CHARACTER SHEET

Player Name

Ch'Tsota 1 Fighter |

Character Name Level Class Paragon Path Epic Destiny Total XP
Thri-Kreen (Dark Sun Campaign Guide) M 5 F 58" 220 Unaligned/Neutral Animist
Race Size Age Gender  Height Weight Alignment Deity Adventuring Company or Other Affiliations
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POWER INDEX MAGIC ITEM INDEX )

List your powers below. List your powers below.
Check the box when the power is used. Check the box when the power is used. +
Clear the box when the power renews. Clear the box when the power renews.

¥ AT-WILL POWERS MAGIC ITEMS

Wicked Strike (Dragon 379) e

Dual Strike (Martial Power) *errata to
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'WEAPON
force each attack on separate targets.
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ARMOR

If Dragon content isn't kosher, sub
Reaping Strike (PHB1)
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Goading Maneuver (Dark Sun CS) o™
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OTHER EQUIPMENT RITUALS

Lotulis (Dark Sun Campaign Setting)

y
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CHARACTER BACKGROUND

Chainmail
Handaxes, 2
Waterskin
Sunrod, 2 [bright 20, 4h] SESSION AND CAMPAIGN NOTES
Climber's Kit [+2 Athletics, climbing only) Lotulis use the double weapon rules, stated
Backpack in multiple books (DSCS, Adventurer's Vault
1). I have Copy/Pasted them below for your
Hempen Rope, 50' reference.
[ You must wield a double weapon in two
hands.
” A Small character cannot wield a double
COINS AND OTHER WEALTH weapon unless the weapon has the small
property.

Wielding a double weapon is like wielding a
weapon in each hand. In the table, the first
line of the double weapon’s entry describes
the main end of the weapon, wielded in your
main hand. The second line describes the
weapon'’s off-hand end, wielded in your

