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IMAGINE A world of bold warriors, mighty
wizards, and terrible monsters.

Imagine a world of ancient ruins, vast caverns, and
great wild wastes where only the bravest heroes dare
to tread.

Imagine a world of swords and magic, a world of
elves and goblins, a world of giants and dragons.

This is the world of the DunGEoNS & DRAGONS®
Roleplaying Game (also referred to as D&D), the
pinnacle of fantasy roleplaying games. You take
on the role of a legendary hero—a skilled fighter, a
courageous cleric, a deadly rogue, or a spell-hurling
wizard. With some willing friends and a little
imagination, you strike out on daring missions and
epic quests, testing yourself against an array of
daunting challenges and bloodthirsty monsters.

Get ready—the Player’s Handbook contains
everything you need to create a heroic character of
your own! To start you on your first adventure, this
chapter discusses the following topics.

4+ A Roleplaying Game: How the D&D game is
different from any other game you've played.

4 What’s in a D&D Game: The essential
ingredients of the DunGEONS & DRAGONS game.

4+ How Do You Play?: A look at what happens
during the game, including a brief example of
activity at the game table.

4 The Core Mechanic: The single fundamental rule
you need to know for most challenges you face in
the game.

RALPH HORSLEY
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A ROLEPLAYING GAME

The DunGeoNs & DrAGONs game is a roleplaying
game. In fact, D&D invented the roleplaying game
and started an industry.

A roleplaying game is a storytelling game that has
elements of the games of make-believe that many of
us played as children. However, a roleplaying game
such as D&D provides form and structure, with
robust gameplay and endless possibilities.

D&D is a fantasy-adventure game. You create
a character, team up with other characters (your
friends), explore a world, and battle monsters. While
the D&D game uses dice and miniatures, the action
takes place in your imagination. There, you have the
freedom to create anything you can imagine, with an
unlimited special effects budget and the technology
to make anything happen.

What makes the D&D game unique is the
Dungeon Master. The DM is a person who takes on
the role of lead storyteller and game referee. The DM
creates adventures for the characters and narrates
the action for the players. The DM makes D&D infi-

nitely flexible—he or she can react to any situation,
any twist or turn suggested by the players, to make a
D&D adventure vibrant, exciting, and unexpected.

The adventure is the heart of the D&D game. It’s
like a fantasy movie or novel, except the characters
that you and your friends create are the stars of the
story. The DM sets the scene, but no one knows what’s
going to happen until the characters do something—
and then anything can happen! You might explore
a dark dungeon, a ruined city, a lost temple deep in
a jungle, or a lava-filled cavern beneath a mysteri-
ous mountain. You solve puzzles, talk with other
characters, battle all kinds of fantastic monsters, and
discover fabulous magic items and treasure.

D&D is a cooperative game in which you and your
friends work together to complete each adventure
and have fun. It’s a storytelling game where the only
limit is your imagination. It’s a fantasy-adventure
game, building on the traditions of the greatest
fantasy stories of all time. In an adventure, you can
attempt anything you can think of. Want to talk to
the dragon instead of fighting it? Want to disguise
yourself as an orc and sneak into the foul lair? Go
ahead and give it a try. Your actions might work or
they might fail spectacularly, but either way you've
contributed to the unfolding story of the adventure
and probably had fun along the way.

You “win” the DunGEoNs & DraGcoNs game by
participating in an exciting story of bold adventurers
confronting deadly perils. The game has no real end;
when you finish one story or quest, you can start
another one. Many people who play the D&D game
keep their games going for months or years, meeting
with their friends every week to pick up the story
where they left off.

Your character grows as the game continues.
Each monster defeated, each adventure completed,
and each treasure recovered not only adds to your
continuing story, but also earns your character
new abilities. This increase in power is reflected by
your character’s level; as you continue to play, your
character gains more experience, rising in level and
mastering new and more powerful abilities.

From time to time, your character might come to
a grisly end, torn apart by ferocious monsters or done
in by a nefarious villain. But even when your char-
acter is defeated, you don’t “lose.” Your companions
can employ powerful magic to revive your character,
or you might choose to create a new character to
carry on from where the previous character fell. You
might fail to complete the adventure, but if you had
a good time and you created a story that everyone
remembers for a long time, the whole group wins.

WILLIAM O’CONNOR



A FANTASsTIC WORLD

The world of the DunceoNs & DrAGONS game is a
place of magic and monsters, of brave warriors and
spectacular adventures. It begins with a basis of medi-
eval fantasy and then adds the creatures, places, and
powers that make the D&D world unique.

The world of the D&D game is ancient, built
upon and beneath the ruins of past empires, leaving
the landscape dotted with places of adventure and
mystery. Legends and artifacts of past empires still
survive—as do terrible menaces.

The current age has no all-encompassing empire.
The world is shrouded in a dark age, between the col-
lapse of'the last great empire and the rise of the next,
which might be centuries away. Minor kingdoms
prosper, to be sure: baronies, holdings, city-states.

But each settlement appears as a point of light in the
widespread darkness, a haven, an island of civilization
in the wilderness that covers the world. Adventurers
can rest and recuperate in settlements between adven-
tures. No settlement is entirely safe, however, and
adventures break out within (and under) such places
as often as not.

During your adventures, you might visit a number
of fantastic locations: wide cavern passages cut by
rivers of lava; towers held aloft in the sky by ancient
magic; forests of strange, twisted trees, with shim-
mering fog in the air—anything you can imagine, your
character might experience as the game unfolds.

Monsters and supernatural creatures are a part of
this world. They prowl in the dark places between the
points of light. Some are threats, others are willing
to aid you, and many fall into both camps and might
react differently depending on how you approach
them.

Magic is everywhere. People believe in and accept
the power that magic provides. However, true masters
of magic are rare. Many people have access to a little
magic, and such minor magic helps those living within
the points of light to maintain their communities. But
those who have the power to shape spells the way a
blacksmith shapes metal are as rare as adventurers and
appear as friends or foes to you and your companions.

At some point, all adventurers rely on magic in one
form or another. Wizards and warlocks draw magic
from the fabric of the universe, shape it with their
will, and hurl it at their foes in explosive blasts. Clerics
and paladins call down the wrath of their gods to sear
their foes with divine radiance, or they invoke their
gods’ mercy to heal their allies’ wounds. Fighters, rang-
ers, rogues, and warlords don't use obviously magical
powers, but their expertise with their magic weapons
makes them masters of the battlefield. At the highest
levels of play, even nonmagical adventurers perform
deeds no mere mortal could dream of doing without
magic—swinging great axes in wide swaths that shake
the earth around them or cloaking themselves in
shadow to become invisible.

THE HISTORY OF D&D

Before roleplaying games, before computer games,
before trading card games, there were wargames. Using
metal miniatures to re-create famous battles from his-
tory, wargamers were the original hobby gamers. In
1971, Gary Gygax created Chainmail, a set of rules that
added fantastic creatures and magic into the traditional
wargame. In 1972, Dave Arneson approached Gygax
with a new take; instead of controlling a massive army,
each player would play a single character, a hero. Instead
of fighting each other, the heroes would cooperate to
defeat villains and gain rewards. This combination of
rules, miniatures, and imagination created a totally new
entertainment experience, and in 1974 Gygax and Arne-
son published the first set of roleplaying game rules with
TSR, Inc.—the DunGEONs & DRAGONS game.

In 1977, the rules were rewritten and repackaged into
the DunGEoNs & DrAGoNs Basic Set, and suddenly D&D was
on its way to becoming a phenomenon. A year later, the first
edition of Abvancep DunGEONs & DrRAGONs was published
in a series of high-quality hardcover books.

Throughout the 1980s, the game experienced remarkable
growth. Novels, a cartoon series, computer games, and the
first campaign settings (FORGoTTEN REALMS and DRAGONLANCE)
were released, and in 1989 the long-awaited second edition

of AD&D took the world by storm. The 1990s started out
strong, with the release of more campaign settings (includ-
ing RAVENLOFT, DARK SuN, and PLANESCAPE), but as the decade
was drawing to a close, the D&D juggernaut was losing
steam. In 1997, Wizards of the Coast purchased TSR, Inc.
and moved its creative staff to Seattle to begin work on the
third edition of the original roleplaying game.

In 2000, the third edition of D&D was released, and
it was hailed as an innovation in game mechanics. In
this period, D&D reached new heights of popularity,
celebrated its thirtieth anniversary, and published an
amazing collection of rulesbooks, supplements, and
adventures. We’ve seen D&D grow and make its mark
on popular culture. It has inspired multiple generations
of gamers, writers, computer game designers, filmmakers,
and more with its ability to expand the imagination and
inspire creativity.

Now we’ve reached a new milestone. This is the 4th
Edition of the DuNGEONS & DRAGONS game. It’s new. It’s
exciting. It’s bright and shiny. It builds on what has gone
before, and firmly establishes D&D for the next decade of
play. Whether you were with the game from the beginning
or just discovered it today, this new edition is your key to a
world of fantasy and adventure.

CHAPTER 1 | How to Play



WHAT’S 1IN A D&D GAME?

All Dungeons & Dracons games have four basic
ingredients: at least one player (four or five players
is best), a Dungeon Master, an adventure, and game
books and dice.

PLAYER CHARACTERS

As a player, you create a character—a heroic adven-
turer. This adventurer is part of a team that delves
into dungeons, battles monsters, and explores the
world’s dark wilderness. A player-generated character
is known as a player character (PC). Like the protago-
nists of a novel or a movie, player characters are at the
center of the game’s action.

When you play your D&D character, you put your-
selfinto your character’s shoes and make decisions as
if you were that character. You decide which door your
character opens next. You decide whether to attack
a monster, to negotiate with a villain, or to attempt a
dangerous quest. You can make these decisions based
on your character’s personality, motivations, and goals,
and you can even speak or act in character if you like.
You have almost limitless control over what your char-
acter can do and say in the game.

THE DUNGEON MASTER

One person has a special role in a D&D game: the
Dungeon Master (DM). The Dungeon Master presents
the adventure and the challenges that the players
try to overcome. Every D&D game needs a Dungeon
Master—you can't play without one.

The Dungeon Master has several functions in the
game.

4 Adventure Builder: The DM creates adventures
(or selects premade adventures) for you and the
other players to play through.

4 Narrator: The DM sets the pace of the story and
presents the various challenges and encounters the
players must overcome.

4 Monster Controller: The Dungeon Master con-
trols the monsters and villains the player characters
battle against, choosing their actions and rolling
dice for their attacks.

4+ Referee: When it’s not clear what ought to happen
next, the DM decides how to apply the rules and
adjudicate the story.

The Dungeon Master controls the monsters and villains
in the adventure, but he isn’t your adversary. The DM’s
job is to provide a framework for the whole group to
enjoy an exciting adventure. That means challenging the
player characters with interesting encounters and tests,
keeping the game moving, and applying the rules fairly.

Many D&D players find that being the Dungeon
Master is the best part of the game. Taking on the
Dungeon Master role isn't necessarily a permanent
post—you and your friends can take turns being the DM
from adventure to adventure. If you think you'd like to
be the Dungeon Master in your group, you can find all
the tools to help you in the Dungeon Master’s Guide.

THE ADVENTURE

Adventurers need adventures. A DUNGEONS &
Dracons adventure consists of a series of events.
When the players decide which way to go next and

GAME DICE

The game uses polyhedral dice with different numbers of
sides, as shown below. You can find dice like these in the
store where you bought this book, in any game store, and
in many bookstores.

In these rules, the different dice are referred to by the letter
“d” followed by the number of sides: d4, d6 (the common six-
sided die many games use), d8, d10, d12, and d20.

When you need to roll dice, the rules tell you how many

dice to roll, what size they are, and what modifiers to add.
For example, “3d8 + 5” means you roll three eight-sided
dice and add 5 to the total.

You can use d10s to roll percentages, if you ever need
to. Roll 1d10 for the “tens” and 1d10 for the “ones” to gen-
erate a number between 1 and 100. Two 10s is 100, but
otherwise a 10 on the tens die counts as 0—so a 10 on the
tens die and a 7 on the ones die is a result of 7 (not 107!).




how their characters meet the resulting encounters
and challenges, they turn the adventure into an excit-
ing story about their characters. D&D adventures
feature action, combat, mystery, magic, challenges,
and lots of monsters!

Adventures come in three forms:

4+ Ready to Play: The DM can buy or obtain profes-
sionally written, ready-to-play adventures from a
number of sources, including www.dndinsider.com.

4 Adventure Hooks and Components: Most D&D
supplements offer pieces of adventures—story ideas,
maps, interesting villains or monsters—that the DM
can assemble into an adventure. DUNGEON MAGAZINE
(www.dndinsider.com) is also a rich source of
adventure material.

4+ Homemade: Many DMs choose to create their own
dungeons and adventures, building challenging
encounters and stocking them with monsters from
the Monster Manual and treasure from the Player’s
Handbook.

An adventure can be a simple “dungeon crawl”—a
series of rooms filled with monsters and traps, with
little story to explain why the adventurers need to
explore them—or as complex as a murder mystery or
a tale of political intrigue. It can last for a single game
session or stretch out over many sessions of play. For
example, exploring a haunted castle might take half
a dozen game sessions over the course of a couple of
months of real time.

When the same group of player characters plays
with the same Dungeon Master through multiple
adventures, you've got a campaign. The story of the
heroes doesn’t end with a single adventure, but contin-
ues on for as long as you like!

GAME Books AND DICE

The action of the game takes place mostly in your
imagination, but you still need a few “game pieces” to
play D&D.

4 Player’s Handbook: Every player needs a Player’s
Handbook for reference.

4 Dungeon Master’s Guide and Monster Manual:
The Dungeon Master needs a copy of each of these
books (and players might also enjoy perusing the
contents).

4 Dice: The Dunceons & DRAGONS game requires a
special set of game dice (see the sidebar).

4 Character Sheet: To keep track of all the impor-
tant information about your character, use the

character sheet at the back of this book, or check
out www.dndinsider.com.

You might find some of the following items and acces-
sories useful at your game table.

4 Miniatures: Each player needs a miniature to rep- ~
resent his or her character, and the DM needs minis /
for monsters. Official D&D Miniatures are custom- I
made to be used with the D&D game. '

4 Battle Grid or Dungeon Tiles: Combat in D&D
plays out on a grid of 1-inch squares. You can pick
up an erasable battle grid at many hobby game
stores, or try D&D Dungeon Tiles—heavy cardstock
tiles that can be set up to create a wide variety of
locations—or you can create your own grid.

HOW DO YOU PLAY?

Your “piece” in the DungeoNs & DrRAGONS game is
your character. He or she is your representative in the
game world. Through your character, you can interact
with the game world in any way you want. The only
limit is your imagination—and, sometimes, how high
you roll on the dice.

Basically, the D&D game consists of a group of
player characters taking on an adventure presented
by the Dungeon Master. Each adventure is made
up of encounters—challenges of some sort that your
characters face.

Encounters come in two types.

4+ Combat encounters are battles against nefarious
foes. In a combat encounter, characters and mon-
sters take turns attacking until one side or the other
is defeated.

4 Noncombat encounters include deadly traps,
difficult puzzles, and other obstacles to overcome.
Sometimes you overcome noncombat encounters
by using your character’s skills, sometimes you can
defeat them with clever uses of magic, and some-
times you have to puzzle them out with nothing but
your wits. Noncombat encounters also include social
interactions, such as attempts to persuade, bargain
with, or obtain information from a nonplayer char-
acter (NPC) controlled by the DM. Whenever you
decide that your character wants to talk to a person
or monster, it's a noncombat encounter.

EXPLORATION

Between encounters, your characters explore the
world. You make decisions about which way your
character travels and what he or she tries to do next.
Exploration is the give-and-take of you telling the DM
what you want your character to do, and the DM tell-
ing you what happens when your character does it.
For example, let’s say the player characters have
just climbed down into a dark chasm. The DM tells
you that your characters see three tunnels leading
from the chasm floor into the gloom. You and the
other players decide which tunnel your characters
venture into first, and you tell the DM which way

CHAPTER 1 | How to Play



your characters are heading. That’s exploration. You
might try almost anything else: finding a place to hide
and set an ambush in case monsters come by, shout-
ing “Hello, any monsters here?” as loud as you can,

or searching the chasm floor carefully in case there’s
anything interesting lying amid the boulders and
moss. That’s all exploration, too.

Decisions you make as you explore eventually lead
to encounters. For example, one tunnel might lead into
a nest of hungry gricks—if you decide to go that way,
your characters are heading into a combat encounter.
Another tunnel might lead to a door sealed by a magic
lock that you have to break through—a noncombat
encounter.

While exploring a dungeon or other adventure loca-
tion, you might try to do any of the following actions:

4 Move down a hallway, follow a passage, cross a room

4 Listen by a door to determine if you hear anything
on the other side

4 Try a door to see if it’s locked

4 Break down a locked door

4 Search a room for treasure

4 Pull levers, push statues or furnishings around
4 Pick the lock of a treasure chest

4 Jury-rig a trap

The Dungeon Master decides whether or not
something you try actually works. Some actions
automatically succeed (you can move around with-
out trouble, usually), some require one or more die
rolls, called checks (breaking down a locked door, for
example), and some simply can’t succeed. Your char-
acter is capable of any deeds a strong, smart, agile, and
well-armed human action hero can pull off. You can’t
punch your way through a door of 3-inch-thick iron
plate with your bare hands, for example—not unless
you have powerful magic to help you out!

TAKING YOUR TURN

In exploration, you don't usually need to take turns.
The DM normally prompts you by asking “What do
you do?”, you answer, and then the DM tells you what
happens. You can break in with questions, offer sug-
gestions to other players, or tell the DM a new action
any time you like. But try to be considerate of the other
players. They want their characters to take actions, too.

In combat encounters, it works differently: The
player characters and the monsters all take turnsin a
fixed rotation, called the initiative order.

EXAMPLE OF PLAY
Here’s a typical D&D game session. The adventurers are
exploring the ruins of an old dwarven stronghold, now
infested by monsters. The players in this session are:
Dave, the Dungeon Master;
Toby, whose character is the human fighter Ammar;
Cam, playing Isidro, a halfling rogue;
Daneen, whose character is an eladrin wizard
named Serissa.

Dave (DM): “Old stone steps climb up about 30 feet
or so into the mountainside, alongside a cold stream
splashing through the cave. The steps end at a landing
in front of a big stone door carved with the image of a
bearded dwarf face. The door stands open about a foot
or so. There’s a bronze gong hanging from a bracket in
the wall nearby. What do you do?”

Cam (Isidro): “T'll creep up and peek through the
opening.”

Daneen (Serissa): “I want to take a closer look at
the gong.”

Toby (Ammar): “I'm going to hang back and keep
watch, in case Isidro gets into trouble.”

Cam (Isidro): “Not a chance, I'm a pro.”

Dave (DM): “Okay, first Serissa: It’s a battered old
bronze gong. There’s a small hammer hanging beside it.”

Toby (Ammar): “Don't touch it!”

Daneen (Serissa): “I wasn't going to! It looks like
the doorbell to me. No sense telling the monsters
we're here.”

Dave (DM): “Okay. Now for Isidro: Since you're
trying to be sneaky, Cam, make a Stealth check.”

Cam (rolls a Stealth check for Isidro): “I got a 22.”

Dave (DM): “Isidro is pretty stealthy.” Dave com-
pares Isidro’s Stealth check result to the Perception check
result of the monsters he knows are in the next room. Cam’s
roll beats the Perception check, so the monsters don’t know
the halfling is there.

Daneen (Serissa): “So what does he see?”

Dave (DM): “You're by the gong, remember? Isidro,
you peek in the door’s opening, and you see a large stone
hall with several thick pillars. There’s a large fire pit in
the center of the room filled with dimming embers. You
see four beastlike humanoids with hyena faces crouching
around the fire pit, and a big animal-like a real hyena,
but much bigger—dozing on the floor nearby. The hyena-
men are armed with spears and axes.”

Toby (Ammar): “Gnolls! I hate those guys.”

Daneen (Serissa): “Looks like we’ll have to fight our
way in. Can we take them?”

Cam (Isidro): “No problem, we've got the drop on
em.

Dave (DM): “So are you going through the door?”
The players all agree that they are. “Show me where your
characters are standing right before you go in.”



The players arrange their characters’ miniatures on the
Dungeon Tiles that Dave has prepared for the encounter.
They’re now on the landing just outside the room with
the gnolls.

Toby (Ammar): “All right, on the count of three.
One...two...three!”

Dave (DM): “You've surprised the gnolls! Everybody
roll initiative, and we’ll see if you can take these guys
or not.”

What happens next? Can Ammar, Isidro, and Serissa
defeat the gnolls? That depends on how the players
play their characters, and how lucky they are with
their dice!

THE CORE MECHANIC

How do you know if your sword-swing hurts the dragon,
or just bounces off'its iron-hard scales? How do you
know if the ogre believes your outrageous bluff, or if you
can swim the raging river and reach the other side?

All these actions depend on very basic, simple
rules: Decide what you want your character to do and
tell the Dungeon Master. The DM tells you to make a
check and figures out your chance of success (a target
number for the check).

You roll a twenty-sided die (d20), add some num-
bers, and try to hit the target number determined by
the DM. That's it!

THE CORE MECHANIC
1. Roll a d20. You want to roll high!
2. Add all relevant modifiers.
3. Compare the total to a target number.
If your check result is higher than or equal to the

target number, you succeed. If your check result is
lower than the target number, you fail.

If your check succeeds, you determine the outcome. If
your check was an attack, you roll damage. If it was a

check to see if you managed to jump across a pit, your
check result determines how far you jumped. If you
succeed on a check when you're trying to hide, the
monsters don't see you.

There’s a little more to it than that, but the core
mechanic governs all game play. All the rest of the
rules in the book are extensions and refinements of
this simple mechanic.

THREE BAsic RULES

In addition to the core mechanic, three principles are
at the heart of the DuncEoNs & DrAGONS game. Many
other rules are based on these assumptions.

SIMPLE RULES, MANY EXCEPTIONS
Every class, race, feat, power, and monster in the D&D
game lets you break the rules in some way. These can
be very minor ways: Most characters don’t know how
to use longbows, but every elf does. These exceptions
can also appear in very significant ways: A swing with
a sword normally does a few points of damage, but a
high-level fighter can use a power that can fell multi-
ple monsters in a single blow. All these game elements
are little ways of breaking the rules—and most of the
books published for the D&D game are full of these
game elements.

SPECIFIC BEATS GENERAL

If a specific rule contradicts a general rule, the specific
rule wins. For example, a general rule states that you
can’t use a daily power when you charge. But if you
have a daily power that says you can use it when you
charge, the power’s specific rule wins. It doesn’t mean
that you can use any daily power when you charge,
just that one.

ALWAYsS RounDp Down

Unless otherwise noted, if you wind up with a fraction
as the result of a calculation, round down even if the
fraction is 1/2 or larger. For instance, this rule comes
into play whenever you calculate one-half your level:
If your level is an odd number, you always round down
to the next lower whole number.

D&D INSIDER

Think the game ends with the words on these pages?
Think again! Check out www.dndinsider.com for all kinds
of information, game tools, and community participation
in your favorite game. For a nominal subscription, D&D
Insider unlocks the ongoing content of Dragon Magazine
and Dungeon Magazine online, with issue updates happen-
ing multiple times each week. In addition to great articles,
adventure hooks, and inside information, D&D Insider pro-
vides an interactive database of all things D&D, a custom

D&D character builder that helps you create and manage
your characters, a suite of powerful tools to help Dungeon
Masters manage their adventures and campaigns, and the
remarkable D&D Game Table that turns the Internet into
your kitchen table so that you can play D&D with distant
friends—anytime, anywhere! D&D Insider is constantly
updated with new material, new stories, new tools, and
new features dedicated to the phenomenon that is the
D&D experience.




CHAPTER 2

YOUR FIRST step in playing D&D is to
imagine and then create a character of your own.
Your character is a combination of the fantastic hero
in your mind’s eye and the different game rules that
describe what he or she can do. You choose a race
such as elf or dragonborn, a class such as wizard

or fighter, and distinct powers such as magic spells
or divine prayers. Then you invent a personality,
description, and story for your character.

Your character is your representative in the game,
your avatar in the D&D world. A character is a
combination of game statistics and roleplaying hooks;
the statistics define the physical aspects of what the
character does in the world, while roleplaying choices
define who he or she is.

Throughout this book, we use the word “you”
interchangeably with “your character.” As far as the
rules of the game are concerned, your character is
you. You decide what your character does as you
move through the world, exploring dungeons, fighting
monsters, and interacting with other characters in the
game.

This chapter includes the following sections.

4 Character Creation: A guide to the character
creation process.

4 Ability Scores: How to generate your character’s
ability scores.

4+ Roleplaying: Elements to help you shape your
character, including alignment, deities, personality,
appearance, background, and languages.

4 Making Checks: Expanding on the core
mechanic to explain the basic die rolls of the game.

4 Gaining Levels: Rules for gaining experience
levels and advancing your character.

4 Character Sheet: Explanation of a character
sheet and where you can find information for
each entry on the sheet.

HOWARD LYON




__
|

.... .‘..- ’
s Al.hs.ﬁ-. o L e

o - —
= L

e T

TR — -

43 »l’..cﬂ.“ .a.r.-u....wr..wl.a

P



CHARACTER CREATION

First, take a minute to imagine your character. Think
about the kind of hero you want your character to
be. Your character exists in your imagination—all the
game statistics do is help you determine what your
character can do in the game. Do you like fantasy
fiction featuring dwarves or elves? Try building a char-
acter of one of those races. Do you want your character
to be the toughest adventurer at the table? Try choos-
ing fighter or paladin for your character class. If you
don’t know where else to begin, take a look at the art
that appears throughout this book and the brief char-
acter descriptions in each race entry in Chapter 3, and
see what catches your interest.

Follow these steps to create your D&D character.
You can take these out of order; for example, some
people prefer to pick their powers last.

1. Choose Race. Decide the race of your character.
Your choice of race offers several racial advantages
to your character. Chapter 3.

2. Choose Class. Your class represents your training
or profession, and it is the most important part of
your character’s capabilities. Chapter 4.

3. Determine Ability Scores. Generate your ability
scores. Your ability scores describe the fundamental
strengths of your body and mind. Your race adjusts
the scores you generate, and different classes rely
on different ability scores. Chapter 2.

4. Choose SKkills. Skills measure your ability to per-
form tasks such as jumping across chasms, hiding
from observers, and identifying monsters. Chapter 5.

5. Select Feats. Feats are natural advantages or spe-
cial training you possess. Chapter 6.

6. Choose Powers. Each character class offers a dif-
ferent selection of powers to choose from. Chapter 4.

7. Choose Equipment. Pick your character’s armor,
weapons, implements, and basic adventuring gear.
At higher levels, you'll be able to find and create
magic items. Chapter 7.

8. Fill in the Numbers. Calculate your hit points,
Armor Class and other defenses, initiative, attack
bonuses, damage bonuses, and skill check bonuses.
Chapter 2.

9. Roleplaying Character Details. Flesh out your
character with details about your personality,
appearance, and beliefs. Chapter 2.

RACE, CLASS, AND ROLE

The first two decisions you make in character creation
are picking your character’s race and choosing a class.
Together, these describe your basic character concept;
for example, dwarf fighter, eladrin wizard, or tiefling
warlord. Your choice of character class also deter-
mines your character’s role—the job your character
does when the adventuring party is in a fight.

You should pick the race and class combination that
interests you the most. However, sometimes it’s a good
idea to first consider the role you want your character
to fill. For example, if you join an existing game and
none of the other players are playing a character in the
defender role, you would help them out by playing a
fighter or a paladin.

CHARACTER RACE

A variety of fantastic races populate the world of the
DunGeons & DraGons game—people such as dragon-
born, dwarves, and elves. In any good-sized town or
city, you typically run across at least a few individuals
of each race, even if they are simply travelers or wan-
dering mercenaries looking for their next challenge.

Many different intelligent creatures populate the
world, creatures such as dragons, mind flayers, and
demons. These aren’t characters you can play; they’re
monsters you fight. Your character is an adventurer of
one of the civilized races of the world.

Dragonborn are proud, honor-bound draconic
humanoids. They wander the world as mercenaries
and adventurers. They are strong and possess dragon-
like abilities.

Legendary for their toughness and strong will,
dwarves are indomitable warriors and master
artisans. Dwarven kingdoms are mighty mountain
citadels, but clans of dwarf crafters can be found in
any town or city.

Eladrin are a graceful, magical race born of
the Feywild, the realm of Faerie. They love arcane
magic, swordplay, and exquisite work in metal and
stone. They live in shining cities on the borders of the
Feywild.

Kin to the eladrin, elves dwell in the deep forests
of the world and love the beauty of nature. Many elves
(and some eladrin, too) live in wandering companies
that visit many lands, staying a season or two in each.

Elves and humans sometimes have children
together, giving rise to half-elves. With many of the
best features of both humans and elves, half-elves have
capabilities distinct from both races. They are charis-
matic and versatile.



Halflings, the smallest of the civilized races, are a
plucky, quick, and likable people. Halflings gather in
small clans in the marshes and along the rivers of the
world, traveling and trading widely with the other races.

Brave and ambitious, humans are somewhat more
numerous than other races, and their city-states are
among the brightest spots in a dark world. However,
there still exist vast portions of the world where no
human has set foot.

Tieflings are a race descended from ancient
humans who bargained with infernal powers. Tief-
lings are loners who live in the shadows of human
society, relying only on trusted allies.

You can learn more about these races in Chapter 3.

Each character race has innate strengths that make
it more suited to particular classes. However, you
can create any combination you like. There’s nothing
wrong with playing against type; dwarves aren’t usually
rogues, but you can create a capable and effective dwarf
rogue by choosing your feats and powers carefully.

CHARACTER CLASS

Many different types of heroes and villains inhabit the
world: sneaky rogues, clever wizards, burly fighters,
and more. Character race defines your basic appear-
ance and natural talents, but character class is your
chosen vocation, the specific trade you follow. You can
learn more about these classes in Chapter 4.

Cleric: Courageous and devout, clerics are holy
warriors and healers. If you want to blast foes with
divine powers, bolster your companions with healing
and magical power, and lead them to victory with your
wisdom and determination, play a cleric.

Fighter: Fighters are experts in armed combat,
relying on muscle, training, and pure grit to see them
through. If you want to mix it up in close combat,
protect your companions, and hack enemies into sub-
mission while their attacks rain down fruitlessly on
your heavily armored body, be a fighter.

Paladin: Devout warriors and champions of their
deities, paladins are divinely inspired knights who
fight at the front of a battle. If you want to challenge
foes to single combat, fight for a cause, and smite
your foes with divine might, then paladin is the class
for you.

Ranger: Expert trackers and scouts, rangers are
wilderness warriors who excel at hit-and-run fighting.
If you want to master both bow and blade, vanish
into the woods like a ghost, and bring down your foes
before they know you're there, play a ranger.

Rogue: Thieves, scoundrels, dungeon-delvers, jacks-
of-all-trades—rogues have a reputation for larceny and
trickery. If you want to slip into and out of the shadows
on a whim, tumble across the field of battle with little
fear of enemy reprisal, and appear from nowhere to
plant a blade in your foe’s back, be a rogue.

Warlock: Wielders of forbidden lore, warlocks are
dangerous practitioners of magic who turn their bale-
ful powers against their enemies. If you want to deal
with mysterious powers, scour enemies with potent
blasts of eldritch energy, and bedevil them with potent
curses, warlock is the best choice for you. -~
Warlord: Hardy and skilled in close combat,
warlords are brilliant leaders who have the gift of
inspiration. If you want to lead the battle with the - .
point of your sword, coordinate brilliant tactics with e
your comrades, and bolster and heal them when they
falter, play a warlord.
Wizard: Masters of potent arcane powers, wiz-
ards disdain physical conflict in favor of awesome
magic. If you want to hurl balls of fire that incinerate
your enemies, cast spells that change the battlefield,
or research arcane rituals that can alter time and
space, you should be a wizard.

CHARACTER ROLE

Each character class specializes in one of four basic
functions in combat: control and area offense, defense,
healing and support, and focused offense. The

roles embodied by these functions are controller,
defender, leader, and striker. The classic adventur-
ing party includes one character of each role: wizard,
fighter, cleric, and rogue.

Character roles identify which classes can stand
in for each other. For example, if you don't have a
cleric in your party, a warlord serves just as well in the
leader role.

Roles also serve as handy tools for building adven-
turing parties. It’s a good idea to cover each role with
at least one character. If you have five or six players
in your group, it’s best to double up on defender first,
then striker. If you don’t have all the roles covered,
that’s okay too—it just means that the characters need
to compensate for the missing function.

Future volumes of the Player’s Handbook will intro-
duce additional classes for all these roles.

ATTACK POWERS AND
UTILITY POWERS

Every class gives you access to attack powers you can use
to harm or hinder your enemies and utility powers that
help you and your allies. Powers in each of these broad
categories are further defined by how often you can use
them.

You can use at-will powers as often as you choose. You
can use encounter powers many times during a day of
adventuring, but you have to rest a few minutes between
each use, so you can use them each once per encounter.
Daily powers are so dramatic and powerful that you can
use each one only once a day.




CONTROLLER (WIZARD)

Controllers deal with large numbers of enemies at the
same time. They favor offense over defense, using powers
that deal damage to multiple foes at once, as well as sub-
tler powers that weaken, confuse, or delay their foes.

DErFeENDER (FIGHTER, PALADIN)

Defenders have the highest defenses in the game and
good close-up offense. They are the party’s front-line
combatants; wherever they're standing, that’s where
the action is. Defenders have abilities and powers that
make it difficult for enemies to move past them or to
ignore them in battle.

LEADER (CLERIC, WARLORD)

Leaders inspire, heal, and aid the other characters in
an adventuring group. Leaders have good defenses,
but their strength lies in powers that protect their
companions and target specific foes for the party to
concentrate on.

Clerics and warlords (and other leaders) encourage
and motivate their adventuring companions, but just
because they fill the leader role doesn’t mean they’re
necessarily a group’s spokesperson or commander.
The party leader—if the group has one—might as easily
be a charismatic warlock or an authoritative paladin.
Leaders (the role) fulfill their function through their

mechanics; party leaders are born through roleplaying.

STRIKER (RANGER, ROGUE, WARLOCK)

Strikers specialize in dealing high amounts of damage

to a single target at a time. They have the most concen-
trated offense of any character in the game. Strikers rely
on superior mobility, trickery, or magic to move around

tough foes and single out the enemy they want to attack.

