














% Thunderclap

Wizard Attack 23

% Elemental Maw

Wizard Attack 25

Encounter + Arcane, Implement, Thunder
Standard Action Ranged 20 Int vs. Fort

Target: One creature
Attack: Int vs. Fort
Hit: 3d6 + Int thunder damage, and the target is

stunned until the end of your next turn.
Damage

You tap your staff on the ground, and a peal
of thunder rocks and stuns a distant enemy.

Daily + Arcane, Implement, Teleportation; Acid, Cold, Fire, Lightni

Standard Action  Area burst 4 within 20 Int vs. Ref
Target: Each creature in burst

Attack: Int vs. Ref

Hit: 6d6 + Int damage of a type chosen from the following
list: acid, cold, fire, lightning, or thunder. In addition, the
target is pulled 2 squares toward the maw's origin square.
Miss: Half damage, and no pull. Damage
Effect: This attack's origin square becomes a vortex of
energy. The burst creates an area of difficult terrain. The
effect remains until the end of your next turn. Any creature
that is pulled into the vortex takes 3d6 + Int damage of a
type chosen from the following list:

acid, cold, fire, lightning, or thunder. In addition, you
teleport that creature to a square within 20 of you.

The creature arrives at its destination prone and dazed until
the start of your next turn.

Maze

Wizard Attack 25

% Necrotic Web

Wizard Attack 25

Daily + Arcane, Implement, Psychic, Teleportation

Standard Action Ranged 10 Int vs. Will

Target: One creature

Attack: Int vs. Will

Hit: 3d12 + Int psychic damage.

Effect: You trap the target in an extradimensional maze. While

caught in the maze, the target cannot see, move, or affect the
world outside in any way. Similarly, no one can see or attack the
creature in the maze. The maze remains visible as a faintly Damage

glowing sigil or rune in the square the trapped creature occupied;
it is harmless to all other beings, and creatures can move through
or attack through that square without penalty. On its turn each
round, the target can attempt an Intelligence check against your

'Will defense to escape as a standard action. The target gains a
cumulative +5 bonus to this check each time it fails.

Upon leaving the maze, the creature returns to the space it

[ pied (or, if c ipied, the lable unc pied space
of its choice), and the maze ends.

Daily + Arcane, Implement, Necrotic, Zone

Standard Action  Area burst 3 within 20 Int vs. Ref
Target: Each creature in burst

Attack: Int vs. Ref

Hit: 4d6 + Int necrotic damage, and the target is
immobilized (save ends).

Effect: The burst creates a web-filled zone until Damage
the end of the encounter or for 5 minutes. The
zone is difficult terrain. Any creature in the web at
the start of its turn takes 4d6 necrotic damage.
Any creature that ends its move in the web is
immobilized (save ends).

You cover your enemies in a giant web made
from strands of black, life-draining energy

Q Prismatic Spray

Wizard Attack 25

Black Fire

Wizard Attack 27

Daily + Arcane, Fear, Fire, Implement, Poison

Standard Action Close burst 5 vs For, Ref, Will

Target: Each enemy in burst
Attack: Int vs. Fort, Reflex, Will
Hit (Fortitude): The target takes 3d6 + Int poison

damage and is slowed (save ends).
Hit (Reflex): The target takes 3d6 + Int fire damage,

and ongoing 15 fire damage (save ends). Damage
Hit (Will): The target is stunned (save ends).
Special: You make only one attack per target, but

compare that attack result against all three defenses.
A target might be subject to any, all, or none of the
effects depending on how many of its defenses were
hit. The target must make a saving throw against
each ongoing effect separately.

A dazziing spray of multicolored light springs from your hands, enveloping your enemies
g spray gt sprng J 4]

Encounter + Arcane, Fire, Implement, Necrotic
Standard Action Close blast 5 Int vs. Ref
Target: Each enemy in blast

Attack: Int vs. Ref

Hit: 6d6 + Int fire and necrotic damage.

Damage

A blast of crackling black fire erupts from your hand,
charring the flesh and burning the souls of your foes.

Confusion

Wizard Attack 27

Forcecage
Wizard Attack 27

Encounter + Arcane, Charm, Implement, Psychic
Standard Action Ranged 20 Int vs. Will

Target: One creature
Attack: Int vs. Will
Hit: 3d10 + Int psychic damage. On the target's

next turn, you control its actions: You can move it

a number of squares equal to your Wis, and it Damage
then makes a basic attack against its nearest
ally.