off-hand. The two ends of a double weapon
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	Character Name: Ch'Tsota
	Class: Fighter
	Epic Destiny: 
	Size: M
	Age: 5
	Paragon Path: 
	Height: 5' 8"
	Race: Thri-Kreen (Dark Sun Campaign Guide)
	Gender: F
	Weight: 220
	Alignment: Unaligned/Neutral
	Deity: Animist
	Adventuring Company or Other Affiliations: 
	Level: 1
	Total XP: 
	Player Name: 
	Initiative Total: +1
	Inititative DEX: 1
	Initiative Half Level: 
	Initiative MISC: 
	Reflex Total: 12
	STR Score: 18
	CON Score: 14
	DEX Score: 13
	INT Score: 10
	WIS Score: 14
	CHA Score: 10
	STR Mod: +4
	CON Mod: +2
	DEX Mod: +1
	INT Mod: 0
	WIS Mod: +2
	CHA Mod: 0
	STR Mod+: +4
	CON Mod+: +2
	DEX Mod+: +1
	INT Mod+: +0
	WIS Mod+: +2
	CHA Mod+: +0
	Second Wind Used: Off
	Death Save 1: Off
	Death Save 2: Off
	Death Save 3: Off
	Speed Total: 6
	Speed Base: 7
	Speed Armor: -1
	Speed Item: 
	Speed MISC: 
	Passive Insight Skill: 2
	Passive Perception Skill: 2
	AC 10+Level: 10
	AC Armor_Ability: 6
	AC Class: 
	AC Feat: 
	AC Enhancement: 
	AC MISC 1: 1
	AC MISC 2: 1
	Fort 10+Level: 10
	Fort Ability: 4
	Fort Class: 2
	Fort Feat: 
	Fort Enhancement: 
	Fort MISC 1: 
	Fort MISC 2: 
	Ref 10+Level: 10
	Ref Ability: 1
	Ref Class: 
	Ref Feat: 
	Ref Enhancement: 
	Ref MISC 1: 1
	Ref MISC 2: 
	Will 10+Level: 10
	Will Ability: 2
	Will Class: 
	Will Feat: 
	Will Enhancement: 
	Will MISC 1: 
	Att 1 Level: 
	Att 1 Ability: 4
	Att 1 Class: 
	Att 1 Proficiency: 2
	Att 1 Feat: 
	Att 1 Enhancement: 
	Att 1 MISC: 
	Att 1 Bonus: 6
	Att 2 Level: 
	Att 2 Ability: 4
	Att 2 Class: 
	Att 2 Proficiency: 2
	Att 2 Feat: 
	Att 2 Enhancement: 
	Att 2 MISC: 1
	Att 2 Bonus: 7
	Will MISC 2: 
	Damage 1 Ability: 4
	Damage 1 Feat: 
	Damage 1 Enhancement: 
	Damage 2 Ability: 4
	Damage 2 Feat: 
	Damage 2 Enhancement: 
	Action Points: 
	Max HP: 29
	Bloodied HP: 14
	Surge Value: 7
	Surges per Day: 11
	Current HP: 
	Current Surge Uses: 
	Temp HP: 
	Saving Throw Mods: 
	Race Feature 1: -Multiple Arms: 1/turn, drow/stow weapon or
	Race Feature 2:    item as free action.
	Race Feature 3: -Natural Jumper: Always considered to have a
	Race Feature 4:    running start when jumping. (Ath result /5)
	Race Feature 5: -Torpor: Enter 4 hr. aware state instead of sleep
	Race Feature 7: -Thri Kreen Claws Power
	Race Feature 6:    when extended resting.
	Action Point Effects: 
	AC Conditional Bonuses: Miscs require Lotulis
	Fort Conditional Bonuses: 
	Ref Conditional Bonuses: 
	Will Conditional Bonuses: 
	Special Movement: 
	Special Senses: Low-Light Vision
	Att 1 Name: Lotulis (Main)
	Att 2 Name: Lotulis (Offhand)
	Att 1 Name damage: Lotulis (Main)
	Att 2 Name damage: Lotulis (Offhand)
	Initiative Conditional Modifiers: 
	Race Feature 1 Page: 
	Race Feature 2 Page: 
	Race Feature 3 Page: 
	Race Feature 4 Page: 
	Race Feature 5 Page: 
	Race Feature 6 Page: 
	Race Ability Score Mods: Dex, Str
	Basic Attack 1 Power: Lotuli Main (OA+2)
	Basic Attack 1 Damage: 1d10+5
	Basic Attack 2 Power: Lotuli Offhand (OA+2)
	Basic Attack 2 Damage: 1d8+6
	Basic Attack 3 Power: Handaxe (5/10 range)
	Basic Attack 4 Power: Wicked Strike
	Basic Attack 3 Damage: 1d4+4
	Basic Attack 4 Damage: +CONmod
	Current Conditions and Effects: 
	Resistances: 
	Basic Attack 1 Att: +6
	Basic Attack 1 Defense: AC
	Basic Attack 2 Att: +7
	Basic Attack 2 Defense: AC
	Basic Attack 3 Att: +6
	Basic Attack 3 Defense: AC
	Basic Attack 4 Att: -2
	Basic Attack 4 Defense: 
	Class Feature 1: -Dune Trader Theme (Dark Sun Campaign Setting)
	Class Feature 2:    -Quick Formation Power (Dune Trader Theme)
	Class Feature 3: -Combat Challenge: Attack for mark until EONT. 
	Class Feature 4:     Immediate interrupt MBA if marked shifts
	Class Feature 5:    or makes attack not including me. (PHB1)
	Class Feature 6: -Combat Superiority: +WISmod (2) to OAs; hits
	Feat 1: Two-Weapon Defense: +1 to AC and Reflex
	Feat 2:    while wielding a weapon in each hand. (PHB1)
	Feat 3: Weapon Proficiency, Lotulis (PHB1)
	Feat 4: 
	Feat 5: 
	Feat 6: 
	Feat 7: 
	Feat 8: 
	Feat 9: 
	Feat 10: 
	Feat 11: 
	Feat 12: 
	Feat 13: 
	Feat 14: 
	Feat 15: 
	Feat 16: 
	Language 1: Common, Thri-Kreen
	Language 2: 
	Language 3: 