ABILITY SCORES

After you choose your race and class, determine your
ability scores. Six abilities provide a quick description of
your character’s physical and mental characteristics. Are
you muscle-bound and insightful? Brilliant and charm-
ing? Nimble and hardy? Your ability scores define these
qualities—your strengths as well as your weaknesses.

Strength (Str) measures your character’s physical
power. It’s important for most characters who fight
hand-to-hand.

4 Melee basic attacks are based on Strength.

4 Clerics, fighters, paladins, rangers, and warlords
have powers based on Strength.

4 Your Strength might contribute to your Fortitude
defense.

4+ Strength is the key ability for Athletics skill checks.

Constitution (Con) represents your character’s
health, stamina, and vital force. All characters benefit
from a high Constitution score.

4 Your Constitution score is added to your hit points
at 1st level.

4 The number of healing surges you can use each day
is influenced by your Constitution.

4 Many warlock powers are based on Constitution.

4 Your Constitution might contribute to your Forti-
tude defense.

4 Constitution is the key ability for Endurance skill
checks.

Dexterity (Dex) measures hand-eye coordination,
agility, reflexes, and balance.

4 Ranged basic attacks are based on Dexterity.

4 Many ranger and rogue powers are based on
Dexterity.

4 Your Dexterity might contribute to your Reflex
defense.

4 Ifyou wear light armor, your Dexterity might con-
tribute to your Armor Class.

4 Dexterity is the key ability for Acrobatics, Stealth,
and Thievery skill checks.

HOWARD LYON



Intelligence (Int) describes how well your character
learns and reasons.

4 Wizard powers are based on Intelligence.

4 Your Intelligence might contribute to your Reflex
defense.

4 Ifyou wear light armor, your Intelligence might
contribute to your Armor Class.

4+ Intelligence is the key ability for Arcana, History,
and Religion skill checks.

Wisdom (Wis) measures your common sense, per-
ception, self-discipline, and empathy. You use your
Wisdom score to notice details, sense danger, and get a
read on other people.

4 Many cleric powers are based on Wisdom.

4 Your Wisdom might contribute to your Will
defense.

4+ Wisdom is the key ability for Dungeoneering, Heal,
Insight, Nature, and Perception skill checks.

Charisma (Cha) measures your force of personality,
persuasiveness, and leadership.

4 Many paladin and warlock powers are based on
Charisma.

4 Your Charisma might contribute to your Will
defense.

4 Charisma is the key ability for Bluff, Diplomacy,
Intimidate, and Streetwise skill checks.

Each of your ability scores is a number that mea-
sures the power of that ability. A character with a 16
Strength is much stronger than a character with a 6
Strength. A score of 10 or 11 is the normal human
average, but player characters are a cut above average
in most abilities. As you advance in levels, your ability
scores keep getting better.

Your ability score determines an ability modifier
that you add to any attack, check, roll, or defense based
on that ability. For instance, making a melee attack
with a battleaxe is a Strength attack, so you add the
ability modifier for your Strength score to your attack
rolls and damage rolls. If your score is 17, you're pretty
strong; you add +3 to your attack rolls and damage
rolls when you make that attack.

Your ability scores also influence your defenses (see
page 275), since you add your ability modifier to your
defense score.

4 For Fortitude defense, you add the higher of your
Strength or Constitution ability modifiers.

4 For Reflex defense, you add the higher of your
Dexterity or Intelligence ability modifiers.

4+ For Will defense, you add the higher of your
Wisdom or Charisma ability modifiers.

4 If you wear light armor or no armor, you also add the
higher of your Dexterity or Intelligence ability modi-
fiers to your Armor Class.

ABILITY MODIFIERS
Ability Ability Ability
Score Modifier Score
1 -5 18-19 +4
2-3 -4 20-21 +5
4-5 -3 22-23 +6
6-7 -2 24-25 +7
8-9 -1 26-27 +8
10-11 +0 28-29 +9
12-13 +1 30-31 +10
14-15 +2 32-33 +11
16-17 +3 andsoon...

GENERATING
ABILITY SCORES

You can use one of three methods to generate ability
scores. In each method, you can take the numbers you
generate and assign them to whichever ability score
you want. Remember, your class determines which
ability scores are important to you, and your race mod-
ifies certain ability scores.

Ability scores increase as a character gains levels
(see the Character Advancement table on page 29).
When you assign your initial scores, remember that
they’ll improve with time.

METHOD 1: STANDARD ARRAY
Take these six numbers and assign them to your abili-
ties any way you like: 16, 14, 13,12, 11, 10.

Apply your racial ability adjustments (see Chap-
ter 3) after you assign the scores to your abilities.

METHOD 2: CUSTOMIZING SCORES

This method is a little more complicated than the stan-
dard array, but it gives comparable results. With this
method, you can build a character who's really good

in one ability score, but at the cost of having average
scores in the other five.

Start with these six scores: 8, 10, 10, 10, 10, 10. You
have 22 points to spend on improving them. The cost
of raising a score from one number to a higher number
is shown on the table below.

Score Cost Score Cost
9 —(1)* 14 5
10 0(2)* 15 7
11 1 16 9
12 2 17 12
13 3 18 16

* If your score is 8, you can pay 1 to make it 9 or 2 to make
it 10. You must buy your score up to 10 before you can
improve it further.




Here are some sample ability arrays you can generate
using this method:

14 13 13 13 13 13
14 14 13 13 13 11
14 14 14 12 12 11
14 14 14 14 12 8
15 14 13 12 12 11
15 15 13 12 11 10
16 15 12 11 11 10
16 14 14 12 11 8
16 16 12 10 10 10
16 16 12 11 11 8
17 15 12 11 10 8
17 14 12 11 10 10
18 13 13 10 10 8
18 14 11 10 10 8
18 12 12 10 10 10

Apply your racial ability adjustments (see Chapter 3)
after you determine your scores.

METHOD 3: ROLLING SCORES
Some players like the idea of generating ability scores
randomly. The result of this method can be really
good, or it can be really bad. On average, you'll come
out a little worse than if you had used the standard
array. If you roll well, you can come out way ahead, but
if you roll poorly, you might generate a character who’s
virtually unplayable. Use this method with caution.

Roll four 6-sided dice (4d6) and add up the highest
three numbers. Do that six times, and then assign the
numbers you generated to your six ability scores. Apply
your racial ability adjustments.

If the total of your ability modifiers is lower than
+4 or higher than +8 before racial ability adjustments,
your DM might rule that your character is too weak
or too strong compared to the other characters in the
group and decide to adjust your scores to fit better
within his or her campaign preferences.

You can't roll ability scores for a character you plan
to use in RPGA® events.

SKILLS, FEATS, POWERS,
AND EQUIPMENT

To round out the unique aspects of your character,
choose skills, feats, powers, and equipment.

Your class tells you how many skills you start with
at 1st level. Some races give you an additional skill
choice as well. See Chapter 5 for details on skills.

You also choose one heroic tier feat at 1st level (or
two, if you're a human). Some classes grant bonus feats
as well. See Chapter 6 for feat descriptions.

Your choice of class powers defines how your
character functions in and out of combat. Each class

section in Chapter 4 offers recommendations on
choosing powers that reflect your approach.

Finally, consult Chapter 7 to pick your equipment.
You begin your career at 1st level with 100 gold pieces,
enough to equip yourself with basic gear (and maybe
have a few coins left over).

FiLL IN THE NUMBERS

Once you've picked all the other aspects of your char-
acter, it’s time to fill in the numbers. The calculations
you need are described on page 30 in the instructions
on completing your character sheet.

ROLEPLAYING

The DunGeons & DRAGONS game is, first and fore-
most, a roleplaying game, which means that it’s all
about taking on the role of a character in the game.
Some people take to this playacting naturally and
easily; others find it more of a challenge. This section
is here to help you out, whether you're comfortable and
familiar with roleplaying or youre new to the concept.

Your character is more than a combination of race,
class, and feats. He or she is also one of the protago-
nists in a living, evolving story line. Like the hero of
any fantasy novel or film, he or she has ambitions and
fears, likes and dislikes, motivations and manner-
isms, moments of glory and of failure. The best D&D
characters blend the ongoing story of their adventur-
ing careers with memorable characteristics or traits.
Jaden the 4th-level human fighter is a perfectly play-
able character even without any embellishment, but
Jaden the Grim’s personality—brooding, fatalistic, and
honest—suggests a particular approach to negotiating
with NPCs or discussing issues with the other charac-
ters. A well-crafted character personality expands your
experience of the game dramatically.

D&D is a roleplaying game but not necessarily
an exercise in improvisational theater. Sometimes,
the role you play is defender or leader—the character
you're playing is engaged in combat and has a job to
do so that your team comes out victorious. Even in

THE RPGA

The RPGA is the official Wizards of the Coast worldwide
organized play experience for the DunGEONs & DRAGONS
game. Through the RPGA, you can participate in mas-
sive shared-world games, interact with thousands of
community members, and earn exclusive rewards for
participating in events and playing D&D. Whether you
play at home, at your game store on the D&D game table,
or you travel to conventions and other events, the RPGA
offers something for everyone. Visit the RPGA’s website
at www.wizards.com/rpga for more information.



combat, though, you can interject bits of personality
and dialogue that make your character more than just
the statistics on your character sheet.

ALIGNMENT

If you choose an alignment, you're indicating your
character’s dedication to a set of moral principles:
good, lawful good, evil, or chaotic evil. In a cosmic
sense, it’s the team you believe in and fight for most
strongly.

ALIGNMENT
A character’s alignment (or lack thereof) describes his
or her moral stance:
4 Good: Freedom and kindness.
4+ Lawful Good: Civilization and order.
4 Evil: Tyranny and hatred.
4 Chaotic Evil: Entropy and destruction.
4 Unaligned: Having no alignment; not taking a stand.

For the purpose of determining whether an effect
functions on a character, someone of lawful good
alignment is considered good and someone of chaotic
evil alignment is considered evil. For instance, a lawful
good character can use a magic item that is usable
only by good-aligned characters.

Alignments are tied to universal forces bigger than
deities or any other allegiance you might have. If you're
a high-level cleric with a lawful good alignment, you're
on the same team as Bahamut, regardless of whether
you worship that deity. Bahamut is not in any sense
the captain of your team, just a particularly impor-
tant player (who has a large number of supporters).
Most people in the world, and plenty of player char-
acters, haven't signed up to play on any team—they’re
unaligned. Picking and adhering to an alignment rep-
resents a distinct choice.

If you choose an alignment for your character, you
should pick either good or lawful good. Unless your
DM is running a campaign in which all the characters
are evil or chaotic evil, playing an evil or chaotic evil

character disrupts an adventuring party and, frankly,
makes all the other players angry at you.

Here’s what the four alignments (and being
unaligned) mean.

THE GOOD ALIGNMENT
Protecting the weak from those who would dominate or kill
them is just the right thing to do.

If you're a good character, you believe it is right to

aid and protect those in need. You're not required

to sacrifice yourself'to help others or to completely
ignore your own needs, but you might be asked to
place others’ needs above your own . .. in some cases,
even if that means putting yourselfin harm’s way. In
many ways, that’s the essence of being a heroic adven-
turer: The people of the town can’t defend themselves
from the marauding goblins, so you descend into the
dungeon—at significant personal risk—to put an end to
the goblin raids.

You can follow rules and respect authority, but
you're keenly aware that power tends to corrupt
those who wield it, too often leading them to exploit
their power for selfish or evil ends. When that hap-
pens, you feel no obligation to follow the law blindly.
It’s better for authority to rest in the members of a
community rather than the hands of any individual
or social class. When law becomes exploitation, it
crosses into evil territory, and good characters feel
compelled to fight it.

Good and evil represent fundamentally different
viewpoints, cosmically opposed and unable to coexist
in peace. Good and lawful good characters, though,
get along fine—even if a good character thinks a lawful
good companion might be a little too focused on follow-
ing the law, rather than simply doing the right thing.

THE LAWFUL GOOD ALIGNMENT

An ordered society protects us from evil.

If you're lawful good, you respect the authority of
personal codes of conduct, laws, and leaders, and you
believe that those codes are the best way of achieving
your ideals. Just authority promotes the well-being

ALIGNMENT VS. PERSONALITY

Isn’t alignment just another part of your personality? Yes
and no.

Certain personality traits have moral weight, particu-
larly those that influence how you interact with others.
Cruelty and generosity can be considered personality
traits, but they’re also manifestations of your beliefs about
the importance and worth of other people. A character
who aspires to good might have a cruel streak, but if that
streak manifests too frequently or in extreme ways, it’s
hard to say he’s really upholding his moral ideals.

Other personality traits have no moral weight at all. A
fastidious and well-organized person can just as easily be
evil as good. An impulsive prankster can also be good or
evil. These quirks of personality are mostly unrelated to
alignment, but your alignment might affect the way your
personality translates into action. An evil prankster might
favor cruel practical jokes that cause personal harm and
damage property, while a good one would steer away from

such injurious acts. _f/




of'its subjects and prevents them from harming

one another. Lawful good characters believe just as
strongly as good ones do in the value of'life, and they
put even more emphasis on the need for the powerful
to protect the weak and lift up the downtrodden. The
exemplars of the lawful good alignment are shining
champions of what's right, honorable, and true, risking
or even sacrificing their lives to stop the spread of evil
in the world.

When leaders exploit their authority for personal
gain, when laws grant privileged status to some citi-
zens and reduce others to slavery or untouchable
status, law has given in to evil and just authority
becomes tyranny. You are not only capable of chal-
lenging such injustice, but morally bound to do so.
However, you would prefer to work within the system
to right such problems rather than resorting to more
rebellious and lawless methods.

THE EviL ALIGNMENT

It is my right to claim what others possess.

Evil characters don’t necessarily go out of their way
to hurt people, but they're perfectly willing to take
advantage of the weakness of others to acquire what
they want.

Evil characters use rules and order to maximize
personal gain. They don’t care whether laws hurt other
people. They support institutional structures that give
them power, even if that power comes at the expense
of others’ freedom. Slavery and rigid caste structures
are not only acceptable but desirable to evil characters,
as long as they are in a position to benefit from them.

THE CHAOTIC EVIL ALIGNMENT

I don’t care what I have to do to get what I want.

Chaotic evil characters have a complete disregard for
others. Each believes he or she is the only being that
matters and kills, steals, and betrays others to gain
power. Their word is meaningless and their actions
destructive. Their worldviews can be so warped that
they destroy anything and anyone that doesn't directly
contribute to their interests.

By the standards of good and lawful good people,
chaotic evil is as abhorrent as evil, perhaps even more
so. Chaotic evil monsters such as demons and orcs are
at least as much of a threat to civilization and general
well-being as evil monsters are. An evil creature and
a chaotic evil creature are both opposed to good, but
they don’t have much respect for each other either and
rarely cooperate toward common goals.

UNALIGNED

Just let me go about my business.

If you're unaligned, you don't actively seek to harm
others or wish them ill. But you also don’t go out of
your way to put yourself at risk without some hope
for reward. You support law and order when doing so
benefits you. You value your own freedom, without
worrying too much about protecting the freedom

of others.

A few unaligned people, and most unaligned dei-
ties, aren’t undecided about alignment. Rather, they've
chosen not to choose, either because they see the bene-
fits of both good and evil or because they see themselves
as above the concerns of morality. The Raven Queen
and her devotees fall into the latter camp, believing
that moral choices are irrelevant to their mission since
death comes to all creatures regardless of alignment.

DFEITIES

Deities are the most powerful immortal creatures,
residents of the countless dominions that swirl
through the Astral Sea. They appear in dreams and
visions to their followers and wear countless differ-
ent faces, and artwork depicting them shows them
in a variety of forms. Their true nature is beyond
any physical form. Corellon is often depicted as an
eladrin, but he is no more an eladrin than he is a fey
panther—he is a god, and he transcends the physical
laws that bind even angels to their concrete forms.

Some deities are good or lawful good, some are
evil or chaotic evil, and some are unaligned. Each
deity has a vision of how the world should be, and the
agents of the deities seek to bring that vision to life in
the world. Except for the chaotic evil gods (Gruumsh
and Lolth), all deities are enemies of the demons,
which would rather destroy the world than govern it.

Most people revere more than one deity, praying
to different gods at different times. Commoners in a
small town might visit a temple that has three altars,
where they pray to Bahamut for protection, Pelor for
fertile crops, and Moradin to aid their skill at craft-
ing. Clerics and paladins more often serve a single
deity, championing that god’s particular cause in the
world. Other adventurers range across the spectrum,
from paying lip service to the whole pantheon, to
fervently serving a single god, to ignoring the gods
entirely as they pursue their own divine ascension.

Many deities have contradictory versions of how
the world should work. Even the agents and worship-
ers of deities who share an alignment can come into
conflict.
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4 Cultivate beauty in all that you do, whether you're
casting a spell, composing a saga, strumming a lute,
or practicing the arts of war.

AVANDRA
Good

The god of change, Avandra
delights in freedom, trade,
travel, adventure, and the

4 Seek out lost magic items, forgotten rituals, and
ancient works of art. Corellon might have inspired

frontier. Her temples are them in the world’s first days. ~

few in civilized lands, 4 Thwart the followers of Lolth at every opportunity. / )

but her wayside shrines ) ;s
il —

appear throughout the world. Halflings, merchants,

and all types of adventurers are drawn to her worship, ERATHIS
and many people raise a glass in her honor, viewing
her as the god of luck. Her commandments are few:

Unaligned
Erathis is the god of civilization.
She is the muse of great inven-

4 Luck favors the bold. Take your fate into your own tion, founder of cities, and

hands, and Avandra smiles upon you. author of laws. Rulers, judges,
4 Strike back against those who would rob you of pioneers, and devoted citizens

your freedom and urge others to fight for their own revere her, and her temples

liberty. hold prominent places in most
4 Change is inevitable, but it takes the work of the of the world’s major cities. Her laws

faithful to ensure that change is for the better. are many, but their purpose is straightforward:

4 Work with others to achieve your goals. Com-

BAHAMUT munity and order are always stronger than the
Lawful Good disjointed efforts of lone individuals.
Called the Platinum Dragon, 4 Tame the wilderness to make it fit for habitation,
Bahamut is the god of jus- and defend the light of civilization against the

tice, protection, nobility, and encroaching darkness.
honor. Lawful good paladins
often revere him, and metal-

lic dragons worship him as the
first of their kind. Monarchs are
crowned in his name. He com-

mands his followers thus:
4 Uphold the highest ideals of honor

4+ Seek out new ideas, new inventions, new lands
to inhabit, new wilderness to conquer. Build
machines, build cities, build empires.

Ioun
Unaligned
Ioun is the god of knowledge, skill,

and justice. and prophecy. Sages, seers, and
4+ Be constantly vigilant against evil and oppose it on tacticians revere her, as do all who
all fronts. live by their knowledge and mental
4 Protect the weak, liberate the oppressed, and power. Corellon is the patron of
defend just order. arcane magic, but Ioun is the patron

of its study. Libraries and wizard
academies are built in her name. Her
commands are also teachings:

CORELLON

Unaligned

The god of spring, beauty, and
the arts, Corellon is the patron

of arcane magic and the fey. He
seeded the world with arcane
magic and planted the most
ancient forests. Artists and musi-
cians worship him, as do those
who view their spellcasting as

an art, and his shrines can be
found throughout the Feywild. He
despises Lolth and her priestesses
for leading the drow astray. He
urges his followers thus:

4 Seek the perfection of your mind by bringing
reason, perception, and emotion into balance with
one another.

4 Accumulate, preserve, and distribute knowledge
in all forms. Pursue education, build libraries, and
seek out lost and ancient lore.

4 Be watchful at all times for the followers of Vecna,
who seek to control knowledge and keep secrets.
Oppose their schemes, unmask their secrets, and
blind them with the light of truth and reason.




Korp
Unaligned
Kord is the storm god and the lord of battle.
He revels in strength, battlefield prowess, and
thunder. Fighters and athletes revere him. He
is a mercurial god, unbridled and wild, who
summons storms over land and sea; those
who hope for better weather appease him
with prayers and spirited toasts. He
gives few commands:

4 Be strong, but do not use your strength
for wanton destruction.

4 Be brave and scorn cowardice in any form.

4 Prove your might in battle to win glory and
renown.

MELORA

Unaligned

Melora is the god of the wilder-
ness and the sea. She is both
the wild beast and the peaceful
forest, the raging whirlpool and
the quiet desert. Rangers, hunt-
ers, and elves revere her, and sailors
make offerings to her before begin-
ning their voyages. Her strictures are these:

4 Protect the wild places of the world from destruc-
tion and overuse. Oppose the rampant spread of
cities and empires.

4 Hunt aberrant monsters and other abominations of
nature.

4 Do not fear or condemn the savagery of nature. Live
in harmony with the wild.

MORADIN

Lawful Good

Moradin is the god of creation
and patron of artisans, especially
miners and smiths. He carved the
mountains from primordial earth
and is the guardian and protector of
the hearth and the family. Dwarves from
all walks of life follow him. He demands
these behaviors of his followers:

4 Meet adversity with stoicism and
tenacity.

4 Demonstrate loyalty to your family,
your clan, your leaders, and your
people.

4 Strive to make a mark on the world, a lasting legacy.
To make something that lasts is the highest good,
whether you are a smith working at a forge or a
ruler building a dynasty.

PELOR

Good

God of the sun and summer, Pelor
is the keeper of time. He supports
those in need and opposes all

that is evil. As the lord of agriculture
and the bountiful harvest, he is the deity
most commonly worshiped by ordinary

humans, and his priests are well received wherever

they go. Paladins and rangers are found among his
worshipers. He directs his followers thus:

4 Alleviate suffering wherever you find it.

4 Bring Pelor’s light into places of darkness, showing

kindness, mercy, and compassion.

4 Be watchful against evil.

THE RAVEN QUEEN
Unaligned

The name of the god of death is long
forgotten, but she is called the Raven
Queen. She is the spinner of fate and
the patron of winter. She marks the
end of each mortal life, and mourn-
ers call upon her during funeral rites,
in the hope that she will guard the
departed from the curse of undeath.
She expects her followers to abide by
these commandments:

4 Hold no pity for those who suffer
and die, for death is the natural
end of life.

4 Bring down the proud who try to
cast off the chains of fate. As the instru-
ment of the Raven Queen, you must punish
hubris where you find it.

4+ Watch for the cults of Orcus and stamp them out
whenever they arise. The Demon Prince of the
Undead seeks to claim the Raven Queen’s throne.

SEHANINE

Unaligned

God of the moon and autumn, Sehanine
is the patron of trickery and illusions.

and is a favorite deity among elves and
halflings. She is also the god of love, who
sends shadows to cloak lovers’ trysts.
Scouts and thieves ask for her blessing on
their work. Her teachings are simple:

4 Follow your goals and seek your own destiny.

4 Keep to the shadows, avoiding the blazing light of
zealous good and the utter darkness of evil.

4 Seek new horizons and new experiences, and let
nothing tie you down.

LEE MOYER (6)



EviL AND CHAOTIC EvIL DEITIES
Your character can worship an evil or a chaotic evil
deity without being of the same alignment, but that’s
walking a fine line. The commandments of these
deities exhort their followers to pursue evil ends or
commit destructive deeds.

The commandments of evil and chaotic evil deities
aren’t included here. They're described in the Dungeon
Master’s Guide.

Asmodeus is the evil god of the Nine Hells. He is
patron of the powerful, god of tyranny and domina-
tion, and the commander of devils.

Bane is the evil god of war and conquest. Milita-
ristic nations of humans and goblins serve him and
conquer in his name.

Gruumsh is the chaotic evil god of destruction,
lord of marauding barbarian hordes. Where Bane
commands conquest, Gruumsh exhorts his follow-
ers to slaughter and pillage. Orcs are his most fervent
followers.

Lolth is the chaotic evil god of shadow, lies, and
spiders. Scheming and treachery are her commands,
and her clerics are a constant force of disruption in the
otherwise stable society of the evil drow.

Tiamat is the evil god of wealth, greed, and envy.
She urges her followers to take vengeance for every
slight, and she is the patron of chromatic dragons.

Torog is the evil god of the Underdark, patron of
jailers and torturers. Common superstition holds that
if his name is spoken, the King that Crawls will burrow
up from below and drag the hapless speaker under-
ground to an eternity of imprisonment and torture.

Vecna is the evil god of undead, necromancy, and
secrets. He rules that which is not meant to be known
and that which people wish to keep secret.

Zehir is the evil god of darkness, poison, and assas-
sins. Snakes are his favored creation, and the yuan-ti
revere him above all other gods.

PERSONALITY

Dunceons & DraGoNs is a game of heroic extremes,
populated by legendary heroes and unrepentant vil-
lains. Your character needs only a few personality
traits that you can use as roleplaying touchstones, key
traits that you can focus on and that are fun to play. A
complex background and extensive motivations aren’t
necessary, although you can flesh out your character’s
personality as much as you like.

A typical D&D adventure offers many opportunities
for your character’s personality to shine. Those role-
playing opportunities usually arise in three kinds of
situations: social interactions, decision points, and dire
straits. The following sections pose questions to help you
choose personality traits for your character, which you
can write on your character sheet. Select one personal-
ity trait for each kind of situation. If you already have a

personality in mind for your character, you can skip this
section; the information here is for inspiration only.

SOCIAL INTERACTIONS

When you communicate with a nonplayer character
outside combat and try to influence that individual,
that’s a social interaction. You might try to persuade a
guardian monster to let you pass, negotiate with a mer-
chant lord to increase the pay offered for a dangerous
mission, or question a surly centaur about the goblins
that ambush travelers in the forest. The DM plays the
part of any NPC you talk to, while you and the other
players decide what your characters say, even speaking
in character if you like.

How do others perceive you in social interactions?

Cheerful Talkative Reserved

Charming Witty Relaxed
How optimistic are you?

Enthusiastic Hopeful Fatalistic

Grim Self-assured Brooding
How trusting are you?

Gullible Open-minded  Skeptical

Suspicious Naive Trusting

DEcisioN PoINTs

When you face tough choices in an adventure, your
character’s personality can influence the decisions
you make. Do you try to sneak past the dragon’s cave,
approach openly to parley, or storm in with blades
drawn and spells blazing? Which of the six stone
doors in the entry hall do you open first? Do you save
the captives from the trap or pursue the slavers? When
your group tries to decide what to do next, how do you
approach such conversations?

How assertive are you at a decision point?

Humble Adaptable Commanding
Timid Easygoing Impatient
How conscientious are you about following rules?
Scrupulous Pragmatic Dutiful
Honest Flexible Wwild
How empathetic are you?
Kind Stern Thoughtful
Protective Hard-hearted Oblivious

DIRE STRAITS

Some of the most memorable demonstrations of a
character’s personality appear in dire straits. A char-
acter retorts to a villain’s threat with a trademark
one-liner, shouts a famous battle cry, leaps into harm’s
way to protect others, or turns and flees in the face of
overwhelming odds. Every battle, hazard, or other dire
situation offers opportunities for roleplaying, espe-
cially if things go awry. When your character lands in
a dire situation, how does he or she usually react? Do
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you follow a code? Do you follow your heart? Do you
look out for yourself or others?

How courageous are you in dire straits?

Brave Competitive Steady
Cautious Reckless Fierce
How do you feel when faced by setbacks?
Stoic Driven Happy-go-lucky
Vengeful Bold Impassioned
How are your nerves?
Calm Skittish Restless
Impulsive Patient Unshakable

MANNERISMS

The easiest way to bring your character to life at the
gaming table is to adopt distinctive mannerisms—par-
ticular patterns of speech or other behaviors that you
can take on at the table to convey how your character
looks, sounds, and acts. If you are naturally inclined
to spin dice or shuffle cards while the game takes
place, you might consider incorporating that behavior
into your character. Perhaps your character carries
a deck of cards that he shuffles when he’s bored or
nervous, or maybe she crouches to the ground and
creates little sculptures out of rubble while she’s wait-
ing for her companions to decide where to go next. By
contrast, another character might vociferously par-
ticipate in those deliberations, frequently resorting to
exclamations such as “By Kord’s right arm!” to empha-
size his opinion.

Speech patterns can be even more distinctive.
A dwarf who never enters battle without shouting,
“The dwarves are upon you!” injects a dose of fun role-
playing just as the die rolling is getting most intense.
A wizard who never speaks except in haiku might be
carrying the idea of distinctive speech to an extreme,
but if you can pull it off (try writing a page full of
standbys to cover common situations before the game
begins), everyone at the table will remember your
character for years!

Another good way to think about speech and
other mannerisms is to create specific prompts your
character says or does when using certain powers.
For example, your paladin might yell, “Feel the might
of Bahamut!” every time she uses the righteous smite
power, and murmur, “Bahamut’s healing breath wash
over you,” when she uses lay on hands.

Dwarven script

APPEARANCE

Is your character tall, short, or in between? Solid and
muscular, or lean and wiry? Male or female? Old or
young? These decisions have no real impact on the
game, but they might affect the way that nonplayer
characters—and even the other players—think about
your character.

Each race description in Chapter 3 gives the average
height and weight for a character of that race. You can
decide for your character to be above or below average.

You should also decide what color skin, hair, and
eyes your character has. Most races approximate the
human range of coloration, but some races also have
unusual coloration, such as the stony gray skin of
dwarves or the violet eyes of some elves.

Finally, consider features that distinguish your
character from others. Some of these might be inborn,
such as an unusual eye color or skin color, while others
might be habits of fashion or the scars of past injuries.
Jewelry, clothing, tattoos and birthmarks, hairstyles
and colors, and posture—one unusual feature from
among those choices can make your character stand
out in the other players’ minds.

BACKGROUND

Your character’s background often stays there—in the
background. What’s most important about your char-
acter is what you do in the course of your adventures,
not what happened to you in the past. Even so, think-
ing about your birthplace, family, and upbringing can
help you decide how to play your character.

These questions can help you start thinking about
your background.

4 Why did you decide to be an adventurer?

4 How did you acquire your class? If you're a fighter,
for example, you might have been in a militia, come
from a family of soldiers, or trained in a martial
school, or you might be a self-taught warrior.

4+ How did you acquire your starting equipment? Did
you assemble it piece by piece over time? Was it a
gift from a parent or a mentor? Do any of your per-
sonal items have special significance?

4 What'’s the worst event of your life?

4 What's the best thing that’s ever happened to you?

4 Do you stay in contact with your family? What do
your relatives think of you and your chosen career?
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LLANGUAGES AND SCRIPTS

Ten languages form the basis of every dialect spoken
throughout the D&D game’s many worlds. These
languages are transcribed in different scripts, most of
which are alphabets, from the flowing characters of
the Rellanic alphabet to the runes of the Davek alpha-
bet. The Supernal script is a system of hieroglyphics.

Depending on your character’s race, you start off
knowing two or three languages and the script associ-
ated with each. You can learn additional languages by
taking the Linguist feat (page 198).

You can'’t choose the Abyssal or Supernal languages
as a Ist-level character.

Language Spoken by . .. Script
Common Humans, halflings, tieflings Common
Deep Speech Mind flayers, githyanki, kuo-toas Rellanic
Draconic Dragons, dragonborn, kobolds lokharic
Dwarven Dwarves, azer Davek
Elven Elves, eladrin, fomorians Rellanic
Giant Giants, orcs, ogres Davek
Goblin Goblins, hobgoblins, bugbears Common
Primordial Efreets, archons, elementals Barazhad
Supernal Angels, devils, gods Supernal
Abyssal Demons, gnolls, sahuagin Barazhad

The Dungeon Master’s Guide has more information
about languages and scripts.

MAKING CHECKS

Before you go any further, it’s important to understand
the use of the core mechanic and how it applies to
every aspect of the game.

Every power, skill, and special feature in the game
is keyed to one of the six ability scores. You resolve
actions by making different kinds of checks, all of
which use the same core mechanic: roll a d20, add any
modifiers, and announce the result. Your Dungeon
Master then compares your check result against a
target number, the Difficulty Class (DC) of the test,
task, or attack that you're attempting. Most difficulty
class numbers are set for the Dungeon Master; for
example, an ogre savage has an Armor Class of 19,
and climbing a typical dungeon wall has a DC of 15.

Elven script

Other times, your Dungeon Master estimates the DC
of a task that isn’t specifically covered by the rules.

The D&D game uses three basic kinds of checks,
which are described further below: attack rolls, skill
checks, and ability checks.

If you try to hit a monster with a mace, you're
making a Strength attack against the monster’s AC;
if you try to blast a monster with a fireball spell, it'’s an
Intelligence attack against Reflex defense; if you try to - -
balance on a tightrope, it’s an Acrobatics check against
a DC set by the DM; if you try to bash down a door, it’s
a Strength check against a set DC that depends on the
nature of the door. The description of each power and
skill tells you what ability you base its check on. Occa-
sionally, you make a check that is compared against
someone else’s check result. Doing this is called
making an opposed check.

A modifier is any number that adds to or subtracts
from a die roll. The most commonly used modifiers are
based on your ability scores. A bonus refers to positive
values. If a feat adds your Dexterity modifier to damage,
it won't do anything if your Dexterity modifier isn’t posi-
tive. A penalty is the opposite: It's always negative.

Part of creating a character is figuring out your
normal check modifiers for common tasks such
as making attacks or using skills. Most checks in
the game add additional modifiers, including the
following:

4 Your bonus from your weapon proficiency if you're
making an attack

4 Your skill training bonus if you're using a skill

4 Special bonuses for feats you've chosen or magic
items you're using

4 Bonuses that apply to the circumstances of the
check (charge attacks or combat advantage, for
example)

4 Penalties that apply to the circumstances (your
target has cover, youre attacking while prone, and
SO on)

Your modifiers reflect everything about you that is rel-
evant to the task at hand: your training, competence,
and native ability. The d20 roll represents luck, fate,
fortune, and unpredictable opportunities or sudden
distractions. A battle is full of frantic action, and the
random die roll represents that mayhem.
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ATTACK ROLLS

Perhaps the most frequent die rolls you make in
a D&D game are attack rolls. All attack rolls are
described in this way:

[Ability] vs. [Defense]

For example, a wizard’s fireball spell is an Intelligence
attack against the target’s Reflex defense (written as
Intelligence vs. Reflex). A fighter’s longsword attack

is a Strength attack against Armor Class (or AC). The
ability score and the defense involved depend on the
attack you're using. If the check result is higher than or
equal to your opponent’s defense, you hit and (usually)
deal damage.

The total of all the modifiers you add to an attack
roll is your base attack bonus. You can find much
more about attack rolls in Chapter 9.

