














 
At-Will Powers and Actions 
Opportunity attack * Immediate reaction * Make a +11 attack vs. AC for 1d8+6 dam 
Charge * Standard action * Move between 2 and 7 squares and make a +12 attack vs. AC for 1d8+6 dam, or 

bull rush +3 vs Fort to push the target 1 square and shift into the vacated space 
Run * Move action * Move up to 9 squares, but take -5 to attack rolls and grant combat advantage to your 

enemies until start of your next turn 
Shift * Move action * Move 1 square, ignoring difficult terrain, without provoking opportunity attacks 
Total defense * Standard action * You gain a +2 to all defenses until the start of your next turn 
Grab * Standard action * Make a +2 attack vs. Ref to immobilize a Large or smaller creature. You can then use 

a minor action to maintain the grab or a standard action to make a +2 vs. Fort attack to move them 3 squares. 
Pointer * Standard action * Make a +11 attack vs. AC. If you hit, you deal 1d8+6 damage, and you can either 

instruct an ally against the target with Bardic Knowledge or sing Pounding Hammers (you and your allies 
within 5 squares gain a +10 damage bonus on critical hits before the end of your next turn). 

Boots Untied * Standard action * Make a +11 attack vs. AC for 1d8+8 damage; this counts as a basic attack. 
 
Encounter Powers and Actions 
Second Wind * Standard action * You regain 10 hit points and gain a +2 to all defenses until the start of your 

next turn 
Exhilarating Song * Minor action * Close burst 5, you or one ally in the burst can spend a healing surge and 

regain an additional 1d6+3 hit points. You can use this power twice per encounter, but only once per round. 
Kick Sand * Standard action * Make an +11 vs. Reflex attack. If you hit, the target is blinded until the start of 

your next turn, and you can make a secondary +11 attack vs. AC. If the secondary attack hits, you deal 1d8+6 
and you can instruct one ally against this target with Bardic Knowledge or sing Shield Dance (you or one ally 
within 5 gains a +1 bonus to AC until the end of your next turn) as a free action. 

Feint of Heart * Free action * When you gain combat advantage against a creature by making a Bluff check, 
you can make a +14 attack vs. that creature’s AC. (This includes the bonuses from combat advantage and 
Nimble Blade). If you hit, you deal 2d6+9 damage and can instruct one ally against this target with Bardic 
Knowledge or sing Shifty Eyes (you or one ally within 5 can shift 2 squares when using the shift action before 
the end of your next turn) as a free action. 

Elven Accuracy * Free action * You can reroll an attack roll. Use the second result, even if it’s lower. 
 
Daily Powers and Actions 
Happy Melody * Minor action * Ranged 5, you or one ally in range gains hit points as if they had spent a 

healing surge plus 3 extra hit points. 
Sweep the Leg * Standard action * Make a +11 vs. AC melee attack. If you hit, you deal 2d6+6 damage, and the 

the target is slowed until the end of your next turn and knocked prone. You may instruct one ally against this 
target with Bardic Knowledge. 



 
NAME: Celiana of Wilchester RACE: Human CLASS: Bard BUILD: Euphonious 
GENDER: Female  ALIGNMENT: Good LEVEL: 4  
 
HIT POINTS: 45 DEFENSES:  SKILLS:   
  Bloodied: 22 Armor Class 19  Acrobatics  +1  
  Healing Surge: 11 Fortitude 15 Arcana  +10  
  Surges Per Day: 8 Reflex 19  Athletics +0  
   Will 18 Bluff +6  
ABILITIES   Diplomacy +14  
8   Strength (+1) INITIATIVE  +6 Dungeoneering +8 
13 Constitution (+3)   Endurance +2 
10 Dexterity (+2) SPEED  6 squares Heal +3 
16 Intelligence (+5)   History +5 
13 Wisdom (+3) LANGUAGES:  Insight +3 
18 Charisma (+6) Common  Intimidate +11  
   Nature +8 
ACTION POINTS: 1 VISION: Normal Perception +8 
   Religion +5 
BASIC ATTACKS   Stealth +1 
Melee basic attack: +4 (longsword) Damage: 1d8-1 Streetwise +6 
Ranged basic attack: +5 (dagger) Damage: 1d4 Thievery +1 
 
ITEMS CARRIED (location): 
WEAPONS:  OTHER ITEMS: 
Longsword (scabbard, right hip)  +1 magic hide armor (worn on body) 
Dagger (on left belt)  +1 amulet of protection (worn on neck) 
     range 5 short, 10 long (-2 to hit) +1 magic lute (held in hand) 
  Backpack, 50 lbs capacity (worn on back) 
SPECIAL ABILITIES:  Trail mix of nuts, berries, and pemmican, 
Bardic Intelligence: +2 power bonus to     sufficient for 5 days (backpack) 
   knowledge checks for you & allies in earshot    Sunrods, 2 (backpack) 
 
