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Ability�
Score�
Modifier�
�
Strength�
16�
+3�
�
Constitution�
15�
+2�
�
Dexterity�
11�
+0�
�
Intelligence�
14�
+2�
�
Wisdom�
12�
+1�
�
Charisma�
12�
+1�
�






Defense�
�
Situational Modifiers�
�
Armor Class�
16�
�
�
Fortitude�
14�
�
�
Reflex�
13�
�
�
Will�
12�
�
�






Initiative�
+2�
Speed�
5�
Action Points�
�
�






Race Abilities, Class Features, and Feats�
�
Cast-Iron Stomach: +5 to saves�
Languages: Common, Dwarven, �
�
Feat: Dwarven Weapon Training�
�
   vs. poison.�
   Giant.�
�
�
�
Dwarven Resilience: Second�
�
�
�
�
   Wind is a minor action.�
Combat Leader: allies within 10�
�
�
�
Stand Your Ground: move 1 �
   squares who can see and hear�
�
�
�
   square less when subject to�
   you gain +2 Initiative.�
�
�
�
   push, pull, or slide; when�
Tactical Presence: when an ally�
�
�
�
   knocked prone make an�
   Who can see you spends an �
�
�
�
   immediate save to stay �
   Action point for an extra�
�
�
�
   standing.�
   Attack, he gets +1 on attack.�
�
�
�
Low-Light Vision�
   (1/2 Int modifier)�
�
�
�






Basic Attack Name�
Bonus vs. Defense�
Damage�
Range/Properties�
�
Warhammer�
+5 vs. AC�
1d10+5�
Versatile (+1 damage when 2-handed)�
�
Handaxe�
+5 vs. AC�
1d6+5�
5 squares normal/10 squares max�
�
�
�
�
�
�
�
�
�
�
�






Name�
Race�
Gender�
Height�
Weight�
�
�
Dwarf�
�
�
�
�
Physical Description�
�
�
�
Personality�
�
�
�






Class�
�
Warlord�
�
Paragon Path�
�
�
�
Epic Destiny�
�
�
�
Level�
1�
�
Experience Points�
�
�
Next Level�
�
�






Hit Points�
27�
�
Bloodied�
13�
�
�
�
Healing Surges�
�
HP Value�
6�
�
Surges/Day�
9�
�
�
�
Second Wind�
�
�
(Healing Surge, +2 Defenses)





Notes�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�






�
Keywords�
�
�
Type�
�
Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
Source�
�
Target�
�
�
�






Skill�
Modifier�
�
Base**�
�
Ability           �
�
Misc.�
�
Acrobatics*�
�
=�
�
+�
Dex�
+�
�
�
Arcana�
�
=�
�
+�
Str�
+�
�
�
Athletics*�
�
=�
�
+�
Int�
+�
�
�
Bluff�
�
=�
�
+�
Cha�
+�
�
�
Diplomacy�
+6�
=�
+5�
+�
+1�
+�
�
�
Dungeoneering�
+3�
=�
�
+�
+1�
+�
+2�
�
Endurance�
+9�
=�
+5�
+�
+2�
+�
+2�
�
Heal�
+6�
=�
+5�
+�
+1�
+�
�
�
History�
+7�
=�
+5�
+�
+2�
+�
�
�
Insight�
�
=�
�
+�
Wis�
+�
�
�
Intimidate�
�
=�
�
+�
Cha�
+�
�
�
Nature�
�
=�
�
+�
Int�
+�
�
�
Perception�
�
=�
�
+�
Wis�
+�
�
�
Religion�
�
=�
�
+�
Int�
+�
�
�
Stealth*�
�
=�
�
+�
Dex�
+�
�
�
Streetwise�
�
=�
�
+�
Cha�
+�
�
�
Thievery�
�
=�
�
+�
Dex�
+�
�
�
Passive Perception�
�
Base�
�
Modifier�
�
*Armor Penalty applies�
�
11�
=�
10�
+�
+1�
�
**1/2 Level, + 5 if Trained�
�
Passive Insight�
�
�
�
�
�
Armor Penalty�
�
11�
=�
10�
+�
+1�
�
-1�
�






�
Keywords�
�
�
Type�
�
Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
Source�
�
Target�
�
�
�
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�
�
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�
Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
Source�
�
Target�
�
�
�
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Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
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�
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�
�
�
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�
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�
�
�
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�
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�
Keywords�
�
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�
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�
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�
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�
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�
�
�
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�
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�
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�
Keywords�
�
�
Type�
�
Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
Source�
�
Target�
�
�
�






�
Keywords�
�
�
Type�
�
Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
Source�
�
Target�
�
�
�






Equipment�
�
Chainmail�
�
�
�
Light Shield�
�
�
�
Warhammer�
�
�
�
Handaxe (3)�
�
�
�
Adventurer’s Kit�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
Wealth�
�
10 gold�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�






�
Keywords�
�
�
Type�
�
Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
Source�
�
Target�
�
�
�






( Lead the Attack�
Keywords�
Martial, Weapon�
�
Type�
Daily�
Attack�
+5 vs. AC�
Effect�
�
Action�
Standard�
Range�
Melee Weapon�
3d10+5 (Handaxe: 3d6+5), and you and each ally within 5�
�
Source�
Warlord Attack 1�
Target�
One creature�
Gain +3 attack vs. target (power, +1 on miss) for encounter.�
�






( ( Inspiring Word�
Keywords�
Martial, Healing�
�
Type�
Encounter (2x)�
Attack�
NA�
Effect�
�
Action�
Minor�
Range�
Close burst 5�
Target may spend a Healing Surge, and regains an additional�
�
Source�
Warlord Feature�
Target�
One creature in burst�
1d6+1 hit points.�
�






( Warlord’s Favor�
Keywords�
Martial, Weapon�
�
Type�
Encounter�
Attack�
+5 vs. AC�
Effect�
�
Action�
Standard�
Range�
Melee Weapon�
2d10+5 (Handaxe: 2d6+5), and one ally within 5 squares gets�
�
Source�
Warlord Attack 1�
Target�
One creature�
+3 attack (power) vs. target until end of your next turn.�
�






( Wolf Pack Tactics�
Keywords�
Martial, Weapon�
�
Type�
At-Will�
Attack�
+5 vs. AC�
Effect�
�
Action�
Standard�
Range�
Melee Weapon�
1d10+5 (Handaxe: 1d6+5), and one ally adjacent to either you�
�
Source�
Warlord Attack 1�
Target�
One creature�
or the target may shift 1 square (free action) before the attack.�
�






( Commander’s Strike�
Keywords�
Martial, Weapon�
�
Type�
At-Will�
Attack�
See Effect�
Effect�
�
Action�
Standard�
Range�
Melee Weapon�
An ally of your choice makes a melee basic attack against the�
�
Source�
Warlord Attack 1�
Target�
One creature�
target.  Ally gets +2 damage on hit.�
�






�
Keywords�
�
�
Type�
�
Attack�
�
Effect�
�
Action�
�
Range�
�
�
�
Source�
�
Target�
�
�
�









