Dungeons & Dragons 4th Edition Rules Guide Character Sheet

Character Name: 
Player Name:

Race: Elf
Level: 1
Gender: 
Alignment:
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Class: Ranger
Languages: Common, Elven

Other Class Information: Archer Build


ABILITIES and Skills

Ability Score

Modifier
14
STRENGTH
+2



Athletics
+1

11
CONSTITUTION
+0



Endurance
-1

18
DEXTERITY
+4



Acrobatics
+8



Stealth
+8



Thievery
+3

13
INTELLIGENCE
+1



Arcana
+1



History
+1



Religion
+1

14
WISDOM
+2



Dungeoneering
+2



Heal
+7



Insight
+2



Nature
+9



Perception
+9

10
CHARISMA
+0



Bluff
+0



Diplomacy
+0



Intimidate
+0



Streetwise
+0
If at any time you have questions, just ask! The Dungeon Master and more experienced players will be glad to help you. Players who know a lot about the game rules may suggest ideas that make the best use of the rules, but remember, it’s your character. You decide what happens to him or her. 

On Your Turn: The Dungeon Master will describe a situation that your character and the characters of the other players are facing. If it involves fighting, you’ll be in Combat. If it’s anything else, like hiking through the woods, talking to people in town, sailing a ship, and so on, you’ll be Exploring.

Exploring - Tell the Dungeon Master what you want to do, and he or she will tell you what happens as a result. The Dungeon Master may call for an ability or skill check. You can use healing surges you still have available.

You can do this at any time. You don’t have to wait your turn.

Combat - This is where the miniature figures and the battle grid (map on the table) are used. The Dungeon Master will tell you where you can place your figure. Roll the 20-sided die and add your Initiative to find out when you take your turn.

You can do almost anything in combat – just ask the Dungeon Master – but most often, you’ll 1. MOVE your Speed in squares, and 2. USE A POWER (choose one from the list on the next page). Talk with the other players about what their characters are doing. You may be able to help one another.

( Once per day, you can spend an Action Point to Move again or Use A Power, if it’s a power that’s still available to you. You can’t “reroll” the dice with an Action Point. Tell the Dungeon Master you’re using your Action Point. 






AT-WILL POWERS
One of these can be used each turn. More details on a power can be found in the rulebooks.

Melee Basic Attack: If you are next to an enemy, make an attack roll: roll the 20-sided die and add +4, plus any modifiers from the other characters or Dungeon Master. If this is greater than or equal to the enemy’s AC Defense, you have hit the enemy. Roll an 8-sided die and add +2 for the damage you cause.

Ranged Basic Attack: Choose an enemy up to 40 squares away. Make an attack roll: roll the 20-sided die and add +4 (add +6 if the enemy is 20 squares or fewer away), plus any modifiers from the other characters or Dungeon Master. If this is greater than or equal to the enemy’s AC Defense, you have hit the enemy. Roll a 10-sided die and add +4 for the damage you cause.

Hunter’s Quarry: You can still Move and Use A Power on this turn, even after using this power. Choose the enemy closest to you (you pick, if more than one enemy is the same distance away). If you successfully hit that enemy, roll an 8-sided die and add that result to the amount of damage you cause.

Nimble Strike: You can move 1 square before or after making an attack using this power. Make an attack roll: roll the 20-sided die and add +6, plus any modifiers from the other characters or Dungeon Master. If this is greater than or equal to the enemy’s AC Defense, you have hit the enemy. Roll a 10-sided die and add +4 for the damage you cause. 

Twin Strike: Choose one or two enemies you can see. Make TWO attack rolls: roll the 20-sided die and add +6, plus any modifiers from the other characters or Dungeon Master. If this is greater than or equal to the enemy’s AC Defense, you have hit the enemy. Roll a 10-sided die for the damage you cause. If you choose one enemy, both attacks target that enemy. If you choose two different enemies, each is attacked once at the same time.

ENCOUNTER POWERS
Each of these can be used once per battle. Mark off each power as you use it. More details on a power can be found in the rulebooks. On your turn in combat, use one encounter power per turn until you’ve used them all up, then use your at-will powers.

( Second Wind: You can still Move and Use A Power on this turn, even after using this power. You can spend one of your Healing Surges, if you have at least one remaining. 

( Evasive Strike: You can move up to 3 squares before or after making an attack using this power. Make an attack roll: roll the 20-sided die and add +6, plus any modifiers from the other characters or Dungeon Master. If this is greater than or equal to the enemy’s AC Defense, you have hit the enemy. Roll two 10-sided dice and add +4 for the damage you cause.

( Elven Accuracy: You can still Move and Use A Power on this turn, even after using this power. If you don’t like the result of one of your attack rolls, roll again and add +2 to the second result.

DAILY POWERS
Each of these can be used once per day (a new day begins when your character wakes up in the morning). Mark off each power as you use it. More details on a power can be found in the rulebooks. On your turn in combat, save your daily powers for the toughest enemies!

( Split The Tree: Choose two enemies that are 3 or fewer squares away from one another. Make TWO attack rolls: roll the 20-sided die and add +6, plus any modifiers from the other characters or Dungeon Master. Use the higher result. If this is greater than or equal to the enemy’s AC Defense, you have hit both enemies. Roll two 10-sided dice and add +4 for the damage you cause to each.
Initiative: +4


Roll the 20-sided die and add this number to determine who goes first in combat. 


Speed: 7


You move this many squares on the battle grid each turn, in any direction, including diagonally.





Defenses


	17	13	15	12


                                                                                   


(AC) Armor Class	Fortitude	Reflex	Will


An enemy’s attack roll must be equal to or greater than one of your Defenses to hit you and cause injury. Enemies are played by the Dungeon Master.





Total Hit Points: 23	Bloodied: 11


Healing Surge Value: 5	Surges Per Day: 6


	Current Hit Points	Surges Used 








( When you are hurt by an enemy or obstacle, you will lose hit points. When you fall to 0 Hit Points, you are unconscious and dying.


( You can spend a healing surge to regain a number of hit points equal to your Healing Surge Value.


( You can never have more hit points than your Total Hit Points.


( Some powers are affected when you have hit points equal to your Bloodied value or less.








To make an ability or skill check, roll the 20-sided die and add the listed modifier. That total must be equal to or more than the Difficulty Class of the check (a number the Dungeon Master knows).





�

















Experience Points (XP)














You gain Experience Points for defeating monsters and accomplishing goals. With enough Experience Points, you’ll “go up a level” and get bigger and better powers, skills and other characteristics.





Equipment


Weapons


Longsword


Longbow


Dagger





Ammunition: 30 arrows





Armor


Hide








Other


Adventurer’s Kit – backpack, belt pouch, bedroll, flint & steel, 2 sunrods, 10 days trail rations,  50 feet hempen rope, waterskin














Feats and features


Details on each of these can be found in the rulebooks.





Defensive Mobility: You have a +2 modifier to AC against opportunity attacks.


Group Awareness: Non-elf friends up to 5 squares away from you have a +1 modifier to Perception skill rolls.


Prime Shot: If none of your friends are closer to a target enemy than you are, you have a +1 modifier to attack that enemy with your bow.


Wild Step: If you are shifting, you are not affected by difficult terrain.








Treasure











Gold Pieces (gp): 8


Silver Pieces (sp):


Copper Pieces (cp):


Other Wealth:








