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Amaliya Lathenmire
Level  4 – Dragon Shaman


	Strength
	10
	(+0)
	
	Armor Class
	16

	Constitution
	14
	(+2)
	
	Fortitude Defense
	15

	Dexterity
	11
	(+0)
	
	Reflex Defense
	17

	Intelligence
	18
	(+4)
	
	Will Defense
	17

	Wisdom
	10
	(+0)
	
	
	

	Charisma
	18
	(+4)
	
	Initiative
	+2

	
	
	
	
	Speed
	6

	
	
	
	
	
	

	Hit Points
	48
	
	Bloodied
	24
	

	Healing Surges
	8
	OOOOO  OOO
	
	
	

	HP Healed
	12
	
	
	
	

	
Skills
	
	
Feats

	Passive Insight
	17
	Toughness

	Passive Perception
	17
	Extra Power (At-Will): Scorching Burst

	Acrobatics
	+2
	

	Athletics
	+2
	Race and Class Features

	Bluff
	+8
	Bloodhunt (+1 bonus to attacks vs. bloodied)

	Diplomacy
	+11
	Draconic Wrath

	Endurance
	+4
	Fire Resistance (resist fire 7)

	Heal
	+7
	Draconic Power: Breath Weapon

	History
	+6
	Draconic Power: Draconic Mettle

	Insight
	+7
	Draconic Transformation

	Perception
	+7
	Healing Word

	Religion
	+11
	Normal Vision

	Stealth
	+4
	



Equipment
+1 Noble Staff, 3 healing potions

Basic Attack

Attack


Damage

Range/Properties
Staff


+4 vs. AC 

1d6

Versatile (+1 damage when used two-handed)

Draconic Transformation
	Strength
	18
	(+4)
	
	Armor Class
	18

	Constitution
	14
	(+2)
	
	Fortitude Defense
	17

	Dexterity
	11
	(+0)
	
	Reflex Defense
	17

	Intelligence
	18
	(+4)
	
	Will Defense
	17

	Wisdom
	10
	(+0)
	
	
	

	Charisma
	18
	(+4)
	
	Initiative
	+2

	
	
	
	
	Speed
	6

	
	
	
	
	
	

	Hit Points
	48
	
	Bloodied
	24
	

	Healing Surges
	8
	OOOOO  OOO
	
	
	

	HP Healed
	12
	
	
	
	

	
Skills
	
	
Feats

	Passive Insight
	12
	Toughness

	Passive Perception
	17
	Extra Power (At-Will): Smashing Strike

	Acrobatics
	+7
	

	Athletics
	+7
	Race and Class Features

	Bluff
	+8
	Bloodhunt (+1 bonus to attacks vs. bloodied)

	Diplomacy
	+6
	Draconic Wrath

	Endurance
	+4
	Fire Resistance (resist fire 7)

	Heal
	+7
	Draconic Power: Breath Weapon

	History
	+6
	Draconic Power: Draconic Mettle

	Intimidate
	+11
	Draconic Transformation

	Perception
	+7
	Healing Word

	Religion
	+6
	Normal Vision

	Stealth
	+9
	



Equipment
+1 Noble Staff, 3 healing potions

Basic Attack

Attack


Damage

Range/Properties
Staff


+9 vs. AC 

1d6+5

Versatile (+1 damage when used two-handed)
Improvised

+8 vs. AC


1d8+4

Versatile. 5 squares normal / 10 maximum.
Unarmed


+9 vs. AC


1d6+4

Transformation: You gain level temporary hit points. You may use your Intelligence for your Strength. Add half Cha to your AC. Powers change and any power that targets an ‘ally’ may also target yourself. Staff implements may be used as weapons.


Amaliya At-Will Powers
Crushing Will

Dragon Shaman Attack 1
You affix a creature with a baleful gaze and crush its will to fight.
At-Will 

Elemental, Fear, Implement, Psychic
Standard Action        

Ranged 10
Target: One creature
Attack: +7 vs. Will
Hit: 1d6 + 5 psychic damage and target suffers -2 penalty to attack rolls until end of your next turn.

