








Cloudkill
WIzard Attack 19 • Disintegrate

WIzard Attack 19

Dally + Arcane, Implement, Polson, Zone

Standard Action Area burstS within 20 In! liS. Fort
Target: Each creature in burst I I
Attack: Int VS. Fort
Hit: ldl0 + Int poison damage.
Effect: The burst creates a .lone of poisonous
vapors thallas!s unlillhe end of your next turn. A c::J8m8e
creature that enters the zone or starts its turn
there takes 1dl 0 + Int poison damage. As a
move acllon, you can move the zone 3 squares
Sustain Minor: The zone persists.

Yallow-green vapors emerge from the ground willi a hiss.
forming 8 thick, loxic c/ood.

Dally + Arcane, Implement

Standard Action Ranged 10
Target: One creature or object
Attack: Int VS. Ref
Special: You don't need to make an attack roll to
hit an unattended object with this power.
Hit: 5<110 + Int damage, and ongoing 10 damage
(save ends). If the target saves, it takes ongoing
5 damage (save ends).
Miss: 3d10 + Intdamage, and ongoing 5
damage (save ends).

You fire a green ray from your wand. Whatever the
emerald beam hits disappears in a puff of gray dust.

Int VS. Ref

I I

Evard's Black Tentacles
WIzard Attack 19

Dally + Arcane

Standard Action Close bursl5
Targets: You and each ally in burst
Effect: All targets gain a speed of fly 8 until the end of your next turn.
Sustain Minor: You can sustain this power until the end of the
encounter or for 5 minutes If you don't sustain this power, all targets
float to the ground without taking falling damage.

Mass Fly
Wizard Utility 22

Int VS. Ref

I I
Dally + Arcane, Implement, Necrotic, Zone

Standard Action Area bursl4 within 10
Target: Each creature in burst
Attack: Int VS. Ref
Hit: 2dl0 + Int necrotic damage. and the target is
immobilized (save ends)
Effect: The burst creates a zone of difficult
terrain that lasts until the end of your next turn.
Sustain Minor: When you sustain the power,
repeat the attack against any creature within the
zone that is not immobilized, and deal1d10
necrotic damage to creatures that are
immobilized.

Wriggling. ebon tentades of necrotic; energy erupt from the ground,
grasping toward eve/)' creature within reach

White motes of light fly from jIOlJr fingertips and swirl about, lifting jIOlJ and
jIOlJr allies off tile ground and grant,ng each of jIOlJ the power of flight.

Mordenkainen's Mansion
Wizard Utility 22

Dally + Arcane, Conjuration, Teleportatlon

Standard Action Melee touch
Effect: You conjure a spacious extradimensional dwelling that can
hold up to fifty Medium creatures. It is reached through a single
doolWay that you trace on a surface or in the air. Only you and those
you designate can pass through it. You can close the entrance and
make it invisible after you enter the mansion, and only someone
inside the mansion can open the portal once it's closed. The mansion
contains comfortable furnishings and enough food and drink to satisfy
its denizens. The furniture and food disappear if removed from the
mansion. The mansion lasts for 8 hours, and any creatures still in the
mansion when the power ends reappear in unoccupied squares
outside the entrance portal.

Time Stop
Wizard Utility 22

Dally + Arcane

Minor Action Personal
Effect: You gain two extra standard actions, which you can't
use to attack other creatures.

You trace the outline ofa door, and a shimmenng portal appears, ieading
to a space accessible only by you and jIOlJr allies.

Everything around jIOlJ slows to a halt, frozan in tlmB. Then, after a row
mormtnts, everything starts to speed up again, returning to nOffi1al time.

Encounter + Arcane, Implement, LIghtning

Standard Action Ranged 20
Primary Target: One creature
Attack: Int vs. Ref
Hit: 4d6 + Intlightning damage.
Secondary Targets: Two creatures within 5
squares of the primary target
Secondary Attack: Int VS. Ref
Hit: 2d6 + Int lightning damage.
Tertiary Targets: All other enemies within 20 of
yO"
Attack: Int vs. Ref
Hit: 1d6 + Intlightning damage.

