aura 1 that lasts until you end it as a minor
action or until you fall uncencious. Enemies in this avra take a -2
penalty to attack any target that does not include you in the attack,

Encounter

Range: Close burst 1o
Trigger: An enemy within 10 squares of you hits you with an attack.

Infernal Wrath

Free Action

Effect: The triggering enemy within the burst takes 1d6 +3 fire damage.

Righteous Shield Encounter

Immediate Interrupt Range: €lose burst 3

Trigger: An ally within 3 squares of you is damaged by an attack.
Effect: You take the damage instead of your ally. This damage ignores
any/all immunities and resistances. You also gain a +2 power bonus to

attack rolls until the end of your next tunn,
Encounter .

Range: Personal

Second Wind

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

Cavaliers are the moral backbone of
most adventuring parties.

Others might lie, cheat, and steal,
but not you.

You're a paragon of virtue.

See dungeonsdonuts.blogspot.com
for more information.
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Jim IDARKMAGIC

“Have a magical day...Jim win

Wand of Accuracy:

Gain the wand of accuracy

Armor Class14
Encounter |

CONSTITUTION 10[+0 i _
Enduranc Cantiy

Acrobatics
Steaith
Thievery

vzard cantrip

INTELLIGENCE 18

Arcana
History normal

Religion Action Surge {You gain +3ta
WISDOM Common, Draconic when you spend an action

Dungeoneering
Heal

Insight

Nature
Perception

CHARISMA 10

Bluff
Diplomacy
Intimidate
Streetwise

ACTION .
POINT

gy

e B\
Wizards use magic for offense and defense, as well as a myriad of other tasks and applications (card tricks, pulling rabbits out of hats, weilding

eldrtich might, etc). Most of your wizard spells can attack several enemies at a distance. Use Scorching Burst or Bum—ﬁm'ﬂ/mdrﬁi'hit as many
enemies as possible. When in doubt, Magic Missile is a safe bet for almost any  but especially mi ~
—
ATTACK POWERS UTILITY POWERS ]
4 Quarterstaff Atwill Heroic Effort
Standard Action Melee weapon No Action Range: Pegsonal| h
Target: One creature Abtacksadio sa s A Trigger: You miss with an attack or fail a savirig thiows. e’ -
Hit: 1d8 + o damage Effect: You gain a +4 recial bonus to the attack oll of & )ngtln&w;
S .
% Magic Missile At-will Wand of Accuracy Encounter .
Standard Action Ranged 20 Free Action Range: Personal

Effect: You gain a +1 bonus to any attack using your wand.

Second Wind Encounter .
Standard Action Range: Personal
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.

Target: One creature Effect: & force damage

Scorching Burst At-Will

Area bursta within 1o squares
Attack: 1d20 +5 vs. Reflex

Encounter .

Close blast 5
Attack: 1d20 +5 vs. Reflex

Standard Action
Target: Each creature in burst
Hit: 1d6 + 4 damage.

Burning Hands

Standard Action

Target: Each creature in blast
Hit: 2d6 +4 fire damage
Miss: Half Damage

Acid Arrow

Standard Action Ranged 20 —
Target: One creature Attack: 1dao +5 vs. Reflex .

Hit: 2d8 +4 acid damage. Ongoing 5 acid damage (save ends)

Secondary Attack: Roll to attack each creature adjacent to the target.

1d8 +4 acid damage. Ongoing 5 acid damage (save ends).

Miss: Half damage and ongoing 2 acid damge to primary target.

Mo secondary attack.

m

‘Ghost Sound At-Will

Daily .
-

copyrighted to Sco!

Minor Action

Target: One object or unoccupied mualéF

Effect: The target sheds bright light untilf nd ofthe engounter or
until you use this power again, The light ﬁ]}s the target's space and all
squares within 4 squares of it. Putting %ﬁihe light s a free action.

Standard Action .
Target: One ohject or umiccu_pred gm}af&.
Effect: You cause a sound as qu'Beta}\ isperar as foud as yelling to
emanate from the target. The sound |se;ﬂﬁelv ofym.r choosing,
however, it needs to be'a sound your :t\w;lcur has heard before.

