Character Sheet

Player Name  Ryuya Daijiro

1 Barbarian

Get 0
Character Name Level Class Paragon Path Epic Destiny Total XP
Human Medium 18 Male 61" 178 Ib. Good
Race Size Age Gender Height Weight Alignment Deity Adventuring Company RPGA Number
INITIATIVE DEFENSES MOVEMENT
DEX  1/2 LVL SCORE 10+ ARMOR/ BASE ARMOR |TEM MISC
L DEFENSE _ 1/2LVL ABIL _CLASS _FEAT MISC_ MISC
Initiative 10] 4 n Speed (Squares)
CONDITIONAL MODIFIERS SPECIAL MOVEMENT
CONDITIONAL BONUSES
ABILITY SCORES SENSES
10 +
D Mo DEFENSE  1/2LVL ABIL _CLASS _FEAT MISC _ MISC SR 2 ASSIVE SENSE SKILLBONUS
@ el 10| 4] 2 1 N Passive Insi
CONDITIONAL BONUSES
3 Passive Perception 10 + n
Constitution
SPECIAL SENSES
DEX ::I DEFENSE 1/2 LVL ABIL  CLASS FEAT __ENH _ MISC__ MISC
1] 2] 0] 1
oy ATTACK WORKSPACE
CONDITIONAL BONUSES
- -1 -1 ABLTY:Melee Basic Attack - Greataxe
ntelligence
. ATT BONUS 1/2LVL _ABIL  CLASS PROF FEAT ENH MISC
WIS :] 1 DEFENSE 1/2 LWL ABIL CLASS FEAT ENH  MISC _MISC
Wisd
— < m 10 | 1 | | | | | I BT Melee Basic Attack - Halberd
1 CHA 0 0 CONDITIONAL BONUSES ATT BONUS 1/2 VL _ABIL _CLASS PROF _FEAT __ENH _ MISC
Charisma
o 4 2 1
HIT POINTS ACTION POINTS
MAX LiP EALING SURGES MILESTONES ACTION POINTS DAMAGE WORKSPACE
BLOODIED SURGE VALUE SURGES/DAY - ACUOn POIntS 1 2 ABILITY: .
31 2 3 " Melee Basic Attack - Greataxe
15 7 11 ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS
72 S DAMAGE ABIL FEAT ENH MISC MISC
CURRENT HIT POINTS CURRENT SURGE USES| 1d12+4
RACE FEATURES o
Melee Basic Attack - Halberd
Bonus Feat - Choose an extra feat at 1st level.
DAMAGE ABIL FEAT ENH MISC MISC
T Bonus Skill - Trained in one additional class skill. 1d10+4 4

TEMPORARY HIT POINTS Bonus At-Will Power - Know one extra 1st-level attack power
from your class. BASIC ATTACKS
Human Defense Bonuses - +1 to Fortitude, Reflex, and Will. ATTACK DEFERSE VEAPON OR POVER DAVAGE
SAVING THROW MODS 7 |vs| AC | Greataxe 1d12+4
RESISTANCES 7 |vs| AC | Halberd 1d10+4
CURRENT CONDITIONS AND EFFECTS | | vs | AC | Javelin (Melee) 1d6+4
vs | AC | Javelin (Range) 1d6+4
SKILLS CLASS / PATH / DESTINY FEATURES I_I
ABLNOD TRND  ARMOR Barbarian Agility - Gain +1 AC and Reflex when not wearing vs | AC | Unarmed (Velee) 1d4+4
BONUS  SKILL NAME +1/2LVL  (+5) PENALTY MISC
heavy armor. (+2 at 11th level, +3 at 21st) | | vs | AC | Unarmed (Range) 1d4+1
IZ' Acrobatics DEX . II| - - -
E iy Feral Might - Choose a Feral Might option.
a
Arcana INT — Rageblood Vigor - Swift charge power; temporary hp equal FEATS
Athletics STR to Con mod (+5 at 11th, +10 at 21st) when you drop enemy to 0 Weapon Expertise (Axe) - Gain bonus to attack rolls with axes.
III Bluff CHA |Z| Iz] n/a hp Improved Rageblood Vigor - Gain 5 extra temporary hp from
III Diplomacy cHA Iz' II] /a Rage Strike - Gain the rage strike power at 5th level Rageblood Vigor
Dungeoneering WIS |Z| n/a Rampage - Critical hit grants free melee basic attack; once per
Bl o . -1 round, barbarian attack power only
Heal we [1] [o] w
History INT ! Iz] e
Insight wis III ma
Izl Intimidate CHA Izl IZI e
Nature wis va 2
IZI Perception wis . e
Religion r [o] wa LANGUAGES KNOWN
III Stealth DEX Iz] -1 Common, Giant
III Streetwise cHA Izl IZI ma
Izl Thievery DEX III —
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POWER INDEX MAGIC ITEM INDEX

List your powers below.
Check the box when the power is used.
Clear the box when the power renews.

AT-WILL POWERS

List your powers below.
Check the box when the power is used.
Clear the box when the power renews.

MAGIC ITEMS

. N WEAPON
Howling Strike
. : [VEAFON
Devastating Strike
) . [VEATON
Recuperating Strike
[VEATON
AR
VB
FEET
ENCOUNTER POWERS
Swift Charge []
Avalanche Strike D Y
K
O
RNG
[
RNG
]
[WAST
]

DAILY POWERS

Rage Drake’s Frenzy

.

