
At-Will + Arcane, Charm, Enchantment 
Implement 

Standard Action Ranged 10 

TARGET: One creature 

ATTACK: __ (Intei ligenre) vs. W ill 

HIT: Choose one of the following effects: 

+ The target IIses a free action to make a 
melee basic attack agaimt a creature 
adjacent to it. with a +4 bonus to the 
attack roll. 

At-Will + Arcane, Implement, Transmutation 
Standard Action Area burst 1 within 

10 squares 

TARGET: Each creature in bu rst 

ATTACK: __ (I nte Wgence) VS. Fo rtitllde 

HIT: Id6 +__ (Inte llige nce modifi er) 
damage. and the target is slowed until the 
end of your nexl turn. 

Encounter + Arcane, Charm, Enchantment, 
Implement 

Standard Action Ranged 10 

TARGET: One creature 

ATTACK: __ (Intelligence) vs. Will 

HIT: You slide the targ.e t 3 squares. and it is 
dazed until the end of your next tu m. 

EFFECT: Thc target attacks a creature of your 
choice with a basic attack as a free action. It 
ga ins a +2 power bonus to its damage roll. 

At-Will + Arcane, Evocation, Force, Implement 
Standard Action Ranged 20 

TARGET: One or two creatures 

EFF~CT: 2 + In tt' lligence modifier force 

damage. 


SPECIAL: YOII C"" use this power as a ranged 
basic attack. 

At-Will + Arcane, Cold, Evocation, Implement 
Standard Action Area burst 1 within 

10 squares 

TARGET: Each creature in bu rst 

ATTACK: __ (lntelligence) vs. Re llex 

HIT: Id6 +__ (I nte ll igence modifie r) cold 

damage. and you slide the target 1 square. 


Encounter + Arcane, Illusion, Implement 
Standard Action Area burst 1 within 

10 squares 

TARGET: Each enemy ill burst 

ATTACK: _ _ (Inte lligence) VS. W ill 

HIT: Th~ ta rget is dazed and unable to charge 
until the end of your next turn. 

MISS: Th~ target is unable to charge until the 
end ofyour next turn. 

At-Will + Arcane, Illusion, Implement 
Standard Action Ranged 10 

TARGET: One creaturc 

ATTACK: __ (Intclligcnce) "~ So W ill 

HIT: I d IO + _ _ (Inte lligcnce modifie r) 
psychic damage, 'lJId the targe t grants combat 
adv3n tagC' and can 't make opporlunity attacks 
un lil the end ofyour next turn. 

Encounter + Arcane, Evocation, Fire, 
Implement 

Standard Action Close blast 5 

TARGET: Each creatu re in blast 

ATTACK: _ _ (In te lligence) vs. He llex 

HIT: 2d6 +__ (Intcll igence modifier) fire 
damage. 

Encounter + Arcane, Implement, 
Transmutation 

Standard Action Ranged 10 

TARGET: One creature 

ATTACK; __ (intellige nce) \'s. Forti tude 

HIT: 2d8 + _ _ (Inte lligence mod ifier) 
damage. 

EFFECT: The targe t is slowed and can't shi ft 
unt il the. end of its next turn. 





Daily + Arcane, Evocation, Fire, 
Implement, Zone 

Standard Action Area burst 1 within 
10 squares 

TARGET: Each e nemy in burst 

ATTACK: __ (Intelligence) \'s. Hdlex 

HIT: 3d8 +__ (I ntelligence modifier) fire 
damage. 

EFFECT: The burst creates a zone that lasts until 
the cnd of the encou nter. Any enemy that 

rs the 7.£lIlc or ends its turn there 
__ 'M'PS 5 fire damage. 

Dally + Arcane, Charm, Enchantment, 
Implement 

Standard Action Area burst 2 within 
20 squares 

TARGET: Each creature in burst 

ATTACK: __ (Intelligence) vs. Will 

HIT: The target" slowed (save cnds). 