Prestidigitation

Standard Action \
Targel: One objecturunoccup

objects nvlslbleﬂlot{m!dkmeﬂx,' o Dnsomd&img creative and check
with your DM. i3

%J__:f =

Acquisitions / como:ﬁted characters are
Kurtz, Mike Krahulik, and

Jerry Holkins of Penny Arcade/PVP

f

http.)'{www.wuards.comfdnd!podcasts aspx

Seedungeonsdonuts blogspot.com
for more information.
»
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@ AKSIVAEE]

HUMAN BARBARIAN (BERSERKER) / LEVEL 1 / DIFFICULTY (CHALLENGING)

DEFENSES

Armor Class1 5

ABILITIES & SKILLS
STRENGTH 20|+5
Athletics
CONSTITUTION 11|+0
Endurance

Berserker Fury:
You can enter your

Berserker Fury state when

Fortitude 8

DEXTERITY
Acrobatics use your Defender Aura.
Stealth 7
Thievery
IMITIATIVE | SPEED
INTELLIGENCE 10 I FEATS
Arcana WISION
History
Religion LANGUAGES
WISDOM
Dungeoneering OTHER STATISTICS
He‘lﬂ Hit Points iosdicds)
Insight
Nature
Perception 31
CHARISMA . :
B Healing Surges atue
Dipomacy (1L —
Intimidate
: EQUIPMENT
Streetwise Greatsward, hide armar, adventurer's kit, 2nd 25 goid pleces D
i

As a Berserker, you fill the role of both a defender and a striker, Make sure to activate your Defender Aura right away to get a bonus to your
AC. Then, single out targets and take them out individually as quickly as possible. Don't forget to use your Berserker Fury when bloodied to
deal a ton of damage.

ATTACK POWERS

UTILITY POWERS
4 Greatsword )

Defe ura

Minor Action

Melee weapon Range: Personal

Attack: 1d20 +g vs, AC

Standard Action
Target: One creature
Hit: 1d0 + 5 damage

Effect: You activate an aura 1 that lasts until youend it as a minar
action or until you fall unconcious. Enemies in this
penalty to attack any target that does not includ
Berserker Effect: You gain a +2 power bonus to ACwhile your

Defender Aura is active.
Heroic Effort Encounter .

No Action Range: Personal
Trigger: You miss with an attack or fail a saving throw.
Effect: You gain a +4 racial bonus to the attack roll er saving throw.

aura takea-a

u in the attack:

'Vengeful Guardian
Oppurtunity Action
Trigger: An enemy subject to your Defender Aura shifts or makes an
attack that does not include you
Effect: You can make a melee basic attack against the enemy as a free
action and deal 1d8 extra damage.

Melee: Greatsword

Standard Action
Target: one creature

Melee: Greatsword
Attack: 1d20 +g vs. AC

Hit: 1d1o+ 5 damage, and the targetis slowed until the end of your
nextturn
Berserker Fury: This attack deals an additional 1d8 damage.

Stalk and Strike
Standard Action

Target: one creature

Melee: Greatsword
Attack: 120 +g vs. AC
Effect: You shift up to 2 squares before the attack.

Hit: 120 +5 damage.

Berserker Fury: This attack deals an additional 1d8 damage.

Encounter .

Melee: Greatsword
Attack: 1dz0 +g vs. AC

DETI .

Melee: Greatsword
Attack: 1d20 +g vs. AC

Savage Cut
Standard Action

Target: one creature
Hit: 2d10 +1dB +5 damage

Life Ending Strike

Standard Action

Target: each enemy in burst
Hit: 4d10 +5 damage

Miss: Half damage

Special: When charging, you can use this power instead of a melee basic
attack,

Second Wind Encounter .
Standard Action Range: Personal
Effect: You spend a healing surge to reqain hit points, and gain a +2
bonus to all defenses until the start of your next tum.

Berserkers are frenzied animals in combat.
Show no pity to your enemies.

When life gives you lemons,

don’t make lemonade.

GET MAD!

See dungeonsdonuts.blogspot.com
for more information.
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LYRINDEL

“Our remedies oft in ourselves do lie. Best to look within for a solution”

Fi t Walk:
Armor Class1 7| | ek .