Int vs. Ref

I I

Chain Lightning
Wizard Attack 23

,
Int VI, Fort

I I

Acid Storm
Wizard Attack 23

Encounter + Acid, Arcane, Implement

Standard Action Area burst 4 within 10
Target: Each creature in burst
Attack: Int VS. Fort
Hit: 4d6 + Int acid damage.
Effect: The cloud blockS line of sight, providing
lotal concealment to creatures inside it. Any
creature that enters the cloud or starts its turn
there takes 10 acid damage. The cloud lasts until
the end of your next turn, or you can dismiss it as
a minor aclion,

You create a thlclt: black cloud filied with pelting drops of acid.
From jIOlJr fingBrtlps springs a tremendous stroke of blinding
purple-white iightning that leaps from one ernlmy fa another.



Thunderclap
Wizard Attack 23

Elemental Maw
WIzard Attack 25 •

You tap your slaff on the ground, and a peal
of thunder rocks and stuns a dis/ant enemy.

I I
Dally + Arcane, Implement, Teleportation; Acid, Cold, Fire, lIghtnl
Standard Action Area burst 4 within 20 Int VS. Ref
Target: Each creature in burst
Attack: Int ¥s. Ref
Hit: 6d6 +- Int damage of a type chosen from the following
~st: acid, cokl, fire, lightning, Or thunder. In add~ion, Ihe
target is pulled 2 squares toward the maw's origin square.
Miss: Halt damage, and no pull.
Effect: This attack's origin square becomes a vortex of
energy. The burst creates an area of difflCUli terrain. The
etted remains untillhe end of your next tum. Any creature
that is pulled Into the VOfIex takes 3<16 +- Int damage ot a
type chosen trom the following lOst
acid, cold, fire. lightning. or thunder. In addition, you
teleport that creature 10 a square within 20 of you.
The creature arrives al its destination prone and dazed until
lhe stall of your next tum,

In! liS. Fort

I I
Encounter + Arcane, Implement, Thunder

Standard Action Ranged 20
Target: One creature
Attack: In! VS. Fort
Hit: 3d6 + In! thunder damage, and the target is
stunned until the end of your next turn.

I I
Int VS. Ref

I I

Necrotic Web
WIzard Attack 25

You rover your enemies in a giant web tmlOO
from strands of btack. life-drainlng energy.

Dally + Arcane, Implement, Necrotic, Zone

Standard Action Area burst 3 within 20
Target: Each creature in burst
Attack: Int VS. Ref
Hit: 4d6 .. Int necrotic damage, and the target is
immobilized (save ends).
Effect: The burst creales a web-filled zone until
the end of the encol,lnter or for 5 minutes. The
zone Is difficult terrain. Any creatl,lre in the web at
the start of Its tum takes 4d6 necrotic damage.
Any creature that ends its move in the web is
immobilized (save ends).

lnt VS. Will

Maze
WIzard Attack 25

y""np .... _ ........_-~ .....
1{<o_!mm~~in_....... .....s".CAII1IntI _.

Dally + Arcane, Implement, Psychic, Teleportatlon
Standard Aclion ~.nll8d 10
T.~I: Ono CfflaW,e
Attac~: 1m vs. WI.
Hit: 3d12· Int psy<:tlic Ol'f'J'>age.
En..,l: You InIp the La'(lBl On 8n •__maze. While
caught .. the maze, Ihe!afgel cannel see, move, Of allecl tt>e
WOIId 0IIISi00 In .n1 way. Sjmjlartv. 110 one can ..... Of "!tad< the
Q'lllIIbJre in the maze_ The maze remain, vilible as a f.intly
glowing Jig. Of """" in Ihe square Ihe lrawed cr....tu... occupieod;
it s ""_ to o. OllIe, beings. and creatures can move lh<ougIl
Of atta<:l< lh'OUOh!hal square without penally. On its tum MCh
fOIII"<l, Ihe larl/8l can .!tempI an Intelligence d1edl1lg!lin.1 your
Will _ ... to escape as a Slandard 00Cli0n. The ta<gel ga"s •
cumulative _5 bonus to ItWs dI6ck .""" Iirn& ~ I,ita
Upon lelWing the mau, the crealure returns to the space it
occupied (Of, ifoccupied, II>e nHt8st ••ailabie~ spK<I
of;(s choice). and !he maze ends.