FIRST FAILED SAVING THROW: The target is 
unconscious instead ofslowed (save ends). 

MISS: The target is slowed (save ends). 

Encounter + Divine, Healing 
Minor Action Close burst 5 

TARGET: You or one aUy in burst 

EFFECT: The target can spend a healing surge 
and regain I d6 additional hit points. 

SPECIAL: You can use this power twice per 
e ncolillter, hut only once per round. 

Dally + Arcane, Implement, Polymorph, 

Ranged 10 

TARGET: One creature 

ATTACK: __ (InteIJigence) vs. Fortitude 

HIT: The target turns into a Tiny toad (save ends). 

MISS: The target turns into a Tiny toad until the 
end ofits next turn. 

EFFECT: As a toad, the target is dazed, and the 
only actions it can take arc to move it.;; speed 
or shift . All of the target 's equipment trans· 

with it. If it takes damage from 
source, this efTect ends. 

Wizard Utility 
At-Will + Arcane, Conjuration 
Minor Action Ranged 5 

EFFECT: You conjure il spectral. fl oating hand in an 
unoccupied square within range. The ma8e haml 
lasts until t11C cnd ofyour next tllrn or untiJ you 
use mage hand again. 

MINOR ACTION: The hand picks up or 

mallipulates an objcct weighing 20 pounds or 

Ics.~. It can hold ouly one objecL al a time. 


MOVE ACTION: The hand moves up to 5 squares 
in any direction. carrying the objed it holds. 

At-Will + Divine, Weapon 
Standard Action Melee weapon 

TARGET: One crealllre 

ATTACK: __ (Wisdom) \'5. AC 

HIT: IdS + __ (Wisdom modifier) damage_ 

EFFECT: One aUy within 5 squares ofyou gains 
a __ (Constitution modifier) power bonus 
to damage ro lls againstthc target until the end 
ofyour next turn. 

Dally + Arcane, Illusion, Implement, Zone 
Standard Action Area burst 1 within 

10 squares 

TARGET: Each cnemy in burst 

ATTACK: __ (Intelligence) vs. Will 

HIT: 2d6 + __ (Intelligence modifier) 
psychic damage, and the target fa Us prone. In 
addition , the target is inunobilized until the 
end ofits next turn. 

MISS: Halfdamage, and the target falls prone. 

Ranged 5 

TARGET: One object or unoccupied square 

EFFECT: The target sheds bright light for 5 
minutes or until YOli use this power again. 
The light fills the target's square and all 
squares within 4 squares of it. Putting Ollt 

the light is a free action. 

At-Will + Divine, Weapon 
Standard Action Melee weapon 

TARGET: One creature 

ATTAC K: __ (Wisdom) vs. AC 

HIT: IdS + __ (Wisdom modifier) damage. 

EFFECT: You or one ally within 5 squares ofyou 
gains res ist __ (Constitution modifier) to a ll 
darn~ge until the end ofyollr next turn. 





At·WiII + Divine, lightning, Thunder, Weapon 
Standard Action Melee weapon 

TARGET: One creature 

ATTACK: __ (Wisdom) vs. Fortitude 

HIT: IdS + __ (Wisdom modifier) lightning 
and thunder damage. 

SPECIAL: When charging, ),Oll call lise this 
power in place of n melee ba.'\ic attack. 

Encounter + Divine, Implement, Radiant 
Standard Action Close burst 1 

TARGET: Each enemy in bursl 

ATTACK: __ ("Visdom) vs. WilJ 

HIT: IdS + __ {\oVisdorn modifier) radiant 
damage. 

EFFECT: YOll and each a lly in the burst gain 
5 temporary hit points ano call make a 
saving throw. 

Cleric Attack 1 
Dally + Divine, Radiant, Weapon 
Standard Action Melee weapon 

TARGET: Onc creatllJ'e 

ATTACK: __ (\"'isdom) \'5. AC 

HIT: 2dS +__ (\oVisdom modjfier) radiant 
damage. 