FEATS (already applied): Toughness, Improved Initiative, Dark Fury, Skill Focus (Diplomacy)  
 
CELIANA is known as Celiana of Winchester to distinguish her from another songsmith named Cecilia of the 
Bright Hills, but those who appreciate sagas and skalds say that in a hundred years, Celiana of Winchester will 
need no surname – in fact, she will be the only bard of her age that is still remembered. Such accolades earned 
her a place among the Bardic College of Fochlucan, as well as the jealous enmity of its Dean, the malicious 
gnome Marl Tonsilburner. Marl penned a scathing satire of Celiana so filled with untruth that she was provoked 
to challenge him to a musical duel. Thus given the choice of instruments, Marl chose percussion and drubbed 
Celiana thoroughly. Nevertheless, the ill-will reaped by his boorish behavior towards the popular Celiana forced 
him to take a sabbatical. So, when Celiana was ready to challenge Marl again, she had far to travel, and soon 
met other adventurers following the same path. It seems Marl has formed a Coalition with a barbarian, druid, 
and monk, making a mutual defense pact to help them fend off Celiana and her up-and-coming allies. The 
Coalition was last seen in the city of Tenmanor, near the site of an epic battle in the great Rushmoor swamp. 
Celiana’s inquiries revealed that Marl has been visiting the city to sell weapons and armor that are still glowing 
with the energies of that long-ago battle. Your goal is to find the place where the Coalition is unearthing these 
treasures and make off with as many of them as you can. Move fast, keep your head, and live to challenge Marl 
another day – when you will be armed with these treasures instead of him! 



 
At-Will Powers and Actions 
Opportunity attack * Immediate reaction * Make a +4 attack vs. AC for 1d8-1 dam 
Charge * Standard action * Move between 2 and 6 squares and make a +5 attack vs. AC for 1d8-1 dam, or bull 

rush +1 vs Fort to push the target 1 square and shift into the vacated space 
Run * Move action * Move up to 8 squares, but take -5 to attack rolls and grant combat advantage to your 

enemies until start of your next turn 
Shift * Move action * Move 1 square without provoking opportunity attacks 
Total defense * Standard action * You gain a +2 to all defenses until the start of your next turn 
Grab * Standard action * Make a +1 attack vs. Ref to immobilize a Large or smaller creature. You can then use 

a minor action to maintain the grab or a standard action to make a +1 vs. Fort attack to move them 3 squares. 
Dirge * Standard action * Ranged 5, make a +7 vs. Will attack. If you hit, you deal 1d8+6 psychic damage and 

you can play Shield Dance (you or one ally within 5 gains a +1 bonus to AC until the end of your next turn) as 
a free action. 

Salvo * Standard action * Ranged 10, make a +7 vs. Fort attack. If you hit, you deal 1d8+5 thunder damage and 
you can play Lay of Battle (one ally within 5 gains a +3 bonus to attacks until the end of your next turn) as a 
free action. 

Anthem * Standard action * Close burst 3, make a +7 vs. Will attack vs. one creature in burst. If you hit, you 
deal 1d8+6 psychic damage and you can play Succor of Sound (one ally within 5 gains 3 temporary hit points) 
or Throwdown (one ally within 5 can make a saving throw) as a free action. 

 
Encounter Powers and Actions 
Second Wind * Standard action * You regain 11 hit points and gain a +2 to all defenses until the start of your 

next turn 
Exhilarating Song * Minor action * Close burst 5, you or one ally in the burst can spend a healing surge and 

regain an additional 1d6 hit points. You can use this power twice per encounter, but only once per round. 
Fool’s Fugue * Standard action * Ranged 5, make a +7 vs. Will attack. If you hit, you deal 1d8+5 damage, the 

target is immobilized until the end of your next turn, and you can play Throwdown (one ally within 5 can 
make a saving throw) as a free action. 

Keening Wail * Standard action * Close burst 3, make two +7 vs. Will attacks vs. two creatures in burst. If the 
first attack hits, you deal 1d6+6 psychic damage and the target is dazed. If the second attack hits, you deal 
1d6+6 psychic damage and you can play Succor of Sound (one ally within 5 gains 3 temporary hit points) as a 
free action. 

Warding Beat * Standard action * Ranged 5, one ally within range cannot be the target of a melee attack until 
the start of your next turn. 

 
Daily Powers and Actions 
Seductive Melody * Standard action * Close burst 3, make a +7 vs. Will attacks vs. each creature in the burst. If 

you hit, you deal 1d6+6 psychic damage, and the target makes a melee basic attack against a target of your 
choice within range of its basic melee attack. If you miss, you deal half damage and the target is slowed. 

 
 