Example: Kiera, an 8th-level elf ranger with a Dexter-
ity of 17 and a +1 magic bow, shoots her bow at an ogre
savage. Her base attack bonus is +10, which includes +4
for one-half'her level, her +3 Dexterity modifier, her +2
bonus for being proficient with the bow, and the bow’s +1
enhancement bonus. To see if she hits the ogre, she rolls
1d20 and adds 10. If she rolls an 11, her check result is
21. Since an ogre savage has an Armor Class of 19, she
has scored a hit!

ATTACK
To make an attack, roll 1d20 and add the following:

4 One-halfyour level
4 The relevant ability score modifier
4+ All other modifiers (see page 279)

The total is your attack result.

SKILL CHECKS

The knowledge and talents your character has learned
are represented by skill checks. When you use a skill,
you hope for a result higher than the DC of the task.
For example, a cleric’s Heal check is a skill check
against a specific DC. A rogue’s Stealth check is a skill
check against a DC equal to the target’s Perception
check result (an opposed check). If the check result is
higher than or equal to the DC, you succeed.
The total of the modifiers you add to a skill check
is your base skill check bonus. You can find much
more about skill checks in Chapter 5.

Example: Alek, a 6th-level human wizard with
an Intelligence of 18, is trying to identify a strange
creature by using the Arcana skill. His base skill check
bonus is +12, which includes +3 for one-half his level,
his +4 Intelligence modifier, and a +5 bonus for being
trained in Arcana. To see if he identifies the creature,
he rolls 1d20 and adds 12. If he rolls a 7, his check
result is 19. Since the DC to identify the creature is 15,
he realizes it’s a quickling.

SKILL CHECK
To make a skill check, roll 1d20 and add the following:

4 One-halfyour level
4 The relevant ability score modifier
4+ All other modifiers (see page 178)

The total is your skill check result.

ABILITY CHECKS

Sometimes you're not making an attack or a skill
check, but trying to accomplish a task that doesn'’t fall
into either category. You make an ability check. Ability
checks give the DM a way to adjudicate actions when
an attack or a skill check isn’t appropriate.

ABILITY CHECK
To make an ability check, roll 1d20 and add the
following:

4 One-halfyour level
4 The relevant ability score modifier
4+ All other modifiers

The total is your ability check result.

Example: A Strength check to break down a door
is 1d20 + one-half your level + your Strength ability
modifier. A 4th-level character with a 16 Strength
makes a Strength check by rolling 1d20 + 5 (+2 for
level, +3 Strength modifier). If he rolls a 16, his result
for that Strength check is 21.

ACTIONS AND COMBAT

Combat encounters are played out in rounds. Each round
represents about 6 seconds in the game world, regardless
of how long it takes to play out the round. Combat starts
with initiative checks to determine the order of play for
the entire battle. There are four types of actions you can
take in any round: standard actions, move actions, minor
actions, and free actions. See Chapter 9 for complete rules
on combat.




GAINING LEVELS

As you adventure and gain experience, you advance in
level. Gaining a level (also called leveling or leveling
up) is one of the biggest rewards you'll receive for your
success in the game—your character improves in sev-
eral ways every time you go up a level.

Each time you overcome a noncombat encounter,
defeat monsters, or complete a quest, your Dungeon
Master awards you experience points (XP). When
you earn enough XP, you reach a new level. For more
about rewards, see Chapter 8.

The Character Advancement table shows the total
XP you need to reach each level and the abilities and
other benefits you gain with each new level.

STEP BY STEP

Refer to the Character Advancement table and follow
these steps when your character gains a level.

At most levels, you gain access to a new power or a
new feat. Refer to your class description in Chapter 4
for the full listing of the powers available to you, and
see Chapter 6 for the complete list of feats. The game
assumes that you've been learning these powers in
your spare time, studying musty tomes or practicing
a complicated series of maneuvers. In game terms,
though, as soon as you gain a level, you can immedi-
ately use your new powers and feats.

L. ABILITY SCORES

Check the Ability Scores column to see if you can
improve your ability scores. If you can, choose the
abilities you want to increase. At 4th, 8th, 14th, 18th,
24th, and 28th levels, you increase two ability scores
by 1 (you can't take both increases in the same score).
At 11th and 21st level, you increase each of your abil-
ity scores by 1.

If you increase an ability score to an even number,
your ability modifier goes up, and that change affects
powers, skills, and defenses that rely on that ability
score. Make a note of that fact, but don’t change any
numbers just yet.

2. LEVEL MODIFIER

If your new level is an even number, everything that’s
based on one-half your level becomes better—your
attacks, defenses, initiative, skill checks, and ability
checks. In combination with any increased ability
modifiers, you now have the information you need to
increase those numbers. Go through your character
sheet and note those increases.

3. PARAGON AND EPIC
If you just reached 11th or 21st level, you have some
exciting decisions to make—you can choose a paragon

path or an epic destiny, both of which are described in
Chapter 4. Make that choice, and make a note of the
new power or feature you gain.

4. Hit PoINTs

Check your class description in Chapter 4 to see how
many hit points you gain with your new level. Add those
to your total. If you increased your Constitution score,
increase your hit points by 1 (as if you had your new
Constitution score when you were 1st level). Also, if you
increased your Constitution score to an even number,
increase your number of healing surges by one.

5. CLAss FEATURES

When you check your class description for hit points,
also check your class features to see if any of your
powers or other abilities improve with level. For exam-

ple, the rogue’s Sneak Attack class feature improves at
11th and 21st levels.

6. FEATS

Check the Powers and Features column of the Char-
acter Advancement table to see if you learn any new
feats. You learn one feat at 1st level, one new feat at
every even-numbered level after that, plus one new
feat at 11th and 21st levels. If you increased an ability
score, you might meet the prerequisites for some feats
that you didn’t qualify for before. (The Feats Known
column on the Character Advancement table enables
you to double-check at every level to be sure you have
the number of feats you're entitled to.)

7 POWERS

At most levels, you gain access to a new power. You can
take each power only once (you can’t choose the same
power multiple times). Refer to your class description
in Chapter 4 for a full listing of the powers available to
you.

At-Will Attack Powers: At 1st level, choose two
at-will attack powers from the list in your class descrip-
tion. You don't automatically learn new at-will powers
as you advance, but as you gain levels you can choose
to retrain (see “Retraining,” below) and replace an at-
will power you know with a new one.

Encounter Attack Powers: At 1st level, select one
power from the list of 1st-level encounter attack powers
in your class description. At 3rd and 7th levels, you
learn a new encounter power of your level or lower.

At 11th level, you learn a new encounter power
when you choose a paragon path. The path you choose
determines the power you gain.

At 13th, 17th, 23rd, and 27th levels, you can
replace any encounter attack power you know from
your class with a new one of your new level (or an
encounter attack power of a lower level, if you choose).




Daily Attack Powers: At 1st level, choose one
power from the list of 1st-level daily attack powers in
your class description. You learn a new daily attack
power of your level or lower at 5th level and again at
9th level.

At 20th level, you learn a new daily power, deter-
mined by your paragon path.

At 15th, 19th, 25th, and 29th levels, you can
replace any daily attack power you know from your
class with a new daily attack power of your new level
(or a daily attack power of a lower level, if you choose).

Utility Powers: At 2nd level, choose one utility
power from the list of 2nd-level utility powers in your
class description.

You learn a new power chosen from the list of util-
ity powers of your level (or a utility power of a lower
level, if you choose) at 6th level and again at 10th,
16th, and 22nd levels.

At 12th level, you learn a new utility power deter-
mined by your paragon path. At 26th level, you learn a
new utility power from your epic destiny.

RETRAINING

Sometimes you make decisions when you create or
advance your character that you later regret. Perhaps
a power you chose isn't working with your character
concept, or a feat never comes into play the way you
anticipated. Fortunately in such a case, level advance-
ment isn’'t only a time to learn new powers—it’s also an
opportunity to change some of those decisions.

Every time you gain a level, you can retrain your
character: change one feat, power, or skill selection
you made previously. You can make only one change
at each level. When your class table tells you to replace
a power you know with a different power of a higher
level, that doesn’t count as retraining—you can still
retrain an additional feat, power, or skill as normal.

Feat: You can replace a feat with another feat.

You must meet the prerequisites of the new feat. You
can't replace a feat if it's a prerequisite for any other
attribute you have (another feat or a paragon path, for
example), or if the feat is a feature of your class, path,
or destiny (as the Ritual Caster feat is a class feature
for wizards). You can replace heroic tier feats (see page
193) with higher-tier feats, but only one at a time, once
per level you gain. For instance, at 11th level, you gain
one feat and you can also retrain one of your heroic
tier feats, gaining a paragon tier feat in its place. At
12th level you can do the same, so you can potentially
have four paragon tier feats at 12th level. (You might
find that many of your heroic tier feats remain worth-
while well into higher levels, however.)

Power: You can replace a power with another
power of the same type (at-will attack power, encoun-
ter attack power, daily attack power, or utility power),
of the same level or lower, and from the same class—a
5th-level attack power for another 5th-level attack

power, for example, or a 22nd-level utility power for a
different 22nd-level utility power.

You can’t replace a power that’s a class feature (such
as a cleric’s healing word or a warlock’s eldritch blast) or
a power gained from a paragon path or epic destiny.

Skill: You can replace a trained skill with another
trained skill from your class list. You can’t replace a
skill if it’s required for a feat, a power, or any other
attribute you have, or if it’s predetermined by your
class (such as Arcana for wizards or Religion for cler-
ics). If your class requires you to choose one of two
skills (such as the ranger, which requires either Dun-
geoneering or Nature), you can alter your choice by
retraining, but you're limited to replacing one skill
with the other.

THE THREE TIERS

The thirty levels of your career are divided into three
tiers: the heroic tier (1st level through 10th level), the
paragon tier (11th level through 20th level), and the
epic tier (21st level through 30th level). When you
leave one tier and cross the threshold into a new one,
you experience some major increases in power. At the
same time, the threats you face in a higher tier are
much more lethal.

In the heroic tier, your character is already a hero, set
apart from the common people by your natural talents,
learned skills, and some hint of a greater destiny that
lies before you. Your capabilities are largely determined
by your choice of character class and to a lesser extent
by your race. You move around on foot or on a relatively
mundane mount such as a horse. In combat, you might
make mighty leaps or incredible climbs, but you'e still
basically earthbound. The fate of a village might hang on
the success or failure of your adventures, to say nothing
of the risk to your own life. You navigate dangerous ter-
rain and explore haunted crypts, where you can expect
to fight sneaky goblins, savage orcs, ferocious wolves,
giant spiders, evil cultists, and bloodthirsty ghouls. If you
face a dragon, it is a young one still searching for a lair,
one that has not yet found its place in the world. One, in
other words, that is much like you.

In the paragon tier, your character is a shining
example of heroism, set well apart from the masses.
Your class still largely determines your capabilities. In
addition, you gain extra abilities in your specialty: your
paragon path. When you reach 11th level, you choose
a path of specialization, a course that defines who you
are within a certain narrow range of criteria. You are
able to travel more quickly from place to place, perhaps
on a hippogriff mount or using a spell to grant your
party flight. In combat, you might fly or even teleport
short distances. Death becomes a surmountable obstacle,
and the fate of a nation or even the world might hang in
the balance as you undertake momentous quests. You



CHARACTER ADVANCEMENT

Total Powers Known
Ability (At-will/Encounter/
Total XP  Level Scores Powers and Features Feats Known Daily/Utility)

0 1st see race class features; racial traits; gain 1 feat; 1+ 2/1/1/0
train starting skills; gain 2 at-will attack powers;
gain 1 encounter attack power; /
gain 1 daily attack power . )
1,000 2nd - gain 1 utility power; gain 1 feat 2 2/1/1/1 - -
2,250 3rd - gain 1 encounter attack power 2 2/2/1/1 -
3,750 4th +1 to two gain 1 feat 3 2/2/1/1
5,500 5th - gain 1 daily attack power 3 2/2/2/1
7,500 6th - gain 1 utility power, gain 1 feat 4 2/2/2/2
10,000 7th - gain 1 encounter attack power 4 2/3/2/2
13,000 8th +1 to two gain 1 feat 5 2/3/2/2
16,500 9th - gain 1 daily attack power 5 2/3/3/2
20,500 10th - gain 1 utility power, gain 1 feat 6 2/3/3/3
26,000 11th +1 to all paragon path features; gain 1 paragon path 7 2/4/3/3
encounter attack power; gain 1 feat
32,000 12th - gain 1 paragon path utility power; gain 1 feat 8 2/4/3/4
39,000 13th - replace 1 encounter attack power 8 2/4*/3/4
47,000 14th +1 to two gain 1 feat 9 2/4/3/4
57,000 15th - replace 1 daily attack power 9 2/4/3*/4
69,000 16th - paragon path feature;
gain 1 utility power; gain 1 feat 10 2/4/3/5
83,000 17th - replace 1 encounter attack power 10 2/4*/3/5
99,000 18th +1 to two gain 1 feat 11 2/4/3/5
119,000 19th - replace 1 daily attack power 11 2/4/3*/5
143,000 20th - gain 1 paragon path daily attack power; gain 1 feat 12 2/4/4/5
175,000  21st +1 to all epic destiny feature; gain 1 feat 13 2/4/4/5
210,000 22nd - gain 1 utility power, gain 1 feat 14 2/4/4/6
255,000 23rd - replace 1 encounter attack power 14 2/4*/4/6
310,000 24th +1 to two epic destiny feature; gain 1 feat 15 2/4/4/6
375,000 25th - replace 1 daily attack power 15 2/4/4*/6
450,000 26th - gain 1 epic destiny utility power; gain 1 feat 16 2/4/4/7
550,000 27th - replace 1 encounter attack power 16 2/4*/4/7
675,000 28th +1 to two gain 1 feat 17 2/4/4/7
825,000 29th - replace 1 daily attack power 17 2/4/4*/7
1,000,000 30th - epic destiny feature; gain 1 feat 18 2/4/4/7

NOTE: In addition to the benefits summarized on this table, you always get more hit points when you gain a level. See your
class description for details.

* At these levels you replace a known power with a new power of your new level.

1 Humans gain one additional feat at 1st level. Some classes grant additional feats as well.

navigate uncharted regions and explore long-forgot- an eye, and your whole party might take to the air in
ten dungeons, where you can expect to fight sneaky combat. The success or failure of your adventures has
drow, savage giants, ferocious hydras, fearless golems, far-reaching consequences, possibly determining the
rampaging barbarian hordes, bloodthirsty vampires, fate of millions in this world and even planes beyond.
and crafty mind flayers. When you face a dragon, it is a You navigate otherworldly realms and explore never-
powerful adult who has established a lair and found its before-seen caverns of wonder, where you can expect to
place in the world. Again, much like you. battle savage pit fiends, the ferocious tarrasque, sinister
In the epic tier, your character’s capabilities are sorrowsworn deathlords, bloodthirsty lich archmages,
truly superheroic. Your class still determines most of and even demon princes. The dragons you encounter
your abilities, but your most dramatic powers come are ancient wyrms of truly earthshaking power, whose /
from your choice of epic destiny, which you select at sleep troubles kingdoms and whose waking threatens 5
21st level. You travel across nations in the blink of the world.




CHARACTER SHEET

You can record information about your character any
way you like, but most players prefer to use a character
sheet. You can find a blank character sheet at the end
of this book.

Reproduced here, at half'size, is an example of
a typical character sheet. The various sections are
keyed with numbers that correspond to the following
information.

1. Character Name: Choose a name for your character
and write it here.

2. Level/Class/Paragon Path/Epic Destiny: Record
your level and character class. If you're 11th level,
you also choose a paragon path associated with your
class (see the last few pages of each class description).
If you're 21st level, you add an epic destiny.

3. Total XP: Keep track of your accumulated experience

9.

Speed: Determine your speed and record it here.
If you have special movement, record it here.

10. Ability Scores: Record your ability scores, ability mod-

ifiers, and the total of your ability modifier + one-half
your level for each ability here (see “Ability Scores,”
page 16). If you're Tst level, one-half your level is +0.

11. Senses: Determine your passive Perception and pas-

sive Insight modifiers and record them here. See page
179. Even if you don't select the Perception and Insight
skills, you still have to make these checks often. If your
race provides a special sense, record it here.

12. Attack Workspace: Use this space to determine your

attack bonuses with your most frequent attacks.

13. Hit Points: Your hit points are determined by your

class and level; see the class descriptions in Chapter
4. Add your Constitution score to your hit points.
Your bloodied value is one-half your maximum hit
points, and your healing surge value is one-quarter
of your maximum hit points. Record the number of
healing surges you have per day. Your character class

points here.

4. Race and Size: Choose your . - .
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determines the number of healing surges you get; you
add your Constitution modifier to this number. See
your class description in Chapter 4. See Chapter 9 for

more about hit points and healing.
14.

any temporary hit points in the space provided.
15.
you make saving throws each round. Mark off each

ure; when you have failed three death saving throws,
you die. See page 295. Use the boxes to record any

saving throw modifiers, resistances to attacks or
damage, or current conditions or effects you have.

16.
here. See page 286.

17. Race Features: Record the special features and
advantages your race provides you. Races are
described in Chapter 3.

18.
your damage with your most frequent attacks.

Second Wind: Once per encounter, you can spend a
healing surge as a standard action. See page 291. Note

Death Saving Throw Failures: When you are dying,

Action Points: Note any action points you've earned

Damage Workspace: Use this space to determine

19. Basic Attacks: Record your bonus to attack rolls and
the damage you deal when you make a basic attack
with the melee weapon and the ranged weapon you
normally carry. Use a basic attack when you make an
opportunity attack or when a power grants you a basic
attack. See page 287.
Skills: Check off the skills you're trained in and deter-
mine your base skill check bonus for each one. You
have a +5 bonus to checks using skills you're trained in.
See Chapter 5.
Class/Path/Destiny Features: Record the special
features and advantages your class, paragon path, and
epic destiny provide you. Classes, paragon paths, and
epic destinies are described in Chapter 4.
Languages Known: Record the languages you know
from your race and any you might have learned
through a feat here.
. Feats: List the feats you've selected, and note their
effects. Feats are described in Chapter 6.
. Power Index: Use this portion of the sheet to list the

20.

fail-

21.

22.

powers you know, organized by
whether they're attack powers or
utility powers. (You can also copy
your powers onto index cards, if
you prefer to keep track of them
that way.) Attack powers are
divided between at-will, encoun-
ter, and daily powers. Make a
note of the type of action you
have to spend to use the power
(free, minor, move, or standard),
which ability it’s based on, and
which defense it attacks. Powers
are described in Chapter 4.
Magic Item Index: Use this
portion of your character sheet
to list your magic items and any
powers they have. (You can

also copy your items onto index
cards, if you prefer to keep track
of them that way.) Magic items
are described in Chapter 7.
Character Illustration: Use this
space for a picture of your char-
acter, if you wish.

Character Details, Session
and Campaign Notes: Record
any notes about the topics in the
space provided.

Other Equipment: List any
other equipment you're carrying
here.

Rituals: List the rituals you know
here.

Coins and Other Wealth: Keep
track of your hard-earned gains
here.

POWER INDEX

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

MAGIC ITEM INDEX

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

MAGIC ITEMS

Clear the box when the power renews.

AT-WILL POWERS

26)
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® CHARACTER RACES

A VARIETY of cultures and societies populate
the world of the DungEoNs & DRAGONS game, some
made up of humans but others made up of fantastic
races such as elves, dwarves, and tieflings. Adventurers
and heroes can arise from these various peoples. Your
choice of character race provides you with a basic set
of advantages and special abilities. If you're a fighter,
are you a stubborn dwarf monster-slayer, a graceful elf
blademaster, or a fierce dragonborn gladiator? If you're
a wizard, are you a brave human spell-for-hire or a
devious tiefling conjurer? Your character race not only
affects your ability scores and powers but also provides
the first cues for building your character’s story.

RACIAL TRAITS

Each character race offers the following types of
benefits.

Ability Scores: Your character race gives you a
bonus to a particular ability score or two. Keep these
bonuses in mind when you assign your ability scores
(see “Ability Scores,” page 16). N A

Speed: Your speed is the number of squares you
can normally move when you walk (see “Movement ] :
and Position,” page 282).

Vision: Most races, including humans, have normal "N
vision. Some races have low-light vision; they see better T \ ‘
in darkness than humans do (see “Vision and Light,” '

page 262). //\ v 3

Languages: You start off knowing how to speak, : / }s:{ A - 3
read, and write a few languages. All races speak L ]
Common, the language passed on by the last human
empire, and some races let you choose a language (see e ’
“Languages and Scripts,” page 24).

Other Racial Traits: Other traits include bonuses \
to your skills, weapon training, and a handful of other -
traits that give you capabilities or bonuses that
members of other races don't have. -

Racial Power: Several races give you access to ~
a racial power, which is an extra power you gain at i
1st level in addition to the powers your class gives
you. See page 54 for an explanation of how to read
a power description.

MATT CAVOTTA
s
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DRAGONBORN -

Proud, honorable warriors,
born from the blood of an ancient dragon god

RACIAL TRAITS
Average Height: 6" 27-6" 8”
Average Weight: 220-320 Ib.

Ability Scores: +2 Strength, +2 Charisma
Size: Medium

Speed: 6 squares

Vision: Normal

Languages: Common, Draconic

Skill Bonuses: +2 History, +2 Intimidate

Dragonborn Fury: When you're bloodied, you gain a +1
racial bonus to attack rolls.

Draconic Heritage: Your healing surge value is equal
to one-quarter of your maximum hit points + your
Constitution modifier.

Dragon Breath: You can use dragon breath as an
encounter power.

Dragon Breath Dragonborn Racial Power

As you open your mouth with a roar, the deadly power of your

draconic kin blasts forth to engulf your foes.

Encounter 4 Acid, Cold, Fire, Lightning, or Poison

Minor Action  Close blast 3

Targets: All creatures in area

Attack: Strength + 2 vs. Reflex, Constitution + 2 vs. Reflex, or
Dexterity + 2 vs. Reflex

Hit: 1d6 + Constitution modifier damage.

Increase to +4 bonus and 2d6 + Constitution modifier
damage at 11th level, and to +6 bonus and 3d6 +
Constitution modifier damage at 21st level.

Special: When you create your character, choose Strength,
Constitution, or Dexterity as the ability score you use
when making attack rolls with this power. You also choose
the power’s damage type: acid, cold, fire, lightning, or
poison. These two choices remain throughout your charac-
ter’s life and do not change the power’s other effects.

Born to fight, dragonborn are a race of wandering
mercenaries, soldiers, and adventurers. Long ago, their
empire contended for worldwide dominion, but now
only a few rootless clans of these honorable warriors
remain to pass on their legends of ancient glory.

Play a dragonborn if you want . . .

4 to look like a dragon.

4 to be the proud heir of an ancient, fallen empire.
4 to breathe acid, cold, fire, lightning, or poison.

4 to be a member of a race that favors the warlord,
fighter, and paladin classes.

WILLIAM O’CONNOR



PHYSICAL QUALITIES

Dragonborn resemble humanoid dragons. They’re
covered in scaly hide, but they don’t have tails. They
are tall and strongly built, often standing close to

67 feet in height and weighing 300 pounds or more.
Their hands and feet are strong, talonlike claws with
three fingers and a thumb on each hand. A dragon-
born’s head features a blunt snout, a strong brow,
and distinctive frills at the cheek and ear. Behind
the brow, a crest of hornlike scales of various lengths
resembles thick, ropy hair. Their eyes are shades of
red or gold.

A typical dragonborn’s scales can be scarlet, gold,
rust, ocher, bronze, or brown. Rarely do an individ-
ual’s scales match the hue of a chromatic or metallic
dragon, and scale color gives no indication of the type
of breath weapon a dragonborn uses. Most dragonborn
have very fine scales over most of their body, giving
their skin a leathery texture, with regions of larger
scales on the forearms, lower legs and feet, shoulders,
and thighs.

Young dragonborn grow faster than human chil-
dren do. They walk hours after hatching, reach the
size and development of a 10-year-old human child
by the age of 3 and reach adulthood by 15. They live
about as long as humans do.

PLAYING A DRAGONBORN

To a dragonborn, honor is more important than life
itself. First and foremost, honor is tied to battlefield
conduct. Adversaries should be treated with courtesy
and respect, even if they are bitter enemies. Caution
and discretion are key to a warrior’s survival, but fear
is a disease and cowardice is a moral failing.

The drive to behave honorably extends into the rest
of a dragonborn’s life: Breaking an oath is the height
of dishonor, and attention to honesty extends to every
word. A commitment made must be carried out. Ulti-
mately, a dragonborn takes responsibility for his or her
actions and their consequences.

A continual drive for self-improvement reveals an
additional aspect of dragonborn honor. Dragonborn
value skill and excellence in all endeavors. They hate
to fail, and they push themselves to extreme efforts
before they give up on something. A dragonborn holds
mastery of a particular skill as a lifetime goal. Mem-
bers of other races who share the same commitment
find it easy to earn the respect of a dragonborn.

The dragonborn dedication to honor and excellence
sometimes leads others to view dragonborn as arro-
gant and proud. Most dragonborn share a great pride
in their race’s past and present accomplishments, but
they are also quick to admire the accomplishments of
others. Even though the tiefling empire of Bael Turath
was the enemy of the ancient dragonborn empire of
Arkhosia, dragonborn recognize tieflings as worthy

companions or opponents, admiring their strength
and tenacity as friends or enemies.

Dragonborn seek adventure for the chance to prove
their worth, win renown, and perhaps become cham-
pions about whom stories will be told for generations.
To win everlasting glory through mighty deeds, daring
exploits, and supreme skill—that is the dragonborn
dream.

Dragonborn Characteristics: Driven, honor-bound,
noble, perfectionist, proud, reliable, reserved, rooted in

ancient history /

0} _
Male Names: Arjhan, Balasar, Bharash, Donaar, J -
Ghesh, Heskan, Kriv, Medrash, Nadarr, Patrin,

Rhogar, Shamash, Shedinn, Torinn

Female Names: Akra, Biri, Daar, Harann, Kava,
Korinn, Mishann, Nala, Perra, Raiann, Sora, Surina,
Thava

DRAGONBORN
ADVENTURERS

Three sample dragonborn adventurers are described
below.

Bharash is a dragonborn warlord who leads a group
of adventurers in search of riches and glory. Inspired
by tales of the ancient heroes of Arkhosia, he seeks
his destiny in battle. He dreams of someday leading
a mighty army against an orc horde or a hobgoblin
host, but he is content in the meantime to coordinate
strikes against the lesser forces of evil he encounters in
dungeons and ruins. He reveres Bahamut as the god of
honor.

Harann is a fighter dedicated to the mastery of her
chosen weapon, the bastard sword. She rises early
every morning to practice combat maneuvers and con-
stantly strives to master new techniques. Excellence
with her weapon is symbolic to her; it represents excel-
lence of character, the perfection of her spirit. When
she has achieved perfect mastery of the bastard sword,
she believes she will be perfect herself.

Donaar is a paladin of Erathis, the god of cities and
civilization. He believes that the dragonborn race is
destined to rise from the ashes of'its ancient empire
and to form a new nation carved from the wilderness.
And he intends to be instrumental in that process. As
areminder of his heritage, he keeps a piece of the shell
from which he hatched in an amulet around his neck.
Although he sometimes thinks that pillaging dungeons
is a waste of his effort, he occasionally unearths a rem-
nant of the long-lost dragonborn empire. He believes
he can put such items to use one day in forging a new
empire for his people.




Masters of stone and iron, dauntless
and unyielding in the face of adversity

RACIAL TRAITS
Average Height: 4" 37-4" 9”
Average Weight: 160-220 Ib.

Ability Scores: +2 Constitution, +2 Wisdom
Size: Medium

Speed: 5 squares

Vision: Low-light

Languages: Common, Dwarven

Skill Bonuses: +2 Dungeoneering, +2 Endurance

Cast-Iron Stomach: +5 racial bonus to saving throws
against poison.

Dwarven Resilience: You can use your second wind as
a minor action instead of a standard action.

Dwarven Weapon Proficiency: You gain proficiency
with the throwing hammer and the warhammer.

Encumbered Speed: You move at your normal speed
even when it would normally be reduced by armor
or a heavy load. Other effects that limit speed (such
as difficult terrain or magical effects) affect you
normally.

Stand Your Ground: When an effect forces you to
move—through a pull, a push, or a slide—you can
move 1 square less than the effect specifies. This
means an effect that normally pulls, pushes, or slides
a target 1 square does not force you to move unless
you want to.

In addition, when an attack would knock you
prone, you can immediately make a saving throw to
avoid falling prone.

Carved from the bedrock of the universe, dwarves
endured an age of servitude to giants before winning
their freedom. Their mighty mountain fortress-cities
testify to the power of their ancient empires. Even
those who live in human cities are counted among the
staunchest defenders against the darkness that threat-
ens to engulf the world.

Play a dwarfif you want . ..
4 to be tough, gruff, and strong as bedrock.

4 to bring glory to your ancestors or serve as your
god’s right hand.

4 to be able to take as much punishment as you
dish out.

4 to be a member of a race that favors the paladin,
cleric, and fighter classes.
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PHYSICAL QUALITIES

Dwarves average about 47 feet in height and are very
broad, weighing as much as an adult human. Dwarves
have the same variety of skin, eye, and hair colors as
humans, although dwarf'skin is sometimes gray or
sandstone red and red hair is more common among
them. Male dwarves are often bald and braid their
long beards into elaborate patterns. Female dwarves
braid their hair to show clan and ancestry. Dwarven
attire and equipment, including weapons and shields,
are decorated with bold geometric shapes, natural
gems, and ancestral faces.

Although they reach physical maturity at roughly
the same age as humans, dwarves age more slowly and
remain vigorous well past 150 years of age, often living
to see 200.

PLAYING A DWARF

Proudly proclaiming they were made from the earth
itself, dwarves share many qualities with the rock they
love. They are strong, hardy, and dependable. They
value their ancestral traditions, which they preserve
through the ages as fiercely as they defend the carved
structures of their mountain homes.

Dwarves believe in the importance of clan ties and
ancestry. They deeply respect their elders, and they
honor long-dead clan founders and ancestral heroes.
They place great value on wisdom and the experience
of years, and most are polite to elders of any race.

More so than most other races, dwarves seek guid-
ance and protection from the gods. They look to the
divine for strength, hope, and inspiration, or they
seek to propitiate cruel or destructive gods. Individual
dwarves might be impious or openly heretical, but
temples and shrines of some sort are found in almost
every dwarven community. Dwarves revere Moradin
as their creator, but individual dwarves honor those
deities who hold sway over their vocations; warriors
pray to Bahamut or Kord, architects to Erathis, and
merchants to Avandra—or even to Tiamat, if a dwarf'is
consumed by the dwarven taste for wealth.

Dwarves never forget their enemies, either indi-
viduals who have wronged them or entire races of
monsters who have done ill to their kind. Dwarves
harbor a fierce hatred for orcs, which often inhabit
the same mountainous areas that dwarves favor and
which wreak periodic devastation on dwarf communi-
ties. Dwarves also despise giants and titans, because
the dwarfrace once labored as the giants’ slaves. They
feel a mixture of pity and disgust toward those cor-
rupted dwarves who still have not freed themselves
from the giants’ yoke—azers and galeb duhrs among
them.

To a dwarf, it is a gift and a mark of deep respect
to stand beside an ally in battle, and a sign of deepest
loyalty to shield that ally from enemy attack. Dwarven
legends honor many heroes who gave their lives to save
their clans or their friends.

Dwarf Characteristics: Acquisitive, brave, hard-
working, loyal, organized, stern, stubborn, tenacious,
vengeful

Male Names: Adrik, Baern, Berend, Darrak, Eberk,
Fargrim, Gardain, Harbek, Kildrak, Morgran, Orsik,
Rangrim, Thoradin, Thorfin, Tordek, Travok, Vondal
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Female Names: Artin, Bardryn, Diesa, Eldeth,
Falkrunn, Gurdis, Helja, Kathra, Kristryd, Mardred,
Riswynn, Torbera, Vistra

DwWARF ADVENTURERS

Three sample dwarf adventurers are described below.

Travok is a dwarf paladin committed to the service
of Kord. Wearing shining plate armor crafted and
proudly worn by his great-grandfather, Travok presents
an impenetrable line of defense, defying his enemies
to get past him to reach his allies. True to his god and
the honor of his ancestors, Travok relishes his physi-
cal strength and endurance, vowing that nothing will
move him from his place. He is fiercely loyal to his
friends, and if the need arises, he will lay down his life
to ensure that they live.

Kathra is a dwarf cleric devoted to Moradin, the
Great Carver who formed the dwarves out of stone
and liberated them from their servitude to the giants.
Swinging a warhammer engraved with the hammer-
and-anvil symbol of her god, Kathra stands next to
her fighter companion, trusting in divine power, the
chainmail she made herself, and her own natural
resilience to protect her from her enemies. Her dear-
est hope is to craft a legacy that will last through the
ages, as beautiful and enduring as the finest dwarven
jewelry—a legacy of peace and justice in this troubled
world.

Tordek is a dwarf fighter, last in a long line of noble
warriors. Three generations ago, his family’s ancestral
fortress was overrun by orcs and laid to waste, leav-
ing Tordek with nothing but a signet ring and tales of
ancient glory as his birthright. He has sworn that he
will rebuild the fortress one day, and that oath drives
his every action. In the meantime, his adventuring
companions know they can rely on him completely,
and someday he will rely on them to help him reclaim
his kingdom.
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ELADRIN

Graceful warriors and wizards at home
in the eldritch twilight of the Feywild

RACIAL TRAITS
Average Height: 5° 5”-6" 17
Average Weight: 130-180 Ib.

Ability Scores: +2 Dexterity, +2 Intelligence
Size: Medium

Speed: 6 squares

Vision: Low-light

Languages: Common, Elven

Skill Bonuses: +2 Arcana, +2 History

Eladrin Education: You gain training in one additional
skill selected from the skill list in Chapter 5.

Eladrin Weapon Proficiency: You gain proficiency
with the longsword.

Eladrin Will: You gain a +1 racial bonus to your Will
defense.

In addition, you gain a +5 racial bonus to saving
throws against charm effects.

Fey Origin: Your ancestors were native to the Feywild,
so you are considered a fey creature for the purpose
of effects that relate to creature origin.

Trance: Rather than sleep, eladrin enter a meditative
state known as trance. You need to spend 4 hours in
this state to gain the same benefits other races gain
from taking a 6-hour extended rest. While in a trance,
you are fully aware of your surroundings and notice
approaching enemies and other events as normal.