EFFECT: Once before the end of the encounter. 
whell an ally misses the target with an attack, 
YOll can llSC a free action to allow the aJly to 

Ihat attack roll. 

Encounter + Divine, Thunder, Weapon 
Standard Action Melee weapon 

TARCET: One creatllre 

ATTACK: __ (Wisdom) vs. AC 

HIT: 2dS + __ (Wisdom modifier) thunder 
damage. 

EFFECT: Whenever you or an all)' hits the larget 
before the end of)'our next turn. that attack 
deals 3 extra thunde.r damage to the target. 

Daily + Divine, Implement, Radiant 
Standard Action Close burst 2 

TARGET: Each enemy ill bursl 

ATTACK: __ ("Visdom) vs. Will 

HIT: IdlO + __ (\,Visdom modifier) radianl 
damage. 

EFFECT: Allies withi.n 2 squares ofyou gain a 
+2 power bonus 10 all defenses. The bnnu., 
lasls unlil Ihe end of Ihe cncotmter. 

Cleric Utility 1 
Encounter + Divine, lightning 
Minor Action Close burst 2 

TARGET: You or one aily in burst 

EFFECT: The next lime tl,e larget hits with a 
melee weapon attack before the end ofyour 
nexl tum. the attack deals 4 exira lightning 
danlage. 

At·WiII + Divine, Radiant, Weapon 
Standard Action Melee weapon 

TARGET: One creature 

ATTACK: __ ('Nisdom) vs. AC 

HIT: IdS + __ ("Visdommodifier) radiant 
damage. 

EFFECT: YOll and each all)' within 5 sqllares of 
the targel gain 2 lemporary hil poinls. 

Cleric Attack 1 
Daily + Divine, Implement, Radiant 
Standard Action Melee weapon 

TARCET: One crea ture 

ATTACK: _ _ ("Visdom) vs. AC 

HIT: IdS + _ _ ("Visdom modifier) radiant 
damage. 

EFFECT: YOll gain 10 temporary hil points. 
Unlil Ihe end of Ihe eneOlUlter, you gain a + I 
power bonus to allack rolls, and any enemy 
lhal ends its turn adjacenllo you takes __ 
(ConsliluUon modifier) radiant damage. 

Encounter + Divine 
Close burst 2 

TARGET: You.or one ally in bursl 

EFFECT: The larget makes a saving Ihrow with 
a +2 power bonus. 





Fighter Attack 
Encounter + Martial 
Free Action Personal 

TRIGGER: You hit with a weapon attack 

EFFECT: You deal Id __ extm damage with 
the trigge ring attack. 

Free Action Personal 

TRIGGER: Vou make a weapon attack with 
comba t advantage 

EFFECT: You gain a 1- 3 power bonus to th e 
attack roll. 

Personal 

EFFECT: Vou move up to _ __ (1 + Strength 
modifier) squa res. You gain a +4 power bonus 
to all d efen ses until you compl ete this move. 
You can ente r enemy spaces during this move. 
but you can't end your move in an ene my's 
space. 

Personal 

EFFECT: You assume the poised assaulr stance. 
Until the stance ends. )'ou ga in a +1 power 
bonus to melee weapon attack rolls. The 
stance last~ until ),O ll assume a different stance 
or the end of the e n COlillter. 

Rogue Attack 1 
At·WIII + Martial, Weapon 
Standard Action Melee weapon 

TARGET: One creature 

ATTACK: __ (Dexterity) vs. AC 

HIT: Id6 + __ (Dexterity mod ifier) damage. 
and you push the target 1 square. 

EFFECT: Vou move up to ha!fyour speed . 

Personal 

REQUIREMENT: You must be adjaceIl t to an 
e.nemy. 

EFFECT: You shi ft up to 2 squares to a ' quare 
adjacent to the same enemy. 