Squares

You magically compel an enemy

o attack its nearest ally.

Encounter + Arcane, Force, Implement

Standard Action Ranged 20 Int vs. Ref
Target: One creature

Attack: Int vs. Ref

Hit: 3d10 + Int force damage. The target is
confined in the forcecage until the end of your
next turn. While confined, it is immobilized, Damage
grants combat advantage, and cannot gain line of
effect against nonadjacent enemies.

Around your foe you erect an invisible cage made of
unbreakable bars of force, effectively imprisoning il.




% Greater Ice Storm

Wizard Attack 29

% Legion’s Hold

Wizard Attack 29

Daily + Arcane, Cold, Implement, Zone
Standard Action Area burst 5 within 20 Int vs. Fort

Target: Each creature in burst
Attack: Int vs. Fort
Hit: 4d8 + Int cold damage, and the target is

immobilized (save ends).
Miss: Half damage, and the target is slowed Damage

(save ends).
Effect: The burst creates a zone of ice. The zone
is difficult terrain until the end of the encounter or

for 5 minutes.

A storm of bitterly cold hailstones pummels a wide
swath of ground and covers the area in ice.

Daily + Arcane, Charm, Implement, Psychic
Standard Action Close burst 20 Int vs. Will

Target: Each enemy in burst
Attack: Int vs. Will
Hit: 2d10 + Int psychic damage, and the target is

stunned (save ends).
Miss: Half damage, and the target is dazed Damage

(save ends).

Your eyes darken, becoming black orbs as you
command your enemies to stop in their tracks.

Wizard Attack 29

Wizard (Battle Mage) Attack 11

% Meteor Swarm

Daily + Arcane, Fire, Implement
Standard Action  Area burst 5 within 20 Int vs. Ref

Target: Each creature in burst
Attack: Int vs. Ref
Hit: 8d6 + Int fire damage.

Miss: Half damage.
Damage

Fiery orbs rain down from above, shrieking loudly as they fall. They smash
into your foes, obliterating them in a storm of fire and scorching the ground.

% Forceful Retort

Encounter + Arcane, Implement
Standard Action Close burst 1 Int vs. Fort

Target: Each enemy in burst
Attack: Int vs. Fort
Hit: 3d8 + Int force damage, and you push the

target 1 square and it is knocked prone.
Damage

The power and certainty of your words knock your enemies off their feet

Arcane Rejuvenation

Wizard (Battle Mage) Utility 12

% Closing Spell

Wizard (Battle Mage) Attack 20

Daily + Arcane, Healing
Immediate Interrupt Personal Healing

Trigger: You are reduced to 0 hit points or fewer
Effect: You regain hit points equal to your level +
your Int.

In a bad spot, you draw on arcane energy lo help you stay on your feet

Daily + Arcane, Implement; Cold, Fire, Lightning, or Thunder
Standard Action  Area burst 5 within 20 Int vs. Ref

Target: Each enemy in burst
Attack: Int vs. Ref
Hit: 3d10 + Int damage of a particular damage

type, chosen by you from the following list: cold,
fire, lightning, or thunder. Add 5d10 damage of Damage

the same damage type if you have no other daily
powers remaining.
Miss: Half damage.

You save the best for last—a devastating display of pure elemental power
that your enemies aren't likely to see again

% Blood Pulse

Wizard (Blood Mage) Attack 11

Soul Burn
Wizard (Blood Mage) Utility 12

Encounter + Arcane, Implement
Standard Action  Area burst 3 within 20 Int vs. Will

Target: Each enemy in burst
Attack: Int vs. Will
Hit: 2d6 + Int damage, and until the end of your

next turn the target takes 1d6 damage for every
square it leaves. Damage

A mote of crimson plasma springs from your hand, streaks
across the battlefield, and detonates amid your enemies,
covering them in a blood-red shroud.

Daily + Arcane

Minor Action Personal
Effect: You spend a healing surge. Instead of regaining hit points,
you regain one encounter power you have already used.

You trade your recuperative ability for more arcane power.




Q Destructive Salutation

Wizard (Blood Mage) Attack 20

§ Storm Cage

Wizard (Spelistorm Mage) Attack 11

Daily + Arcane, Implement, Psychic
Standard Action Area burst 3 within 20 Int vs. Will

Target: Each enemy in burst
Attack: Int vs. Will
Hit: 6d6 + Int psychic damage, and the target

takes ongoing 10 psychic damage and is stunned
(save ends both). Damage

Miss: Half damage, no ongoing damage, and the
target is stunned until the end of your next turn.