Prismatic Spray
WIzard Attack 25

Black Fire
Wizard Attack 27

Ii'll VS. Ref

Int VS. Ref

I I

I I

Forcecage
Wizard Attack 27

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

Encounter + Arcane, Fire, Implement, Necrollc

Standard Action Close blast 5
Target: Each enemy In blast
Attack: Int VS. Ref
Hit: 6d6 .. Int fire and necrotic damage.

Encounter + Arcane, Force, Implement

Standard Action Ranged 20
Target: One creature
Attack: Int VS. Ref
Hit: 3<\10" Int force damage. The target is
confined In the forcecage until the end of your
next turn. While confined, it is immobilized,
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 i/.

,
lnt VS. Will

I I

I" foe, ••f, Willi

c::J

Encounter + Arcane, Charm, Implement, Psychic

Standard Action Ranged 20
Target: One creature
Attack: Int vs. Will
Hit: 3<\10" 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
then makes a basic attack against its nearest
ally.

You magically rompal an enemy
to a/lack its nearest ally.

Confusion
Wizard Attack 27

Dally. Arcane, Fear, Fire, Implement, Poison
Standard Action Close burst 5
Target: Each enemy in burst
Attack: Ii'll vs. Fort. Renex, Will
Hit (Fo!1itude): The larget takes 3d6 +-Int poison
damage and is sloWed (save ends).
Hit (Refl6x): The larget takes 3d6" Ii'll fire damage,
and OI1going 15 fire damage (save ends).
Hit (Will): The larget is stunned (save ends).
Spe<:lal: You make only 000 attack per larget, but
compare lhat attack result against all three detenses.
A largel mighille subje<:l to any, all, Of none of the
effects depending on how many of ~s defenses were
hit The larget must make a saving throw against
each ongoing effecl separalely.



Greater Ice Storm
WIzard Attack 29 • Legion's Hold

WIzard Attack 29 •
Dally + Arcane, Cold, Implement, Zone

Standard Action Area burstS within 20
Target: Each creature in burst
Attack: Int VS. Fort
Hit: 4d8 + Int cold damage, and the larget is
immobilized (save ends).
Miss: Half damage, ancllhe target is stowed
(save ends).
Effect: The burst creates a zone of ice. The zone
is difficult terrain untillhe end of the encounter or
for 5 minutes.

lnt liS. Fort

I I
Dally + Arcane, Chann, Implement, Psychic

Standard Action Close bursl20
Target: Each enemy in burst
Attack: Int VS. Will
Hit: 2dl0 + Int psychic damage. and the target is
stunned (save ends).
Miss: Half damage, and the target is dazed
(save ends).

lnt VS. Will

I I

A slOlm of bitt!1rly wid hailstones pumtmlls a wide
swath of ground and covers the area In~.

Your eyes darll:en. beooming black Ofbs as you
command your enemies to stop in their lracks.

Encounter + Arcane, Implement

Standard Action Close burst 1
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.

Int vs. Fort

I I

Forceful Retort
Wizard (Battle Mage) Attack 11

Int vs. Ref

I I

Meteor Swarm
WIzard Attack 29

Dally + Arcane, Fire, Implement

Standard Action Area burstS within 20
Target: Each creature in burst
Attack: Intvs. Ref
Hit: 8d6 + Int fire damage.
Miss: Half damage.

Fiery otbs rain down lrom abova, shOOking loudly as they lall. They smash
inlo your loas. oblilerating lhem in a slonn 01 fire and scorching Ihe ground. The power and ceriainly 01 your words knock your enemies off lheir feet.

I I

Arcane Rejuvenation
Wizard (Battle Mage) Utility 12

Dally + Arcane, Healing

Immediate Interrupt Personal
Trigger: You are reduced to 0 hit points Of fewer
Effect: You regain hit points equal to your level +
your Int.

Closing Spell
Wizard (Battle Mage) Attack 20

Dally + Arcane, Implement: Cold, Fire, lightning, or Thunder
Standard Action Area burstS within 20 Inlvs. 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 5<110 damage of
the same damage type if you have no other daily
powers remaining.
Miss: Haif damage.