Fighter Attack 
At·WiII + Martial, Stance 

Personal 

EFFECT: You a,ssume the battle./ilrJ' stance. Until 
the s tance ends. you gain a +2 power bonus 
to weapon damage rolls. The stance lasts lIntii 
you assume a different stallce or the end of 
the encounte r. 

Rogue Attack 1 
At·WIII + Martial, Weapon 
Standard Action Melee weapon 

EFFECT: You move up to 2 squares before 
the attack. 

TARGET: One c reature 

ATTACK: ___ (Dexterity) vs. AC 

HIT: 1d6 + ___ (Dexte rity mod ifier) 
damage. 

Rogue Attack 1 
At·WIII + Martial, Weapon 
Standard Action Melee weapon 

TARGET: One creature 

ATTACK: __ (Dexterit)') \'5. AC 

HIT: Id6 + __ (Dexte rit), modifie r) damage. 

EFFECT: Vou gain a +1 power bonus to all 
defenses until the cnd of you r ncxt tu rll . 





Encounter + Arcane 

Immediate Interrupt Personal 


TRIGGER: You arc hil by an attac k 

EFFECT: Until the e nd of yollr next turn. you 

gain immunity to force damage and a +4 

power bonus to AC and Re flex. 


Close burst 10 

TARGET: You and eac h ally in burst 

EFFECT: Each targe t gains a +1 power bonus to 
attack ro lls IJntiith e e nd of the encounte r. 

Rogue Utility 
At-Will + Martial 

Personal 

EFFECT: YOll move lip to __ (1 + Stre ngth 

modifie r) squares. During this move ment . 

you igno(t" d ifficult re rrain and gain a +5 

powe r bonlls to Athletics checks. 


Personal 


EFFECT: ¥ou shift up to twice your speed. 


Close burst 5 

TARGET: YOLI and each a lly il] burst 

EFFECT: Each target gains a +2 power bonus to 
AC until the e nd of the e ncounter. 

Any character can use this item. 

POWER (CONSUMABLE + HEALING) 

PROPERTY: Drink this potion as a minor ac tion 
and spend a healing surge. Instead of the hit 
pOints YOll would norma lly regain. YO LI regain 
10 hi t points. 

Disca rd this card a fi e r drinking the po tion. 

Wizard Utility 2 
Encounter + Arcane, Illusion 
Minor Action Ranged 10 

EFFECT: The illusion ofa creature or an object 
lip to Medium size appears in an unoccupied 
square within range. It can make sounds and 
can move within Us square . but it cannot leave 
it . Eac h ofil s de fenses is 10. The illus ion las ts 
until the end of the encollnte r, until an nltack 
hits it, or untiJ a creature touches it or moves 
through it. 

An Insight check (DC 16 + your Inte lligence 
modifier) allows a creature to determi ne it i~ 

an illusion. 

Cleric Utility 2 
Dally + Divine, Healing 
Minor Action Close burst 3 

TARGET: You or one ally in burst 

EFFECT: The target can spe nd a healing surge . 
In addition. the target gains a +4 power bonns 
to damage ro lls until the end ofyour next turn . 

Any character can use this item. 

POWER (CONSUMABLE + HEALING) 

PROPERTY: Drink this potion as a minor ac(jon 
and spend a healing surge. Instead of the hit 
points yon would norma lly regain, YO ll regain 
10 hit points. 

Discard this card after drinking the po Uon. 





Wizard Utility 
At·Will I!! Arane, Illusion 

Ranged 10 

TARGET: One ohject or unoccupied square 

EFFECT: You Cause a sound as quiet as a 
whisper or as loud as a shout to emanate 
from the target. You can produce nonverbal 
sounds slich as a sword strike. jingling armor. 
or scraping stone. Ifyou whisper. only 
creatures adjacent to the target can hear 
the words. 

Personal 

REQUIREMENT: You mllst be trained in 

Athletics. 


EFFECT: You leap through the air. landing a 
number of squares away up to balfyour speed. 

Once per encounter. as a standard action. you 
can spend a healing surge to regain hit points. 