Fan the Flames

Dragon Shaman Attack 1
You launch distracting flames at a nearby enemy providing an opening for an ally to move.
At-Will


Elemental, Fire, Implement
Standard Action


Ranged 10
Target: One creature
Attack: +7 vs. Reflex
Hit: 1d8 + 5 fire damage and an adjacent ally may shift 1 square.

Flame’s Power

Dragon Shaman Attack 1
You call flames down upon an enemy and bolster an ally with this show of your power.
At-Will 


Elemental, Fire, Implement
Standard Action


Ranged 10
Target: One creature
Attack: +7 vs. Reflex
Hit: 1d6 + 5 fire damage and one ally you can see chooses either to gain 2 temporary hit points or to make a saving throw.

Scorching Burst


Wizard Attack 1
A vertical column of golden flames burns all within.
At-Will


Arcane, Fire, Implement
Standard Action
        Area burst 1 within 10 squares
Target: Each creature in burst
Attack: +7 vs. Reflex
Hit: 1d6 + 5 fire damage.

Transformed At-Will Powers
Crushing Strike

Dragon Shaman Attack 1
You slam into a creature, intimidating it.
At-Will 


Elemental, Fear, Weapon
Standard Action        

Melee weapon
Target: One creature
Attack: +9 vs. AC (+8 vs. AC improvised)
Hit: 1d6 + 6 damage and target suffers -2 penalty to attack rolls until end of your next turn.

Distracting Strike

Dragon Shaman Attack 1
Your attacks knock an enemy off guard, providing an opening for an ally to move.
At-Will


   Elemental, Weapon
Standard Action

Melee or Ranged weapon
Target: One creature
Attack: +9 vs. AC (+8 vs. AC thrown)
Hit: 1d6 + 6 damage and an adjacent ally may shift 1 square.

Flame’s Power

Dragon Shaman Attack 1
Your weapon bursts into flame as you strike and bolster an ally with this show of your power.
At-Will 


Elemental, Fire, Weapon
Standard Action


Melee weapon
Target: One creature
Attack: +9 vs. Reflex
Hit: 1d6 + 6 fire damage and one ally you can see chooses either to gain 2 temporary hit points or to make a saving throw.

Smashing Strike


Fighter Attack 1
You smash into an enemy, knocking it back.
At-Will



Martial, Weapon
Standard Action


Melee weapon
Requirement: You must be wielding your weapon in two hands.
Target: One creature
Attack: +9  vs. Fortitude
Hit: 1d6 + 6 damage, and you push the target 1 square if it is of your size or smaller than you. 
Amaliya Encounter Powers
Note: When using an encounter power, use up the power in the same position in the other column.
Cause Fear

      Dragon Shaman Attack 1
Your eyes flash with a glimpse of draconic fury. Uncontrollable terror grips your enemy, causing him to instantly recoil.
Encounter

Elemental, Fear, Implement
Standard Action
        

Ranged 10
Target: One creature
Attack: +7 vs. Will
Hit: The target moves its speed + 2 squares away from you. The fleeing target avoids unsafe squares and difficult terrain if it can. This movement provokes opportunity attacks.
 

Coerce Betrayal

Dragon Shaman Attack 3
You smash through the feeble barriers of an enemy’s mind and turn its will to your own.
Encounter
            Charm, Elemental, Implement 
Standard Action


Ranged 10
Target: One creature or object
Attack: +7 vs. Will
Hit: Target must attempt to make basic attacks against its allies (save ends). 
Special: If you or an ally attacks the target, the power ends.


Amaliya Daily Powers
Note: When using a daily power, use up the power in the same position in the other column.

True Flame’s Power
Dragon Shaman Attack 1
You call devastating flames down upon an enemy while invoking a draconic boon upon yourself and all your allies.
Daily


Elemental, Fire, Implement
Standard Action


Ranged 10
Target: One creature
Attack: +7 vs. Reflex
Hit: 3d8+5 fire damage
Miss: Half damage
Effect: You and all allies you can see gain 4 temporary hit points and may make a saving throw.