You greet your enemies with a psychic wave that
scrambles their minds and leaves them stunned.

Encounter + Arcane, Conjuration, Implement, Lightning, Thunder

Standard Action  Area burst 2 within 20 Int vs. Ref
Target: Each creature in burst

Attack: Int vs. Ref

Hit: 4d6 + Int lightning and thunder damage.
Effect: You conjure a wall in the 16 outer
squares of the burst (forming a square Damage
enclosure). Any creature that starts its turn
adjacent to the wall or moves into a wall square
takes 10 lightning damage. Moving into a wall
square costs 1 extra square of movement. The
wall does not grant cover or concealment. It lasts
until the end of your next turn.

You trap your enemies in a cage made of lightning
and filled with roaring thunder.

Wizard (Spellstorm Mage) Attack 20

% Sudden Storm

Wizard (Spellstorm Mage) Utility 12

Daily + Arcane, Zone

Standard Action  Area burst 2 within 20

Effect: The burst creates a zone of wind and rain that lasts until the
end of your next turn. Squares in the zone are difficult terrain and are
lightly obscured. As a move action, you can move the zone up to 5
squares.

Sustain Minor: The zone persists.

With a wave of your hand, you creale an area of torrential
rain that creatures have difficulty passing through

% Maelstrom of Chaos

Daily + Arcane, Force, Implement, Teleportation

Standard Action Close burst 10 Int vs. Fort
Target: Each enemy in burst

Attack: Int vs. Fort

Hit: 3d8 + Int force damage, and you can teleport
the target to a location of your choice within the
burst. Damage
Miss: Half damage, and no teleportation.

Arcane winds and a hailstorm of force energy surrounds you, battering your
enemies and teleporting them from one place to another.

% The One Sword

Wizard (Wizard of the Spiral Tower) Attack 11

Shape the Dream

Wizard (Wizard of the Spiral Tower) Utility 12

Encounter + Arcane, Weapon

Standard Action Melee weapon Int vs. Ref, Will

Target: One creature
Attack: Int vs. Ref
Hit: 2[W] + Int damage. Make a secondary attack

against the target.
Secondary Attack: Int vs. Will Damage

Hit: The target is dazed until the end of your next
turn, and this power is not expended.

Your blade flashes with the twilight power
of the Feywild as you strike your foe

Daily + Arcane, Implement

Immediate Interrupt Personal

Trigger: You are hit by an attack against your Will defense

Effect: The attack doesn't occur, as if the creature that attacked you
chose to do nothing with its action.

You alter reality slightly, so that an attack your foe
assumed it had made didn’t actually happen

% Corellon’s Blade

Wizard (Wizard of the Spiral Tower) Attack 20

% Shape Magic

Epic Destiny (Archmage) Utility 26

Daily + Arcane, Radiant, Teleportation, Weapon

Standard Action Close burst 1 Int +4 vs. Will

Target: Each enemy in burst you can see
Attack: Intelligence + 4 vs. Will
Hit: 3[W] + Int radiant damage. In addition, the

target is transported to a remote but
nonthreatening corner of the Feywild until the Damage

end of your next turn.
Return the creature to its original space. If that
space is occupied, the target returns to the

nearest unoccupied space (its choice).
Miss: Half damage.

You swing your glowing longsword around you, striking nearby enemies
with the flat of the blade and banishing them into the Feywild.

Daily

Standard Action Personal
Effect: You regain one arcane power you have already used.

You reach info the ebb and flow of arcane energy and pluck a spell you
have already used out of the invisible tide, instantly recalling it to memory




Epic Trick

Epic Destiny (Deadly Trickster) Utility 26

Divine Regeneration
Epic Destiny (Demigod) Utility 26

Daily + Healing

Minor Action Personal

Effect: Regain all of your hit points and healing surges, automatically
save against all effects on you, recover all expended encounter
powers, or recover all expended daily powers except this one. Once
you use this power, you cannot recover it except by taking an
extended rest.

When the need is greal, you pull an amazing trick out of thin air.

Daily + Healing

Minor Action Personal

Effect: You gain regeneration equal to your
highest ability score until the end of the
encounter.