You gain a +2 bonus to all defenses until the start 
ofyour next turn. 

([you're a dwarr, you can use your second wind 
as a minor action. 

Fighter Utility 2 
Encounter + Martial 

Personal 

REQUIREMENT: You must be bloodied. You 

must be trained in End urance. 


EFFECT: You gain 5 temporary hit points. 

Rogue Utility 2 
Encounter + Martial 
Move Action Personal 

REQUIREMENT: You must he trained in 

Acrobatics. 


EFFECT: You sh ift up to your speed . 

Once per encounter, as a standard action, you 
can spend a healing surge to regain hit points. 

YOll gain a +2 bonus to all defenses until the start 
ofyour next turn. 

Ifyou're a dwarf, YOli can use your second wind 

Personal 

REQUIREMENT: You must be Irained in 
Athletics. 

EFFECT: You move up 10 __ (Constitution 
modifier) squares. YOll must end this move 
adjacent to an enemy. 

Once per encounter, as a standard action, you 
can spend a healing surge to regain hit points. 

You gain a +2 bonus to all defenses wltilthe start 
ofyour next turn. 

Ifyou're a dwarf. you can lise your second Wi)ld 

as a nunor action. 

Once per encounter. as a standard a<.: tion. you 
can spend a healing surge to regain hit points. 

You gain a +2 bonus to all defenses until the SUlrt 

ofyour next turn. 

Ifyou're a dwar( YOII can use your second wind 
as a minor action. 





Personal Personal Personal 

TRIGGER: An enemy hits you with an aLiack TRIGG ER: You make all attack roll and dislike TRIGGER: You make an attack roU. a skil l 

EFFECT: The triggering enemy rerolls the aLiack 
roll and must u Se the second roll. 

the result 

EFFECT: You rerollthe triggcring JLlnck roll and 

check. an ability check. or a saving th row and 
dislike the result 

must use tbe second roll. EFFECT: You gain a +4 bonus to the triggering 
roll. 

Fighter Weapon 

This weapon can replace the fighter's 
greatsword or greataxe. 

ENHANCEMENT: Ifyou usc t.h is wcapon. 
you add a total of4. including ),ollr Strength 
modifier. to de termine your attack honlls, and 
your attack,; deal I.dl2 + 1 + your Stre ngth 
modifier damage. 

CRITICAL: lfyou score a c rit ical hit with this 

weapon, you deal maximlUTI damage (or the 

attack plus ld6 e>lra necrotic damage. 


PROPERTY: lfyou rcduce a n enemy to 0 hit 

with an attack using th is weapon. you 


5 temporary hit poiuts. 


Cleric Armor 

This armor can replace the cleric's chainmail 

ENHANCEMENT: Ifyou wear this armor. add 2 
to your Armor C lass. 

Rogue Armor 

This armor can replace the rogue's leather 

ENHANCEMENT: Ifyou wcar this armor. add 1 
to your Armor Class. 

PROPERTY: You gain a +2 bonus to AC agaius t 
the first attack made against your AC in each 
encounter. 

Any character can use this item. 

PROPERTY: This hag Cilll hold up to 200 
pounds in wdght or 20 cuhic feel in voiwl1e, 
btlt it always we ighs ani), 1 pound. 

Drawiug an item from a ba8 ~{11OIdin8 is a 

minor action. 


Wizard Implement 

This weapon can replace the wizard 's orb, wand, 
or staff. 

ENHANCEMENT: Ifyou usc this implement. 

add 1 to your attack bonlls and damage 

rolls with powers that have the implement 

keyword. 


CRITICAL: Ifyou score a critical hit with this 
implement, YOll deal maximum damage (or 
the aLiack plus ld6 extra damagc. 

ENHANCEMENT: lfvotltlse this amule t. add 1 
to ),our Fortitude, Reflex. and \ 'Vili. 

PROPERTY: You gain resist 5 po ison. so all)' 

time YOli take poison dama.ge . that d amage is 
reduced b)' 5. 