CONSTITUTION 10}+0 Fortitude'l 1
e within 10 squares of
REﬂeX1 5 ) i power bonus
Acrobatics to St

Stealth will13

Thievery

Master At Arms (Gain a +1
INTELLIGENCE 10 +3 6 bonus to all meles attacks)
Arcana
Histary normal, low-light
Religion
WISDOM Common, Elven

Dungeoneering
Heal

Insight

Nature
Perception

CHARISMA 10
Bluff
Diplomacy
Intimidate

Streetwise ACTION

POINT

As a Hamadryad, you draw your power from the essence of nature. Seek to combat any slight against the wilderness using your various

Aspects. You specialize in exploiting enemy’s k and ing them to grant combat advantage. When in doubt, charge into the fray
and use your Power Strike to eliminate your foes.
ATTACK POWERS UTILITY POWERS

ArWill ‘Aspect of the Charging Ram At-Will
Standard Action Melee weapon Minor Action Personal Stance
Target: One creature Attack: 1d20 +g vs. AC Effect: You assume a stance, the aspect of the charging ram. Uniil
Hit: 18 + 4 damage you end this stance you gain the following benefits:
*Your movernent during a charge doesn't pravoke oppurtunity »
3 e e e attacks. < =
DU_BI wea'o'n A - k *If you hit with a charge attack, you gan knock the target prone.
Standard Action Melee weapon *You gain a +2 power bonus to the damage rolls of charge
Target: One creature Attack: 1d20 +g vs. AC attacks.

Trigger: You hit an enemy with a Basic Melee Attack (Longsword)

Effect: Make a secondary short sword attack as a free action. Aspect ﬂfthe Dﬂl’lﬂﬂg Sarpent At-Will \ o\
1dz0+7vs. AC 1d6 +4 damage. Minor Action Personal Stance
Effect: You assume a stance, the aspect of the dancing serpent. Until N
7 you end this stance you gain the following benefits: - ¢l
Power Strike Encounter . *You can take a free action at the end of each of gourturns to i &
Mo Action Melee: Longsword shift 1 square. 3 A
\
Target: The enemy you hit. *If you make a melee attack against anenemy that has none of its
Trigger: You hit an enermy with a meles basic attack using a allies adjacent to it, you gain a+1 power bonusto attack and A i "X
weapon. damage rolls against it. F. y 7 "
Effect: The target takes an additional 2d& damage from the attack. { ‘)/ ;
Hamadryad Aspects Encounter . X o .
Minor Action Range:Personal I"-. )
Effect: Choose one of the following aspects each time you use this :'\
power, You gain that aspect's effects. = i A

*Spellbinding Beauty: Every enemy that can see you grants combat
advantage to you until the and of your nextturn. "

*Waoden Form: You gain Resist 5 ta all damage until the end of your > yac S&T&ar) all female race.
s 4 y A delicate and lovely looking,
: v N they're also keen warriors and
Second Wind . Encounter . . .W‘thﬁ.ll'in battle.
Standard Action 1 ﬂw_g_e: Persanal S .t [

Effect: You spend a healing surge to regain _hit'p\gihts and gain a#2 g o ST, 2 i
bonus to all defenses until the start of yodr ne:{tturn.l See Eungtonsdonutg,b!n y pOt.C.OITI
for more information.

4 |
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INJTNGA K_N_IFEHAVEN

“Like every step | take, there is special providence in the fall of a sparrow.”

Acrobatics
Steaith
Thievery

INTELLIGENCE 10
Arcana
History
Religion

WISDOM
Dungeoneering
Heal
Insight

Nature
Perception -

CHARISMA 13

ANGUAGES M;ﬂurntm
Common, Giant

fnfrr*?'dme
Streetwise

As a Thief, all of your abilites are focussed on positioning yourself behind your enemies, sneaking up on them, and finishing them off quickly.

Be mindful of your surroundings and your enemy’s ¢ Try to flank and gain combat ad q possible. NEVER forget
to use your Sneak Attack damage; it's the most useful trick in your arsenal.
ATTACK POWERS UTILITY POWERS -
4 Short sword At-will Tactical Trick Atwill S
Standard Action Melee weapon Move Action Personal

Target: One creature
Hit: 1d6 + 7 damage

% Shortbow At-Will

Standard Action Ranged 10
Target: One creature Attack: 1dzo +8 vs. AC

Hit: 1dB + 7 damage

Backstab Encounter -
Free Action Range: Personal
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
1d6 extra damage if the attack hits (3d6 if using your Smeak Attack).