Regeneration

You ignite the divine spark that glows within you, unleashing
a wave of regenerating energy for a short time

1 Telekinetic Leap

Githyanki Racial

Iron Mind

Githzerai Racial

Encounter

Move Action Ranged 10

Target: You or one ally

Effect: The target can fly up to 5 squares. If this power is used on an
ally, that ally must remain in your line of sight at all times during the
effect.

You hurl yourself or one of your allies safely
through the air using your mind.

Encounter

Immediate Interrupt Personal

Trigger: You are hit by an attack.

Effect: You gain a +2 bonus to all defenses until the end of your next
turn.

After withstanding an attack, you use the power of
your mind to fortify yourself against further harm

Gnoll Racial

Q Ferocious Charge

Fade Away

Gnome Racial

Encounter

Standard Action Personal

Effect: You charge and deal an extra 2 damage on a sucessful
attack. Increase the extra damage to 4 at 11th level and to 6 at 21st
level.

After withstanding an attack, you use the power of
your mind to fortify yourself against further harm

Encounter + lllusion

Immediate Reaction Personal

Trigger: You take damage.

Effect: You are invisible until you attack or until the end of your next
turn.

You tumn invisible in response to an enemy’s attack.

Goblin Tactics

Goblin Racial

Hobgoblin Resilience
Hobgoblin Racial

At-Will

Immediate Reaction Personal
Trigger: You are missed by a melee attack.
Effect: You shift 1 square.

You avoid your enemy’s blow and cleverly slink past his defenses

Encounter

Immediate Reaction Personal
Trigger: You suffer an effect that a save can end
Effect: You make a saving throw against the effect.

You shake off an effect that would cripple a lesser warrior




Shifty

Kobold Racial

§ Goring Charge

Minotaur Racial

At-Will

Minor Action Personal
Effect: You shift 1 square.

You skitter and scamper through the ranks of your enemies,
much lo their chagrin

Encounter
Standard Action Melee 1 Str+2 vs. AC
Attack: Str +2 vs. AC

Increase to +4 at 11th level, +6 at 21st level.
Special: You must charge as part of the attack.

Hit: 1d6 + Strength modifier damage, and the
target is knocked prone. Damage

Increase the damage to 2d6 + Strength modifier
at 11th level and 3d6 + Strength modifier at 21st
level.

You charge the enemy and gore him with your horns

Orc Racial

1 Shadow Jaunt

Shadar-kai Racial

% Warrior’s Surge

Encounter + Healing, Weapon
Standard Action Melee weapon Str vs. AC

Attack: Strvs. AC
Hit: 1[W] + Strength modifier damage, and you
can spend a healing surge.

Increase to 2[W] + Strength modifier damage at
21st level. Damage

Spilling the blood of your enemy invigorates you.

Encounter + Teleportation

Move Action Personal

Effect: You teleport 3 squares and become insubstantial until the
start of your next turn.

You step into the shadows and reappear a short
distance away, hazy and insubstantial.

Longtooth Shifting

Shifter Racial

Razorclaw Shifting
Shifter Racial

Encounter + Healing

Minor Action Personal

Special: You must be bloodied to use this power.

Effect: Until the end of the encounter or until rendered unconscious,
you gain a +2 bonus to damage rolls. In addition, for as long as you
are bloodied, you gain regeneration 2 (regeneration 4 at 11th level,
regeneration 6 at 21st level).

You unleash the primal beast within and
take on a more savage countenance

Encounter

Minor Action Personal

Special: You must be bloodied to use this power.

Effect: Until the end of the encounter or until rendered unconscious,
your speed increases by 2 and you gain a +1 bonus to AC and
Reflex defense.

You unfeash the primal beast within and
take on a more savage counlenance.

Warforged Resolve (MM)

Warforged Racial

Channel Divinity: Armor of Bahamut
Feat

Encounter

Minor Action Personal Hit Points
Special: You must be bloodied to use this power

Effect: You gain a number of temporary hit

points equal to 3 + one-half your level.

You might be bloodied, but the battle is far from over!

Encounter + Divine

Immediate Interrupt Ranged 5

Trigger: An enemy scores a critical hit on you or an ally

Effect: Turn a critical hit against you or an ally within range into a
normal hit.

Special: You must take the Armor of Bahamut feat to use this power.