	Race Feature 7 Page: 
	Class Feature 1 Page: 
	Class Feature 2 Page: 
	Class Feature 3 Page: 
	Class Feature 4 Page: 
	Class Feature 5 Page: 
	Class Feature 6 Page: 
	Class Feature 7 Page: 
	Class Feature 8 Page: 
	Class Feature 9 Page: 
	Class Feature 10 Page: 
	Class Feature 11 Page: 
	Class Feature 7:    stop movement, but can move w/ other actions
	Class Feature 8: -Talent: Tempest Technique. When you wield two
	Class Feature 9:    melee weapons, +1 bonus to offhand weapon attacks.
	Class Feature 10:    Gain Two-Weapon Defense as bonus feat, ignoring prereq.
	Class Feature 11:    When wearing light/chainmail, +1 to melee damage
	Class Feature 12:    (+2 if offhand) while wielding two weapons. (Martial Power)
	Class Feature 13: 
	Class Feature 12 Page: 
	Class Feature 13 Page: 
	Feat 1 Page: 
	Feat 2 Page: 
	Feat 3 Page: 
	Feat 4 Page: 
	Feat 5 Page: 
	Feat 6 Page: 
	Feat 7 Page: 
	Feat 8 Page: 
	Feat 9 Page: 
	Feat 10 Page: 
	Feat 11 Page: 
	Feat 12 Page: 
	Feat 13 Page: 
	Feat 14 Page: 
	Feat 15 Page: 
	Feat 16 Page: 
	Feat 17 Page: 
	Acrobatics Total: 0
	Acrobatics Mod: 1
	Acrobatics Trained: 
	Acrobatics Armor: -1
	Acrobatics MISC: 0
	Arcana Total: 0
	Arcana Mod: 0
	Arcana Trained: 
	Arcana MISC: 0
	Athletics Total: 10
	Athletics Mod: 4
	Athletics Trained: 5
	Athletics Armor: -1
	Athletics MISC: 2
	Bluff Total: 0
	Bluff Mod: 0
	Bluff Trained: 
	Bluff MISC: 0
	Diplomacy Total: 0
	Diplomacy Mod: 0
	Diplomacy Trained: 
	Diplomacy MISC: 0
	Dungeoneering Total: 2
	Dungeoneering Mod: 2
	Dungeoneering Trained: 
	Dungeoneering MISC: 0
	Endurance Total: 6
	Endurance Mod: 2
	Endurance Trained: 5
	Endurance Armor: -1
	Endurance MISC: 0
	Heal Total: 7
	Heal Mod: 2
	Heal Trained: 5
	Heal MISC: 0
	History Total: 0
	History Mod: 0
	History Trained: 
	History MISC: 0
	Insight Total: 2
	Insight Mod: 2
	Insight Trained: 
	Insight MISC: 0
	Intimidate Total: 0
	Intimidate Mod: 0
	Intimidate Trained: 
	Intimidate MISC: 0
	Nature Total: 4
	Nature Mod: 2
	Nature Trained: 
	Nature MISC: 2
	Perception Total: 2
	Perception Mod: 2
	Perception Trained: 
	Perception MISC: 0
	Religion Total: 0
	Religion Mod: 0
	Religion Trained: 
	Religion MISC: 0
	Stealth Total: 0
	Stealth Mod: 1
	Stealth Trained: 
	Stealth Armor: -1
	Stealth MISC: 0
	Streetwise Total: 0
	Streetwise Mod: 0
	Streetwise Trained: 
	Streetwise MISC: 0
	Thievery Total: 0
	Thievery Mod: 1
	Thievery Trained: 
	Thievery Armor: -1
	Thievery MISC: 0
	Will Total: 12
	Damage 2 MISC 2: 2
	Damage 2 MISC 1: 
	Damage 1 MISC 1: 
	Damage 1 MISC 2: 1
	Feat 17: 
	Magic Item Used 1: 
	Magic Item Used 2: 
	Magic Item Used 3: 
	Magic Item Used 4: 
	Magic Item Used 5: 
	Magic Item Used 6: 
	Magic Item Used 7: 
	Character Image: 
	Encounter Power 1 Used: 
	Magic Item Used 8: 
	Encounter Power 2 Used: 
	Magic Item Used 9: 
	Magic Item Used 10: 
	Magic Item Used 11: 
	Magic Item Used 12: 
	Magic Item Used 14: 
	Magic Item Used 15: 
	Encounter Power 3 Used: 
	Encounter Power 4 Used: 
	Encounter Power 5 Used: 
	Encounter Power 6 Used: 
	Daily Power 1 Used: 
	Daily Power 2 Used: 
	Magic Item Used 20: 
	Magic Item Used 19: 
	Magic Item Used 18: 
	Magic Item Used 17: 
	Magic Item Used 13: 
	Magic Item Used 16: 
	Daily Power 3 Used: 
	Daily Power 4 Used: 
	Daily Power 5 Used: 
	Daily Power 6 Used: 
	Magic Item Used 21: 
	Magic Item Used 22: 
	Magic Item Used 23: 
	Magic Item Used 24: 
	Magic Item Used 25: 
	Utility Power 1 Used: 
	Utility Power 2 Used: 
	Utility Power 3 Used: 
	Utility Power 4 Used: 
	Utility Power 5 Used: 
	Utility Power 6 Used: 
	Utility Power 7 Used: 
	Utility Power 8 Used: 
	Equipment 1: Lotulis (Dark Sun Campaign Setting)
	Equipment 2: Chainmail
	Equipment 3: Handaxes, 2
	Equipment 4: Waterskin
	Equipment 5: Sunrod, 2 [bright 20, 4h]
	Equipment 6: Climber's Kit [+2 Athletics, climbing only)
	Equipment 7: Backpack
	Equipment 8: Hempen Rope, 50'
	Equipment 9: 
	Equipment 10: 
	Ritual 1: 
	Ritual 2: 
	Ritual 3: 
	Ritual 4: 
	Ritual 5: 
	Ritual 6: 
	Ritual 7: 
	Ritual 8: 
	Ritual 9: 
	Ritual 10: 
	Campaign Notes: Lotulis use the double weapon rules, stated in multiple books (DSCS, Adventurer's Vault 1). I have Copy/Pasted them below for your reference. 