•

In a bad spol, you draw on arcane energy 10 help you stay on your leal.
You save tha best lor lesl-a davas/ating display ofpUffi aiaman/al power

thai your enemies affln 'I likely 10 Se& 8gain.

Dally + Arcane

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

Soul Burn
Wizard (Blood Mage) Utility 12+

Int VS. Will

I I
Encounter + Arcane, Implement

Standard Action Area burst 3 within 20
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
$Quare it leaves.

Blood Pulse
Wizard (Blood Mage) Attack 11

A mote 01 crimson plasma springs from your hand. streakS
across lhe balliafield. and detonates amid your enamies.

covaring lhem in a blood-red shroud. YOIl trade your recuperalive abilily for more arcane power.



I I

•Storm Cage
Wizard (Spellslorm Mage) Attack 11

Encounter + Arcane, Conjuration, Implement, lightning, Thunder
Standard Action Area bursl2 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
enclosure). Any creature thai starts ils turn
adjacenllo the wall or moves inlo a wall square
takes 10 lightning damage. Moving inlo a wall
square costs 1 e~tfa square of movement. The
wall does not grant cover or concealment. II lasts
until the end of your next turn.

Int VS. Will

I I
Dally + Arcane, Implement, Psychic
Standard Action Area bursl3 within 20
Target: Each enemy in burst
Attack: Int vs. Will
Hit: 6d6 + Int psychic damage. and the target
lakes ongoing 10 psychic damage and is stunned
(save ends both).
Miss: Half damage, no ongoing damage, and the
target is stunned unlilthe end of your next turn.

,

You greel YOUffmflmies with a psychic wave thaI
scrambles lheir minds and leaves them stunned.

You lrap yourflnemies in a cage made of lightning
and filtad wilh roanng thunder.

Sudden Storm
Wizard (Spellstorm Mage) Utility 12

Maelstrom of Chaos
Wizard (Spellstorm Mage) Attack 20

Int vs, Fort

I I
Dally + Arcane, Zone

Standard Action Area burst 2 within 20
Effect: The burst creates a zone of wind and rain that lasts unlilthe
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.

Dally + Arcane, Force, Implement, Teleportation

Standard Action Close burst 10
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.
Miss: Half damage, and no teleportation.

With a wave ofyour hand, you create an area of torrentIal
rain that creatures have difficulty passing through.

Arcane winds and a hailstorm of forc6 energy surrounds you, battering your
enemies end teleporling lhem from ooe place to enalher.

The One Sword
Wizard (Wizard of the Spiral Tower) Attack 11

Encounter + Arcane, Weapon

Standard Action Melee weapon
Target: One creature
Attack: Int vs. Ref
Hit: 2[W] + Int damage. Make a secondary atlack
against the target.
Secondary Attack: Int VI. Will
Hit: The target is dazed until the end of your next
tum, and this power is not expended.

+
1'01 ". R". Will I

c::J

,
•

Dally + 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.

Int+4 vs. Will

I I

Your blade flashes with lhe twIlight power
of the Feywild as you slrike your foe.

Shape Magic
EpiC Destmy (Archmage) Utility 26

You alter reality slighliy, so that an attack your foe
assumed it had made didn 1actually happen.

Dally

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

,Corellon's Blade
Wizard (Wizard of the Spiral Tower) Allack 20

Dally + Arcane, Radiant, Teleportatlon, Weapon

Standard Action Close burst 1
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
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 (ils choice).
Miss: Half damage.

You swing your glowing Iongsword around you, striking nearby enemies
with lhe flal of/he blade and banishing them into the Feywild.

You reach inlo the ebb and flow 0' arcane energy and pluck a spell you
have already used out of the invisible lide. Inslantly recalling it 10 me/1'lOlY.



Dally + 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.

+ Epic Trick
Epic Destiny (Deadly Trickster) Utility 26 +

Dally + Healing

Minor Action Personal
Effect: You gain regeneration equallo your
highest ability score unlillhe end of the
encounter.

When the need is grear, you pullan amazing trick out of/hin air.
You ignite the divine spark thai glows within you. unlaashing

a wave of regenerating energy for a shorl time.