Bahamut protects you or a friend from devastating harm.




l Channel Divinity: Avandra’s Rescue

Feat

Channel Divinity: Corellon’s Grace
Feat

Encounter + Divine

Move Action Melee 1

Target: One ally

Effect: Shift into the space of an adjacent ally; that ally
simultaneously shifts into your space. Your space and your ally's
space must be the same size.

Special: You must take the Avandra's Rescue feat to use this power.

Avandra smiles upon you and helps you rescue a friend in need

Encounter + Divine

Immediate Interrupt Ranged 10

Trigger: Another creature within range spends an action point to take
an extra action

Effect: You take a move action.

Special: You must take the Corellon’s Grace feat to use this power.

Corellon's grace allows you to move when others take action

Channel Divinity: Harmony of Erathis

Feat

Channel Divinity: loun’s Poise
Feat

Encounter + Divine

Minor Action Ranged 10

Target: One ally

Effect: If you have at least three allies within range, grant one of
those allies a +2 power bonus to the first attack roll he or she makes
before the start of your next turn.

Special: You must take the Harmony of Erathis feat to use this
power.

Erathis brings harmany of purpose to like-minded aliies.

Encounter + Divine

Minor Action Ranged 5

Target: You or one ally

Effect: The target gains a +5 power bonus to Will defense until the
start of your next turn.

Special: You must take the loun's Poise feat to use this power.

loun grants strength of will to those she favors.

Channel Divinity: Kord’s Favor

Feat

Channel Divinity: Melora’s Tide
Feat

Encounter + Divine, Healing

Free Action Ranged5

Trigger: You or an ally within range scores a critical hit with a melee
attack

Effect: You or the ally can spend a healing surge.

Special: You must take the Kord's Favor feat to use this power.

Kord favors a strong hit in combat with healing

Encounter + Divine, Healing

Minor Action Ranged 5

Target: You or one ally; bloodied target only

Effect: The target gains regeneration 2 until the end of the encounter
or until he or she is no longer bloodied. If you are 11th level or higher,
this power grants regeneration 4 instead. If you are 21st level or
higher, this power grants regeneration 6 instead.

Special: You must take the Melora’s Tide feat to use this power.

Melora sends a tide of healing energy to aid you or a bloodied friend.

Channel Divinity: Moradin’s Resolve

Feat

% Channel Divinity: Pelor’'s Radiance
Feat

Encounter + Divine

Minor Action Personal

Effect: Until the end of your next turn, you gain a +2 bonus to attack
rolls against Large or larger creatures.

Special: You must take the Moradin’s Resolve feat to use this power.

Moradin's blessing puts the small on more equal footing with the large.

Encounter + Divine, Implement, Radiant
Standard Action Close burst 1 Wis vs. Will

(3 at 11th level, 5 at 21st level)
Target: Each undead creature in burst
Attack: Wis vs. Will

Hit: 1d12 + Wis radiant damage, and the target
is stunned until the end of your next turn. Damage

Increase damage to 2d12 at 5th level, 3d12 at
11th, 4d12 at 15th, 5d12 at 21st, and 6d12 at
25th.

Special: You must take the Pelor's Radiance
feat to use this power.

When undead creatures abound, Pelor’s radiance shines to aid the faithful.




Channel Divinity: Raven Queen’s Blessing

Feat

Channel Divinity: Sehanine’s Reversal
Feat

Encounter + Divine, Healing

Free Action Ranged 10

Trigger: Your attack drops an enemy within range to 0 hit points or
fewer

Effect: You or an ally within 5 squares of the enemy can spend a
healing surge.

Special: You must take the Raven Queen’s Blessing feat to use this
power.

The Raven Queen granis a boon o those who send the dead on their way.

Encounter + Divine, Healing

No Action Ranged 5

Trigger: You roll a natural 20 on a saving throw

Effect: Choose an enemy within range; that creature gains the
condition you just saved against.

Special: You must take the Sehanine's Reversal feat to use this
power.

Sehanine's blessing turns the powers of your enemies against them.