Attack: 1dz0 +g vs. AC

Effect: You move up to 7 squares, and you do not provoke appu;tunit'gf':-—‘
attacks when leaving squares adjacent to your allies. Until the end of
your next turn, you gain combat advantage against enemies that have
at least one of your allies adjacent to them.,

Feinting Trick At-Will N
Move Action Personal . A

M7 22

Effect: You move up to your speed. You gain a +1
damage rolls of your next attack.

Second Chance
Immediate Interrupt
Trigger: You are hit by an attack A
Effect: The attacker must reroll the attack and use the sewnd resuh,ﬁ
evenifitis lower, \ -

Range: Personal

)
Second Wind Encounter .
Standard Action Range: Personal : _“ﬁ. i
Effect: You spend a healing surge to regain hit points, aﬂ'j
bonus to all defenses until the start of your next turn.

http://dungeonsmaster.com



Dungeons Premade Character
Donuts

NISTYNCGIA MOONTREADER

ced this way comes. "

“By the pricking of my thumbs, something wi

STRENGTH
Athlet

CONSTITUTION 10}+0
Endurt

DEXTERITY
Acrobatics
Stealth
Thievery
INTELLIGENCE 18
Arcana
History

normal, low-light

Rei Improved Initiative

WISDOM Common, Elven

Dungeoneering

Heal
LL AL |

Insight
Nature
Perception

CHARISMA 10
Bluff
Diplomacy
Intimidate

Streetwise ACTION

POINT

Witches stand apart from other arcane spellcasters. Their magic is much more subtle, relying on the power of their moon coven. Use your
Winged Horde power to trap and confine enemies, allowing your allies to escape from them. Then, finish them off with your Witch Bolt power.

ATTACK POWERS UTILITY POWERS

} Quarterstaff svil ey
Standard Action Melee weapon Standard Action Range: Personal
Target: One creature Attack: 126 +2 vs. AC Effect: You ask a question and receive a vague notion of the future. You
Hit: 148+ 0 damage might receive a clue as to whether a specific course of action islikely to

hiave positive or negative results. This notion can take the form of a

Witch Bﬁ't At-Will single image, a hint about danger, or just a positive or negati@e'f_gélii.'lg.
SR Range 5 Fey Step Encounter -
Target: One creature Attack: 1d20 +4 vs. Reflex Mowve Action Range: Persanal

Hit: achio + 4 lightning damage.
Sustain Standard: Reroll the damage and deal it to the target again.
Once the targat is out of range, you cannot sustain the power.

Effect: You teleport up to 5 squares.

Winged Horde At-Will Second Wind Encounter .
Standard Action Area burst 1 within 10 squares Standard Action Range: Personal

Effect: You spend a healing surge to regain hit points, and gaina +2

Target: Each creature in burst Attack: 1dz0 +4 vs. Will
bonus to all defenses until the start of your next turn,

Hit: 1d6 psychic damage, and the target cannot make oppurtunity

attacks until the end of your next turn.
Encounter .

Standard Action Close burst 2

Target: Each creature in burst Attack: 1d20 +4 vs. Will

Hit: 2d6 +4 radient damage, and you push the target up to 2 squares.
Effect: You and each ally in the burst gain 2 temperary hit points.

Glorious Presence

Charm of Forbiddance

Standard Action

Target: One creature

Hit: 3d8 +4 psychic damage.
Miss: Half damage.

Effect: The target takes 4 psychic damage whenever it hits or misses
you or one of your allies {save ends).

(=)
o
<

Ranged 20
Attack: 1dz0 +4 vs. Will

Light At-Will

Minor Action Type/Range: 5

Target: One ubject".‘ér unoccupied square.

Effect: The target sheds bright light until the end of the encounter ar
until you use this power again. The light fillsthe target’s space and all
squares within 4 squares of it. Putting out the light is a free action.

Ghost Sound At-Will

Standard Action Type/Range: 10
Target: One object or unoccupied square.
Effect: You cause asound as quiet as a whisper or as:

3

loud as yellin
emanate from the target. The:sbuqdis_gnﬁfe_lsf'ﬁf ¢ r choosing,

however, it needs to be a sound your character has heard before.

Chameleon's Mask Encounter .

Free Action Range: Personal

Trigger: You make a stealth check.