[  You must wield a double weapon in two hands.
  A Small character cannot wield a double weapon unless the weapon has the small property.
  Wielding a double weapon is like wielding a weapon in each hand. In the table, the first line of the double weapon’s entry describes the main end of the weapon, wielded in your main hand. The second line describes the
weapon’s off-hand end, wielded in your off-hand. The two ends of a double weapon can have different proficiency bonuses, damage, groups, and properties. The weight and price entries represent the total for the weapon, rather than only one side. You can use either end of a double weapon to deliver an attack unless a power specifies a main or off-hand weapon attack.
  When adding an enchantment that requires a particular weapon type, at least one end of the weapon must match the requirement. For example, a dragon paw could gain the vorpal enchantment, even though only one end meets the requirement of “heavy blade or axe.”
  An enchanted double weapon gains all benefits of the enchantment on each end (even if one end would not normally qualify for the enchantment). Nonetheless, the
frequency of use of any power possessed by the item does not increase; if you wield a double weapon that has a daily power, you can still use that power only once per day.]

Description (Lotulis): This short-staffed double weapon sports outward-pointing, barbed crescent blades on each end.

Superior Melee Weapon, Prof +2, 1d10 main hand, 1d8 offhand. 40gp. 9 lb. Heavy Blade. 

Properties; Defensive (+1 AC while wielding another weapon in another hand; since a double weapon occupies both hands, the intent is that it serves as its own prerequisite), Stout (A stout weapon can be treated as a two-handed weapon).

As a superior weapon that requires a feat investment, lotulis have some unusual corner cases; it is both a two-handed weapon, and its own primary and offhand weapon, allowing it to function in both capacities. What's interesting is that, unless it's one of the "main/offhand specified" two-weapon fighting powers, I can attack with EITHER side as needed, combining with Wicked Strike and the fighter's OA bonus to give me a wide gradient of accuracy-vs.-power. Paired with the Kreen's minor action multiattack encounter power, I can mark up to FIVE targets in a cluster, and set all of them up for Opportunity Attacks if they flee! 

Sorry to have such a corner case; the superior weapons are often overlooked, and the idea of a skirmishing four-armed "polearm" defender was really neat! I hope my due diligence here has helped you get a handle on it!
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