Enhancement: AC Enhancement

Armor:

Price

Implement + Holy Symbol
Enhancement: Attack rolls and damage rolls Enhancement
Critical:

Price

Implement + Orb
Enhancement: Attack rolls and damage rolls Enhancement
Critical:

Price

Implement + Rod
Enhancement: Attack rolls and damage rolls Enhancement
Critical:

Price

Price

Implement + Wand
Enhancement: Attack rolls and damage rolls Enhancement
Critical:

Price
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Price
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Enhancement: Fortitude, Reflex, and Will

Enhancement
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Power:

Price

Price

Price

Enhancement: Attack rolls and damage rolls

Weapon:
Critical:

Enhancement
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Warforged Resolve

Warforged Racial

Warforged Fortification

Warforged Feat

Encounter + Healing

Minor Action Personal Hit Points
Effect: You gain a number of temporary hit
points equal to 3 + one-half your level. You may
make an immediate saving throw against one
effect that inflicts ongoing damage and can be
ended with a save. In addition, if you are
bloodied you regain hit points equal to 3 + one
half your level.

It's difficult to take you down, even when you're faltering

Encounter

Immediate Interrupt Personal

Trigger: You take a critical hit.

Effect: Negate the critical hit. The triggering attack instead deals
normal damage. The attack does not gain any of the benefits for
scoring a critical hit, such as extra damage due to a magic item or the
opportunity to recharge a power.

You're so tough, somelimes critical hits just don’t phase you.

Warforged Immutability

Warforged Feat

% Ruinous Onslaught

Warforged Juggernaut Attack 11

Daily

Immediate Reaction Personal

Trigger: You gain a condition or ongoing damage effect that ends
with a save.

Effect: Immediately end the effect as if you had succeeded on your
saving throw against it.

Seemingly through determination alone, your living construct
body regularly proves inviolate.

Encounter + Weapon
Standard Action Melee weapon Str vs. AC

Target: One creature
Attack: Strvs. AC
Hit: 2[W] + Str damage and the target is dazed

until the end of your next turn. You can also push
your enemy 1 square, and you can shift 1 square Damage

closer to a target you push.

You end a reckless charge with a brutal biow that throws your enemy
backward and rattles its nerves.

Inexorable Momentum

Warforged Juggernaut Utility 12

Encounter

Minor Action Personal

Effect: Until the end of your next turn, you ignore difficult terrain, you
can move through enemy spaces, and you gain a +2 power bonus to
AC against opportunity attacks. You must end your move in an
unoccupied space. You gain these benefits when you charge or use
any type of movement.

To attack your chosen adversary, you hurtle across
the battlefield while ignoring all attacks

Crag of Steel

Warforged Juggernaut Attack 20

Daily + Stance, Weapon
Minor Action Personal Damage

Effect: You gain resist 5 to all damage, and
whenever this reduces an attack's damage to 0,
you also negate conditions and ongoing damage

imposed by that attack. Additionally, you can
reduce the distance of any pull, push, or slide
effect against you by 5. Any enemy that starts its
turn adjacent to you takes 1[W] damage, as long
as you are able to make opportunity attacks.

You lock yourself into position, closing weak points in
your armor and flalling your weapon in deadly arcs.

% Verve Strike

Warforged Lifeseeker Attack 11

% Unleashed Vigor

Warforged Lifeseeker Attack 20

Encounter + Healing, Weapon
Standard Action Melee weapon Str vs. AC

Target: One creature within your melee reach.
Attack: Strvs. AC
Hit: 2[W] + Str damage and the target is dazed

until the end of your next turn. You also grant
yourself or an ally within 10 squares of you that Damage

you can see a number of temporary hit points
equal to 5 + the higher of your Wis or Cha.

Swearing by your existence, you smite your enemy,

Hit Points

dazing him and rallying an ally’s spirit

Daily + Healing, Weapon
Standard Action Melee weapon Str vs. AC

Target: One creature
Attack: Strvs. AC
Hit: 2[W] + Str damage and ongoing 10 damage

(save ends). Aftereffect: Ongoing 5 damage

(save ends). Damage
Miss: Half damage and ongoing 5 damage (save
ends).

Effect: Each time your target takes ongoing

damage from this power, you or one ally of your
choice within 5 squares of the target regains 5 hit
points.

You sunder the ties of your foe's life force, invigorating you and your allies




Empathic Resonance

Warforged Lifeseeker Utility 12

Daily

Minor Action Personal

Effect: Until the end of the encounter, you gain a +2 bonus to saving
throws. Whenever you succeed on a saving throw, one ally of your
choice within 10 squares of you can make a saving throw against an
effect of his or her choice immediately (as long as a save can end the
effect). This effect persists until the end of the encounter or for 5
minutes

When yOU SUCCess "






