
Character Sheet

Player Name

Kik'Thuk 1 Fighter 0
Character Name Level Class Paragon Path Epic Destiny Total XP

Goliath Medium 20 Male 5'11" 210 lb. Unaligned
Race Size Age Gender Height Weight Alignment Deity Adventuring Company RPGA Number

INITIATIVE
SCORE DEX 1/2 LVL MISC

3 Initiative 3

CONDITIONAL MODIFIERS

ABILITY SCORES
SCORE ABILITY ABIL MOD MOD + 1/2 LVL

20 STR
Strength

5 5

10 CON
Constitution

0 0

16 DEX
Dexterity

3 3

8 INT
Intelligence

-1 -1

10 WIS
Wisdom

0 0

11 CHA
Charisma

0 0

HIT POINTS
MAX HP HEALING SURGES

BLOODIED SURGE VALUE SURGES/DAY

1/2 HP 1/4 HP

35 17 8 9

CURRENT HIT POINTS CURRENT SURGE USES

SECOND WIND 1/ENCOUNTER USED

TEMPORARY HIT POINTS

DEATH SAVING THROW FAILURES

SAVING THROW MODS   

RESISTANCES   

CURRENT CONDITIONS AND EFFECTS   

SKILLS

BONUS SKILL NAME
ABIL MOD
+ 1/2 LVL

TRND
(+5)

ARMOR
PENALTY MISC

2 Acrobatics DEX 3 0 –1 0

-1 Arcana INT -1 0 n/a 0

11 Athletics STR 5 5 –1 2

0 Bluff CHA 0 0 n/a 0

0 Diplomacy CHA 0 0 n/a 0

0 Dungeoneering WIS 0 0 n/a 0

4 Endurance CON 0 5 –1 0

0 Heal WIS 0 0 n/a 0

-1 History INT -1 0 n/a 0

0 Insight WIS 0 0 n/a 0

5 Intimidate CHA 0 5 n/a 0

2 Nature WIS 0 0 n/a 2

0 Perception WIS 0 0 n/a 0

-1 Religion INT -1 0 n/a 0

2 Stealth DEX 3 0 –1 0

0 Streetwise CHA 0 0 n/a 0

2 Thievery DEX 3 0 –1 0

DEFENSES
SCORE 10 + ARMOR/

DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC

17 AC 10 6 1

CONDITIONAL BONUSES

10 +
DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC

17 FORT 10 5 2

CONDITIONAL BONUSES

10 +
DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC

14 REF 10 3 1

CONDITIONAL BONUSES

10 +
DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC

11 WILL 10 1

CONDITIONAL BONUSES

ACTION POINTS

Action Points
MILESTONES

0
1
2

ACTION POINTS
1
2
3

ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS

RITUALS / ALCHEMY

MOVEMENT
SCORE BASE ARMOR ITEM MISC

7 Speed (Squares) 6 1

SPECIAL MOVEMENT

SENSES
SCORE PASSIVE SENSE BASE SKILL BONUS

10 Passive Insight 10 + 0

10 Passive Perception 10 + 0

SPECIAL SENSES

CLASS / PATH / DESTINY FEATURES

Combat Challenge - Mark foes you attack. They get -2 to 

attacks not including you. Make basic melee attack against 

adjacent marked foe who shifts or makes attack not 

including you. Mark lasts until end of your next turn or 

marked by other.

Combat Superiority - Add Wis mod to opportunity attacks. 

Hit ends foe's movement (if any) this action.

Fighter Talents - Select a Fighter Talent.

Tempest Technique - When wielding two weapons, 

+1 attack with offhand weapons; gain Two-Weapon 

Defense; in light armor or chainmail, +1 damage with melee 

or close weapons, +2 with offhand weapons

COMPANIONS AND ALLIES
I enter Torpor instead of sleep - 4 hours and aware

I'm always considered to have a running start (Natural 
Jumper, Racial)

FEATS

Two-Weapon Defense - +1 to AC and Reflex while 

holding a weapon in each hand

Agile Superiority - Use Dexterity in place of Wisdom for 

Combat Superiority

LANGUAGES KNOWN

Common, Thri-Kreen
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POWER INDEX
List your powers below.

Check the box when the power is used.
Clear the box when the power renews.

AT-WILL POWERS

Combat Challenge

Dual Strike

Reaping Strike

ENCOUNTER POWERS

Second Wind

Stone's Endurance

Funneling Flurry

DAILY POWERS

Bristling Defense

UTILITY POWERS

OTHER EQUIPMENT

Scourge (6) (E)

Hide Armor (E)

Adventurer's Kit

Climber's Kit

Handaxe (2) (E)

COINS AND OTHER WEALTH
Money on hand: 0 gp

Stored money: 0 gp

Encumbrance: 127  / 200

MAGIC ITEM INDEX
List your powers below.

Check the box when the power is used.
Clear the box when the power renews.