Fey Step: You can use fey step as an encounter power.

Fey Step Eladrin Racial Power

With a step, you vanish from one place and appear in another.

Encounter 4 Teleportation

Move Action Personal
Effect: Teleport up to 5 squares (see “Teleportation,”
page 286).

Creatures of magic with strong ties to nature, eladrin
live in cities in the twilight realm of the Feywild. Their
cities lie close enough to the world that they sometimes
cross over, appearing briefly in mountain valleys or
deep forest glades before fading back into the Feywild.

Play an eladrin if you want. . .
4 to be otherworldly and mysterious.
4 to be graceful and intelligent.

4 to teleport around the battlefield, cloaked in the
magic of the Feywild.

4 to be a member of a race that favors the wizard,
rogue, and warlord classes.

ANNE STOKES



PHYSICAL QUALITIES

Eladrin are of human height. They are slim, and even
the strongest simply look athletic rather than muscle-
bound. They have the same range of complexions as
humans, though they are more often fair than dark.
Their straight, fine hair is often white, silver, or pale
gold, and they wear it long and loose. Their ears are
long and pointed, and their eyes are pearly and opal-
escent orbs of vibrant blue, violet, or green, lacking
pupils. Eladrin can’t grow facial hair and have little
body hair.

Eladrin children grow much as human children
do, but their aging process slows to a crawl when they
reach maturity. They enjoy youth and health for most
of their lives and don't begin to feel the effects of age
until the middle of their third century. Most live for
over 300 years, and even at the end they suffer few of
the infirmities of old age.

PLAYING AN ELADRIN

Eladrin society straddles the boundary between the
Feywild and the natural world. Eladrin build their
elegant cities and towers in places of striking natu-

ral splendor, especially where the veil between the
worlds is thin—isolated mountain vales, green islands
along wild and storm-wracked coasts, and the deepest
recesses of ancient forests. Some eladrin realms exist
mostly in the Feywild, only rarely touching the world,
while others appear in the world at sunset each day,
only to fade back into the Feywild at dawn.

Long-lived and strongly tied to the Feywild, eladrin
have a detached view of the world. Eladrin often have
difficulty believing that events in the world have much
importance to them, and they consider courses of
action that can last for centuries.

Their general detachment from the world can make
eladrin seem distant and intimidating to other races.
Their fey nature also makes them simultaneously
alluring and a little frightening. However, eladrin take
friendships and alliances to heart and can react with
swift fury when their friends are endangered. Com-
bined with their intellect, bravery, and magical power,
this loyalty makes them powerful and respected allies.

Eladrin live by an aesthetic philosophy common to
the Feywild and personified by Corellon, the god of
beauty and patron of the fey. Eladrin seek to exemplify
grace, skill, and learning in every part of life, from
dance and song to swordplay and magic. Their cities
are places of stunning beauty that shape and guide
their natural surroundings into elegant forms.

Eladrin are close cousins to the elves and are occa-
sionally called high elves or gray elves. Eladrin favor
the Feywild and arcane magic more than elves do,
but the two races hold each other in high regard. They
share a burning hatred for the third branch of their
race—the drow.

The Feywild’s most powerful eladrin, called noble
eladrin, become so infused with their realm’s inherent
magic that they transform into entirely new creatures.
These noble eladrin take on characteristics of the sea-
sons and other natural phenomena.

Eladrin Characteristics: Aesthetic, deliberative,
detached, free, graceful, magical, otherworldly, patient,
perceptive

Male Names: Aramil, Arannis, Berrian, Dayereth,

Erevan, Galinndan, Hadarai, Immeral, Mindartis,

Paelias, Quarion, Riardon, Soveliss / i} )
)
Female Names: Althaea, Anastrianna, Andraste,

Bethrynna, Caelynna, Jelenneth, Leshanna, Meriele,

Naivara, Quelenna, Sariel, Shanairra, Theirastra,

Valenae

ELADRIN ADVENTURERS

Three sample eladrin adventurers are described
below.

Meriele is an eladrin wizard. Although her magic
favors powers of thunder and lightning, she stands as
a point of tranquility in the storm. To her friends, she
seems above the world’s tumult, present in their midst
but clearly apart by her nature. In the evenings, while
her companions set up camp and settle in to rest, she
slips into a trance and, in her mind, walks among the
ageless trees of the Feywild. She smiles at the impa-
tience and impulsiveness of her allies, but they are
almost as dear to her as her spellbooks.

Quarion is an eladrin rogue, as comfortable in
the shadows of the world as in the twilight of the
Feywild. He moves with the grace of a panther and
can be uncannily silent when he chooses. In combat,
he finds his mind slipping out of time, as though he
were watching himself and his foes moving at a snail’s
pace. His enemies’ attacks are easy to calculate, their
defenses easy to anticipate and circumvent. Combat is
a carefully choreographed dance in his mind, and he
savors its elegance.

Anastrianna is an eladrin warlord who once served
as the captain of the guard in the castle of a noble
eladrin, a ghaele of winter. Banished at the ghaele’s
angry whim, Anastrianna has turned her back on the
Feywild entirely. She is haunted by beautiful visions
of herself at the head of a fey army, banners fluttering
against a sapphire sky and blood staining the perfect
snow, and she imagines that her destiny will lead her
against her former lady someday.

CHAPTER 3 | Character Race/'—’



Quick, wary archers who freely roam
the forests and wilds

RACIAL TRAITS
Average Height: 5" 4”-6" 0~
Average Weight: 130-170 Ib.

Ability Scores: +2 Dexterity, +2 Wisdom
Size: Medium

Speed: 7 squares

Vision: Low-light

Languages: Common, Elven

Skill Bonuses: +2 Nature, +2 Perception

Elven Weapon Proficiency: You gain proficiency with
the longbow and the shortbow.

Fey Origin: Your ancestors were native to the Feywild,
so you are considered a fey creature for the purpose
of effects that relate to creature origin.

Group Awareness: You grant non-elf allies within
5 squares of you a +1 racial bonus to Perception
checks.

Wild Step: You ignore difficult terrain when you shift
(even if you have a power that allows you to shift
multiple squares).

Elven Accuracy: You can use elven accuracy as an
encounter power.

Elven Accuracy EIf Racial Power

With an instant of focus, you take careful aim at your foe and
strike with the legendary accuracy of the elves.

Encounter

Free Action Personal

Effect: Reroll an attack roll. Use the second roll, even if it’s
lower.

Wild and free, elves guard their forested lands using
stealth and deadly arrows from the trees. They build
their homes in close harmony with the forest, so per-
fectly joined that travelers often fail to notice that they
have entered an elven community until it is too late.

Play an elfif you want. . .
4 to be quick, quiet, and wild.

4 to lead your companions through the deep woods
and pepper your enemies with arrows.

4 to be a member of a race that favors the ranger,
rogue, and cleric classes.
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PHYSICAL QUALITIES

Elves are slender, athletic folk about as tall as humans.
They have the same range of complexions as humans,
tending more toward tan or brown hues. A typical elf’s
hair color is dark brown, autumn orange, mossy green,
or deep gold. Elves’ ears are long and pointed, and
their eyes are vibrant blue, violet, or green. Elves have
little body hair, but they favor a wild and loose look to
their hair.

Elves mature at about the same rate as humans, but
show few effects of age past adulthood. The first sign
of an elf’s advancing age is typically a change in hair
color—sometimes graying but usually darkening or
taking on more autumnal hues. Most elves live to be
well over 200 years old and remain vigorous almost to
the end.

PLAYING AN ELF

Elves are a people of deeply felt but short-lived pas-
sions. They are easily moved to delighted laughter,
blinding wrath, or mournful tears. They are inclined
to impulsive behavior, and members of other races
sometimes see elves as flighty or impetuous, but elves
do not shirk responsibility or forget commitments.
Thanks in part to their long life span, elves sometimes
have difficulty taking certain matters as seriously as
other races do, but when genuine threats arise, elves
are fierce and reliable allies.

Elves revere the natural world. Their connection
to their surroundings enables them to perceive much.
They never cut living trees, and when they create
permanent communities, they do so by carefully
growing or weaving arbors, tree houses, and catwalks
from living branches. They prefer the primal power
of the natural world to the arcane magic their eladrin
cousins employ. Elves love to explore new forests and
new lands, and it's not unusual for individuals or
small bands to wander hundreds of miles from their
homelands.

Elves are loyal and merry friends. They love simple
pleasures—dancing, singing, footraces, and contests
of balance and skill-and rarely see a reason to tie
themselves down to dull or disagreeable tasks. Despite
how unpleasant war can be, a threat to their homes,
families, or friends can make elves grimly serious and
prompt them to take up arms.

At the dawn of creation, elves and eladrin were a
single race dwelling both in the Feywild and in the
world, and passing freely between the two. When
the drow rebelled against their kin, under the leader-
ship of the god Lolth, the resulting battles tore the fey
kingdoms asunder. Ties between the peoples of the

Feywild and the world grew tenuous, and eventually
the elves and eladrin grew into two distinct races.
Elves are descended from those who lived primarily
in the world, and they no longer dream of the Feywild.
They love the forests and wilds of the world that they
have made their home.

Elf Characteristics: Agile, friendly, intuitive, joyful,
perceptive, quick, tempestuous, wild

Male Names: Adran, Aelar, Beiro, Carric, Erdan, ~
Gennal, Heian, Lucan, Peren, Rolen, Theren, Varis /
Female Names: Adrie, Birel, Chaedi, Dara, Enna, j
Faral, Irann, Keyleth, Lia, Mialee, Shava, Thia, Valna Y.

ELF ADVENTURERS

Three sample elf adventurers are described below.

Varis is an elf ranger and a devout worshiper of
Melora, the god of the wilds. When a goblin army
forced his people from their woodland village, the
elves took refuge in the nearest human town, walled
and guarded by soldiers. Varis now leads other elves
and some human townsfolk in raids against the gob-
lins. Although he maintains a cheerful disposition, he
frequently stares into the distance, listening, expecting
at any moment to hear signs of approaching foes.

Lia is an elf rogue whose ancestral forest burned
to the ground decades ago. Lia grew up on the waste-
land’s fringes in a large human city, unable to quite
fit in. Her dreams called her to the forests, while her
waking hours were spent in the dirtiest parts of civili-
zation. She joined a group of adventurers after trying
to cut a warlock’s purse, and she fell in love with the
wide world beyond the city.

Heian is an elf cleric of Sehanine, the god of the
moon. The elven settlement where he was born still
thrives in a forest untouched by the darkness spread-
ing through the world, but he left home years ago, in
search of new horizons and adventures. His travels
lately have brought rumors to his ears that danger
might be brewing in the ancient forest, and he is torn
between a desire to seek his own way in the world and
a sense of duty to his homeland.




HALF-ELF -

Born heroes and leaders who combine
the best features of humans and elves

RACIAL TRAITS
Average Height: 5" 5”-6" 2”
Average Weight: 130-190 Ib.

Ability Scores: +2 Constitution, +2 Charisma
Size: Medium

Speed: 6 squares

Vision: Low-light

Languages: Common, Elven, choice of one other

Skill Bonuses: +2 Diplomacy, +2 Insight

Dilettante: At st level, you choose an at-will power
from a class different from yours. You can use that
power as an encounter power.

Dual Heritage: You can take feats that have either elf
or human as a prerequisite (as well as those specifi-
cally for half-elves), as long as you meet any other
requirements.

Group Diplomacy: You grant allies within 10 squares of
you a +1 racial bonus to Diplomacy checks.

Descended from elves and humans, half-elves are
a vital race in which the best features of elves and
humans often appear.

Play a half-elfif you want . . .
4 to be an outgoing, enthusiastic leader.

4 to be a charismatic hero equally at home in two
different cultures.

4 to be a member of a race that favors the warlord,
paladin, and warlock classes.

EVA WIDERMANN



PHYSICAL QUALITIES

Half-elves tend to be sturdier of build than elves but
more slender than most humans. Half-elves have the
same range of complexions as humans and elves, and
like elves, half-elves often have eye or hair colors not
normally found among humans. Male half-elves can
grow facial hair, unlike male elves, and often sport
thin mustaches, goatees, or short beards. Half-elves’
ears are about the size of human ears, but they are
tapered, like the ears of their elven ancestors.

Half-elves usually adopt the dress and hairstyles
of the society they spend the most time with; for
example, a half-elf raised among a barbaric human
tribe dresses in the furs and skins favored by the tribe
and adopts the tribe’s style of braids and face paint.
However, it would not be unusual for half-elves raised
among humans to seek out articles of elven clothing or
jewelry so that they can proudly display signs of their
dual heritage.

Half-elves have life spans comparable to humans,
but like elves they remain vigorous well into old age.

PLAYING A HALF-ELF

Half-elves are more than just a combination of two
races—the combination of human and elf blood pro-
duces a unique race with qualities all its own. They
share some of the natural grace, athleticism, and keen
perceptiveness of elves, along with the passion and
drive of humans. But in their own right, they are char-
ismatic, confident, and open-minded and are natural
diplomats, negotiators, and leaders.

Half-elves like to be around people, the more
diverse the better. They gravitate toward population
centers, especially larger settlements where members
of many races mingle freely. Half-elves cultivate large
networks of acquaintances, as much out of genuine
friendliness as for practical purposes. They like to
establish relationships with humans, elves, and mem-
bers of other races so they can learn about them, the
way they live, and how they make their way in the
world.

Half-elves rarely settle down for any length of time.
Their wanderlust makes them natural adventurers,
and they quickly make themselves at home wherever
they end up. When their paths take them back to a
place they have visited before, they track down old
friends and renew old contacts.

Ultimately, half-elves are survivors, able to adapt to
almost any situation. They are generally well liked and
admired by everyone, not just elves and humans. They
are empathetic, better at putting themselves in others’
shoes than most.

Half-elves naturally inspire loyalty in others, and
they return that feeling with deep friendship and a
keen sense of responsibility for those who place them-
selves in their care. Half-elf warlords and generals do
not order their followers into danger that they would
not face themselves, and they usually lead from the
front, trusting their allies to follow.

Half-elves have no culture of their own and are not
a numerous people. They usually bear human or elf
names, sometimes using one name among elves and a
different one among humans. Some are anxious about
their place in the world, feeling no kinship with any
race, except other half-elves, but most call themselves /
citizens of the world and kin to all.
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Half-Elf Characteristics: Accommodating, adapt-
able, charming, confident, gregarious, open-minded

Half-Elf Names: Typically elf or human names,
though some half-elves have names more typical of
other races

HALF-ELF ADVENTURERS

Three sample half-elf adventurers are described
below.

Daran is a half-elf warlord and an enthusiastic tacti-
cian. He has no aspirations to march at the head of an
army; he is content leading a small band of friends in
a quest for personal glory. Wealth is a welcome benefit
of adventuring, and between adventures, he enjoys
spending his time and wealth in the world’s cities. He
wins friends easily, draws on a wide network of con-
tacts to find adventuring opportunities, and can call in
favors across the land.

Shuva is a half-elf warlock whose brooding force
of personality inspires more fear than loyalty. Unlike
many of her kind, she grew up feeling part of neither
human nor elven society. She has always been a loner
and is accustomed to relying only on herself. Now that
she’s part of an adventuring group, she’s slowly learn-
ing to trust her companions.

Calder is a half-elf paladin of Pelor, the god of the
sun. A strong sense of compassion leads Calder to aid
those in need and alleviate their suffering in any way
he can. Often he fights against evil forces that prey on
the weak, whether the forces are bandits harrying car-
avans or gnolls laying waste to farmsteads. He refuses
to let fighting define him, however, and spends more
time helping the victims of hardship than he does cel-
ebrating his successes.

CHAPTER 3 | Character Race/'—’



HALFLING -

Quick and resourceful wanderers,
small in stature but great in courage

RACIAL TRAITS
Average Height: 3° 107-4" 2”
Average Weight: 75-85 Ib.

Ability Scores: +2 Dexterity, +2 Charisma
Size: Small

Speed: 6 squares

Vision: Normal

Languages: Common, choice of one other

Skill Bonuses: +2 Acrobatics, +2 Thievery

Bold: You gain a +5 racial bonus to saving throws
against fear.

Nimble Reaction: You gain a +2 racial bonus to AC
against opportunity attacks.

Second Chance: You can use second chance as an
encounter power.

Second Chance Racial Power

Luck and small size combine to work in your favor as you dodge
your enemy’s attack.

Encounter

Immediate Interrupt Personal

Effect: When an attack hits you, force an enemy to roll the
attack again. The enemy uses the second roll, even if it’s
lower.

Halflings are a small race known for their resource-
fulness, quick wits, and steady nerves. They are a
nomadic folk who roam waterways and marshlands.
No people travel farther or see more of what happens
in the world than halflings.

Play a halfling if you want . . .

4 to be a plucky hero who is all too easy to
underestimate.

4 to be likable, warm, and friendly.

4 to be a member of a race that favors the rogue,
ranger, and warlock classes.

BEING SMALL

Small characters follow most of the same rules as Medium

ones, with the following exceptions.

4 You can’t use two-handed weapons (page 215), such as
greatswords and halberds.

4 When you use a versatile weapon (page 217),such as a
longsword, you must use it two-handed, but you don’t
deal additional damage for doing so.

DAVID GRIFFITH



PHYSICAL QUALITIES

Halflings stand about 4 feet tall and weigh about 80
pounds. They resemble small humans and are pro-
portioned like human adults. Halflings have the same
range of complexions as humans, but most halflings
have dark hair and eyes. Halfling males don’t have
beards, but many have long, full sideburns. Halflings
of both genders often wear complicated hairstyles, fea-
turing complex braiding and weaving.

Halflings typically dress in clothes that match
their surroundings and prefer earth tones and vari-
ous shades of green. Their clothing and gear feature
woven textures and stitching. Birds, river patterns,
boats, and fish are common images in halfling art and
decoration.

Halflings have life spans comperable to humans.

PLAYING A HALFLING

Halflings are an affable, warm, and cheerful people.
They survive in a world full of larger creatures by
avoiding notice or, barring that, avoiding offense. They
appear harmless and so have managed to survive for
centuries in the shadow of empires and on the edges of
wars and political strife.

Halflings are practical and down-to-earth. They
concern themselves with basic needs and simple
pleasures, harboring few dreams of gold or glory.
Adventurers are no more rare among halflings than
among other races, but they usually pursue the
adventurer’s life for reasons of community, friendship,
wanderlust, or curiosity. Halfling adventurers are
brave and faithful companions, relying on stealth and
trickery in battle rather than raw might or magic.

Tight-knit halfling communities are found near
the settlements of other races, often along or even on
the surface of a body of water. Halflings have never
built a kingdom of their own or even held much land.
They don’t recognize any sort of royalty or nobility of
their own, instead looking to family elders to guide
them. This emphasis on family and community has
enabled halflings to maintain their traditional ways
for thousands of years, unaffected by the rise and fall
of empires.

According to halfling legend, Melora and Sehanine
created the halflings together, giving the race a love
of nature and the gift of stealth. When their interest
waned, Melora and Sehanine stopped looking after
the race, or so the legends go, and halflings made
their own way in the world. They say Avandra, the god
of luck, admired their resourcefulness and adopted
them, favoring them with good fortune. Not all half-
lings worship Avandra, but nearly all breathe a prayer
of thanks to her when fortune favors them.

Halflings are fond of stories and legends such as the
myth of Avandra, and their culture is rich in oral tradi-
tion. Few members of other races realize that halfling

folktales contain a vast amount of lore about people
and places long past. Many halflings are able to dredge
up knowledge about the history, religion, or culture of
other races, but that knowledge is usually wrapped in
a fable.

Halfling Characteristics: Brave, curious, deter-
mined, down-to-earth, friendly, good-natured, lucky,
nimble, optimistic, practical, resourceful, warm

Male Names: Ander, Corrin, Dannad, Errich, Finnan,
Garret, Lazam, Lindal, Merric, Nebin, Ostran, Perrin,
Reed, Shardon, Ulmo, Wenner

g
J

Female Names: Andrey, Bree, Callie, Chenna, Eida,
Kithri, Lidda, Nedda, Paela, Shaena, Tryn, Vani, Verna,
Wella

HALFLING ADVENTURERS

Three sample halfling adventurers are described
below.

Lidda is a halfling rogue with a quick wit and an
acid tongue. At a young age, she left her family out of
a desire to see more of the world and experience first-
hand the wonders described in the stories she grew up
hearing. She has joined several different adventuring
groups during her career, and even though her dis-
plays of sarcasm and wry humor at her companions’
expense would suggest otherwise, she counts each of
them as a close friend.

Garret is a halfling ranger. Several years ago, his
grandfather sent him to look for a distant branch of
his family that had stopped responding to messages.
Garret found the whole clan had been killed, and he
returned to bring the sad news to his family. From that
time, he has been unable to stay in one place for long.
He doesn’t know who or what killed his relatives and
doesn’t dream of vengeance, but he hopes to do some
good in the world that might somehow balance out the
atrocity of their murders.

Verna is a halfling warlock—and among the most
cheerful and gregarious of halflings. The infernal
powers she channels seem to leave no mark on her
spirit or mind. She takes no delight in killing but uses
lethal powers as a practical matter, to protect herself
and her allies. She doesn't often talk of the event that
propelled her into a life of adventuring and a pact with
infernal powers: Without warning, a devil appeared to
her and offered her power, in exchange for a favor to
be named later. In what she still regards as a moment
of folly, she accepted. Nightmares of her unknown
future haunt her sleep, but she never speaks of them.




Ambitious, driven, pragmatic—a race of heroes,
and also a race of villains

RACIAL TRAITS
Average Height: 5 6”-6" 2~
Average Weight: 135-220 Ib.

Ability Scores: +2 to one ability score of your choice
Size: Medium

Speed: 6 squares

Vision: Normal

Languages: Common, choice of one other

Bonus At-Will Power: You know one extra at-will
power from your class.

Bonus Feat: You gain a bonus feat at 1st level. You must
meet the feat’s prerequisites.

Bonus Skill: You gain training in one additional skill
from your class skill list.

Human Defense Bonuses: +1 to Fortitude, Reflex, and
Will defenses.

Of all the civilized races, humans are the most adapt-
able and diverse. Human settlements can be found
almost anywhere, and human morals, customs, and
interests vary greatly.

Play a human if you want . . .

4 to be a decisive, resourceful hero with enough
determination to face any challenge.

4 to have the most versatility and flexibility of
any race.

4 to be able to excel at any class you choose.

WILLIAM O’CONNOR



PHYSICAL QUALITIES

Humans come in a wide variety of heights, weights,
and colors. Some humans have black or dark brown
skin, others are as pale as snow, and they cover the
whole range of tans and browns in between. Their hair
is black, brown, or a range of blonds and reds. Their
eyes are most often brown, blue, or hazel.

Human attire varies wildly, depending on the envi-
ronment and society in which they live. Their clothing
can be simple, ostentatious, or anything in between.
It’s not unusual for several distinct human cultures
to live side by side in a particular area and mingle, so
human armor, weaponry, and other items incorporate
a variety of designs and motifs.

Humans average life spans of about 75 years,
though some venerable members of the race live as
long as 90 or more years.

PLAYING A HUMAN

Humans are decisive and sometimes rash. They
explore the darkest reaches of the world in search

of knowledge and power. They hurl themselves into
danger, dealing with consequences as they arise. They
act first and ponder later, trusting their will to prevail
and their native resourcefulness to see them through
perilous situations.

Humans always look to the horizon, seeking to
expand their influence and their territory. They chase
power and want to change the world, for good or for
ill. Their settlements are among the brightest lights in
a dark and untamed world, and humans constantly
seek to explore new lands and settle new frontiers.

Their self-reliance and bravery inclines humans
toward martial classes such as fighter, warlord, and
rogue. They often prefer to find hidden reserves of
strength in themselves rather than trust to the magic
of wizards or clerics.

That said, humans tend to be a pious race, worship-
ing the whole pantheon of gods. Their myths name no
god as the creator of the race. Some tales say the gods
worked together to create them, infusing them with the
best qualities of each race that had come before. Other
tales say that humans were the creation of a god whose
name is no longer known, a god killed in the war against
the primordials or perhaps assassinated by another deity
(Asmodeus and Zehir are often accused of the deed).

Humans are tolerant of other races, different
beliefs, and foreign cultures. Most human settlements
are diverse places where different races live together
in relative peace. The human empire of Nerath,
the last great world power, united many different
peoples. Most of the human towns that have survived
the empire’s fall are fortified bastions against the
encroaching darkness. When elven forests are razed
or dwarven mines overrun, the survivors often flee to
the nearest human town for protection.

Despite the far reach and power of Nerath, humans
in the present day are a scattered and divided people.
Dozens of small kingdoms, fiefdoms, and free cities
have arisen from Nerath’s ruins, and many of these
realms are petty, weak, or isolated. Tensions and
misunderstandings among them often precipitate skir-
mishes, espionage, betrayal, and even open warfare.

Human Characteristics: Adaptable, ambitious,
bold, corruptible, creative, driven, hardy, pragmatic,
resourceful, territorial, tolerant

Male Names: Alain, Alek, Benn, Brandis, Donn, / )
Drew, Erik, Gregg, Jonn, Kris, Marc, Mikal, Pieter, J
Regdar, Quinn, Samm, Thom, Wil

Female Names: Ana, Cassi, Eliza, Gwenn, Jenn, Kat,
Keira, Luusi, Mari, Mika, Miri, Stasi, Shawna, Zanne

HuUmMAN ADVENTURERS

Three sample human adventurers are described
below.

Brandis is a human fighter, a mercenary who has
sold his sword arm to every baronet, duke, and prince-
ling from the mountains to the coast. His armor is
practical, lacking any decoration, and his sword is
intended only for battle, not as a mark of prestige. He
prays daily to the Raven Queen—not out of devotion
but because he knows that death is inevitable and
he hopes to postpone it as long as possible. He began
adventuring after a mission ended in disaster. His sol-
dier companions were all dead, and he was captured
by hobgoblins and held for a ransom that no one cared
enough to pay. He joined the band of adventurers that
slew the hobgoblins. He has since found adventuring
both more lucrative and more satisfying than his pre-
vious life.

Mari is a human ranger, her eyes always on the
horizon. She is driven by a passion for exploration and
a love of new places. She dreams of ultimately estab-
lishing a new settlement in a place where people can
live in peace and freedom. She prays to Avandra for
protection in her wandering and to Erathis for help
in achieving her dream. She is aware of her life’s con-
tradiction: She is a creature of the wilderness, but her
dream is to tame and cultivate it. A part of her won-
ders whether she would be able to settle in the village
she dreams of founding.

Thom is a human wizard, and his one desire is for
power. He adventures in search of arcane lore and
ancient artifacts that will increase his mastery of
magic. He prays to loun because he sees knowledge as
the key to power, but he is also drawn to Vecna, won-
dering what power the god of secrets might offer him
in exchange for his devotion.
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TIEFLING

Sy

Heirs of a shattered empire who live in the shadows
and do not fear the dark

RACIAL TRAITS
Average Height: 5" 67-6" 2”
Average Weight: 140-230 Ib.

Ability Scores: +2 Intelligence, +2 Charisma
Size: Medium

Speed: 6 squares

Vision: Low-light

Languages: Common, choice of one other

Skill Bonuses: +2 Bluff, +2 Stealth

Bloodhunt: You gain a +1 racial bonus to attack rolls
against bloodied foes.

Fire Resistance: You have resist fire 5 + one-half your
level.

Infernal Wrath: You can use infernal wrath as an
encounter power.

Infernal Wrath Tiefling Racial Power

You call upon your furious nature to improve your odds of

harming your foe.

Encounter

Minor Action  Personal

Effect: You can channel your fury to gain a +1 power bonus
to your next attack roll against an enemy that hit you since
your last turn. If your attack hits and deals damage, add
your Charisma modifier as extra damage.

Heirs to an ancient, infernal bloodline, tieflings have
no realms of their own but instead live within human
kingdoms and cities. They are descended from human
nobles who bargained with dark powers, and long

ago their empire subjugated half the world. But the
empire was cast down into ruin, and tieflings were left
to make their own way in a world that often fears and
resents them.

Play a tiefling if you want . . .
4 to be a hero who has a dark side to overcome.

4 to be good at tricking, intimidating, or persuading
others to do your will.

4 to be a member of a race that favors the warlock,
warlord, and rogue classes.

WILLIAM O’CONNOR



PHYSICAL QUALITIES

Tieflings’ appearance testifies to their infernal blood-
line. They have large horns; thick, nonprehensile tails
that range in length from 4 to 5 feet; sharply pointed
teeth; and eyes that are solid orbs of black, red, white,
silver, or gold. Their skin color covers the whole
human range and also extends to reds, from a ruddy
tan to a brick red. Their hair, cascading down from
behind their horns, is as likely to be dark blue, red, or
purple as more common human colors.

Tieflings favor dark colors and reds, leathers and
glossy furs, small spikes and buckles. Tiefling-crafted
arms and armor often have an archaic style, harkening
back to the glory of their long-vanished empire.

PLAYING A TIEFLING

Hundreds of years ago, the leaders of the human
empire of Bael Turath made pacts with devils to
solidify their hold over its enormous territory. Those
humans became the first tieflings, and they governed
their empire in the name of their infernal masters. In
time, Bael Turath came into conflict with Arkhosia,
the ancient empire of the dragonborn, and decades of
warfare left both empires in ruins. Bael Turath’s grand
capital was thrown down in ruin.

Tieflings are the heirs of the surviving noble dynas-
ties that ruled the empire. Their bloodline is tainted by
their diabolical connections, passing to their descen-
dants through all generations. In many ways, they
are human; they can have children with humans, for
example, but their offspring are always tieflings.

Centuries of other races’ distrust and outright
hatred have made tieflings self-reliant and often too
willing to live up to the stereotypes imposed on them.
As a race without a homeland, tieflings know that they
have to make their own way in the world and that they
have to be strong to survive, and they are not quick to
trust anyone who claims to be a friend. However, when
a tiefling’s companions demonstrate that they trust him
or her, the tiefling quickly learns to extend the same
trust to them. And once a tiefling gives someone trust
and loyalty, the tiefling is a firm friend and ally for life.

Although the nobles of Bael Turath subjugated
themselves to devils, most present-day tieflings give
little thought to gods or patrons, preferring to look out
for themselves. Therefore, they do not often follow the
path of the divine; tiefling clerics or paladins are rare.

Tieflings are not numerous. Sometimes a tiefling
merchant clan that is descended from a Bael Turath
dynasty settles as a group in a land where wealth can
purchase safety and comfort. But most tieflings are
born outside such hidden dynasties and grow up in the
roughest quarters of human cities and towns. These
tieflings often become swindlers, thieves, or crime
lords, who carve out a niche for themselves amid the
squalor of their surroundings.

Tiefling Characteristics: Cunning, disquieting,
imposing, mysterious, proud, rebellious, self-reliant,
sinister, sly, unconventional

Male Names: Akmenos, Amnon, Barakas, Damakos,
Ekemon, Iados, Kairon, Leucis, Melech, Morthos,
Pelaios, Skamos, Therai

Female Names: Akta, Bryseis, Damaia, Ea, Kallista,
Lerissa, Makaria, Nemeia, Orianna, Phelaia, Rieta

Some young tieflings, striving to find a place in the
world, choose a name that signifies a concept and then / )

try to embody the concept. For some, the chosen name ) —-
is a noble quest. For others, it’s a grim destiny.

Modern Names: Art, Carrion, Chant, Despair, Fear,
Gladness, Hope, Ideal, Music, Nowhere, Open, Poetry,
Quest, Random, Reverence, Sorrow, Torment, Weary

TIEFLING ADVENTURERS

Three sample tiefling adventurers are described below.

Akmenos is a tiefling warlock torn between good
and evil. He longs to fit into the human society in
which he lives and would like to call himself genuinely
good. At the same time, he fears that his soul is irre-
trievably tainted by the touch of evil-both the evil in
his blood and the sinister nature of his infernal pact.
He feels as if he is on a tightrope between good and
evil and might eventually fall either way. His compan-
ions recognize the good in his heart and trust him,
and that trust has been enough on some days to keep
him from sliding into evil. His life is tormented, and
though he believes he is called to a great destiny, he is
not sure whether he will become a hero or a villain.

Kallista is a tiefling warlord who prays daily that
Bahamut will help her keep her commitment to live
justly and honorably. She has no love for Bahamut'’s
priests and temples, but she feels a personal connec-
tion to the Platinum Dragon, which inspires her to acts
of nobility and sacrifice. She leads a group of adven-
turers in strikes against evil forces but dreams of one
day leading an army under Bahamut'’s banner. In his
name, she struggles to keep her violent temper and
cruel streak under tight control.

Random is a tiefling rogue, a native of the streets
and alleys of a human city and no stranger to poverty,
mistrust, or prejudice. As far as he’s concerned, good
and evil are a matter for priests and philosophers to
discuss in their marble temples and universities. The
reality of life on the street is survival, and he’s willing
to do what is necessary to survive. As part of an adven-
turing group, he has had his first taste of wealth and
discovered that he likes it, but he hasn’t forgotten his
roots. He has also had his first taste of trust and friend-

ship, which are growing on him as well. _f/
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YOUR CLASS is the primary definition of what
your character can do in the extraordinary magical
landscape of the DuncEoNns & DraGons world.

A class is more than a profession; it is your
character’s calling. Your class choice shapes every
action you take as you adventure across a spell-tangled,
monster-ridden, battle-torn fantasy world.

Will you be a gutsy, youthful sword fighter? A v
pact-sworn warlock with questionable ties?

A gods-worshiping cleric who knows too much?
A flamboyant rogue with a dagger up your sleeve? A
tattooed wizard with a crystal staft? The choice is . I;. ¢
yours. .
This chapter includes the following material: : ?Z

il

e
wi B4

4 Introducing the Classes: Discussion of the details T~
that make up each class, and your first look at 7 pu
paragon paths and epic destinies. s /

4+ How to Read a Power: The specifics on how to '

understand your class’s powers and each power’s
format and effects.

4 The Classes: Class features and complete power | : \ X /
descriptions for the cleric, the fighter, the paladin, > 39
the ranger, the rogue, the warlock, the warlord, and |} e ™ . ; {7/
the wizard, as well as their paragon paths. e — : / > 3‘\(

4+ Epic Destinies: A selection of epic destinies that - % e = N
your character can achieve. !’,"!‘ 1

DAN SCOTT
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INTRODUCING THE CLASSES

This chapter presents full descriptions of the following
eight classes:

Cleric (page 60): A divinely inspired warrior.