UTILITY POWERS

O|OoiooOonooOoionooOoOoooOoiooOaonooaic

Daily Item Powers Per Day

Heroic (1-10) I:l Milestone / / /
Paragon (11-20) |:| |:| Milestone / / /
Epic21-30)  [J[J[] Milestone ARViRY;

OTHER EQUIPMENT

|I:|EIEII:II:II:II:II:I|

Greataxe (E)

RITUALS / ALCHEMY

Halberd

Javelin (2)

Hide Armor (E)

Rations, Trail (10)

COINS AND OTHER WEALTH
Money on hand: 0 gp
Stored money: 0 gp
Encumbrance: 63 / 180
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PERSONALITY TRAITS

MANNERISMS AND APPEARANCE

CHARACTER BACKGROUND

Geography - Mountains

You were raised among the cold, craggy peaks of a mountain
range. How often did you visit the lowlands as you were growing
up? What brought you out of the mountains to become an
adventurer?

Birth - Among Another Race

You were born among a race other than your own. Did you grow
up among mountain fortress, or in a halfling caravan? Did your
family live among that race when you were born, or did some
other circumstance bring you there? the trees of an elven
forest, deep in a dwarven

COMPANIONS AND ALLIES

SESSION AND CAMPAIGN NOTES

Ryuya Daijiro



CHARACTER NAME 1 1 Second Wind ‘
Get
PLAYER NAME KEYWORDS USED
Ryuya Daijiro
o |CLASS — |LEVEL Standard 2 -?; Personal
ACTION RANGE
HP STR AC vs Self
ATTACK DEFENSE TARGET

Effect: You spend a healing surge and regain 7 hit
points. You gain a +2 bonus to all defenses until the
start of your next turn.
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Passive Passive ADDITIONAL EFFECTS
Insight Perception

PLAY DATA ENCOUNTER SPECIAL & ENCOUNTER ACTION

Howling Strike ‘ Devastating Strike 1 Recuperating Strike ‘
e Primal, Weapon i | R Primal, Weapon IUSED EVIORDS Primal, Weapon nil
standard | * ¥ ¥ Melee weapon Standard | * ¥ ¥ Melee weapon standard | * ¥ ol Melee weapon
ACTON | & %% RANGE ACTION | & % RANGE AcTioN | € =% RANGE
7 'S AC One creature 7 Vs AC One creature 7 Vs AC One creature
ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET
Requirement: You must be wielding a two-handed Requirement: You must be wielding a two-handed Requirement: You must be wielding a two-handed
weapon. weapon. weapon.
Attack: Strength vs. AC Attack: Strength vs. AC Attack: Strength vs. AC ]
Hit: 1[W] + 1d6 + Strength modifier (+4) damage. Hit: 1[W] + 1d8 + Strength modifier (+4) damage. Hit: 1[W] + Strength modifier (+4) damage, and you gain
Level 11: 1[W] + 2d6 + Strength modifier (+4) Level 11: 1[W] + 2d8 + Strength modifier (+4) temporary hit points equal to your Constitution
damage. damage. modifier (+3;]). If you are raging, the Inu‘r:nber of
: +3d6 + ifier (+ : +3d8 + ifier (+ temporary hit points you gain equals 5 + your
Level 21: 2[W] + 3d6 + Strength modifier (+4) Level 21: 2[W] + 3d8 + Strength modifier (+4) Constitufion modifier (+3)

damage. damage. -
A : : ; et Level 11: 1]W] + 1d6 + Strength modifier (+4) damage.
Special: When charging, you can use this power in Effect: Until the start of your next turn, any attacker Level 21 2[W] + 206 + Strength modifier (+4) damage.

place of a melee basic attack. If you are raging, you gains a +2 bonus to attack rolls against you. If you

can move 2 extra squares as part of the charge. are raging, attackers do not gain this bonus. Greataxe: +7 attack, 1d12+4 damage
Greataxe: +7 attack, 1d12+1d6+4 damage Creataxe: +7 attack, 1d12+1d8+4 damage
ADDITIONAL EFFECTS ADDITIONAL EFFECTS ADDITIONAL EFFECTS
S Barbarian R 0 prp S Barbarian R 5 prp S Barbarian B 5% prp
AT-WILL POWER & AT-WILL POWER AT-WILL POWER
Swift Charge ‘ Avalanche Strike ‘ Rage Drake'’s Frenzy ‘
KEYWORDS Prima] USED KEYWORDS Primal, Weapon IUSED KEYWORDS Primal, Rage, Weapon USED
Free { ¥ Personal standard | * ¥ ¥ Melee weapon Standard | * # ¥ Melee weapon
ACTION & O RANGE ACTION LI RANGE ACTION & % RANGE
Vs 7 Vs AC One creature 7 Vs AC One creature
ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET ATTACK DEFENSE TARGET
Trigger: Your attack reduces an enemy to O hit Attack: Strength vs. AC Attack: Strength vs. AC. If the target is bloodied,
points Hit: 3[W] + Strength modifier (+4) damage. you gain a +2 bonus to the attack roll.
Effect: You charge an enemy. Rageblood Vigor: The attack deals extra damage | | Hit: 3[W] + Strength modifier (+4) damage.
equal to your Constitution modifier (+3). Miss: Half damage.
Effect: Until the start of your next turn, any attacker } | Effect: You enter the rage of the rage drake. Until
gains a +4 bonus to attack rolls against you. the rage ends, once per round when you reduce an
enemy to 0 hit points, you can make a melee basic
Greataxe: +7 attack, 3d12+7 damage attack as a free action.
Greataxe: +7 attack, 3d12+4 damage
ADDITIONAL EFFECTS ADDITIONAL EFFECTS ADDITIONAL EFFECTS
S Barbarian HEvE 8 prp S Barbarian R 8% prp 4SS Barbarian R 8% prp
ENCOUNTER POWER & ENCOUNTER POWER DAILY POWER &
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