Effect: You make an Arcana check instesd, using that result to
determine the outcome of the Stealthcheck.

s yelling to

Are you a good witeh
or a bad witch?
Choose your answer wisely.

See dungeonsdonuts.blogspot.com
for more information.
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OMmIN PDRAN

“I'd say this is a delicious oppurtunity. Acquisitions Incorporated is a brand”

Gr Dipl =
STRENGTH Armor C|a551 6 0|.l|p __Ip Dma‘_‘t :

Budd 43 te
by your cle
Acrobatics
Stealth
Th;e'.-—e{y Defensive Healing Word {+2 to
INTELLIGENCE 10 plsecney

Arcana
History normal
Religion

WISDOM
Dungeoneering
Heal
Insight
Nature
Perception

CHARISMA
Bluff

Diplomacy | HHEEEEER

Intimidate
Streetwise

Common, Elven, Dwarven

ACTION
POINT

Clerics heal and buff their allies while smiting their foes. Your focus should be on keeping your party in top shape. You can do this by using your

Lance of Faith to aid their attacks, and your Direct the Strike to allow them another attack. Don't forget you can use your Healing Word F = I'i.
twice per encounter. £, . )
ATTACK POWERS UTILITY POWERS \ ‘ < / '—
4 Morningstar AtWill Direct the Strike Encounter . . i.f'-'."- — U
Standard Action Melee weapon Standard Action Range: 5 squares - N r

Attack: 1d20 +5 vs. AC Target: One ally
Effect: The target can make a melee basic attack as a free action to an

enemy of your choice.
Lance of Faith At-will Divine Fortune Encounter .
Standard Action Ranged 5 squares Free Action Range: Personal
Target: one enemy Attack: 102043 vs. Reflex Special: You can only use one Channel Divinity power per Encounter. Pot &5
Hit: 1d8 +3 radiant damage, and one ally you can see gains a +2 power Effact: You gain a +1 power bonus to your next attack roll or saving 4 e o
bonus to their next attack roll. throw before the end of your next turn, f e
Encounter . ) >

Target: One creature
Hit: 1d10 + 3 damage

= : Turn Undead
Sacred Flame At-will Standard Action Range: Close burst 2 1 / —
Standard Action Ranged: 5 squares Target:each creature inburst.  Attack:adzosg vs.Will P — =
Target: one creature Attack: 1d20 +3 vs. Reflex Hit: 1d10 +3 radiant damage. > 1 ~ v 4 f L.\
Hit: 1d6 +3 radiant damage, and one ally you can see can choose to Effect: You mark the target until the end of your next tusn and you can' o F
either make a saving throw or gain 3 temporary hit points. push the target up to 5 squares, and the target is r‘rpnﬁhw ilithe / y
end of your next turn. v | h
Healing Strike Encounter . Mish: Halfidamane; e’
Special; You can only use one Channel Divinity -

Standard Action Melee: Momingstar 5 /

Target: one creature Attack: 1d20 +5 vs. AC . - 5 = =

Hit: 2d10 +3 radiant damage. Heallng Word - Encounter = | r -

Effect: You mark the target until the end of your next tum, and you or Minaor Action ~ Range: Cl_qﬁ burst 5 < | 4 ‘-.\
& burst 4 == | r d

Target: You or oneally in th ?
Effcct:TI'm;‘{.:ifint spend a healing surge { - oy
usethis power twice pelr. ncounter, . \ A%qq:sttlons Inforpprared ch
ooy copyrght e R . < < ard
h r OF Fenny rcéﬂe}__ ]
LY Tl

any ally within 5 squares can spend a healing surge +3.

Cascade of Light ETI .

Standard Action Ranged: 10 squares
Target: cne creature Attack: 1dzo+3 vs. Will

Hit: 3dB +3 radiant damage, and the target gains Vulnerable 5 to all A P T \
damage from your attacks (save ends). i - ¢ . £ 3 e =
Miss: flal[d;mY:ue o ] Standard Action - RS i htth/va.:v@;Zagd e ;“Jdnmgﬂi‘?spx
? 98- Effect: You spend a healing surge to regain hit points, and g}flhl_;:-‘i —_ . il a4
bonus to all defenses until the start of your next tumn. "-ﬁ,-H_“i“ See dpiigeomdortuts.%%%ﬁﬁpln
A . for more information.
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