Fighter (page 75): A master of martial combat.

Paladin (page 89): A champion dedicated to a
specific deity.

Ranger (page 103): A ranged or two-weapon
combat specialist.

Rogue (page 116): A combatant who uses stealth
and slyness to thwart enemies.

Warlock (page 129): A wielder of arcane power
gleaned from otherworldly entities.

Warlord (page 143): A commander who leads
from the front.

Wizard (page 156): The world’s most powerful
purveyor of magic.

Each class description opens with a summary of the
class’s basic traits and an overview of the class’s place
in the world.

Role: In battle, do members of the class act as
defenders, strikers, leaders, or controllers? (See Chap-
ter 2 for an explanation of these roles.) Each class has
a role associated with it. Different classes approach
their role in different ways, and many classes include
limited elements of one or more other roles as well.
For example, both the fighter and the paladin are
defenders, but the fighter adds some aspects of
the striker to his repertoire, while the paladin has
some abilities often associated with leaders, such as
healing.

Power Source: Each of the eight classes draws
its power from the arcane, the divine, or the martial
power source.

Key Abilities: Most classes have powers and other
features that rely on three different ability scores.
Characters of these classes generally want their three
best scores in these abilities.

Armor and Weapon Proficiencies: Different
classes are proficient with different kinds of armor
and weapons, shown in these two entries. An armor or
weapon proficiency you gain from a class counts as the

CLASS OVERVIEW

Assidebar in each class entry highlights a few key elements
of the class.

Characteristics: The features or qualities of the class
that make it distinct. This section describes how the class
fulfills its role.

Religion: A selection of deities of the D&D pantheon
best suited to the class.

Races: The races best suited for each class.

appropriate Armor Proficiency or Weapon Proficiency
feat (see Chapter 6).

Implement: If the class can use one or more kinds
of implements, that information is noted here.

Bonus to Defense: Each class gives you a bonus to
one or more of your defenses.

Hit Points: Each class description indicates how
many hit points you have at 1st level and how many hit
points you gain with each new level you attain.

Healing Surges: Your class determines how many
healing surges you can spend in a day.

Trained Skills: Every class has a list of class skills,
and you choose a specific number of trained skills
from that list. Some classes give you a predetermined
trained skill.

The last few lines of the Class Traits section point to
later parts of the class entry. Build Options and Class
Features are more fully described in the next major
sections.

Creating a Character: The next section of a class
entry describes each class build in more detail. A
build is the theme you think about when choosing
your powers and other abilities. The build you choose
(if you choose one) suggests what abilities you should
prioritize and gives you some guidance as you choose
powers, at 1st level and as you gain levels.

A build isn’t intended as a constraint, but as a way
to help you make informed choices. If you want to
be a fighter with a greataxe, rather than wielding a
one-handed weapon and a shield, the great weapon
fighter build points you toward the powers that are
most effective in your hands. You can choose powers
intended for the guardian fighter build instead, of
course, and they might help your character be a little
more balanced. Some of those powers, though, won't
be as good for you as they’d be for a fighter with a
shield. Builds aren’t required; they exist to help guide
your decisions.

Each build includes suggestions for choosing feats,
skills, and powers for your 1st-level character. These
are only suggestions—you are free to choose the feats,
skills, and powers that most appeal to you and best fit
with your character concept.

Class Features: Class features are abilities shared
by every member of the class. Some class features
are powers that every member of a class can use,
such as the warlock’s eldritch blast or the cleric’s
Channel Divinity ability. Others are more like racial
traits—they’re not so much things you do as things that
modify the effects of what you do.

Powers: The longest section of a class descrip-
tion contains full descriptions of all the class’s at-will,
encounter, and daily attack powers, as well as its utility
powers.



PARAGON PATHS

You have survived and thrived through ten levels of
adventure.

You've explored dank dungeons, defeated vile
monsters, and learned priceless secrets. You've started
making a name for yourself.

Now you're ready to take the next step: you're ready
to choose a paragon path.

As your class describes your basic role in the party,
your paragon path represents a particular area of
expertise within that role. It's a form of specialization
beyond even what a build choice represents. You might
be a battle cleric and specialize in melee powers, but
starting at 11th level you can be a warpriest and spe-
cialize in battle prayers.

As shown on the Character Advancement table on
page 29, your paragon path gives you new capabilities
from 11th level through 20th level. But adopting a
paragon path doesn’t mean you stop advancing in your
class. All the powers and features you gain from your
paragon path come in addition to your class powers
and features, not instead of them. You don’t stop being
a cleric when you become a radiant servant. Instead,
you gain new capabilities that extend, enhance, and
complement the abilities of your class.

Paragon paths also broaden the use of action points
in different ways. Each paragon path features a dif-
ferent, extra capability that characters can unlock by
spending action points. So, once you pick your para-
gon path, you can still spend an action point to take
an extra action. But you'll also have a new capability
for action points that is unique to your path. Some of
these capabilities come in addition to the extra action
you get for spending an action point, some are used
instead of getting an extra action.

When you reach 11th level, choose a paragon path.
All paths have prerequisites, conditions you have to
fulfill before you can adopt that path.

Paragon Multiclassing: You might choose to
take on powers from a second class in place of a
paragon path. See page 208 for more information on
multiclassing.

INTRODUCING THE PARAGON PATHS
Paragon paths are presented in alphabetical order,
following the appropriate classes in this chapter. Each
paragon path description provides a general overview
followed by game rule information.

Prerequisite: If the paragon path has require-
ments for entry, they are noted here. If a paragon path
has a specific class as a prerequisite, you must either
be a member of that class or have selected a multiclass
feat for the indicated class. For example, you can take
the angelic avenger paragon path if you're a cleric or if
you have selected a cleric multiclass feat.

Path Features: Every paragon path grants you spe-
cific path features, which are similar in nature to the
features you gain from your class.

Powers: Your paragon path gives you powers,
which are described here.

PARAGON PATHS
Cleric (page 72)
Angelic avenger

Rogue (page 126)
Cat burglar

Divine oracle Daggermaster
Radiant servant Master infiltrator

Warpriest Shadow assassin

Fighter (page 86) Warlock (page 140)

Iron vanguard Doomsayer

Kensei Feytouched .

Pit fighter Life-stealer \

Swordmaster / A
q

Paladin (page 100)
Astral weapon

Warlord (page 153)
Battle captain

Champion of order Combat veteran
Hospitaler Knight commander

Justiciar Sword marshal

Ranger (page 113) Wizard (page 169)

Battlefield archer Battle mage

Beast stalker Blood mage

Pathfinder Spellstorm mage
Stormwarden Wizard of the Spiral Tower

EPric DESTINIES

After twenty levels of adventure, what trials could be
left to challenge you? You have conquered countless
foes and become a hero to common folk everywhere.
Deadly dragons and powerful mages alike have fallen
to your might. Your gaze has begun to turn to the
planes beyond the world, and even to the gods them-
selves. Finally, you realize there are no heights you
cannot achieve.

It’s time for you to assume your epic destiny and
shape your legend in the universe forevermore.

Like a paragon path, an epic destiny grants special
powers in addition to your class powers and features.
Unlike paragon paths, epic destinies are not exten-
sions of your class. Instead, they offer extraordinary
abilities that represent your journey toward your ulti-
mate fate . .. as you define it.

See page 172 for more about epic destinies.

Epic Destiny
Archmage
Deadly trickster

Description
Ultimate master of arcane spells

A wanderer, thief, pragmatist,
and survivor
Demigod You are on the path to godhood

Eternal seeker

Your destiny finds you




PoweR TYPES AND USAGE

Every class has access to a mix of attack powers (used
to harm your enemies in combat, more or less directly)
and utility powers (used to overcome a variety of obsta-
cles both in and out of combat). Within each type,
different powers have different restrictions on how
often you can use them: at-will, encounter, or daily.
You can use a power whenever you are able to take
the action the power requires. (Certain conditions, as
defined in Chapter 9, prohibit you from taking actions.)
Your DM might rule that you can’t use powers in spe-
cial circumstances, such as when your hands are tied.

AT-WILL POWERS

You can use your at-will powers as often as you want.
They represent easy weapon swings or simple magical
effects that don’t put any unusual strain on you or tax
your resources in any way.

ENCOUNTER POWERS

An encounter power can be used once per encounter.
You need to take a short rest (page 263) before you can
use one again. Encounter powers produce more power-
ful, more dramatic effects than at-will powers. If you're
amartial character, they are exploits you've practiced
extensively but can pull off only once in a while. If
you're an arcane or divine character, these are spells or
prayers of such power that they take time to re-form in
your mind after you unleash their magic energy.

DAILY POWERS

A daily power can be used once per day. Daily powers
are the most powerful effects you can produce, and using
one takes a significant toll on your physical and mental
resources. If youre a martial character, youre reaching
into your deepest reserves of energy to pull off an amaz-
ing exploit. If youre an arcane magic-user, you're reciting
a spell of such complexity that your mind can only hold it

in place for so long, and once it’s recited, it's wiped from
your memory. If you're a divine character, the divine
might that you channel to invoke these powers is so
strong that you can harness it only once a day.

Daily powers usually include an effect that takes
place regardless of whether the power is used success-
fully. As a result, these limited resources are at least
slightly beneficial every time you use them. Once you
use a daily power, you need to take an extended rest
(page 263) before you can use it again.

No part of the D&D game has as much variety as the
powers that describe what characters can do. Even so,
the way that various powers are described follows a
structured format. Here’s the information you need to
understand how a power works.

NAME AND LEVEL

Acid Wave Wizard Attack 19

The first line of a power description gives the name of the
power, the class it’s associated with, the kind of power it
is (attack or utility), and the power’s level (or the fact that
it’s a class feature). In the above example, acid wave is an
attack power that a wizard can choose at 19th level.

Some powers, such as the racial powers in Chapter
3 and the feat powers in Chapter 6, carry different
information on the right side of this line.

FLAVOR TEXT

A wave of acid dissolves all creatures that stand before you.

The next section of a power description gives a brief
explanation of what the power does, sometimes includ-
ing information about what it looks or sounds like. The
flavor text for acid wave appears here as an example.

POWER SOURCES

Every class relies on a particular source of energy for the
“fuel” that enables members of that class to use powers.
The three power sources associated with the classes in this
book are arcane, divine, and martial.

Arcane: Drawing on magical energy that permeates the
cosmos, the arcane power source can be used for a wide
variety of effects, from fireballs to flight to invisibility. War-
locks and wizards, for example, use arcane magic. Each class
is the representative of a different tradition of arcane study,
and other traditions exist. Arcane powers are called spells.

Divine: Divine magic comes from the gods. The gods
grant power to their devotees, which clerics and paladins,
for example, access through prayers and litanies. Divine
magic excels at healing, protection, and smiting the enemies
of the gods. Divine powers are called prayers.

Martial: Martial powers are not magic in the traditional
sense, although some martial powers stand well beyond the
capabilities of ordinary mortals. Martial characters use their
own strength and willpower to vanquish their enemies.
Training and dedication replace arcane formulas and prayers
to grant fighters, rangers, rogues, and warlords, among
others, their power. Martial powers are called exploits.

Other Power Sources: Additional power sources and
techniques provide characters of different classes with
powers and abilities. These will appear in future Player’s
Handbook volumes. For example, barbarians and druids
draw on the primal forces of nature, monks harness the
power of their soul energy (or ki), and psions call upon the
mind to generate psionic powers. Future power sources
include elemental, ki, primal, psionic, and shadow.



A power’s flavor text helps you understand what
happens when you use a power and how you might
describe it when you use it. You can alter this descrip-
tion as you like, to fit your own idea of what your
power looks like. Your wizard’s magic missile spell, for
example, might create phantasmal skulls that howl
through the air to strike your opponent, rather than
simple bolts of magical energy.

When you need to know the exact effect, look at the
rules text that follows.

KEYWORDS

At-Will ¢ Martial, Weapon
Encounter 4 Divine
Daily 4+ Acid, Arcane, Implement

A power’s keyword entry gives you important rules
information about the power. The first keyword
indicates whether the power is an at-will, encounter,
or daily power. (One example of each type is given
above.) The color used in the line containing the
power name also conveys this information: At-will
powers have a green bar, encounter powers have a red
bar, and daily powers have a black bar.

The other keywords define the fundamental effects
of'a power. For instance, a power that deals acid damage
is an acid effect and thus has the acid keyword. A power
that has the poison keyword might deal poison damage,
or it might slow the target, immobilize the target, or
stun the target. But the poison keyword indicates that
it's a poison effect, and other rules in the game relate
to that fact in different ways. Dwarves have a bonus to
saving throws against poison effects, for example.

Keywords help to determine how, or if, a power
works when the target has resistance, vulnerability, or
immunity to a damage type or an effect type, or if the
power interacts with existing effects. For example, a
ritual that forbids teleportation could block a power
that has the teleportation keyword.

Resistance or immunity to one keyword of a power
does not protect a target from the power’s other effects.
When damage of a power is described as more than
one type, divide the damage evenly between the
damage types (round up for the first damage type,
round down for all others). For example, a power
that deals 25 fire and thunder damage deals 13 fire
damage and 12 thunder damage.

If a power allows you to choose the damage type,
the power then has that keyword for feats, resistances,
and any other information that applies. For example,
the wizard spell elemental maw does 6d6 + Intelligence
modifier damage of a type chosen from the following
list: acid, cold, fire, lightning, or thunder. If you choose
lightning damage, the Astral Fire feat (+1 feat bonus
to damage rolls when you use powers that have the
fire or radiant keywords) doesn’t add to the power’s
damage, but the Raging Storm feat (+1 feat bonus

to damage rolls when you use powers that have the
lightning or thunder keywords) does.

KEYywORD CATEGORIES
Aside from usage keywords (at-will, encounter, and
daily), keywords fall into four categories.

Power Source: The power sources described in this
book are arcane, divine, and martial. Basic attacks,
racial powers, and epic destiny powers have no power
source.

Damage Type: Many powers create energy or a sub-
stance that deals damage to their targets.
Acid: Corrosive liquid.
Cold: Ice crystals, arctic air, or frigid liquid. —~
Fire: Explosive bursts, fiery rays, or simple ignition.
Force: Invisible energy formed into incredibly hard /
yet nonsolid shapes. R
Lightning: Electrical energy. Ve
Necrotic: Purple-black energy that deadens flesh
and wounds the soul.
Poison: Toxins that reduce a creature’s hit points.
Psychic: Effects that target the mind.
Radiant: Searing white light or shimmering colors.
Thunder: Shock waves and deafening sounds.

Effect Type: Some powers are classified according to
how their effects work.

Charm: Mental effects that control or influence the
subject’s actions.

Conjuration: Powers that create objects or crea-
tures of magical energy.

Fear: Effects that inspire fright.

Healing: Powers that restore hit points.

Illusion: Powers that deceive the senses or the
mind.

Poison: Substances that hamper or impede a
creature.

Polymorph: Effects that alter a creature’s physical
form.

Reliable: If you miss when using a reliable power,
you don’t expend the use of that power.

Sleep: Powers that cause sleep or unconsciousness.

Stance: A stance power lasts until the end of the
encounter, for 5 minutes, or until you use another
stance power.

Teleportation: Powers that transport creatures
instantaneously from one location to another.

Zone: Powers that create lingering effects that
extend over an area.

Accessories: These keywords identify items used
with the power. If you have a proficiency bonus to
attack rolls and damage rolls from your weapon or an
enhancement bonus to your attack rolls and damage
rolls from a magic weapon or an implement, you add
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that bonus when you use a power that has the associ-
ated keyword.

Implement: Many arcane spells are more effective
when used in conjunction with an implement—a wiz-
ard’s staff, orb, or wand, or a warlock’s rod or wand.
Many divine prayers use holy symbols as implements.
To grant its benefit to a divine character, a holy symbol
must represent the character’s patron deity or one of a
group of deities the character serves. It’s not necessary
to have an implement in order to use a power that has
the implement keyword.

Weapon: Many martial powers, as well as several
divine powers, can be used only if you're wielding
a weapon. (You can use an unarmed attack as your
weapon.) A weapon's reach or range determines the
reach or range of a power it’s used with.

ACTION TYPE

The next line of a power description begins with
what type of action you have to take when you use
the power. Most powers require a standard action.
Some powers are move actions, a few are immedi-
ate interrupts or immediate reactions, a handful
are minor actions or free actions, and a scant few
require no action. Action types are described on
page 267.

Trigger: An ally in range is hit by an attack
Trigger: An adjacent enemy moves away from you

Trigger: Some powers come into effect only if a
triggering condition occurs. Examples of some typical
“Trigger” entries are given above.

ATTACK TYPE AND RANGE

Following a power’s action type on the same line is the
power’s attack type and its range. The four attack types
are melee, ranged, close, and area. Each of these
attack types (fully described in Chapter 9) has rules
for range and targeting.

Even though these terms are called “attack types,”
they apply to utility powers as well as attack powers.

MELEE
A melee power affects a target (or targets) within
melee reach. Many melee powers require a weapon.
You make a separate attack roll against each target.
Melee weapon: A melee attack power that has a
range of “weapon” allows you to attack a target within
the reach of the weapon you're wielding. Some weap-
ons extend your reach beyond adjacent squares.
Example: If you use a “Melee weapon” power while
you're wielding a dagger, you can attack a target within
1 square of you. If you're wielding a halberd (a reach
weapon), you can attack a target within 2 squares of

you.

Melee 1: A melee power that has a range of 1 can
be used only on an adjacent target.

Melee touch: A melee power that has a range
of “touch” can be used on any target you can reach.
(Some creatures larger than Medium size have a reach
of more than 1 square.)

RANGED

A ranged power affects a target (or targets) at a dis-
tance. For details about how ranged attacks work, see
page 270.

Ranged weapon: A ranged attack power that has a
range of “weapon” allows you to attack a target within
your weapon’s range (see the table on page 219). If the
target is farther away than normal range but within
long range, you take a -2 penalty to attack rolls.

Example: If you use a “Ranged weapon” power with
a shortbow (normal range 15, long range 30), you take
a -2 penalty when attacking targets 16-30 squares
away, and you can't attack creatures farther away than
30 squares.

Ranged [number]: A ranged power that has a
range expressed as a number can be used on a target
within the indicated number of squares.

Ranged sight: A ranged power that has a range of
“sight” can be used on any target within line of sight.
You still need line of effect to the target.

CLOSE

A close power creates an area of effect (page 272) that
originates in a square of your space, and most close
powers can hit multiple targets. For details about how
close attacks work, see page 271.

Close burst [number|: A close burst power allows
you to target creatures or objects within the indicated
number of squares from you in all directions. See page
272 for how to determine the area of a burst.

Close blast [number]: A close blast power allows
you to target creatures or objects within an adjacent
area that is the indicated number of squares on a side.
See page 272 for how to determine the area of a blast.

AREA

An area power creates an area of effect (page 272) that
can originate in a distant square and hits multiple tar-
gets or creates an obstacle. For details about how area
attacks work, see page 271.

Area burst [number| within [number] squares:
To use an area burst power, choose a square within
the range indicated by the second number. The power
affects targets in that square or within a number of
squares equal to the first number.

Area wall [number] within [number]| squares:
To use an area wall power, choose a square within the
range indicated by the second number to be the wall’s



origin square (page 272). The first number represents
the number of squares the wall occupies (all of its
squares must be within range).

PERSONAL

A power that has a range of “personal” affects only you.

PREREQUISITE OR
REQUIREMENT

Prerequisite: You must be trained in Stealth.
Requirement: You must be wielding a light blade.

Certain powers are usable only if you meet a predeter-
mined condition.

Prerequisite: You must meet this provision to
select this power. If you ever lose a prerequisite for a
power (for example, if you use the retraining system to
replace training in a skill with training in a different
skill), you can’t use that power thereafter.

Requirement: You must meet this provision to
use this power. You can have the power in your reper-
toire, but it is not available to you unless you fulfill the
requirement.

TARGET

Target: One creature

Target: You or one ally

Target: Each enemy in burst

Targets: One, two, or three creatures
Target: One object or unoccupied square

If a power directly affects one or more creatures or
objects, it has a “Target” or “Targets” entry.

When a power’s target entry specifies that it affects
you and one or more of your allies, then you can take
advantage of the power’s effect along with your team-
mates. Otherwise, “ally” or “allies” does not include
you, and both terms assume willing targets. “Enemy”
or “enemies” means a creature or creatures that aren't
your allies (whether those creatures are hostile toward
you or not). “Creature” or “creatures” means allies and
enemies both, as well as you.

ATTACK

Attack: Strength vs. AC

Attack: Charisma vs. Will

Attack: Constitution vs. Fortitude

Attack: Intelligence + 4 vs. Reflex

Attack: Dexterity vs. AC, one attack per target

Most attack powers that deal damage require you to
make an attack roll. The “Attack” entry specifies the
kind of attack you make and which of the target’s
defenses you check against. If you have a modifier to
your attack roll, that's mentioned here as well. Exam-
ple entries are given above.

If your power can attack multiple targets, you make
a separate attack roll against each target.

Hir

Hit: 1[W] + Strength modifier damage.

Hit: 3d6 + Intelligence modifier force damage, and the target
is dazed until the end of your next turn.

Hit: 5d6 + Intelligence modifier acid damage, and ongoing 10
acid damage (save ends).

Hit: The target is immobilized (save ends).

Hit: 2[|W] + Dexterity modifier damage, and the target is
slowed and grants combat advantage to you (save ends
both).

Hit: 3d6 + Wisdom modifier thunder damage, and you push
the target a number of squares equal to 3 + your Charisma
modifier.

Hit: 3[W] + Strength modifier damage, and you regain hit
points as if you had spent a healing surge.

Hit: 3[W] + Strength modifier damage, and you and each ally
within 10 squares of you can spend a healing surge.

Every power that requires an attack roll includes a
“Hit” entry, which explains what happens when an
attack roll succeeds. Example entries are given above.
See “Attacks and Defenses,” page 269, for how to
make attack rolls, how to deal damage, and how to
apply various effects, including conditions and forced
movement.

Ongoing damage is a fixed amount rather than an
amount determined by a die roll. Ongoing damage
is applied to a target each round at the start of the
target’s turn until the target makes a successful saving
throw.

If'a “Hit” (or “Effect”) entry contains “(save ends)”
or “(save ends both),” the indicated consequence of the
successful attack persists until the target makes a suc-
cessful saving throw.

If a hit grants you the ability to compel the target
to move, whether through forced movement or tele-
portation, you can move it any number of squares up
to the number specified (or not move it at all, if you so
choose).

Some powers add modifiers to attack rolls or
damage rolls. These modifiers apply to any roll of
the dice, but not to ongoing damage or other static,
nonvariable effects. The paladin’s wrath of the gods
prayer, for example, adds her Charisma modifier to
her and her allies’ damage rolls until the end of the
encounter. When her cleric ally invokes flame strike,
the damage equals 2d10 + Wisdom modifier + the
paladin’s Charisma modifier fire damage and ongoing
5 fire damage. The ongoing damage doesn’t increase,
because it’s a static effect.

Whenever you affect a creature with a power, that
creature knows exactly what you've done to it and
what conditions you've imposed. For example, when
a paladin uses divine challenge against an enemy, the
enemy knows that it has been marked and that it
will therefore take a penalty to attack rolls and some
damage if it attacks anyone aside from the paladin.




Applying a Penalty: When a power description
includes wording such as “a penalty to attack rolls

equal to your Charisma modifier,” that means you sub-

tract the value of your ability modifier from the result
or the numerical quantity that’s being penalized. If
your ability modifier is not a positive number, it does
not provide a penalty.

Regaining Hit Points: Some powers allow you
or someone else to regain hit points. Sometimes the
recipient of this benefit needs to spend a healing surge
(page 293), but if a power description includes the
wording “as if . . . had spent a healing surge,” then the
beneficiary gains the appropriate number of hit points
but does not spend a healing surge to do so.

Within x Squares of You: When this language
appears in a power description, treat the effect it refers
to as a close burst for the purpose of determining line
of effect.

Duration: Most powers take effect and then end—
their effects are instantaneous, perhaps as brief as a
single swing of your sword. Some powers last beyond
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your turn, however—for instance, until the end of the
current encounter or until the end of your next turn. If
you use a power outside combat, it lasts for 5 minutes
unless otherwise noted. Durations are discussed in
more detail on page 278.

Miss

Miss: Half damage.

Miss: Half damage, and no ongoing fire damage.

Miss: Half damage, and the target is not pushed or
immobilized.

Sometimes the dice are against you, and you miss
your target. Missing isn’t always the end of the story,
however. A miss can indicate a splash effect, a glancing
blow, or some other incidental effect of a power. Exam-
ples of some typical “Miss” entries are given above.
Half Damage: When you calculate half damage,
remember to apply the rule about rounding down
(page 11). If a damage roll produces a result of 1, half
of that damage is 0.

STEVE PRESCOTT



SECONDARY TARGET AND
SECONDARY ATTACK

Secondary Target: One creature within 3 squares of you

Secondary Target: The same or a different target

Secondary Target: Each enemy adjacent to the primary target

Secondary Targets: Two creatures within 10 squares of the
primary target

Some powers allow you to make secondary (or even
tertiary) attacks. The power description indicates if
you can make such an attack after the previous attack
was a hit, if that attack was a miss, or regardless of
whether the previous attack hits or misses.

Unless otherwise noted, the range of a secondary
(or tertiary) attack is the same as for the attack that
preceded it.

EFreECT

Effect: Until the end of your next turn, the target’s attack rolls
against you take a penalty equal to your Wisdom modifier.
Effect: You become invisible and then teleport 4 squares. The

invisibility lasts until the start of your next turn.
Effect: The power’s area is difficult terrain until the end of
your next turn. You can end this effect as a minor action.
Effect: You gain temporary hit points equal to 2d6 + your
Constitution modifier.

Many powers produce effects that take place regard-
less of whether your attack roll succeeds, and other
powers have effects that occur without an attack roll
being required. Example entries are given above.

The effects of powers are as varied as the powers
themselves. Some effects impose a condition on the
power’s target. Other effects provide a bonus or a ben-
efit (for you or your allies) or a penalty (for enemies).
Still others change the nature of the battlefield or
create something that didn’t exist a moment ago.

Two kinds of powers—conjurations and zones—
produce distinctive effects that are governed by
special rules.

CONJURATIONS
Powers that have the conjuration keyword create
objects or creatures of magical energy.

Unless a power description says otherwise, a con-
juration can’t be attacked or physically affected, and
allies of the conjuration’s creator can move through
the space a conjuration occupies, but enemies can't.

A conjuration uses your ability scores and defenses
to determine the outcome of attacks it makes and
attacks against it (if such attacks are possible).

Environmental phenomena and other forces have
no effect on a conjuration unless a power description
says otherwise. For example, a conjuration that pro-
duces an icy hand functions in a fiery, volcanic cavern
without penalty.

If a power allows you to move a conjuration, at least
1 square that the conjuration occupies must remain
within the power’s range. If you move far enough away
from a conjuration that it is no longer in range, its
effect immediately ends.

If a conjuration’s creator is slain, the conjuration
immediately ends.

ZONES
The zone keyword applies to powers that create linger-
ing effects that extend over an area. For example, some
zones create terrain effects, such as difficult terrain or
scorching fire that harms anyone who enters it.
Zones cannot be attacked or otherwise physically
affected unless a power description says otherwise. If
zones overlap and impose penalties to the same roll —~
or score, creatures in the overlapping area are subject
to the worst penalty; the penalties are not cumula- /
tive. Similarly, a target in the overlapping area takes R
damage from whichever zone deals the most damage, Ve
regardless of damage type.
Environmental effects, attacks, and other forces
have no effect on a zone unless a power description
says otherwise. For example, a zone that deals fire
damage is in no way diminished by a power that deals
cold damage.
If'a power allows you to move a zone, at least
1 square that the zone covers must remain within the
power’s range. If you move far enough away from a
zone that it is no longer in range, its effects immedi-
ately end.
Unless otherwise specified, a zone fills a power’s
area of effect. Use the standard rules for areas of effect
to determine which squares it fills.
If'a zone’s creator is slain, the zone immediately
ends.

SUSTAIN

Sustain Minor: The zone persists.

Sustain Minor: You slide the target 1 square, whether you hit
or miss.

Sustain Minor: When you sustain the power, you make a
secondary attack.

Sustain Move: You can sustain this power until the end of the
encounter or for 5 minutes.

Sustain Standard: You remain invisible as long as you don’t
make an attack.

If a power has a “Sustain” entry, you can keep that
power active by taking a specified type of action
(minor, move, or standard) during your turn. The “Sus-
tain” entry tells you if a power has an effect that occurs
when you take the action to sustain it. See “Durations,”
page 278, for more about sustaining a power.

CHAPTER 4 | Character Classes/



A1'.

“Have courage, my friends! Pelor favors us today!”

CLASS TRAITS

Role: Leader. You lead by shielding allies with your
prayers, healing, and using powers that improve your
allies attacks.

Power Source: Divine. You have been invested with the
authority to wield divine power on behalf of a deity,
faith, or philosophy.

Key Abilities: Wisdom, Strength, Charisma

Armor Proficiencies: Cloth, leather, hide, chainmail
Weapon Proficiencies: Simple melee, simple ranged
Implement: Holy symbol

Bonus to Defense: +2 Will

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 7 + Constitution modifier

Trained Skills: Religion. From the class skills list below,
choose three more trained skills at 1st level.
Class Skills: Arcana (Int), Diplomacy (Cha), Heal
(Wis), History (Int), Insight (Wis), Religion (Int)

Build Options: Battle cleric, devoted cleric
Class Features: Channel Divinity, Healer’s Lore, healing
word, Ritual Casting

Clerics are battle leaders who are invested with divine
power. They blast foes with magical prayers, bolster
and heal companions, and lead the way to victory with
amace in one hand and a holy symbol in the other.
Clerics run the gamut from humble servants of the
common folk to ruthless enforcers of evil gods.

As a cleric, the deity (or deities) you choose to
revere goes a long way toward defining you, or at least
how other people in the world see you. You could be
a platinum-garbed envoy of Bahamut seeking justice
throughout the land, a shadowy follower of Sehanine
with a roguish streak, a burly disciple of Kord who
believes the virtue of strength is sufficient for all chal-
lenges, or a dwarf cleric of Moradin bringing honor to
the denizens of your mountain home.

Will you protect what is sacred to your god, quest
for legendary holy artifacts, pursue a life of evangelical
adventuring, or attempt all these deeds and more?

WILLIAM O’CONNOR



CREATING A CLERIC

The cleric has two basic builds to start: the battle cleric
and the devoted cleric. Clerics rely on Strength for
their melee attacks and Wisdom for their healing and
non-melee prayers. Charisma also aids their abilities.

BATTLE CLERIC
If you choose to concentrate on melee, you find a
good assortment of strikes to your liking. To achieve
this build, make Strength your primary score. Make
Wisdom your secondary score and assign Charisma
as your tertiary score. Make sure to concentrate on
powers that work with melee attacks, since these play
to your key ability scores.

Suggested Feat: Weapon Focus (Human feat:
Action Surge)

Suggested Skills: Diplomacy, Heal, Insight,
Religion

Suggested At-Will Powers: righteous brand, priest’s
shield

Suggested Encounter Power: wrathful thunder

Suggested Daily Power: avenging flame

Devotep CLERIC
With this build, you choose to stand back and concen-
trate your abilities on keeping your fellow adventurers
healthy and optimized. To this end, choose powers that
grant bonuses and healing, such as divine glow and beacon
of hope. Assign your highest ability score to Wisdom,
with Charisma secondary and Strength tertiary. Make
sure to concentrate on powers that use Wisdom for
attacks, since this is your highest ability score.
Suggested Feat: Channel Divinity feat associated
with your deity (Human feat: Human Perseverance)
Suggested Skills: Arcana, Heal, History, Religion
Suggested At-Will Powers: lance of faith, sacred
flame
Suggested Encounter Power: healing strike
Suggested Daily Power: beacon of hope

CLERIC CLASS FEATURES

Clerics are capable combatants who wield simple
weapons in battle—maces and similar weapons have
long been symbols of divine authority. In addition, all
clerics have the class features described below.

CHANNEL DivINnITY

Once per encounter you can invoke divine power, fill-
ing yourself with the might of your patron deity. With
the divine might you invoke you can wield special
powers, such as turn undead and divine fortune. Some
clerics learn other uses for this feature; for instance,
the divinity feats in Chapter 6 grant characters with
access to the Channel Divinity class feature the ability
to use additional special powers.

Regardless of how many different uses for Channel
Divinity you know, you can use only one such ability
per encounter. The special ability or power you invoke
works just like your other powers.

HEALER'S LORE

Your study of healing allows you to make the most of
your healing prayers. When you grant healing with
one of your cleric powers that has the healing key-
word, add your Wisdom modifier to the hit points the
recipient regains.

HEALING WORD

Using the healing word power, clerics can grant their
comrades additional resilience with nothing more
than a short prayer.

RITUAL CASTING

You gain the Ritual Caster feat (page 200) as a bonus
feat, allowing you to use magical rituals (see Chapter
10). You possess a ritual book, and it contains two ritu-
als you have mastered: the Gentle Repose ritual and
one other 1st-level ritual of your choice.

CLERICS AND DEITIES

All clerics choose a specific faith to which they devote
themselves. Usually this faith is the worship of a spe-
cific patron deity—for example, Moradin, Pelor, or
Erathis. Sometimes clerics are devoted to churches
that venerate groups of deities or even philosophies.
As a cleric, your deity does not directly grant you
powers. Instead, your ordination or investiture as a cleric
grants you the ability to wield divine powers. Clerics
are usually formally ordained by existing clerics who
perform a special ritual to do so, but on rare occasions a
deity moves to directly ordain a worthy worshiper with-

CLERIC OVERVIEW

Characteristics: You are an extremely good healer.
You have a mix of melee and ranged powers. Most of your
attacks deal only moderate damage, but they safeguard
your allies or provide bonuses to their attacks.

Religion: A cleric can choose to worship any deity, but
steer clear of choosing an evil or chaotic evil deity unless
you have permission from your DM to choose one.

Races: Humans and dwarves make ideal clerics. Elves,
half-elves, and dragonborn are good clerics too, but they
rarely have the same values of piety and reverence found in
many human and dwarven cultures. Certain gods attract a
preponderance of clerics of a particular race—for example,
many (but not all) clerics of Moradin are dwarves—but in
general, all races respect all gods to at least some degree.
The race you play and the deity your character worships have
little effect on your cleric’s ability to utilize divine powers.




out any sort of priestly hierarchy involved. What you do
with your powers once you are ordained is up to you,
although if you flagrantly and openly defy your deity’s
tenets, you quickly earn the enmity of the faithful.