Telekinetic Leap
Glthyankl Racial

Iron Mind
Gllhzeral RaCial

Encounter
MOlle Action Ranged 10
Target: You or one ally
Effect: The target can ny 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 yoursaff orona ofyour allies safely
through the air using your mind.

Ferocious Charge
Gnoll RaCial

Encounter
Standard Action Personal
Effect: You charge and deal an extra 2 damage on a sucessful
aUack. Increase the extra damage to 4 at 11th level and to 6 al21 st
level.

Encounter

Immediate Interrupt Personal
Trigger: You are hil by an atlack.
Effect: You gain a +2 bonus 10 all defenses until the end of your next
tum.

After wilhstanding an Illlact, you usa the powerol
your mind to fortify yourself against funher harm.

Fade Away
Gnome RaCial

Encounter + illusion

Immediate Reaction Personal
Trigger: You lake damage.
Effect: You are invisible until you aUack or unlillhe end of your next
tum.

Encounter

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

After wilhstanding an Illlact, you usa the powerol
your mind to fortify yourself against furlher harm.

,
•

At·WiIl

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

,
•

You tum Invisibia in responsa to an enemy's attack.

Hobgoblin Resilience
Hobgoblin RaCial

You avoid your enemy's blow and c~verfystink paSI his defensas. You shake offan effect thai would cripple a ~sser warrior.



+ Shifty
Kobold Racial

Goring Charge
Minotaur Racial

At·WiIl
Minor Action Personal
Effect: You shift 1 square.

Encounter

Standard Action Melee 1
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.
Increase the damage to 2d6 + Strength modifier
at 11th level and 3d6 + Strength modifier at 21 st
level.

Sir +2 VS, AC

I I

You skitter and scamper through the ranks ofyour enemias.
much to their chagrin. You charge the enemy and gme him with yourhoms.

Warrior's Surge
Orc RaCial

Encounter + Healing, Weapon
Standard Action Melee weapon
Attack: SIr VS. AC
Hit: 1[WI .. Strength modifier damage. and you
can spend a healing surge.
Increase to 2[WJ .. Strength modifier damage al
21sllevel.

+
Sir VS. AC

I I

Shadow Jaunt
Shadar kal RaCial

Encounter + Teleportatlon

Move Action Personal
Effect: You teleport 3 squares and become Insubstantial until the
start of your next turn.

Spilling the blood of your enemy invigorates you.
You step into tha shadows and reappear a short

distance away, /lazy and insubstantial.

Encounter + Healing
Minor Action Personal
Special: You must be b~ied 10 use this power.
Effect: Untillhe 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 al 11th leve/,
regeneratiOn 6 a/21st level).

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.

+ Longtooth Shifting
Shifter Racial + Razorclaw Shifting

Shifter Racial

Warforged Resolve (MM)
Warforged RaCial

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.

You unleash the primal baast within and
lake 011 a more savage countenam::e.

Channel Divinity: Armor of Bahamut
Feat

,
•

Hit Points

You uniaash the primal baast within and
/aka 011 a more savaga countenam::e.

Encounter

Minor Action Personal
Special: You must be bloodied to use this power
Effect: You gain a number 01 temporary hit
points equal 10 3 + one-half your level.

+

You might be bloodied, but tha battle is far from over! Bahamut protects you or a friend from devastating harm.



Channel Divinity: Avandra's Rescue
Feat

Encounter + Divine

Move Action Melee 1
Target: One aUy
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.

,
•

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.

Avandra smiles upon you and helps you resclJEI a friend in need. Corellon's grace allows you to move when others lake 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 fi~t anack roll he or she makes
before the start of your next turn.
Special: You musllake the Harmony of Erathls feat to use this
power.

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.

Erathls brings harmony ofpurpo~ 10 lika-minded allies. loun granlS strength of will to those she favors.

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.

Channel Divinity: Kord's Favor
Feat

Encounter + Divine, Healing

Free Action Ranged 5
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.

+ Channel Divinity: Melora's Tide
Feat

Kord favors a Slrong hilln combat with healing. MeJora sends a Ilde of healing energy to aid you or a bloodied friend.

Encounter + Divine

Minor Action Personal
Effect: Until the end of your next tum, 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.