MAGIC ITEMS
WEAPON

WEAPON

WEAPON

WEAPON

ARMOR

ARMS

FEET

HANDS

HEAD

NECK

RING

RING

WAIST

Survival Day (5)

Daily Item Powers Per Day

Heroic (1-10) Milestone / / /

Paragon (11-20) Milestone / / /

Epic (21-30) Milestone / / /

PERSONALITY TRAITS

CHARACTER PORTRAIT

MANNERISMS AND APPEARANCE

SESSION AND CAMPAIGN NOTES
Kik'Thuk hatched in the middle of a battle...  A battle 

between a band of raiders and his clutch.  After wiping out 
the rest of the clutch, they took Kik'Thuk with them, and 

sold him to an Arena Master, Armuth, at the nearest city.

He was raised to fight as a gladiator.  He was taught to 

weild scourges, as the marks that are made as the many 
pointed whips of the scourges rake across the body make 

the battle seem more savage, delighting some of the fans.

Being Thri-Kreen, Kik'Thuk still has his Thri-Kreen insticts of 
hunting and clutch ways.  In time he saw Armuth as the 

leader of his clutch, and his enemies in the Arena as the 

targets of his hunt.  This has helped him to be a better 
gladiator, as he was able to mix his training with his 

instincts.

When the crowd would see him win though, their reactions 
were the same as when a beast fells a gladiator.  He didn't 

really get many fans, as the people couldn't really relate to 

him, being a Thri-Kreen.  They often didn't even know that 
he was the same gladiator if they saw him fight more than 

once.

Eventually, he was in a tournament that promised freedom 
for the winner.  In truth, Kik'Thuk was in this tournament as 

fodder, expected to be a stepping stone in the tournament 

for a gladiator by the name of Gregnor who had become a 
local favorite.  Everyone expected Gregnor to win his 

freedom.  He was good, but tended to show off a bit, 
playing to the crowd.  Kik'Thuk had no such distractions.  He 

was simply hunting.  Kik'Thuk recieved a lot of booing when 
he killed Gregnor.

As he continued fighting in the tournament, the crowd was 
eager to see which of the remaining gladiators would squash 

this bug.  Fight after fight, Kik'Thuk slew his opponents and 
eventually won.  It was with reluctance that Kik'Thuk was 

freed.

Since then, Kik'Thuk has stayed amongst the outskirts of 

human societies, exchanging his ability to hunt for coin, as a 
mercenary/bodyguard/assassin/caravan guard/ect...  

Whatever sort of hunting paid well enough to survive.  He's 
made several scourges from the bone and leather of his 

kills, making good use of many of the sharper teeth, like 
fangs.  The Scourge is a sort of many-whip with rows of 

teeth on each whip.  The teeth embed themselves in the 

victim's flesh, then the Scourge is quickly pulled away, 
combining flaying and flogging.  The handle is carved from 

bone, the whips are leather strips and tied to the handle.  
(Adventurer's Vault, page 63, weapon #9 in the image, is a 

Scourge.)  He's also constructed a Hide Armor from layers of 
the skins of his kills.  He hopes that having skin cover his 

chitinous shell in this way helps him to fit in better with 
these soft skin-covered humans.  Kik'Thuk has a pair of 

handaxes carved from their bones as well.  The blades are 

carved from pelvises while the handles come from straighter 
bones and are similar to the Scourge handles.
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Name When Type Vs Scourge Unarmed Effect

A-W Melee Basic Sta Mel B A +8, 1d8+7, 15 +8, 1d6+7, 13 +5, 1d4+5, 11 2H Improvised Weapon = 6-12 lbs, +5, 1d8+5, 13

A-W Ranged Basic Sta Ran B 5/10 A, +7, 1d6+5, 11 R, +3, 1d4+3, 7

A-W Opportunity Attack Opp Mel A +11, 1d8+7, 15 +11, 1d6+7, 13 +11, 1d4+5, 11

A-W Dual Strike Sta Mel A +8, 1d8+2, 10 +8, 1d6+2, 8 +5, 1d4, 4

A-W Reaping Strike Sta Mel A +8, 1d8+7, 15 +8, 1d6+7, 13 +5, 1d4+5, 11 Miss: 2 Damage

A-W Combat Challenge Int Mel A +8, 1d8+7, 15 +8, 1d6+7, 13 +5, 1d4+5, 11 Trigger: Marked enemy shifts or attacks ally

E-R Min Mel: 1-3 A +8, 1d8+5, 13

E-T Disrupting Advance Sta Mel A +8, 2d8+7, 23 +8, 2d6+7, 19 +5, 2d4+5, 15

E1 Funneling Flurry Sta Mel: 2 A +8, 1d8+7, 15 +8, 1d6+7, 13 +5, 1d4+5, 11 (Main & Off Weapon)

D1 Bristling Defense Sta Mel A +8, 2d8+7, 23 +8, 2d6+7, 19 +5, 2d4+5, 15

D20 Multiple Arms Free Draw or stow an item

A-W Min

E/2 Action Point Free On my turn +1 Standard Action

E Second Wind Sta Spend surge, gain 8hp, +2 bonus to defenses until the end of my next turn

Frq Handaxe

Eff: Offhand - 2nd targ

Thri-Kreen Claws

Hit: Push 2.  Targ and each ene adj to targ slow uteomnt

Hit: Slide targ 1

Hit: No CA from flanking me.  Eff: Offhand - 2nd targ

1/Rnd

Pers