GOOD, LAWFUL GOOD, AND UNALIGNED DEITIES
Deity Alignment

Areas of Influence

Avandra Good Change, luck, trade, travel

Bahamut Lawful good Justice, honor, nobility,
protection

Corellon Unaligned  Arcane magic, spring,
beauty, the arts

Erathis Unaligned Civilization, invention, laws

loun Unaligned Knowledge, prophecy, skill

Kord Unaligned Storms, strength, battle

Melora Unaligned  Wilderness, sea

Moradin Lawful good Creation, artisans, family

Pelor Good Sun, summer, agriculture,

time
Raven Queen Unaligned Death, fate, winter

Sehanine Unaligned Trickery, moon, love, autumn

EVIL AND CHAOTIC EVIL DEITIES

Deity Alignment  Areas of Influence
Asmodeus Evil Power, domination, tyranny
Bane Evil War, conquest

Gruumsh Chaotic evil Turmoil, destruction

Lolth Chaotic evil Spiders, shadows, lies
Tiamat Evil Wealth, greed, vengeance
Torog Evil Underdark, imprisonment
Vecna Evil Undeath, secrets

Zehir Evil Darkness, poison, serpents

You must choose a deity compatible with your align-
ment: Good clerics serve good deities, lawful good
clerics serve lawful good deities, and so on. If a deity

is unaligned, your alignment doesn’t matter, so a deity
such as Melora has good, lawful good, evil, chaotic evil,
and unaligned clerics in her service. Similarly, if you're
unaligned, you can serve any god. For example, Pelor is
served by both good clerics and unaligned clerics, but
never by evil, chaotic evil, or lawful good clerics.

For most games, you should choose a good, lawful
good, or unaligned deity for your cleric. Ask your
Dungeon Master before you select an evil or chaotic
evil deity.

IMPLEMENT

Clerics make use of holy symbols to help channel and
direct their divine powers. A cleric wearing or hold-
ing a magic holy symbol can add its enhancement
bonus to the attack rolls and the damage rolls of cleric
powers, as well as cleric paragon path powers, that
have the implement keyword. Without a holy symbol,
a cleric can still use these powers, but he or she doesn’t
gain the bonus provided by the magic implement.

CLERIC POWERS

Your cleric powers are called prayers. Some are

better for the battle cleric and some are better for the
devoted cleric, but a cleric can choose any power when
making a power selection.

CLAss FEATURES

The cleric has two class features that work like powers:
Channel Divinity and healing word. The Channel
Divinity class feature encompasses multiple powers,
two of which (divine fortune and turn undead) are pre-
sented below.

Channel Divinity: Divine Fortune

In the face of peril, you hold true to your faith and receive a spe-
cial boon.

Cleric Feature

Encounter 4 Divine

Free Action Personal

Effect: You gain a +1 bonus to your next attack roll or saving
throw before the end of your next turn.

Channel Divinity: Turn Undead Cleric Feature

You sear undead foes, push them back, and root them in place.

Encounter 4 Divine, Implement, Radiant
Standard Action Close burst 2
(5 at 11th level, 8 at 21st level)

Target: Each undead creature in burst

Attack: Wisdom vs. Will

Hit: 1d10 + Wisdom modifier radiant damage, and you
push the target a number of squares equal to 3 + your
Charisma modifier. The target is immobilized until the end
of your next turn.

Increase damage to 2d10 + Wisdom modifier at 5th level,
3d10 + Wisdom modifier at 11th level, 4d10 + Wisdom
modifier at 15th level, 5d10 + Wisdom modifier at 21st
level, and 6d10 + Wisdom modifier at 25th level.

Miss: Half damage, and the target is not pushed or
immobilized.

Healing Word Cleric Feature

You whisper a brief prayer as divine light washes over your tar-
get, helping to mend its wounds.

Encounter (Special) 4 Divine, Healing

Special: You can use this power twice per encounter, but only
once per round. At 16th level, you can use this power three
times per encounter.

Minor Action Close burst 5

(10 at 11th level, 15 at 21st level)

Target: You or one ally

Effect: The target can spend a healing surge and regain an
additional 1d6 hit points.

Increase the amount of additional hit points regained to 2d6
at 6th level, 3d6 at 11th level, 4d6 at 16th level, 5d6 at
21st level, and 6d6 at 26th level.



LeveEL 1 AT-WILL PRAYERS

Lance of Faith Cleric Attack 1

A brilliant ray of light sears your foe with golden radiance. Spar-
kles of light linger around the target, guiding your ally’s attack.

At-Will 4 Divine, Implement, Radiant

Standard Action Ranged 5

Target: One creature

Attack: Wisdom vs. Reflex

Hit: 1d8 + Wisdom modifier radiant damage, and one ally
you can see gains a +2 power bonus to his or her next at-
tack roll against the target.

Increase damage to 2d8 + Wisdom modifier at 21st level.

Priest’s Shield Cleric Attack 1

You utter a minor defensive prayer as you attack with your
weapon.

At-Will 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and you and one
adjacent ally gain a +1 power bonus to AC until the end of
your next turn.

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

Righteous Brand Cleric Attack 1

You smite your foe with your weapon and brand it with a
ghostly, glowing symbol of your deity’s anger. By naming one of
your allies when the symbol appears, you add divine power to
that ally’s attacks against the branded foe.

At-Will 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and one ally within
5 squares of you gains a power bonus to melee attack rolls
against the target equal to your Strength modifier until the
end of your next turn.

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

Sacred Flame Cleric Attack 1

Sacred light shines from above, searing a single enemy with its
radiance while at the same time aiding an ally with its beneficent
power.

At-Will 4 Divine, Implement, Radiant

Standard Action Ranged 5

Target: One creature

Attack: Wisdom vs. Reflex

Hit: 1d6 + Wisdom modifier radiant damage, and one ally
you can see chooses either to gain temporary hit points
equal to your Charisma modifier + one-half your level or
to make a saving throw.

Increase damage to 2d6 + Wisdom modifier at 21st level.

LEVEL 1 ENCOUNTER PRAYERS

Cause Fear Cleric Attack 1

Your holy symbol ignites with the fury of your god. Uncontrol-
lable terror grips your enemy, causing him to instantly recoil.

CLERIC

Encounter 4 Divine, Fear, Implement

Standard Action Ranged 10

Target: One creature

Attack: Wisdom vs. Will

Hit: The target moves its speed + your Charisma modifier
away from you. The fleeing target avoids unsafe squares
and difficult terrain if it can. This movement provokes
opportunity attacks.

Divine Glow Cleric Attack 1

Murmuring a prayer to your deity, you invoke a blast of white
radiance from your holy symbol. Foes burn in its stern light, but —
your allies are heartened and guided by it. b

Encounter 4 Divine, Implement, Radiant |

Standard Action Close blast 3 L -

Target: Each enemy in blast

Attack: Wisdom vs. Reflex

Hit: 1d8 + Wisdom modifier radiant damage.

Effect: Allies in the blast gain a +2 power bonus to attack rolls
until the end of your next turn.

L

Healing Strike Cleric Attack 1

Divine radiance gleams from your weapon. When you smite your
enemy, your deity bestows a minor blessing in the form of healing
for you or one of your allies.

Encounter 4 Divine, Healing, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier radiant damage, and the
target is marked until the end of your next turn. In
addition, you or one ally within 5 squares of you can
spend a healing surge.

Wrathful Thunder Cleric Attack 1

Your arm is made strong by the power of your deity. When you

strike, a terrible thunderclap smites your adversary and dazes

him.

Encounter 4 Divine, Thunder, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier thunder damage, and the
target is dazed until the end of your next turn.
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LeveL 1 DAILY PRAYERS LEVEL 2 UTILITY PRAYERS

Avenging Flame Cleric Attack 1 Bless Cleric Utility 2
You slam your weapon into your foe, who bursts into flame. Di- You beseech your deity to bless you and your allies.

vine fire avenges each attack your enemy dares to make. Daily 4 Divine

Daily 4 Divine, Fire, Weapon Standard Action Close burst 20

Standard Action Melee weapon Targets: You and each ally in burst

Target: One creature Effect: Until the end of the encounter, all targets gain a
Attack: Strength vs. AC +1 power bonus to attack rolls.

Hit: 2[W] + Strength modifier damage, and ongoing 5 fire

damage (save ends) Cure Light Wounds Cleric Utility 2

Miss: Half d ,and ing fire d .
AL You utter a simple prayer and gain the power to instantly heal

Special: If the target attacks on its turn, it can’t attempt a
[s)avin A iins R ine damage P wounds, and your touch momentarily suffuses you or a wounded
J 3 going BE creature with a dim silver light.

Beacon of Hope Cleric Attack 1 Daily 4 Divine, Healing
- P —— Standard Action Melee touch

Target: You or one creature
Effect: The target regains hit points as if it had spent a heal-

A burst of divine energy harms your foes and heals your allies.
The radiant energy lingers around your holy symbol and im-
proves your healing powers for the rest of the battle.

ing surge.

Daily 4+ Divine, Healing, Implement
Target: Each enemy in burst . .
Attack: Wisdom vs. Will You beseech your deity to grant you or one of your allies the
Hit: The target is weakened until the end of its next turn. RS conte:a hindrance.
Effect: You and all your allies in the burst regain 5 hit points, Encounter 4 Divine

and your healing powers restore +5 hit points until the end Standard Action Ranged 5

of the encounter. Target: You or one ally

Effect: The target makes a saving throw with a bonus equal

Cascade of Light Cleric Attack 1 to your Charisma modifier.

A burst of divine radiance sears your foe.

Sanctuary Cleric Utility 2
Daily 4 Divine, Implement, Radiant

Standard Action Ranged 10 You cast a protective ward upon a creature that makes enemies’
Target: One creature attacks less effective.
Attack: Wisdom vs. Will Encounter 4 Divine
Hit: 3d8 + Wisdom modifier radiant damage, and the target Standard Action Ranged 10
gains vulnerability 5 to all your attacks (save ends). Target: You or one creature
Miss: Half damage, and the target gains no vulnerability. Effect: The target receives a +5 bonus to all defenses. The
effect lasts until the target attacks or until the end of your

Guardian of Faith Cleric Attack 1 pexytun.
You conjure a ghostly guardian, indistinct except for a glowing . " M
shield emblazoned with your deity’s symbol. A burst of radiance Shield of Faith Cleric Utility 2

erupts from it to sear foes that move next to it. A gleaming shield of divine energy appears over you, granting
you and nearby allies protection against attacks.

Daily 4 Conjuration, Divine, Implement, Radiant

Standard Action Ranged 5 Daily 4 Divine

Effect: You conjure a guardian that occupies 1 square within Standard Action Close burst 5
range. Every round, you can move the guardian 3 squares Targets: You and each ally in burst
as a move action. The guardian lasts until the end of the Effect: The targets gain a +2 power bonus to AC until the
encounter. Any creature that ends its turn next to the con- end of the encounter.

jured guardian is subject to a Wisdom vs. Fortitude attack.
On a hit, the attack deals 1d8 + Wisdom modifier radiant
damage.




LEVEL 3 ENCOUNTER PRAVYERS

Blazing Beacon Cleric Attack 3

You invoke your deity’s name, and holy light envelops your
weapon. When you strike your foe, a blazing beacon in the
form of a holy rune floats above its head to guide your allies’
ranged attacks as well.

Encounter 4 Divine, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier radiant damage, and all
ranged attack rolls against the target gain a +4 power bo-
nus until the end of your next turn.

Command Cleric Attack 3

You utter a single word to your foe, a word that demands obedi-
ence. You can choose to drive the foe back, order it closer, or cause
the foe to throw itself to the ground.

Encounter 4¢ Charm, Divine, Implement

Standard Action Ranged 10

Target: One creature

Attack: Wisdom vs. Will

Hit: The target is dazed until the end of your next turn. In
addition, you can choose to knock the target prone or
slide the target a number of squares equal to 3 + your
Charisma modifier.

Daunting Light Cleric Attack 3

A burning column of light engulfs your foe. Its brilliance burns
and hinders your foe’s defense for a short time.

Encounter 4 Divine, Implement, Radiant

Standard Action Ranged 10

Target: One creature

Attack: Wisdom vs. Reflex

Hit: 2d10 + Wisdom modifier radiant damage.

Effect: One ally you can see gains combat advantage against
the target until the end of your next turn.

Split the Sky Cleric Attack 3

You invoke ancient words of wrath as you attack with your weap-
on. The thundering power of your melee strike causes your foe to
stumble backward and fall.

Encounter 4 Divine, Thunder, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Fortitude

Hit: 1[W] + Strength modifier thunder damage, and you
push the target 2 squares and knock it prone.

LeEveL 5 DAILY PRAVYERS

Consecrated Ground Cleric Attack 5

With a wave of your hand, jagged lines of radiant light spread

across the ground around you like a crackling web, moving at

your whim. Enemies that stand upon this ground suffer the

wrath of your deity.

Daily 4 Divine, Healing, Radiant, Zone

Standard Action Close burst 1

Effect: The burst creates a zone of sanctified ground that
lasts until the end of your next turn. You can move the ori-
gin square of the zone 3 squares as a move action. Enemies
that start their turns within the zone take 1d6 + your Cha-
risma modifier radiant damage. You and any allies who are
bloodied and start their turns within the zone regain hit

points equal to 1 + your Charisma modifier.
Sustain Minor: The zone persists.
Rune of Peace Cleric Attack 5 /
You smash your weapon into your foe, leaving behind a glowing :
rune that prevents your foe from making attacks.
Daily 4 Charm, Divine, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Strength vs. Will
Hit: 1[W] + Strength modifier damage, and the target can-
not attack (save ends).
Miss: The target cannot attack you until the end of your next
turn.

Spiritual Weapon Cleric Attack 5

You conjure a glowing weapon adorned with the symbol of your
deity. The weapon attacks one of your foes and guides your allies’
attacks against the same target.

Daily 4 Conjuration, Divine, Implement

Standard Action Ranged 10

Target: One creature

Attack: Wisdom vs. AC

Hit: 1d10 + Wisdom modifier damage.

Effect: You conjure a weapon that appears in the target’s
square and attacks. Your allies gain combat advantage
against the target. You can move the weapon up to 10
squares to another enemy’s square as a move action. The
weapon lasts until the end of your next turn.

Sustain Minor: When you sustain the power, repeat the
attack. Your allies continue to gain combat advantage
against the weapon’s target.

Weapon of the Gods Cleric Attack 5

Your weapon glows with divine radiance, enhancing your attacks.

Daily 4 Divine, Radiant, Weapon

Minor Action Melee touch

Target: One held weapon

Effect: Until the end of the encounter, all attacks made with
the weapon deal an extra 1d6 radiant damage. When the
weapon hits an enemy, the enemy takes a -2 penalty to
AC until the end of the weapon wielder’s next turn.
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LEVEL 6 UTILITY PRAVYERS Break the Spirit Cleric Attack 7
= Calling down the power of your god, you bathe your foe in ago-
Bastion of Health Cleric Utility 6 nizing radiance, driving strength out of its impending attacks.
You invoke a prayer that instantly fortifies one of your allies. Encounter 4 Charm, Divine, Implement, Radiant
Encounter 4 Divine, Healing Standard Action Ranged 10
Minor Action Ranged 10 Target: One creature
Target: You or one ally Attack: Wisdom vs. Will
Effect: The target can spend a healing surge. Add your Cha- Hit: 2d8 + Wisdom modifier radiant damage, and the tar-
risma modifier to the hit points regained. get takes a penalty to attack rolls equal to your Charisma
modifier until the end of your next turn.
Cure Serious Wounds Cleric Utility 6 —
You utter a simple prayer and gain the power to instantly heal Searing Light Cleric Attack 7
wounds, and your touch momentarily suffuses you or a wounded You invoke the power of your deity. From your holy symbol a sear-
creature with bright silver light. ing ray of light flashes forth, striking and blinding your enemy
Daily 4 Divine, Healing for ashort time.
Standard Action Melee touch Encounter 4 Divine, Implement, Radiant
Target: You or one creature Standard Action Ranged 10
Effect: The target regains hit points as if it had spent two Target: One creature
healing surges. Attack: Wisdom vs. Reflex
Hit: 2d6 + Wisdom modifier radiant damage, and the target
Divine Vigor Cleric Utility 6 is blinded until the end of your next turn.
You call deity to invigorat d battle- .
aﬁ;; B sy ou andyour battle-weary Strengthen the Faithful Cleric Attack 7

You utter a solemn prayer as you bring your weapon down upon

Daily 4 Divine, Heali
any vine, Healing your foe, invoking the power of your deity to physically bolster

Minor Action Close burst 5 i

Targets: You and each ally in burst yowand nearby allies.

Effect: Each target regains the use of his or her second wind. Encounter 4 Divine, Healing, Weapon
Standard Action Melee weapon

Hol T Cleric Utility 6 Target: One creature
ElyiEante — — erlc ||ty Attack: Strength vs. AC
A conjured beacon of divine light shines like a lantern, piercing Hit: 2[W] + Strength modifier damage, and you and each
shadows and deception. ally adjacent to the target can spend a healing surge. Add
At-Will 4 Conjuration, Divine your Charisma modifier to the hit points regained.
Standard Action Ranged 3
Effect: You conjure a lantern that appears in 1 square within
range and sheds light 5 squares in all directions. You and LEVEL 9 DAILY PRAVERS
allies in the light gain a +2 power bonus to Perception and -
Insight checks. You can move the lantern up to your speed Astral Defenders Cleric Attack 9
as a minor action. The lantern lasts for 10 hours, but you You conjure two ghostly soldiers, indistinct except for glowing
can have only a single holy lantern active at a time. weapons. They lash out with divine radiance against enemies
that pass.
1evEL 7 ENCOUNTER PRAYERS Daily 4 Conjuration, Divine, Implement, Radiant
Standard Action Ranged 10
Awe Strike Cleric Attack 7 Effect: You conjure two soldiers, each occupying 1 square

within range. The conjured soldiers don’t attack normally,
but whenever an opportunity attack would be provoked
from a conjured soldier, the soldier makes a Wisdom vs.

The supernatural awe and dread that radiates from you as you
swing your weapon leaves your foe momentarily frozen in terror.

Encounter 4 Divine, Fear, Weapon Reflex attack. On a hit, the attack deals 1d10 + Wisdom
Standard Action Melee weapon modifier radiant damage.

Target: One creature You can move one soldier or both a total of 3 squares
Attack: Strength vs. Will as a move action. Creatures can move through the spaces
Hit: 1[W] + Strength modifier damage, and the target is im- occupied by the soldiers. The soldiers last until the end of

mobilized until the end of your next turn. the encounter.




Blade Barrier Cleric Attack 9

A barrier of whirling blades appears, slashing at those who come
too close or try to pass through.

Daily 4 Conjuration, Divine, Implement

Standard Action Area wall 5 within 10 squares

Effect: You conjure a wall of contiguous squares filled with
spinning blades of astral energy that lasts until the end of
your next turn. The wall can be up to 5 squares long and
up to 2 squares high. The spaces occupied by the blade
barrier are difficult terrain.

If a creature enters the barrier’s space or starts its turn
there, it takes 3d6 + Wisdom modifier damage plus
ongoing 5 damage (save ends).

Sustain Minor: The barrier persists.

Divine Power Cleric Attack 9

You swing your weapon in a wide arc around you, creating a halo
of divine energy that drives foes back while fortifying you and
your allies.

Daily 4+ Divine, Healing, Radiant, Weapon

Standard Action Close burst 2

Target: Each enemy in burst you can see

Attack: Strength vs. Fortitude

Hit: 2[W] + Strength modifier radiant damage, and you push
the target 1 square.

Effect: Until the end of the encounter, you gain regeneration
5, and you and each ally within the burst gain a +2 power
bonus to AC.

Flame Strike Cleric Attack 9

A column of flame roars downward to engulf your foes.

Daily 4 Divine, Fire, Implement

Standard Action Area burst 2 within 10 squares

Target: Each enemy in burst

Attack: Wisdom vs. Reflex

Hit: 2d10 + Wisdom modifier fire damage, and ongoing 5 +
Wisdom modifier fire damage (save ends).

Miss: Half damage, and no ongoing fire damage.

LeveL 10 UTILITY PRAYERS

Astral Refuge Cleric Utility 10

With a touch, you send one of your allies to a sequestered loca-
tion in the Astral Sea, where he can recuperate for a brief time
before rejoining the battle.

Daily 4 Divine, Healing, Teleportation

Standard Action Melee touch

Target: One willing ally

Effect: The target is whisked away to a place of safety in the
Astral Sea for 3 rounds. While there, the target can spend
a healing surge each round but cannot take any other ac-
tions. At the end of the effect, the target reappears in the
space he or she left or, if the space is not vacant, in the
nearest unoccupied space.

Cleric Utility 10

Knights of Unyielding Valor

You conjure four ghostly knights that carry huge shields embla-
zoned with the symbol of your deity.

Daily 4 Conjuration, Divine

Standard Action Ranged 10

Effect: You conjure four ghostly warriors, each occupying
1 square within range. As a move action, you can move
any of the knights 2 squares. They can’t attack or be at-
tacked or damaged, and they last until the end of the
encounter.

Enemies can’t enter a square occupied by a conjured
knight, but allies can move through the knights’ spaces as
if the knights were allies. The conjured knights grant cover
to allies but not enemies.

Mass Cure Light Wounds Cleric Utility 10

With a wave of your hand, healing motes of silver light engulf

you and all nearby allies.

Daily 4 Divine, Healing

Standard Action Close burst 5

Targets: You and each ally in burst

Effect: The targets regain hit points as if they had spent
a healing surge. Add your Charisma modifier to the hit
points regained.

Shielding Word Cleric Utility 10

You invoke a prayer that instantly defends one of your allies.

Encounter 4+ Divine

Immediate Interrupt  Ranged 5

Trigger: An ally in range is hit by an attack

Effect: The ally gains a +4 power bonus to AC until the end
of your next turn.

LEVEL 13 ENCOUNTER PRAVYERS

Arc of the Righteous Cleric Attack 13

You channel your god’s divine wrath into your weapon, unleash-
ing an arc of lightning with a successful strike that then leaps to
another foe within range.

Encounter 4 Divine, Lightning, Weapon

Standard Action Melee weapon

Primary Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier lightning damage. Make a
secondary attack.
Secondary Target: One creature within 3 squares of you
Secondary Attack: Strength vs. AC
Hit: 1[W] + Strength modifier lightning damage.

Inspiring Strike Cleric Attack 13

You recite a short verse as you strike your enemy with your
weapon. If you hit, the power of the quoted verse brings healing to
you or an ally close by.

Encounter 4 Divine, Healing, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and you or an ally
within 5 squares regains hit points equal to 15 + your

Charisma modifier. _f/
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Mantle of Glory Cleric Attack 13

Whispering a prayer to your deity, you invoke a blast of white
radiance from your holy symbol. Foes burn in its glorious light,
but your allies are fortified by it.

Encounter 4 Divine, Healing, Implement, Radiant
Standard Action Close blast 5

Target: Each enemy in blast

Attack: Wisdom vs. Will

Hit: 2d10 + Wisdom modifier radiant damage.
Effect: Allies in the blast can spend a healing surge.

Plague of Doom Cleric Attack 13

You direct your attention at an enemy, whisper an ancient battle
prayer, and send jolts of wracking pain through his body.

Encounter 4 Divine, Implement

Standard Action Ranged 10

Target: One creature

Attack: Wisdom vs. Fortitude

Hit: 3d8 + Wisdom modifier damage, and the target takes
a penalty to all defenses equal to your Charisma modifier
until the end of your next turn.

LeveL 15 DAILY PRAYERS

Holy Spark Cleric Attack 15

Crackling with heavenly lightning, your weapon hits your foe and

engulfs him in glowing arcs. Lightning jumps to other foes that

approach the target.

Daily 4 Divine, Lightning, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Will

Hit: 2[W] + Strength modifier lightning damage, and ongo-
ing 10 lightning damage (save ends). While this power’s
ongoing damage is in effect, any ally of the target that
starts its turn within 3 squares of the target takes 2d10
lightning damage.

Miss: Half damage, and no ongoing lightning damage.

Purifying Fire Cleric Attack 15

Divine fire engulfs your foes and leaves them burning. Like
beacons of holy flame, your burning foes heal your nearby allies
while the flames persist.

Daily 4 Divine, Fire, Healing, Implement

Standard Action Area burst 2 within 10 squares

Target: Each enemy in burst

Attack: Wisdom vs. Reflex

Hit: 3d10 + Wisdom modifier fire damage, and ongoing 10
fire damage (save ends). While this power’s ongoing dam-
age is in effect, you and your allies regain hit points equal
to 5 + your Charisma modifier when starting a turn adja-
cent to one or more targets taking the ongoing damage.

Miss: Half damage, and no ongoing fire damage.

Seal of Warding Cleric Attack 15

You create a circle of faintly glowing divine symbols around you
that hinders the movement of enemies caught within it and pro-
tects you and your allies from ranged attacks.

Daily 4+ Divine, Implement, Radiant, Zone

Standard Action Close burst 3

Target: Each enemy in burst

Attack: Wisdom vs. Will

Hit: 4d10 + Wisdom modifier radiant damage, and the tar-
get is slowed until the end of your next turn.

Miss: Half damage, and the target is not slowed.

Effect: The burst creates a zone of difficult terrain that
grants cover to you and your allies against ranged attacks
until the end of your next turn.

Sustain Minor: The zone persists.

LeEveL 16 UTILITY PRAYERS

Astral Shield Cleric Utility 16

You conjure a shimmering silver shield, which you can then move
around the battlefield to provide protection where it is needed
most.

Encounter 4+ Conjuration, Divine

Standard Action Ranged 5

Effect: You conjure a shield that appears in 1 square within
range. You and any allies adjacent to the shield gain a +2
bonus to AC. Every round, you can move the shield up to 3
squares within range as a move action. It can’t be attacked
or damaged and lasts until the end of the encounter.

Cloak of Peace Cleric Utility 16

You utter a prayer as you point toward a nearby ally, surround-
ing him in a mantle of faint silvery light that repels attacks for as
long as he does not attack.
Daily 4 Divine
Standard Action
Target: You or one ally
Effect: The target gains a +5 power bonus to AC and a +10
power bonus to all other defenses until the end of the
encounter. This effect ends if the target makes an attack.

Ranged 10

Divine Armor Cleric Utility 16

As you mutter a fervent prayer, the power of your god encases
you and healing motes of silver light surround you and all nearby
allies.
Daily 4 Divine, Healing
Standard Action Close burst 3
Targets: You and each ally in burst
Effect: You gain a +2 power bonus to AC, and all targets
gain resist 5 to all damage until the end of the encounter.

Hallowed Ground Cleric Utility 16

You speak a prayer, and the ground around you becomes hal-
lowed, granting you and your allies divine protection.

Daily 4+ Divine, Zone

Standard Action Close burst 5

Effect: The burst creates a zone of hallowed ground. You
and any allies gain the following benefits while within the
zone: a +2 power bonus to saving throws, a +2 power bo-
nus to all defenses, and a +2 power bonus to attack rolls.
The area remains hallowed until the end of the encounter.



LEVEL 17 ENCOUNTER PRAVYERS

Blinding Light Cleric Attack 17

You utter a brief prayer, and a brilliant nimbus of golden light
surrounds your weapon, blinding your enemy on impact.

Encounter 4 Divine, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Fortitude

Hit: 2[W] + Strength modifier radiant damage, and the tar-
get is blinded until the end of your next turn.

Enthrall Cleric Attack 17

You begin reciting a verse from some ancient holy text. The truths
you speak are enough to wound and hamper your enemies.

Encounter 4 Charm, Divine, Implement, Psychic

Standard Action Area burst 3 within 10 squares

Target: Each enemy in burst

Attack: Wisdom vs. Will

Hit: 2d10 + Wisdom modifier psychic damage, and the tar-
get is immobilized and unable to make attacks against you
until the end of your next turn.

Sentinel Strike Cleric Attack 17

You shout a sacred invocation, and your weapon smolders with
silver wisps of divine power. In addition to delivering a stern
blow to your enemy, the divine energy clings to your target and
foils its attacks for a short time.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage. Choose one ally
within 5 squares of you; if the target attacks that ally
before the end of your next turn, reduce the target’s
damage against that ally to 0.

Thunderous Word Cleric Attack 17

You shout a word that forcefully thrusts your enemies back while
allowing your allies to position themselves more advantageously.

Encounter 4 Divine, Implement, Thunder

Standard Action Close blast 5

Target: Each enemy in blast

Attack: Wisdom vs. Reflex

Hit: 3d6 + Wisdom modifier thunder damage, and you push
the target a number of squares equal to 3 + your Charisma
modifier.

Effect: Allies in the blast can shift 1 square.

LeEVEL 19 DAILY PRAVYERS

Fire Storm Cleric Attack 19

A roiling cloud of fire scours your foes, lingering on the battlefield

until you allow it to burn itself out.

Daily 4 Divine, Fire, Implement, Zone

Standard Action Area burst 5 within 10 squares

Target: Each enemy in burst

Attack: Wisdom vs. Reflex

Hit: 5d10 + Wisdom modifier fire damage.

Miss: Half damage.

Effect: The burst creates a zone of fire that lasts until the
end of your next turn. Enemies that start their turn in this
zone take 1d10 + Wisdom modifier fire damage.

Sustain Minor: The zone persists.

F

Holy Wrath Cleric Attack 19

A burst of furious light washes over your foes and fortifies you
with the wrath of your god.

Daily 4 Divine, Healing, Implement, Radiant

Standard Action Close burst 3

Target: Each enemy in burst

Attack: Strength vs. AC

Hit: 2d10 + Strength modifier radiant damage.

Effect: You gain regeneration 10 and a +2 power bonus to
attack rolls until the end of the encounter.

Indomitable Spirit Cleric Attack 19

The divine power of your mighty attack fortifies your allies.

Daily 4 Divine, Healing, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage.

Miss: Half damage.

Effect: You and each ally within 5 squares of you regain hit
points as if you had each spent a healing surge.

Knight of Glory Cleric Attack 19

You conjure a ghostly warrior clad in the ceremonial armor of
your faith. With sword in hand, it attacks your enemies.

Daily 4+ Conjuration, Divine, Implement

Standard Action Ranged 10

Target: One creature adjacent to the ghostly knight

Attack: Wisdom vs. AC

Hit: 3d10 + Wisdom modifier damage.

Effect: You conjure a ghostly knight that occupies 1 square
within range, and the knight attacks an adjacent creature.
Once per round as a minor action, you can make the knight
attack an adjacent creature. Every round, you can move the
knight 5 squares as a move action. It lasts until the end of
the encounter.
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Clarion Call of the Astral Sea Cleric Utility 22

You beseech your deity for aid. A heavenly trumpet sounds, and
you or a nearby ally is instantly whisked away to a fortress on
the Astral Sea, restored to full health, and returned safely to the
battlefield in short order.

Daily 4+ Divine, Healing, Teleportation

Standard Action Ranged 10

Target: You or one willing ally

Effect: The target teleports away to a safe location in the
Astral Sea and regains hit points up to its maximum. While
it is away, the target can perceive the surroundings of its
previous location, but it can’t take any actions. At the start
of its next turn, it returns to an unoccupied space chosen
by you within 5 squares of its previous location.

Cloud Chariot Cleric Utility 22

You conjure a white cloud that coalesces into a chariot pulled by a

winged horse, both made of solid cloudstuff.

Daily 4 Conjuration, Divine

Standard Action Ranged 2

Effect: You conjure a chariot of cloudstuff that occupies a
2-by-2 space within range, and a winged horse of cloud-
stuff that occupies a 2-by-2 space adjacent to the chariot.
The horse and chariot have a speed of fly 8. The chariot
can carry up to four Small or Medium creatures, and the
horse can hold one Small or Medium rider. The chariot
grants cover to its occupants. The chariot and the horse
can’t attack or be separated, and they can’t be attacked
or damaged. They remain until you take an extended rest
unless you dismiss them (a free action).

Purify Cleric Utility 22

You wave a hand, releasing golden motes of light that strike
nearby allies, ridding them of all lingering afflictions.
Daily 4+ Divine

Standard Action Close burst 5
LEVEL 22 UTILITY PRAYERS Targets: You and each ally in burst

Effect: Every effect that a save can end is removed from the
Angel of the Eleven Winds Cleric Utility 22 o 4

You conjure a luminous winged angel with indistinct features.

It hovers 1 foot above the ground and grants others the power of Spirit of Health Cleric Utility 22
ight.

ﬂlg_ L . You conjure an insubstantial spirit that hovers in the air nearby

Daily 4 Conjuration, Divine and heals your wounded comrades.

Standard Action Ranged 10

Daily ¢ Conjuration, Divine, Healing

Standard Action Ranged 10

Effect: You conjure a spirit that appears in 1 square within
range. You or any ally adjacent to or in the same square as
the spirit can spend a healing surge as a minor action. The
spirit can heal one target per round and regains its heal-
ing ability at the start of each of your turns. Creatures can
move through the spirit’s space without impediment. The
spirit can’t move or be attacked or damaged, and it lasts
until the end of the encounter.

Effect: You conjure the likeness of an angel that occupies
1 square within range. The angel grants any target you can
see a speed of fly 8 and a +4 power bonus to AC against
opportunity attacks. Changing the target is a minor action.
A creature that no longer benefits from the effect lands on
the ground safely. The angel can’t move or be attacked or
damaged, and it lasts until the end of the encounter.

EVA WIDERMANN



LEVEL 23 ENCOUNTER PRAYERS Sacred Word Cleric Attack 25

A single word of divine power damages and stuns nearby foes.

Astral Blades of Death Cleric Attack 23 . - .
Daily 4+ Divine, Implement, Psychic
You invoke a holy phrase. Merciless blades of silvery light sud- Standard Action Close burst 5
denly appear around your enemy and begin hacking at it. Target: Each enemy in burst
Encounter 4 Divine, Implement, Radiant Attack: Wisdom vs. Fortitude
Standard Action Ranged 10 Hit: 4d10 + Wisdom modifier psychic damage, and the tar-
Target: One creature get is stunned until the end of your next turn.
Attack: Wisdom vs. Reflex Miss: Half damage, and the target is not stunned.

Hit: 6d6 + Wisdom modifier radiant damage.