Wisvs. Will

I I

Channel Divinity: Pelor's Radiance
Feat

Encounter + Divine, Implement, Radiant

Standard Action Close burst 1
(3 al 11th level, 5 af 21sllevel)
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.
Increase damage to 2d12 at 5th level, 3d12 at
11th, 4d12 at 15th, 5d12 at 21 st, and 6d12 at
25th.
Special: You must take the Pelor's Radiance
feat to use this power.

,Channel Divinity: Moradin's Resolve
Feat+

Moredin's blessing puis the small on IllQffl equal footing with the large. WIlen undead crealures abound, Palor's radiance shines 10 aid Ihe faithful.



Encounter + Divine, Healing
Free Action Ranged 10
Trigger: Your anack drops an enemy within range to 0 hit points or
f~,

Effect: You or an ally within 5 squares of the enemy can spend a
heating surge.
Special: You must take the Raven Queen's Blessing feat to use this
power.

The Raven Queen gren's a boon to '/lose w/lo send 'he dead on rhelrway.

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.

Sebanlne's blessing turns the powers of your enemies agalnsr them.
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+ Warforged Resolve
Warforged Racial

Warforged Fortification
Warforged Feat

Encounter + Healing
Minor Action Personal
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 10 3 + one
half your level.

Hit Points
Encounter

Immediate Interrupt Personal
Trigger: You take a critical hit.
Effect: Negate the critical hit. The triggering attacll 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.

II's difficult to lake you down. even when you'ffllallering.

,
•

You'ra so tovgh, sometimes critical hits just don1 phase you.

Ruinous Onslaught
Warforged Juggernaut Attack 11 +

Dally
Immediate Reaction Personal
Trigger: You gain a condition or ongoing damage effecilhat ends
with a save.
Effect: Immediately end the effect as if you had succeeded on your
saving throw against it.

Encounter + Weapon

Standard Action Melee weapon
Target: One creature
Attack: Str vs. AC
Hit: 2[W] + Str damage and the target is dazed
until the end of your next tum. You can also push
your enemy 1 square, and you can shift 1 square
closer to a target you push.

Str vs. AC

I I

Seemingly through determination alone. your living consrruct
bOOy regularly proves inviolate.

You end a racJdess charge with a brutal blow that throws yourefl6my
backward and rames its nerves.

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

Crag of Steel
Warforged Juggernaut Attack 20

Dally + Stance, Weapon

Minor Action Personal
Effect: You gain resist 5to all damage, and
whenever this reduces an attack's damage to O.
you also negate conditions and ongoing damage
imposed by that atlack. Additionally. you can
reduce the distance of any pull, push, or slide
effect against you by 5. Any enemy that starts its
tum adjacent to you takes 1[W] damage, as long
as you are able to make opportunity attacks.

+Inexorable Momentum
Warforged Juggernaut Utility 12+

To attack your chos~m adversary. you hurtle across
the battlerl8ld while ignoring all attach.

Verve Strike
Warforged Llfeseeker Attack 11 + ,

You lock yourself into position. closing weak points in
your armor and "ailing your weapon in deadly an::s.

Unleashed Vigor
Warforged lifeseeker Attack 20 +

Encounter + Healing, Weapon

Standard Action Melee weapon
Target: One creature within your melee reach.
Attack: Str vs. 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
you can see a number of temporary hit points
equal to 5 + the higher of your Wis or Chao

Str vs. AC

I I

Hit Points

Dally + Healing, Weapon

Standard Action Melee weapon
Target: One creature
Attack: Str vs. AC
Hit: 2[W] + Str damage and ongoing 10 damage
(save ends). Aftereffect: Ongoing 5 damage
(save ends).
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.

Str vs. AC

I I

Swearing by yourex;sttmca. you smite yourefl6my.
dazing him and rallying an ally's spirit. You IWnderthe ~es ofyour foe's life force, Invigoraling you and your allies.



+ Empathic Resonance
Warforged lifeseeker Utility 12

Dally
Minor Action Personal
Effect: Unlillhe end of the encounter, you gain a +2 bonus to saving
throws. Whenever you succeed on a saving throw. one ally 01 your
choice within 10 squares of you can make a saving throw against an
effect of his Of her choice immediately (sslong as a save can end the
effect). ThiS effect persists untillhe end of the encounter Of lot 5
minutes