Transformed Encounter Powers
Note: When using an encounter power, use up the power in the same position in the other column.
Frightening Strike

      Dragon Shaman Attack 1
Your face is a mask of draconic fury as you scream and swing your weapon. Uncontrollable terror grips your enemy when hit, causing him to instantly flee.
Encounter

Elemental, Fear, Weapon
Standard Action
        

Melee weapon
Target: One creature
Attack: +9 vs. AC
Hit: 1d6+6 damage and make a secondary attack.
Secondary Attack: +9 vs. Will
Hit: The target moves its speed + 2 squares away from you. The fleeing target avoids unsafe squares and difficult terrain if it can. This movement provokes opportunity attacks.
 
Shattering Smash

Dragon Shaman Attack 3
A powerful overhand strike leaves an object or enemy vulnerable to further attacks.
Encounter
            
Elemental, Weapon 
Standard Action


Melee weapon
Target: One creature or object
Attack: +9 vs. AC
Hit: 1d6 + 6 damage and target gains vulnerable all 2 until end of your next turn.  



Transformed Daily Powers
Note: When using a daily power, use up the power in the same position in the other column.

True Flame’s Power
Dragon Shaman Attack 1
Your arms and weapon are sheathed in writhing flames. Your strike engulfs an enemy in fire and fills you and your allies with power. 
Daily


Elemental, Fire, Weapon
Standard Action


Melee weapon
Target: One creature
Attack: +9 vs. Reflex
Hit: 3d6+8 fire damage 
Miss: Half damage
Effect: You and all allies you can see gain 4 temporary hit points and may make a saving throw.

Shared Encounter Powers

Note: You may use these powers equally in either form.
Draconic Power: Breath 
Dragon Shaman Feature
A gout of flame boils up from within you and blasts over your enemies.
Encounter

Elemental, Fire, Implement
Special: You can use breath or mettle once per encounter, but not two or more of these in the same encounter.
Standard Action


Close blast 5
Target: Any creature in blast
Attack: +7 vs. Reflex
Hit: 1d10 + 5 fire damage
Miss: Half damage

Draconic Power: Mettle
Dragon Shaman Feature
You command a nearby creature to resist a debilitating affliction.
Encounter


Elemental
Special: You can use breath or mettle once per encounter, but not two or more of these in the same encounter.
Minor Action


Close burst 10
Target: One creature in burst
Effect: The target makes a saving throw with a +3 bonus.

Draconic Wrath


Racial Feature
You call upon your furious nature to improve your odds of harming your foe.
Encounter
Minor Action


Personal
Effect: You can channel your fury to gain a +1 power bonus to your next attack roll against an enemy that hit you since your last turn. If your attack hits and deals damage, add 4 extra damage.

Healing Word

Dragon Shaman Feature
You channel draconic toughness into your target, helping to mend its wounds.
Encounter (Special)
Elemental, Healing
Special: You can use this power twice per encounter, but only once per round.
Minor Action


Close burst 5
Target: You or one ally
Effect: The target can spend a healing surge and regain an additional 1d6 + 4 hit points.


Surviving Word           
Dragon Shaman Utility 2
When an ally is about to fall, you command them to fight on and they must obey.
Encounter 

Elemental, Healing
Immediate Interrupt

Close burst 5
Trigger: An ally within 5 squares is reduced to 0 hit points.
Target: One ally
Effect: The target can spend a healing surge and regain an additional 1d6 + 4 hit points. 
 

Special Encounter Power
Draconic Transformation
Dragon Shaman Feature
As pain or fear wash over you, you black out. Then the fun really begins.
Encounter
Immediate Reaction

Personal
Trigger: You feel in extreme danger, you have been charmed or feared, or you are bloodied.
Effect: You take on the draconic persona buried within your psyche, gaining physical prowess at the loss of more subtle abilities. You gain 4 temporary hit points. Your skills and powers change as shown. You may use your Intelligence score as your Strength score. You may add half your Charisma bonus to your AC. You may use improvised weapons with a base damage of 1d8, +2 proficiency bonus, Versatile (+1 damage when used two-handed) and throwable (5 squares normal range / 10 squares maximum). This transformation lasts for up to one day and may be ended with a free action.
Special: If you are bloodied at the end of your turn and do not wish to transform, you must make a successful save to avoid doing so. Under some circumstances, such as when you are asleep, you may involuntarily transform.