Seal of Binding Cleric Attack 25
Faintly glowing symbols encirl your fo, rapping it
With a hushed prayer, you imbue your weapon with the divine Daily 4 Divine, Implement
might of your god, such that one hit with the weapon leaves your Standard Action Ranged 10
enemy reeling. Target: One creature
Encounter 4+ Divine, Weapon Attack: Wisdom vs. Will
Standard Action Melee weapon Hit: 3d10 + Wisdom modifier damage, and the target is ~
Target: One creature stunned and can’t be affected by any attack other than
Attack: Strength vs. AC this one until the end of your next turn. / | :
Hit: 3[W] + Strength modifier damage, and the target takes Sustain Standard: Each time you sustain the power, you and -"f %
a -2 penalty to attack rolls until the end of your next turn. the target both take 2d10 + Wisdom modifier damage.
The target remains stunned and protected against all other P
Haunting Strike Cleric Attack 23 attacks. You can’t sustain this power if you are bloodied.
You strike your enemy hard with your weapon and invoke an a .
ancient di\.f);ne curse t)}/zat makes h}i/m more zulnerable to a subse- Seal of Protection Cleric Attack 25
quent attack. You create a circle of faintly glowing symbols that halts your en-
Encounter + Divine, Weapon emies and protects you and your allies from attack.
Standard Action Melee weapon Daily 4+ Divine, Implement, Radiant, Zone
Target: One creature Standard Action Close burst 2
Attack: Strength + 2 vs. AC Target: Each enemy in burst
Hit: 4|W] + Strength modifier damage. The next attack roll Attack: Strength vs. Reflex
you make against the target gains a +2 power bonus. Hit: 3d10 + Strength modifier radiant damage.
Effect: The burst creates a protected zone until the end of
Healing Torch Cleric Attack 23 your next turn. You and each ally within the zone gain a +2
bonus to AC. Enemies that enter the zone end their current
You whisper an ancient prayer, igniting your holy symbol with movement.
divine light that quickly spreads to engulf your enemies and Sustain Minor: The zone persists.
allies. The light sears your foes and momentarily bathes your
allies in a protective, healing glow.
Encounter 4 Divine, Healing, Implement, Radiant LEVEL 27 ENCOUNTER PRAYERS
Standard Action Area burst 5 within 10 squares e h . .
Target: Each enemy in burst Punishing Strike Cleric Attack 27
Attack: Wisdom vs. Will With a simple prayer, you gain a sudden clarity of purpose and
Hit: 3d8 + Wisdom modifier radiant damage. empower your weapon with the indomitable might of your deity.
Effect: You and each ally in the burst gain a power bonus to Encounter + Divine, Weapon
AC equal to your Charisma modifier until the end of your Standard Action Melee weapon
next turn and can spend a healing surge. Add your Charisma Target: One creature
modifier to the hit points regained. Attack: Strength + 2 vs. AC
Hit: 4[|W] + Strength modifier damage.
LEVEL 25 DAILY PRAVERS
Sacrificial Healing Cleric Attack 27
Nimbus of Doom Cleric Attack 25 As you spill the blood of your eneny, you whisper a prayer to your
Your attack illuminates your foe with a radiant glow, guiding deity, who rewards your battle prowess with a timely blessing
attacks against it. upon you and all nearby allies.
Daily 4 Divine, Radiant, Weapon Encounter 4 Divine, Healing, Weapon
Standard Action Melee weapon Standard Action Melee weapon
Target: One creature Target: One creature
Attack: Strength vs. AC Attack: Strength vs. AC
Hit: 6[W] + Strength modifier radiant damage. Hit: 3[W] + Strength modifier damage, and you and each
Effect: The target takes a -2 penalty to all defenses (save ally within 10 squares of you can spend a healing surge. /

ends). Add your Charisma modifier to the hit points regained. 4




Scourge of the Unworthy Cleric Attack 27

You utter a divine phrase that lashes your enemy, dealing a ter-
rible wound.

Encounter 4 Divine, Implement, Necrotic

Standard Action Ranged 20

Target: One creature

Attack: Wisdom vs. Reflex

Hit: 4d10 + Wisdom modifier necrotic damage, and the
target takes a -2 penalty to attack rolls until the end of
your next turn.

Sunburst Cleric Attack 27

When you invoke an ancient prayer, a brilliant burst of light
explodes in front of you, healing your allies and searing your
enemies.

Encounter 4+ Divine, Healing, Implement, Radiant

Standard Action Area burst 2 within 10 squares

Target: Each enemy in burst

Attack: Wisdom vs. Will

Hit: 3d8 + Wisdom modifier radiant damage.

Effect: You and each ally in the burst regain hit points equal
to 10 + your Charisma modifier and make a saving throw.

LevVEL 29 DAILY PRAVYERS

Astral Storm Cleric Attack 29

You unleash a terrible storm upon your enemies, raining ice, fire,
lightning, and thunder down upon them.

Daily 4 Cold, Divine, Fire, Implement, Lightning, Thunder,
Zone

Standard Action Area burst 5 within 20 squares

Target: Each enemy in burst

Attack: Wisdom vs. Reflex

Hit: 6d10 + Wisdom modifier cold, fire, lightning, and thun-
der damage. Resistance doesn’t reduce the damage unless
the target has resistance to all four damage types, and
only the weakest resistance applies. A target that has vul-
nerability to any one of the four damage types is subject to
that vulnerability.

Miss: Half damage.

Effect: The burst creates a stormy zone until the end of your
next turn.

Sustain Minor: When you sustain this power, make a
Wisdom vs. Reflex attack against every enemy within the
zone, dealing 2d10 + Wisdom modifier lightning damage if
you hit and half damage if you miss.

Godstrike Cleric Attack 29

Your weapon explodes with brilliant light as you swing it at your

foe.

Daily 4 Divine, Radiant, Weapon
Standard Action
Target: One creature
Attack: Strength vs. AC
Hit: 7[W] + Strength modifier radiant damage.
Miss: Half damage.

Melee weapon

PARAGON PATHS

ANGELIC AVENGER

““ ”
I am as an angel, an avenger for my god.
Prerequisite: Cleric class

You become a special servant of your god, operating
with angelic powers to promote the word of your faith.
When you use your angelic powers, you briefly take
on the aspects of an angel: Your face blurs into angelic
blankness, astral wings sprout from your back, and
your lower body blurs away.

ANGELIC AVENGER PPATH FEATURES

Angelic Action (11th level): When you spend an
action point to take an extra action, you also gain a +4
bonus to attack rolls until the start of your next turn.

Astral Vibrance (11th level): Choose an energy
form when you gain this feature: lightning, radiant, or
thunder. When a bloodied enemy is within 5 squares
of you at the start of its turn, it takes energy damage of
your chosen type equal to your Charisma modifier.

Weapon Training (11th level): You are proficient
with one heavy blade of your choice.

FRANZ VOHWINKEL



Blood and Radiance (16th level): An enemy that
bloodies you with an attack is outlined with holy radi-
ance, granting combat advantage to you and your allies
until the end of'its next turn.

ANGELIC AVENGER PRAYERS

Astral Wave Angelic Avenger Attack 11

As your angelic visage emerges, a wave of astral energy emanates

from you and washes over your enemies with deadly effect.

Encounter 4+ Divine, Implement; Lightning, Radiant, or
Thunder

Standard Action Close burst 8

Target: Each enemy in burst

Attack: Wisdom vs. Will

Hit: 2d8 + Wisdom modifier damage of the energy type you
chose for your Astral Vibrance path feature.

Angelic Presence Angelic Avenger Utility 12

Your features blur into an angel’s holy veil, and you are filled

with a divine presence.

Daily 4 Divine, Fear

Minor Action Personal

Effect: Enemies gain a -2 penalty to attack rolls against you
until the end of the encounter or until you are bloodied.

Angel Ascendant Angelic Avenger Attack 20

You channel divine energy into a single, powerful attack that

transforms you into an angelic being. Wings of radiant light

spread from your back as your features transform into those of

an angel.

Daily 4 Divine, Weapon

Standard Action Melee weapon

Attack: Strength vs. AC

Hit: 5[W] + Strength modifier damage.

Effect: You gain a speed of fly 6 (hover) until the end of the
encounter. (See the Dungeon Master’s Guide for rules on
hovering.)

Di1vINE ORACLE

“I have seen your fate, written in the waves of the Astral Sea.”
Prerequisite: Cleric class

You become the voice of your god, full of prophecy and
omens. When you use your prophetic powers, your
eyes glow with the silvery depths of the Astral Sea.

Di1vINE ORACLE PATH FEATURES

Foresight (11th level): You and each ally within 5
squares of you can't be surprised. Also, you roll twice
when making an initiative check; use whichever roll
you like.

Prophetic Action (11th level): When you spend
an action point to take an extra action, you also gain
an extra move action that you can use during another
turn later in this encounter.

Terrifying Insight (16th level): Whenever you
make an attack against Will, you can roll twice and
use the higher result. If the attack misses, you are
dazed until the end of your next turn.

DivINE ORACLE PRAVYERS

Prophecy of Doom Divine Oracle Attack 11

You predict dire results for your enemy.

Encounter 4 Divine

Standard Action

Target: One creature

Effect: You or an ally who hits the target with an attack can
choose to make the attack a critical hit. This power lasts
until the end of your next turn or until you or an ally uses
it to make an attack a critical hit.

Good Omens Divine Oracle Utility 12

You peer into the future and predict good fortune for you and

your allies.

Daily 4+ Divine

Standard Action Ranged 10

Targets: You and each ally in range

Effect: The targets gain a +5 power bonus to all d20 rolls
until the end of your next turn, but the targets cannot
score critical hits while this power is in effect.

Hammer of Fate Divine Oracle Attack 20

You hammer your foe with prophetic words of power. If your foe
avoids the barrage, you can untangle the lines of fate and per-
form a different action.

Daily 4+ Divine, Implement

Standard Action Ranged 20

Target: One creature

Attack: Wisdom vs. Will

Hit: 5d10 + Wisdom modifier damage.

Miss: Rewind your turn to the moment before you made the
attack, and you don’t use this power. Choose a different
standard action this turn. You can’t use hammer of fate again
until the next encounter.

Ranged 5

RADIANT SERVANT
“I am the light of faith, banishing the darkness.”

Prerequisite: Cleric class

You become the light of your god in the world, shin-
ing divine illumination into every dark corner and
deep shadow. When you use your radiant powers, your
countenance glows with the brightness of the sun.

RADIANT SERVANT PATH FEATURES
Iluminating Attacks (11th level): Your powers
that have the radiant keyword can now score a critical
hit with a natural die roll of 19 or 20.
Radiant Action (11th level): When you spend an
action point to take an extra action, you can also choose




an enemy within 5 squares of you. That enemy takes
ongoing radiant damage equal to your level (save ends).

Lasting Light (16th level): Any saving throws
made by demons or undead creatures to remove
effects you have placed upon them receive a -2
penalty.

RADIANT SERVANT PRAVYERS

Solar Wrath Radiant Servant Attack 11

Radiant light explodes from you like a solar flare, evaporating
shadows and dealing illuminating damage to everything around
you.

Encounter 4+ Divine, Radiant

Standard Action Close burst 8

Target: Each enemy in burst

Attack: Wisdom vs. Will

Hit: 3d8 + Wisdom modifier radiant damage. If the target
is either an undead creature or a demon, it is also stunned
until the end of your next turn.

Healing Sun Radiant Servant Utility 12

A healing sun shines forth from you, repairing the wounds of
your allies while keeping creatures of darkness at bay.

Daily 4+ Divine, Healing, Radiant, Zone

Standard Action Close burst 2

Effect: The burst creates a zone of divine light until the end
of your next turn. You and each ally who ends his or her
turn within the zone regain hit points equal to 5 + your
Charisma modifier. A demon or an undead creature that
enters the zone or starts its turn there takes 1d10 + your
Charisma modifier radiant damage.

Sustain Standard: The zone persists.

Special: The zone ends at the end of your turn if you are
bloodied.

Radiant Brilliance Radiant Servant Attack 20

You fire a brilliant ray of searing light into a foe, igniting that foe

and briefly turning it into a small sun.

Daily 4 Divine, Implement, Radiant

Standard Action Ranged 20

Target: One creature

Attack: Wisdom vs. Reflex

Hit: 3d10 + Wisdom modifier radiant damage.

Effect: At the start of your next turn, the target is the center
of a burst 5 radiant explosion that affects only your enemies:
Wisdom vs. Will; 3d10 radiant damage; half damage on a
miss.

WARPRIEST
“Let loose the gift of battle!”

Prerequisite: Cleric class

Your god demands battle to accomplish the tenets

of your faith, and you are the chosen priest at the
forefront of the war. When you call upon your divine
powers, your weapons glow with holy light.

WARPRIEST PATH FEATURES

Extra Damage Action (11th level): When you
spend an action point to take an extra action, you also
add one-half'your level to the damage dealt by any of
your standard action attacks this turn.

Warpriest’s Strategy (11th level): Once per
encounter, if you or an adjacent ally rolls a 1 when
making a melee attack or a close attack, you can call
for a reroll.

Warpriest’s Training (11th level): You receive a
+1 bonus to AC when wearing heavy armor.

Warpriest’s Challenge (16th level): When
you hit an enemy with an at-will melee attack, you
can choose to mark that enemy for the rest of the
encounter. The next time that enemy shifts or attacks
a creature other than you, you can make an oppor-
tunity attack against that enemy. If you mark a new
enemy with this feature, any previous marks you have
made with this feature end.

WARPRIEST PRAYERS

Warpriest Attack 11

Battle Cry

You attack every enemy next to you, shouting a revitalizing battle
cry that inspires your allies.

Encounter 4 Divine, Healing, Implement

Standard Action Close burst 1

Target: Each adjacent enemy

Attack: Wisdom vs. Fortitude

Hit: 2[W] + Wisdom modifier

Effect: You and each bloodied ally within 10 squares of you
can spend a healing surge.

Battle Favor Warpriest Utility 12

When you score a critical hit against an enemy, your deity favors

you with healing or by renewing one of your prayers.

Daily 4 Divine, Healing

Free Action Personal

Trigger: You roll a natural 20 when making a melee attack

Effect: Regain hit points as if you had spent two healing
surges, or recover one daily power you have already used.
Once you use this power, you cannot recover it except by
taking an extended rest.

Battle Pyres

You call upon a powerful prayer that turns your enemies into
pyres ablaze with radiant energy.

Warpriest Attack 20

Daily 4+ Divine, Implement, Radiant

Standard Action Close burst 5

Primary Target: Each enemy in burst

Attack: Wisdom vs. Will

Hit: 2d8 + Wisdom modifier damage, and ongoing 5 radiant
damage (save ends). Make a secondary attack.
Secondary Target: One creature taking ongoing radiant
damage within 5 squares of you
Secondary Attack: Wisdom vs. Reflex
Hit: 5d10 + Wisdom modifier damage.
Sustain Standard: You can make the secondary attack in
subsequent rounds as long as at least one of your primary
targets is taking ongoing radiant damage.




FIGHTER

“You’ll have to deal with me first, dragon!”

CLASS TRAITS

Role: Defender. You are very tough and have the excep-
tional ability to contain enemies in melee.

Power Source: Martial. You have become a master of
combat through endless hours of practice, determi-
nation, and your own sheer physical toughness. -~

Key Abilities: Strength, Dexterity, Wisdom, E = = S —
Constitution N e - ~

Armor Proficiencies: Cloth, leather, hide, chainmail, S A - ) L,
scale; light shield, heavy shield ~~ ' “ f
Weapon Proficiencies: Simple melee, military melee, ! & “’

simple ranged, military ranged
Bonus to Defense: +2 Fortitude

Hit Points at 1st Level: 15 + Constitution score
Hit Points per Level Gained: 6
Healing Surges per Day: 9 + Constitution modifier

Trained Skills: From the class skills list below, choose
three trained skills at 1st level.
Class Skills: Athletics (Str), Endurance (Con), Heal
(Wis), Intimidate (Cha), Streetwise (Cha)

Build Options: Great weapon fighter, guardian fighter
Class Features: Combat Challenge, Combat Superiority,
Fighter Weapon Talent

Fighters are determined combat adepts trained to pro-
tect the other members of their adventuring groups.
Fighters define the front line by bashing and slicing
foes into submission while reflecting enemy attacks
through the use of heavy armor. Fighters draw weap-
ons for gold, for glory, for duty, and for the mere joy of
unrestrained martial exercise.

Regardless of your level of skill and the specific
weapons you eventually master, your motivations
determine who you defend and who you slay. You
could be a noble champion who pledges your blade

to gallant causes, a calculating mercenary who cares i
more for the clink of gold than praise, a homeless N,
prince on the run from assassins, or a blood-loving ' § F}
thug looking for the next good fight. ’ \ 7
Your future is yours. When you unsheathe your £ / i
weapon, what battle cry flies from your lips? t} J : —
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F

1

A

‘}
J

=)
)

WILLIAM O’'CONNOR

’.
i

% ]
CHAPTER; 4 | Character Classes



CREATING A FIGHTER

You can choose any fighter powers you like for your
character, but fighters naturally fall into two basic
groups: the great weapon fighter and the guardian
fighter. All fighters rely on Strength. Fighters also
need Constitution, Dexterity, or Wisdom, depending
on which weapon they favor. See “Fighters and Melee
Weapons” for more information.

GREAT WEAPON FIGHTER
You're interested in dealing out the most damage
you can. You prefer big two-handed weapons such as
the greatsword or greataxe. Youre more interested
in fighting hard than fighting smart. Your best abil-
ity score is definitely Strength. A good Constitution
improves your ability to use high damage weapons,
such as axes and hammers. Plus, extra hit points
always help. Select powers that work well with two-
handed weapons to make the most of this build.
Suggested Feat: Power Attack (Human feat:
Action Surge)
Suggested Skills: Athletics, Endurance, Intimidate
Suggested At-Will Powers: cleave, reaping strike
Suggested Encounter Power: spinning sweep
Suggested Daily Power: brute strike

GUARDIAN FIGHTER
To fight better, you fight smarter. You're willing to
trade offense for superior defenses and better abil-
ity to control the battlefield around you. You fight
with a heavy shield and a good one-handed weapon,
such as a longsword, flail, or battleaxe. Like the
great weapon fighter, you make Strength your best
ability score. After that, prioritize your Dexterity to
take advantage of weapons that can be improved by
Dexterity-based feats, or your Wisdom to make the
most of the combat superiority class feature. You're
hard to hurt and hard to move away from. Select
powers that make use of your one-handed weapon
and shield, as well as take advantage of your higher
Dexterity score.

Suggested Feat: Weapon Focus (Human feat:
Human Perseverance)

Suggested Skills: Heal, Intimidate, Streetwise

Suggested At-Will Powers: sure strike, tide of iron

Suggested Encounter Power: covering attack

Suggested Daily Power: comeback strike

FIGHTER CLASS FEATURES

Some of your most important characteristics are the
ability to wear very good armor, your exceptional hit
point total, and your mastery of all military weapons.
In addition, you have three unique class features.

COMBAT CHALLENGE

In combat, it's dangerous to ignore a fighter. Every
time you attack an enemy, whether the attack hits or
misses, you can choose to mark that target. The mark
lasts until the end of your next turn. While a target

is marked, it takes a -2 penalty to attack rolls for any
attack that doesn't include you as a target. A creature
can be subject to only one mark at a time. A new mark
supersedes a mark that was already in place.

In addition, whenever a marked enemy that is
adjacent to you shifts or makes an attack that does not
include you, you can make a melee basic attack against
that enemy as an immediate interrupt.

COMBAT SUPERIORITY

You gain a bonus to opportunity attacks equal to your
Wisdom modifier. An enemy struck by your oppor-
tunity attack stops moving, if a move provoked the
attack. If it still has actions remaining, it can use them
to resume moving.

FIGHTER WEAPON TALENT

Choose either one-handed or two-handed weapons.
When using a weapon of your chosen style, you gain a
+1 bonus to attack rolls.

FIGHTERS AND
MELEE WEAPONS

Fighters master intricacies of melee weapon skill that
other characters can't match. Unlike other classes,
fighters have many encounter powers that work better
when used with specific groups of melee weapons (see
the table below). Powers associated with a weapon
group favor a particular ability score mix, so that
fighters with high Constitution are likely to want to
use axes, hammers, or picks, while fighters with high
Dexterity are more likely to favor heavy blades, light

FIGHTER OVERVIEW

Characteristics: You are extremely tough, with a great
Armor Class and lots of hit points. You have extraordinary
resilience against physical attack. You don’t have much
ability to fight at range, but you excel in melee combat.
You have special abilities that make it dangerous for
enemies to ignore you, so you can contain foes and keep
them away from your friends.

Religion: Fighters naturally favor deities of war,
combat, adventure, or valor. Bahamut and Kord are pop-
ular, as is Avandra. Many unaligned or evil fighters pay
homage to Bane, the god of war.

Races: Fighters come from all races. Dragonborn,
dwarves, and humans are the most common fighters.



blades, flails, or spears. The weapon feats described in
Chapter 6 that provide optimized abilities for specific
groups of weapons favor the same ability score mixes,
so the list below notes the melee weapon groups and
the ability score that is most likely to help you opti-
mize your fighter abilities with that weapon group.

Melee Weapon Groups and Associated Statistics

Axe: Constitution and higher than normal Strength
(battleaxe, handaxe, greataxe, halberd)

Flail: Dexterity (flail, heavy flail, spiked chain)

Hammer: Constitution (maul, throwing hammer,
warhammer)

Heavy Blade: Dexterity (bastard sword, falchion, glaive,
greatsword, longsword, scimitar, scythe)

Light Blade: Dexterity alone is sometimes enough
(dagger, katar, rapier, short sword, shuriken, sickle)

Mace: Constitution (club, great club, mace, morningstar)

Pick: Constitution [and rarely Dexterity] (war pick)

Polearm: Wisdom [and rarely Dexterity] (glaive, halberd,
longspear)

Spear: Dexterity (javelin, longspear, spear)

Staff: Constitution (quarterstaff)

Most melee weapon groups, with the exception
of light blades, require some element of Strength to
access the weapon feats that improve their impor-
tance. (Light blades have some feats that require only
Dexterity, though other light blade feats also require
a modicum of Strength.) The list of weapon groups
above mentions the ability score other than Strength
that helps access the feats that improve a specific
group of weapons, as well as fighter powers that are
tied to specific groups of weapons.

Strength is mentioned in the list only if a weapon
group has unusually high requirements for Strength.

A few weapons, including most polearms, are part
of multiple groups and can therefore be approached
from different optimal ability score builds.

FIGHTER POWERS

Your powers are called exploits. Some work better for
great weapon fighters and some work better for guard-
ian fighters, but you can choose any power you like
when you reach a level that allows you to choose a new
power. The choice of weapon you make also provides
benefits to certain fighter powers.

LEveL 1 AT-WILL ExPLOITS

Cleave
You hit one enemy, then cleave into another.

At-Will 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and an enemy adja-
cent to you takes damage equal to your Strength modifier.

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

Fighter Attack 1

FIGHTER

Reaping Strike Fighter Attack 1

You punctuate your scything attacks with wicked jabs and small
cutting blows that slip through your enemy’s defenses.

At-Will ¢ Martial, Weapon

Standard Action Melee weapon —
Target: One creature N
Attack: Strength vs. AC 1 -
Hit: 1[W] + Strength modifier damage. I -
Increase damage to 2[W] + Strength modifier at 21st level. ..

Miss: Half Strength modifier damage. If you’re wielding
a two-handed weapon, you deal damage equal to your
Strength modifier.

Sure Strike
You trade power for precision.

At-Will ¢ Martial, Weapon

Standard Action Melee weapon
Target: One creature

Attack: Strength + 2 vs. AC

Hit: 1[W] damage.

Increase damage to 2[W] at 21st level.

Fighter Attack 1

Tide of Iron Fighter Attack 1

After each mighty swing, you bring your shield to bear and use it
to push your enemy back.

At-Will ¢ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be using a shield.

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and you push the
target 1 square if it is your size, smaller than you, or one
size category larger. You can shift into the space that the
target occupied.

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

CHAPTER 4 | Character Classes/ﬁ/

4‘ 2



LEVEL 1 ENCOUNTER EXPLOITS
A timely strike against a hated foe invigorates you, giving you the

strength and resole to fight on

You launch a dizzying barrage of thrusts at your enemy, Daily 4 Healing, Martial, Reliable, Weapon

compelling him to give you all his attention. Under the cover of Standard Action Melee weapon

your ferocious attack, one of your allies can safely retreat from Target: One creature

that same foe. Attack: Strength vs. AC

Encounter 4 Martial, Weapon Hit: 2[W] + Strength modifier damage, and you can spend a

Standard Action Melee weapon healing surge.

Target: One creature

Attacki Strength vs. AC

Hit: 2[W] + Strength modifier damage, and an ally adjacent

to the target can shift 2 squares. You strike your enemy hard and hound him with skilled parries

and stern reprisals.
3 . Daily 4 Martial, Weapon

Passing Attack A Stan)tliard Action P Melee weapon

You strike at one foe and allow momentum to carry you forward Target: One creature

into a second strike against a second foe. Attack: Strength vs. AC

Encounter ¢ Martial, Weapon Hit: 2[W] + Strength modifier damage, and you gain a

Standard Action Melee weapon +2 power bonus to attack rolls and a +4 power bonus

Primary Target: One creature to damage rolls against the target until the end of the

Attack: Strength vs. AC encounter.

Hit: 1[W] + Strength modifier damage, and you can shift Miss: Gain a +1 power bonus to attack rolls and a +2 power
1 square. Make a secondary attack. bonus to damage rolls against the target until the end of the
Secondary Target: One creature other than the primary encounter.
target
Secondary Attack: Strength + 2 vs. AC
Hit: 1[W] + Strength modifier damage. LEVEL 2 UTILITY EXPLOITS

Boundless Endurance Fighter Utility 2

Spinning Sweep Fighter Attack 1

You spin beneath your enemy’s guard with a long, powerful cut,
and then sweep your leg through his an instant later to knock him

You shake off the worst of your wounds.
Daily 4 Healing, Martial, Stance

I A hecls Minor Action Personal
L Effect: You gain regeneration 2 + your Constitution modifier
Encounter 4 Martial, Weapon when you are bloodied.
Standard Action Melee weapon
Target: O t
Aaéff;k- St':z:;; :SreAc Get Over Here Fighter Utility 2
Hit: 1[W] + Strength modifier damage, and you knock the You pull one of your allies into a more advantageous position.
target prone. Encounter + Martial
Move Action Melee 1
Steel Serpent Strike Fighter Attack 1 Target: One willing adjacent ally

Effect: You slide the target 2 squares to a square that is ad-

You stab viciously at your foe’s knee or foot to slow him down. No )
jacent to you.

matter how tough he is, he’s going to favor that leg for a time.

Standard Action Melee weapon No Opemng Fighter Utility 2

Target: One creature You raise your weapon or shield to block an opening in your
Attack: Strength vs. AC defenses.
Hit: 2[|W] + Strength modifier damage, and the target is Encounter 4 Martial
slowed and cannot shift until end of your next turn. Immediate Interrupt  Personal
Trigger: An enemy attacks you and has combat advantage
LeveL 1 DAILY EXPLOITS e

Effect: Cancel the combat advantage you were about to
grant to the attack.

Brute Strike Fighter Attack 1
You shatter armor and bone with a ringing blow.

Unstoppable Fighter Utility 2
Daily 4+ Martial, Reliable, Weapon

standard Action Melee weapon You let your adrenaline surge carry you through the battle.

Target: One creature Daily 4 Healing, Martial
Attack: Strength vs. AC Minor Action Personal

Hit: 3[W] + Strength modifier damage. Effect: You gain temporary hit points equal to 2d6 + your
\ Constitution modifier.




LEVEL 3 ENCOUNTER EXPLOITS

Armor-Piercing Thrust Fighter Attack 3

You drive your weapon through a weak point in your foe’s
defenses.

Encounter 4 Martial, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Strength vs. Reflex
Weapon: If you're wielding a light blade or a spear, you gain
a bonus to the attack roll equal to your Dexterity modifier.
Hit: 1[W] + Strength modifier damage.
Weapon: If you’re wielding a light blade or a spear, you gain
a bonus to the damage roll equal to your Dexterity modifier.

Crushing Blow Fighter Attack 3

You wind up and deliver a devastating blow with your weapon.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage.
Weapon: If you're wielding an axe, a hammer, or a
mace, you gain a bonus to the damage roll equal to your
Constitution modifier.

Dance of Steel Fighter Attack 3

Weaving your weapon in a graceful figure-eight, you lash out
with a sudden attack.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage.
Weapon: If you're wielding a polearm or a heavy blade, the
target is slowed until the end of your next turn.

Precise Strike Fighter Attack 3

You trade damage for accuracy when you really want to land an
attack on your opponent.

Encounter 4 Martial, Weapon
Standard Action Melee weapon
Target: One creature

Attack: Strength + 4 vs. AC

Hit: 1[W] + Strength modifier damage.

Rain of Blows Fighter Attack 3

You become a blur of motion, raining a series of blows upon your
opponent.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Primary Target: One creature

Attack: Strength vs. AC, two attacks

Hit: 1[W] + Strength modifier damage.
Weapon: If you're wielding a light blade, a spear, or a flail
and have Dexterity 15 or higher, make a secondary attack.
Secondary Target: The same or a different target
Secondary Attack: Strength vs. AC
Hit: 1[W] + Strength modifier damage.

Sweeping Blow Fighter Attack 3

You put all your strength into a single mighty swing that strikes
many enemies at once.

Encounter 4 Martial, Weapon

Standard Action Close burst 1

Target: Each enemy in burst you can see

Attack: Strength vs. AC
Weapon: If you're wielding an axe, a flail, a heavy blade, or
a pick, you gain a bonus to the attack roll equal to one-half
your Strength modifier.

Hit: 1[W] + Strength modifier damage.

LeveL 5 DAILY ExXPLOITS

Crack the Shell Fighter Attack 5

You break through your enemy’s armor and deal a painful bleed-

ing wound.
Daily 4+ Martial, Reliable, Weapon
Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and the target takes
ongoing 5 damage and a -2 penalty to AC (save ends
both).

Dizzying Blow Fighter Attack 5

You crack your foe upside the head.

Daily 4+ Martial, Reliable, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and the target is
immobilized (save ends).

Rain of Steel Fighter Attack 5

You constantly swing your weapon about, slashing and cutting
into nearby enemies.

Daily 4+ Martial, Stance, Weapon

Minor Action Personal

Effect: Any enemy that starts its turn adjacent to you takes
1[W] damage, as long as you are able to make opportunity
attacks.
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LEVEL 6 UTILITY EXPLOITS
You use your weapon or shield to parry one blow after another,

denying your foes the satisfaction of getting in a solid hit against

No villain or monster can get the drop on you! You.

Daily 4 Martial Encounter 4 Martial, Weapon

No Action Personal Standard Action Melee weapon

Effect: You gain a +10 bonus to your initiative check. Use Target: One creature

this power after rolling your initiative. Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage.

Defonsive Taining QNN et Yoo poer b 0AC or3 7 b
With a soldier’s discipline, you fend off attacks that would over- Y & Y '
1 ! .
g’mle a:;/sler perlsosn Reckless Strike Fighter Attack 7
aily artial, Stance -
Minor Action Personal You trade precision for power.
Effect: Gain a +2 power bonus to your Fortitude, Reflex, or Encounter 4 Martial, Weapon
Will defense. Standard Action Melee weapon

Target: One creature

" . Attack: Strength -2 vs. AC
Unbreakable Fighter Utility 6 Hit: 3[W] + Strength modifier damage.

You steel yourself against a brutal attack.

Encounter 4 Martial Sudden Surge Fighter Attack 7
Immediate Reaction  Personal

Trigger: You are hit by an attack
Effect: Reduce the damage from the attack by 5 + your Con-

You throw your weight into a strike, using the momentum of the
swing to surge forward.

stitution modifier. Encounter 4 Martial, Weapon
Standard Action Melee weapon
Target: One creature
LEVEL 7 ENCOUNTER EXPLOITS Attack: Strength vs. AC
Hit: 2[W] + Strength modifier damage.
Come and Get It Fighter Attack 7 Effect: Move a number of squares equal to your Dexterity
You call your opponents toward you and deliver a blow they will modifier (minimum 1).
never forget.
Encounter 4 Martial, Weapon LEVFEL 9 DAILY EXPLOITS
Standard Action Close burst 3

Target: Each enemy in burst you can see Shift the Battlefield Fighter Attack 9

Effect: Each target must shift 2 and end adjacent to you, if With vill and 1 b fos back
possible. A target that can’t end adjacent to you doesn’t R ieatesotve, you Deat your enemies back.

move. You can then attack any targets that are adjacent to Daily 4+ Martial, Weapon

you (close burst 1). Standard Action Close burst 1
Attack: Strength vs. AC Target: Each enemy in burst you can see
Hit: 1[W] + Strength modifier damage. Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and you slide the

Griffon’s Wrath Fighter Attack 7 target 1 square.
Miss: Half damage.

You rain several heavy overhand blows down on your foe.

They force him to raise his guard high to meet your attack, Thicket of Blades

exposing a vulnerable spot for your next attack—the underarm, Fighter Attack 9
side, or belly. You sting and hinder nearby foes with a savage flurry of strikes
Encounter 4 Martial, Weapon aimed at their legs.
Standard Action Melee weapon Daily 4 Martial, Reliable, Weapon
Target: One creature Standard Action Close burst 1
Attack: Strength vs. AC Target: Each enemy in burst you can see
Hit: 2[W] + Strength modifier damage, and the target takes Attack: Strength vs. AC
a -2 penalty to AC until the end of your next turn. Hit: 3[W] + Strength modifier damage, and the target is

slowed (save ends).




Victorious Surge Fighter Attack 9

You strike true, and your enemy’s howl of pain is like music to
your ears, making you forget about your own wounds.

Daily 4 Healing, Martial, Reliable, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and you regain hit
points as if you had spent a healing surge.

LevEL 10 UTILITY EXPLOITS

Into the Fray Fighter Utility 10

You unleash a fierce battle cry as you leap boldly into the fray.

Encounter 4 Martial

Minor Action Personal

Effect: You can move 3 squares, as long as you can end your
move adjacent to an enemy.

Last Ditch Evasion Fighter Utility 10

Thanks to a combination of skill and luck, you narrowly avoid an
attack but leave yourself perilously exposed.

Daily 4 Martial

Immediate Interrupt  Personal

Trigger: You are hit by an attack

Effect: You take no damage from the attack that just hit you.
However, you are stunned and take a -2 penalty to all de-
fenses until the end of your next turn.

Stalwart Guard Fighter Utility 10

Your thoughts turn to defense as you begin using your weapon or
shield to protect nearby allies.

Daily 4 Martial

Minor Action

Target: Each ally in burst

Effect: The targets gain a +1 shield bonus to AC until the
end of the encounter. If you are using a shield, increase the
bonus to +2 and apply it to your allies’ Reflex defense as
well.

Close burst 1

LeEVEL 13 ENCOUNTER EXPLOITS

Anvil of Doom Fighter Attack 13

Your weapon makes a satisfying clunk as it connects with your
enemy’s skull.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and the target is
dazed until the end of your next turn.
Weapon: If you're wielding a hammer or a mace, the target
is stunned rather than dazed.

Chains of Sorrow Fighter Attack 13

You deliver a ferocious blow and catch your enemy’s armor,
shield, or claws with your weapon as you draw back for another
attack. Your recovery wrenches your enemy out of place.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and the target takes
a -2 penalty to all defenses until the end of your next turn.
Weapon: If you’re wielding a flail, the target’s takes a
penalty to all defenses equal to your Dexterity modifier.

Giant’s Wake Fighter Attack 13

You lay about with heavy, sweeping blows, hewing your enemies

left and right.

Encounter ¢ Martial, Weapon —
Standard Action Melee weapon

Primary Target: One creature
Attack: Strength vs. AC
Hit: 2[W] + Strength modifier damage. Make a secondary
attack. ~
Weapon: If you're wielding an axe, you gain a bonus to the
damage roll equal to your Constitution modifier.
Secondary Target: Each enemy adjacent to the primary
target and within your melee reach
Secondary Attack: Strength vs. AC
Hit: 1[W] + Strength modifier damage.
Weapon: If you’re wielding an axe, you gain a bonus to
the damage roll equal to your Constitution modifier.

Silverstep Fighter Attack 13

You trip your enemies, knocking them back. As they recover, you
shift to a more advantageous position.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Targets: One or two creatures

Attack: Strength vs. AC, one attack per target

Hit: 2[W] + Strength modifier damage, and you push the
target 1 square.
Weapon: If you're wielding a spear or a polearm, you push
the target a number of squares equal to your Dexterity
modifier.

Effect: You shift 1 square.
Weapon: If you're wielding a spear or a polearm, you can
shift a number of squares equal to your Dexterity modifier.
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Storm of Blows Fighter Attack 13 Unyielding Avalanche Fighter Attack 15

You duck and weave between your enemies while slashing at You twirl your weapon about and test the defenses of nearby foes
them ferociously. while expertly parrying their blows.
Encounter 4 Martial, Weapon Daily 4 Healing, Martial, Stance, Weapon
Standard Action Melee weapon Minor Action Personal
Target: One creature Effect: You gain regeneration equal to your Constitution
Attack: Strength vs. AC modifier, a +1 power bonus to AC, and a +1 power bonus
Hit: 1[W] + Strength modifier damage. to saving throws. Any enemy that starts its turn adjacent
Weapon: If you're wielding a heavy blade or a light blade, to you takes 1[W] damage and is slowed until the end
you gain a bonus to the damage roll equal to your Dexterity of its turn, as long as you are able to make opportunity
modifier. attacks.

Effect: After the attack, you can shift 1 square and repeat
the attack against another target within reach. You can

then shift 1 square and repeat the attack against a third LEVEL 16 UTILITY EXPLOITS

target within reach. After the final attack, you can shift . .
1 square. Interposing Shield Fighter Utility 16

Using your weapon or shield, you block an attack made against

Talon of the Roc Fighter Attack 13 a close ally.

Like the deadly talon of a great raptor, your steel pierces your foe Encounter 4 Martial
and pins him in place. Immediate Interrupt  Melee 1

Trigger: An adjacent ally is hit by an attack

Effect: The ally gains a +2 power bonus to AC and Reflex
defense against the triggering attack. If you are using a
shield, increase the bonus to +4.

Encounter 4 Martial, Weapon
Standard Action Melee weapon
Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and the target is . - -
slowed until the end of your next turn. Iron Warrior Fighter Utility 16

Weapon: If you're wielding a pick or a spear, the target also Like a tankard of bad ale, you don’t go down easy.
cannot shift until the end of your next turn. Daily 4+ Healing, Martial
Minor Action Personal
LEVEL 15 DAILY EXPLOITS Effect: You spend a healing surge, regain additional hit

points equal to 2d6 + your Constitution modifier, and

Dragon’s Fangs Fighter Attack 15 make a saving throw against one effect that a save can

end.
You strike twice in rapid succession.

Daily 4 Martial, Weapon Surprise Step Fighter Utility 16

Standard Action Melee weapon , . .
Targets: One or two creatures You dog your enemy’s footsteps, refusing to yield.
Attack: Strength vs. AC, two attacks against one target or one Encounter 4 Martial
attack against each target Immediate Reaction  Personal
Hit: 3[W] + Strength modifier damage. Trigger: An adjacent enemy moves away from you
Miss: Half damage. Effect: Shift into the square that the enemy vacated. You

have combat advantage against that enemy until the end

Serpent Dance Strike Fighter Attack 15 RIEEIDext turn.

You weave through the battlefield, striking like a hungry serpent
and sweeping the feet out from under your enemies.

Daily 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and the target is
knocked prone if it is your size or smaller.

Effect: After the attack, you can shift 1 square and repeat the
attack against another target within reach. You can shift and
repeat the attack up to three times against different targets.




MATT CAVOTTA

LeVEL 17 ENCOUNTER EXPLOITS Vorpal Tornado Fighter Attack 17 [l
You become a whirling cyclone of death, spinning your weapon ==
Exacting Strike Fighter Attack 17 about as you strike one foe after another, pushing them back and 6
You trade damage for accuracy to land a much-needed hit on knocking them down. =
your opponent. Encounter 4 Martial, Weapon
Encounter 4 Martial, Weapon Standard Action Close burst 1
Standard Action Melee weapon Target: Each enemy in burst you can see
Target: One creature Attack: Strength vs. AC
Attack: Strength + 6 vs. AC Hit: 1[W] + Strength modifier damage. You push the target
Hit: 2[W] + Strength modifier damage. 1 square, and it is knocked prone.
Exorcism of Steel Fighter Attack 17 Warrior’s Challenge Fighter Attack 17
You chop at your foe’s hand, causing a grievous injury and forc- You land a mighty blow that causes your foe to stagger backward.
ing him to drop his weapon. With a wicked grin, you hoist your weapon and flash it menac-
Encounter 4 Martial, Weapon ingly at other enemies nearby.
Standard Action Melee weapon Encounter + Martial, Weapon
Target: One creature Standard Action Melee weapon ~
Attack: Strength vs. Reflex Target: One creature -
Hit: 2[W] + Strength modifier damage, and the target drops Attack: Strength vs. AC | =
one weapon it is holding. You can choose to catch the Hit: 3[W] + Strength modifier damage, and you push the -‘_f i
dropped weapon in a free hand or have it land on the target 2 squares.
ground at your feet (in your square). Special: All of your enemies within 2 squares of the target are ~

marked until the end of your next turn.

Harrying Assault Fighter Attack 17

You frustrate your enemy, landing a calculated blow and then
moving away before he can retaliate.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage.

Effect: After the attack, you can move a number of squares
equal to your Dexterity modifier and make a melee basic
attack after your move.

Mountain Breaking Blow Fighter Attack 17

You land a ringing blow, then push your enemy back without
giving other nearby enemies the opportunity to strike you.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and you push the
target 3 squares.

Effect: After the attack, you can shift the same distance you
pushed the target. You must end your move adjacent to
the target.
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LeveL 19 DAILY ExXPLOITS

Devastation’s Wake Fighter Attack 19

You thrash your foes with a devastating array of strikes, and then
unleash your fury a second time against anyone left standing.

Daily 4+ Martial, Weapon

Standard Action Close burst 1

Primary Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage.

Miss: Half damage.

Effect: Until the start of your next turn, adjacent enemies
are subject to a secondary attack.

Secondary Target: Any enemy that moves adjacent to you or
starts its turn adjacent to you

Secondary Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage.

Reaving Strike Fighter Attack 19

You swing your weapon in a terrific arc, hitting with such force
that your foe stumbles backward.

Daily 4+ Martial, Reliable, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 5[W] + Strength damage, and you push the target
1 square.

Strike of the Watchful Guard Fighter Attack 19

After landing a tremendous blow, you dog your enemy and make
him think twice about turning his back on you.

Daily ¢ Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 4]W] + Strength modifier damage.

Effect: Until the end of the encounter, you can make a melee
basic attack against the target as a free action if you are

adjacent to it and it either shifts or attacks one of your allies.

LeEveL 22 UTILITY EXPLOITS

Act of Desperation Fighter Utility 22

The sight of one of your friends dying propels you into sudden
action.

Daily 4 Martial

Minor Action Personal

Requirement: An ally within 10 squares is dying.
Effect: You gain an action point that you must spend during
your current turn.

No Surrender Fighter Utility 22

You refuse to go down, turning a death blow into one last chance

for victory.

Daily 4 Healing, Martial

Immediate Reaction  Personal

Trigger: Your hit points drop to 0 or lower

Effect: You regain enough hit points to bring you to one-half
your maximum hit points. However, you take a -2 penalty
to attack rolls until the end of the encounter.

LEVEL 23 ENCOUNTER EXPLOITS

Cage of Chains Fighter Attack 23

After landing a decisive blow, you skillfully use your weapon to
entangle and restrain your opponent.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Reflex

Hit: 4[|W] + Strength modifier damage.
Weapon: If you’re wielding a flail and are adjacent to the
target at the end of your turn, the target is restrained until
the start of your next turn.

Fangs of Steel Fighter Attack 23

You lunge forward and draw blood from one enemy, then spin
around and strike another foe with deadly ferocity.

Encounter 4 Martial, Weapon
Standard Action Melee weapon
Primary Target: One creature
Attack: Strength vs. AC
Hit: 3[W] + Strength modifier damage. Make a secondary
attack.
Weapon: If you’re wielding a light blade or a heavy blade,
you gain a bonus to the damage roll equal to your Dexterity
modifier.
Secondary Target: One creature adjacent to the primary
target and within your melee reach
Secondary Attack: Strength vs. AC
Hit: 2[W] + Strength modifier damage
Weapon: If you're wielding a light blade or a heavy
blade, you gain a bonus to the damage roll equal to your
Dexterity modifier.

Hack ’n’ Slash Fighter Attack 23

You swing your weapon in deadly arcs, mercilessly hacking and
slashing at your foe’s armor until finally you break through.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 4[|W] + Strength modifier damage.
Weapon: If you’re wielding an axe, you gain a bonus to the
damage roll equal to your Constitution modifier.



Paralyzing Strike Fighter Attack 23

With a sharp thrust of your weapon, you leave your enemy
nearly paralyzed with pain.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC
Weapon: If you're wielding a pick, a polearm, or a spear, you
can score a critical hit on a roll of 18-20.

Hit: 3[W] + Strength modifier damage, and the target is im-
mobilized until the end of your next turn.

Skullcrusher Fighter Attack 23

You bring your weapon down upon your enemy’s skull with a
loud crack that leaves him dazed and reeling.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 4[W] + Strength modifier damage, and the target is
dazed until the end of your next turn.
Weapon: If you're wielding a hammer or a mace, you gain
a bonus to the damage roll equal to your Constitution
modifier, and your enemy is blinded until the end of your
next turn.

Warrior’s Urging Fighter Attack 23

You call your opponents toward you and strike out with lashing
blows.

Encounter ¢ Charm, Martial, Weapon

Standard Action Close burst 4

Target: Each enemy in burst you can see

Effect: Each target must shift 3 and end adjacent to you, if
possible. A target that can’t end adjacent to you doesn’t
move. You can then attack any targets that are adjacent to
you (close burst 1).

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage.

LeveL 25 DAILY ExPLOITS

Reaper’s Stance Fighter Attack 25

Every enemy within your reach falls victim to the ruthless preci-
sion of your attacks and suffers bleeding wounds.

Daily 4 Martial, Stance, Weapon

Minor Action Personal

Effect: Whenever you use a fighter power, you can score a
critical hit on a roll of 19-20, and you gain a power bonus
to damage rolls equal to your Dexterity modifier. Any en-
emy that starts its turn adjacent to you takes 1[W] damage
and ongoing 10 damage (save ends), as long as you are
able to make opportunity attacks.

Reign of Terror Fighter Attack 25

After smashing your weapon into a foe with amazing force, you
cast your baleful glare upon the enemies that still stand before

you.
Daily 4+ Martial, Reliable, Weapon
Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 6[W] + Strength modifier damage, and all of your en-
emies you can see are marked until the end of your next
turn.

Supremacy of Steel Fighter Attack 25

Your weapon blurs as you attack your foe a dozen times in the
blink of an eye. You have an answer for every parry and every
counterattack. Under your incredible assault, your enemy can
do little more than defend itself.

Daily 4 Martial, Reliable, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 6]W] + Strength modifier damage, and until the end of
your next turn the only attacks the target can make are
basic attacks.

/_:;

LEVEL 27 ENCOUNTER EXPLOITS

Adamantine Strike Fighter Attack 27

Your weapon breaks through shields and armor like they're made
of parchment.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Reflex

Hit: 4[|W] + Strength modifier damage, and the target takes
a -2 penalty to AC until the end of your next turn.

Cruel Reaper Fighter Attack 27

You spin your weapon about, carving into adjacent foes and caus-
ing them to scream in agony. Without warning, you slip through
their blockade and make another spinning sweep.

Encounter 4 Martial, Weapon

Standard Action Close burst 1

Primary Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage.

Effect: You can shift 2 squares, and then make a secondary
attack.
Secondary Target: Each enemy in close burst 1
Secondary Attack: Strength vs. AC
Hit: 2[W] + Strength modifier damage.
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Diamond Shield Defense

Your shield becomes your staunchest ally.

Fighter Attack 27

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be using a shield.

Target: One creature

Attack: Strength vs. AC

Hit: 4[W] + Strength modifier damage, and you take half
damage from the target’s attacks until the end of your
next turn.

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

Indomitable Battle Strike Fighter Attack 27

You will not be denied your enemy’s blood, and other foes that
witness your savage attack know the ill fate that awaits them.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 4]W] + Strength modifier damage.

Effect: All of your enemies within 10 squares of you are
marked until the end of your next turn.

LeVEL 29 DAILY POWERS

Force the Battle Fighter Attack 29

With the slightest flick of your weapon and minimal movement,
you control the battle and turn your enemies’ thoughts from con-
quest to survival.

Daily 4 Martial, Stance, Weapon

Minor Action Personal

Effect: You deal an extra 1[W] damage with your at-will and
encounter fighter powers. If an enemy starts its turn ad-
jacent to you, you can use an at-will fighter power against
it as a free action at the start of its turn, as long as you are
able to make opportunity attacks.

No Mercy Fighter Attack 29
Let nothing stand between a warrior and the object of his wrath.
Daily 4 Martial, Reliable, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC
Hit: 7[W] + Strength modifier damage.

Storm of Destruction Fighter Attack 29

You knock aside your enemies’ weapons, creating holes in their
defenses that enable you to strike deadly blows against two of
them at once.

Daily 4 Martial, Weapon

Standard Action Melee weapon

Targets: One or two creatures

Attack: Strength vs. AC, one attack per target
Hit: 5[W] + Strength modifier damage.

Miss: Half damage.

PARAGON PATHS

IRON VANGUARD

“With every attack I make, I grow stronger and more
confident.”

Prerequisite: Fighter class

You become a vision of physical perfection, mighty in
body and ruthless in your pursuit of victory over every
foe. No one defends the front line of battle better than
you do, easily taking ground and pushing the enemy to
and fro.

IRON VANGUARD PPATH FEATURES

Enduring Warrior (11th level): When you drop
an enemy to 0 hit points or fewer, you regain hit points
equal to your Constitution modifier.

Ferocious Reaction (11th level): When you are
reduced to 0 hit points or fewer, as an immediate inter-
rupt before you fall unconscious, you can spend an
action point to take an extra action. In addition, when-
ever you spend an action point to take an extra action,
you also gain a +4 bonus to all defenses until the start
of your next turn.

Trample the Fallen (16th level): When you push
a creature or knock a creature prone, it takes damage
equal to your Constitution modifier.

IRON VANGUARD EXPLOITS

Frontline Surge Iron Vanguard Attack 11

You beat back your enemy, allowing you and your allies to seize
new ground.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and you push the
target 1 square. You can shift into the square formerly
occupied by the target. If you do so, each ally within 2
squares of you can shift 1 square as well.

Inexorable Shift Iron Vanguard Utility 12

You throw yourself at your enemy and knock him back.

Encounter 4 Martial

Move Action Personal

Effect: Shift into any adjacent square. If a creature occupies
the square into which you shift, you push that creature
1 square.



Indomitable Strength Iron Vanguard Attack 20

A mighty blow sends your opponent flying through the air and

gives you a few seconds to regain your composure.

Daily 4 Healing, Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 4[W] + Strength modifier damage, and you push the
target 1 square and it is knocked prone. In addition, the
target is dazed until the end of your next turn.

Miss: Half damage.

Effect: You can spend a healing surge.

KENSE]

“My weapon and I are as one.”
Prerequisite: Fighter class

You study an ancient form of martial training that

makes you one with your chosen weapon, creating
a combination of destruction that few foes can long
stand against.

KENsSEI PATH FEATURES

Kensei Control Action (11th level): You can
spend an action point to reroll one attack roll, damage
roll, skill check, or ability check, instead of taking an
extra action.

Kensei Focus (11th level): You gain a +1 bonus to
attack rolls with a melee weapon of your choice.

Kensei Mastery (16th level): You gain a +4 bonus
to damage rolls with the same weapon you selected
for Kensei Focus. If you ever use a different type of
weapon, you lose this benefit, and the benefit for
Kensei Focus, until you take a short rest, during which
time you reattune yourself to your chosen weapon
with a short meditation.

KEeNsSEI ExXPLOITS

Masterstroke

An unerring strike foretells your enemy’s demise.

Kensei Attack 11

Encounter 4 Martial, Weapon
Standard Action Melee weapon
Target: One creature

Attack: Strength + 2 vs. AC

Hit: 2[W] + Strength modifier damage.

Ultimate Parry Kensei Utility 12

With a whirl of your weapon, you expertly deflect an enemy’s
attack.

Daily 4+ Martial

Immediate Reaction  Personal

Trigger: You take damage from an attack

Effect: Reduce the damage by an amount equal to your
level.

Weaponsoul Dance Kensei Attack 20

You leap from one foe to the next, striking with ever-increasing
accuracy while negotiating your way through your enemies’

thicket of swords.
Daily 4+ Martial, Weapon
Standard Action Melee weapon

Primary Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and the target is
knocked prone and immobilized until the end of your next
turn.

Effect: You can shift 5 squares, and then make a secondary
attack.

Secondary Target: One creature other than the primary
target

Secondary Attack: Strength + 2 vs. AC

Hit: 2[W] + Strength modifier damage, and the target is
knocked prone and immobilized until the end of your next ~.

attack.

Tertiary Target: One creature other than the primary and
secondary targets

Tertiary Attack: Strength + 3 vs. AC

Hit: 1[W] + Strength modifier damage, and the target is
knocked prone and immobilized until the end of your next
turn.

turn.
Effect: You can shift 5 squares, and then make a tertiary / ‘|
A

P11 FIGHTER
“I fight dirty, and I fight to win.”

Prerequisite: Fighter class

You have learned to fight in dungeons and brawling
pits, picking up every survival trick along the way. It
might not be the prettiest or most elegant fighting style
around, but it gets the job done.

P11 FIGHTER PATH FEATURES

Armor Optimization (11th level): You have
learned to make the most of the armor you wear,
positioning it to better absorb and deflect blows. You
gain a +1 bonus to AC whenever you wear any kind of
armor.

Extra Damage Action (11th level): When you
spend an action point to take an extra action, you also
add one-half'your level to the damage dealt by any of
your standard action attacks this turn.

Dirty Fighting (16th level): Using tricks and
techniques you have learned in constant battles, you
know how to add an extra level of pain to every hit you
deliver. Increase the damage you deal when using a
weapon by a number equal to your Wisdom modifier
(minimum +1).




PP1T FIGHTER EXPLOITS

All Bets Are Off Pit Fighter Attack 11

After landing a solid blow, you belt your enemy in the face with
your fist.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage. Make a secondary
attack against the same target.
Secondary Attack: Strength + 2 vs. AC
Hit: 1d6 + Strength modifier damage, and the target is
dazed until the end of your next turn.

Deadly Payback Pit Fighter Utility 12

You react viciously to an enemy that just hurt you.

Daily 4+ Martial, Weapon

Immediate Reaction  Personal

Trigger: You take damage from a melee attack

Effect: Until the end of your next turn, you gain a +2 bonus
to attack rolls and damage rolls against the enemy that
damaged you.

Lion of Battle Pit Fighter Attack 20

You skewer yet another unworthy foe and let loose a terrifying

roar of triumph when he falls.

Daily 4 Fear, Martial, Weapon

Standard Action Melee weapon

Primary Target: One creature

Attack: Strength vs. AC

Hit: 4|W] + Strength modifier damage. If the target was
bloodied before the attack, it takes +2[W] damage.

Miss: Half damage.

Effect: If you reduce the target to O hit points or fewer, you
can make a secondary attack.
Secondary Target: Each enemy within 5 squares of you
Secondary Attack: Strength vs. Will
Hit: The target moves its speed away from you.

SWORDMASTER

“My blade is exquisite and deadly, as much a work of art as
itis a weapon. And in my hands, it is unstoppable.”

Prerequisite: Fighter class
You and your blade are as one. You are a master of the

sword, able to employ your steel in ways that no lesser
warrior can even imagine.
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SWORDMASTER PATH FEATURES

Steel Defense Action (11th level): When you
spend an action point to take an extra action, you also
gain a +4 bonus to AC and Reflex defense until the
start of your next turn.

Steel Grace (11th level): When you charge with a
light blade or a heavy blade that is not a polearm, you
can use Containing Strike or Reaping Strike instead of
your melee basic attack.

Steel Blitz (16th level): When you score a critical
hit with a light blade or a heavy blade, you regain the
use of a fighter encounter power you've already used in
the encounter.

SWORDMASTER EXPLOITS

Precision Cut Swordmaster Attack 11

You slip your blade past your enemy’s armor and slice him just
so, leaving a bleeding gash.

Encounter 4 Martial, Weapon

Standard Action (Special) Melee weapon
Special: This power can be used as an opportunity attack.
Target: One creature

Attack: Strength vs. Reflex

Hit: 3[|W] + Strength modifier damage.

Fantastic Flourish

With perfect timing, you flick one enemy’s blood into the eyes of
another.

Encounter 4+ Martial

Minor Action Ranged 5

Requirement: You make a successful melee attack with a
light blade or heavy blade (not a polearm)

Target: One enemy other than the one you just hit

Effect: The target is marked until the end of your next turn.

Swordmaster Utility 12

Crescendo Sword Swordmaster Attack 20

With a tremendous roar, you swing your blade over your head
and make lunging strikes at all nearby enemies. At the end of the
flurry, you regain some of your power.

Daily 4+ Martial, Weapon

Standard Action Close burst 1

Requirement: You must be wielding a light blade or a heavy
blade (not a polearm).

Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage.

Effect: If you hit at least one of your enemies, you regain one
daily power you have already used. If you miss all enemies,
you regain one encounter power you have already used.




PALADIN

“I am the righteous shield of Moradin and a sword
in his mighty hand! I fear no evil!”

CLASS TRAITS

Role: Defender. You are extremely durable, with high
hit points and the ability to wear the heaviest armor.
You can issue bold challenges to foes and compel
them to fight you rather than your allies.

Power Source: Divine. You are a divine warrior, a cru-
sader and protector of your faith.

Key Abilities: Strength, Charisma, Wisdom

Armor Proficiencies: Cloth, leather, hide, chainmail,
scale, plate; light shield, heavy shield

Weapon Proficiencies: Simple melee, military melee,
simple ranged

Implements: Holy symbol

Bonus to Defense: +1 Fortitude, +1 Reflex, +1 Will

Hit Points at 1st Level: 15 + Constitution score
Hit Points per Level Gained: 6
Healing Surges per Day: 10 + Constitution modifier

Trained Skills: Religion. From the class skills list below,
choose three more trained skills at 1st level.
Class Skills: Diplomacy (Cha), Endurance (Con), Heal
(Wis), History (Int), Insight (Wis), Intimidate (Cha),
Religion (Int)

Build Options: Avenging paladin, protecting paladin
Class Features: Channel Divinity, Divine Challenge, lay
on hands

Paladins are indomitable warriors who've pledged
their prowess to something greater than themselves.
Paladins smite enemies with divine authority, bolster
the courage of nearby companions, and radiate as if a
beacon of inextinguishable hope. Paladins are trans-
figured on the field of battle, exemplars of divine ethos
in action.

To you is given the responsibility to unflinchingly
stand before an enemy’s charge, smiting them with
your sword while protecting your allies with your
sacrifice. Where others waver and wonder, your moti-
vation is pure and simple, and your devotion is your
strength. Where others scheme and steal, you take the
high road, refusing to allow the illusions of temptation
to dissuade you from your obligations.

Take up your blessed sword and sanctified shield,
brave warrior, and charge forward to hallowed glory!

WILLIAM O’'CONNOR
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CREATING A PALADIN

Paladins rely on Strength, Charisma, and Wisdom for
most of their key abilities and powers. Constitution is
useful as well, although no paladin powers are specifi-
cally based on Constitution. Paladins start with two
common builds: the avenging paladin and the protect-
ing paladin.

AVENGING PALADIN
You burn with the desire to punish the wicked and
smite the unbelievers. In your view, the best way to
safeguard your allies is to destroy your enemies with
divine power and overwhelming attacks. Choose
Strength as your highest ability score, since your most
damaging attacks are based on Strength. Charisma
should be your second-best ability score, and Wisdom
your third. Consider wielding a big two-handed
weapon such as a greatsword or greataxe, and choose
powers that deliver the highest amount of damage.

Suggested Feat: Power Attack (Human Feat:
Human Perseverance)

Suggested Skills: Endurance, Heal, Intimidate,
Religion

Suggested At-Will Powers: holy strike, valiant
strike

Suggested Encounter Power: radiant smite

Suggested Daily Power: paladin’s judgment

PROTECTING PALADIN

You emphasize defense, guarding your allies, and
healing and bolstering them with a few of your
powers. You do not deal as much damage as the aveng-
ing paladin, but you are better at dealing with a wider
array of situations. Your best ability score should be
Charisma. Choose Strength for your second-best

score (you'll want a few Strength-based attacks), and

PALADIN OVERVIEW

Characteristics: Like the fighter, you are extremely dura-
ble. You wear the best armor available, and your defenses
are very high. You can force enemies to fight you rather
than your weaker allies by using powers to challenge your
enemies. Your ranged attack ability is not very good, but
you are very capable in melee.

Religion: Warriors wielding divine power can be found
in the service of any deity, even evil or chaotic evil ones.
However, the majority of paladins serve good or lawful
good deities such as Avandra, Bahamut, Moradin, or
Pelor.

Races: Most paladins are humans or dwarves. These
races have strong traditions of pious warriors choosing to
devote themselves to divine service. Dragonborn and half-
elves make good paladins, too.

Wisdom as your third-best score. The protecting pala-
din works best as a shield-carrying warrior, so you
should probably use a heavy shield and a one-handed
weapon such as a longsword or a warhammer. Select
powers that help your allies, along with a few damage-
dealing powers for when the need arises.

Suggested Feat: Healing Hands (Human feat:
Action Surge)

Suggested Skills: Diplomacy, Heal, Insight,
Religion

Suggested At-Will Powers: bolstering strike,
enfeebling strike

Suggested Encounter Power: shielding smite

Suggested Daily Power: radiant delirium

IMPLEMENT

Paladins make use of holy symbols to help channel
and direct their divine powers. A paladin wearing or
holding a magic holy symbol can add its enhancement
bonus to the attack rolls and the damage rolls of paladin
powers, as well as paladin paragon path powers, that
have the implement keyword. Without a holy symbol, a
paladin can still use these powers, but he or she doesn’t
gain the bonus provided by the magic implement.

A holy avenger, a special magic weapon, can also
be used as an implement for paladin powers, as well
as paladin paragon path powers. These weapons are
highly sought after by paladins.

PALADINS AND DEITIES

As fervent crusaders in their chosen cause, paladins
must choose a deity. Paladins choose a specific faith

to serve, as well as an alignment. You must choose an
alignment identical to the alignment of your patron
deity; a paladin of a good deity must be good, a paladin
of a lawful good deity must be lawful good, and a pala-
din of an unaligned deity must be unaligned. Evil and
chaotic evil paladins do exist in the world, but they are
almost always villains, not player characters.

Good, Lawful Good, and Unaligned Deities

Avandra Good Change, luck, trade, travel

Bahamut Lawful Good Justice, honor, nobility,
protection

Corellon Unaligned Arcane magic, spring,
beauty, the arts

Erathis Unaligned Civilization, invention, laws

loun Unaligned Knowledge, prophecy, skill

Kord Unaligned Storms, strength, battle

Melora Unaligned Wilderness, sea

Moradin Lawful Good Creation, artisans, family

Pelor Good Sun, summer, agriculture,

time
Raven Queen Unaligned
Unaligned

Death, fate, winter
Sehanine Trickery, moon, love,

autumn



Paladins are not granted their powers directly by their
deity, but instead through various rites performed
when they first become paladins. Most of these rites
involve days of prayer, vigils, tests and trials, and
ritual purification followed by a knighting ceremony,
but each faith has its own methods. This ceremony of
investiture gives a paladin the ability to wield divine
powers. Once initiated, the paladin is a paladin forev-
ermore. How justly, honorably, or compassionately the
paladin wields those powers from that day forward

is up to him, and paladins who stray too far from the
tenets of their faith are punished by other members of
the faithful.

PALADIN CLASS FEATURES

Your armor, your shield, and your weapon are the
most important tools of your trade. In addition, you
have the following class features.

CHANNEL DivINnITY

Once per encounter you can invoke divine power, fill-
ing yourself with the might of your patron deity. With
the divine might you invoke you can wield special
powers, such as divine mettle and divine strength. Some
paladins learn other uses for this feature; for instance,
the divinity feats in Chapter 6 grant characters with
access to the Channel Divinity class feature the ability
to use additional special powers.

Regardless of how many different uses for Channel
Divinity you know, you can use only one such ability
per encounter. The special ability or power you invoke
works just like your other powers.

DivINE CHALLENGE

The challenge of a paladin is filled with divine
menace. You can use the divine challenge power to
mark an enemy of your choice.

LAY oN HANDs

Using the lay on hands power, paladins can grant their
comrades additional resilience with a touch of their
hands and a short prayer, though they must give of
their own strength to do so.

PALADIN POWERS

Paladin powers are called prayers. In battle, paladins
rely on their deities to strengthen their sword-arms
and fortify them against the attacks of their enemies.

CLASs FEATURES

The paladin has three class features that work like
powers: Channel Divinity, divine challenge, and lay

on hands. The Channel Divinity class feature encom-
passes multiple powers, two of which (divine mettle and
divine strength) are presented below.

Paladin Feature

Channel Divinity: Divine Mettle

Your unswerving faith in your deity empowers a nearby creature
to resist a debilitating affliction.

Encounter 4+ Divine

Minor Action Close burst 10

Target: One creature in burst

Effect: The target makes a saving throw with a bonus equal
to your Charisma modifier.

Channel Divinity: Divine Strength Paladin Feature

You petition your deity for the divine strength to lay low your
enemies.

Encounter 4 Divine

Minor Action Personal

Effect: Apply your Strength modifier as extra damage on
your next attack this turn.

Divine Challenge Paladin Feature

You boldly confront a nearby enemy, searing it with divine light if
it ignores your challenge.

At-Will 4 Divine, Radiant

Minor Action Close burst 5

Target: One creature in burst

Effect: You mark the target. The target remains marked un-
til you use this power against another target, or if you fail
to engage the target (see below). A creature can be subject
to only one mark at a time. A new mark supersedes a
mark that was already in place.

While a target is marked, it takes a -2 penalty to attack
rolls for any attack that doesn’t include you as a target.
Also, it takes radiant damage equal to 3 + your Charisma
modifier the first time it makes an attack that doesn’t in-
clude you as a target before the start of your next turn. The
damage increases to 6 + your Charisma modifier at 11th
level, and to 9 + your Charisma modifier at 21st level.

On your turn, you must engage the target you chal-
lenged or challenge a different target. To engage the
target, you must either attack it or end your turn adjacent
to it. If none of these events occur by the end of your turn,
the marked condition ends and you can’t use divine chal-
lenge on your next turn.

You can use divine challenge once per turn.

Special: Even though this ability is called a challenge, it
doesn’t rely on the intelligence or language ability of the
target. It’s a magical compulsion that affects the creature’s
behavior, regardless of the creature’s nature. You can’t place
a divine challenge on a creature that is already affected by
your or another character’s divine challenge.

l.ay on Hands Paladin Feature

Your divine touch instantly heals wounds.

At-Will (Special) ¢ Divine, Healing

Special: You can use this power a number of times per day
equal to your Wisdom modifier (minimum 1), but only once
per round.

Minor Action

Target: One creature

Effect: You spend a healing surge but regain no hit points.
Instead, the target regains hit points as if it had spent a
healing surge. You must have at least one healing surge
remaining to use this power.

Melee touch

PALADIN
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LeveL 1 AT-WILL PRAYERS

Bolstering Strike Paladin Attack 1

You attack your foe without mercy or reprieve, and your accuracy
is rewarded with a divine gift of vigor.

At-Will 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage, and you gain tem-
porary hit points equal to your Wisdom modifier.

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

Enfeebling Strike Paladin Attack 1
Your brutal weapon attack leaves your foe weakened.

At-Will 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 1[W] + Charisma modifier damage. If you marked the
target, it takes a -2 penalty to attack rolls until the end of
your next turn.

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

Holy Strike Paladin Attack 1

You strike an enemy with your weapon, which ignites with holy

light.

At-Will 4 Divine, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier radiant damage. If you
marked the target, you gain a bonus to the damage roll
equal to your Wisdom modifier.

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

Valiant Strike Paladin Attack 1

As you bring your weapon to bear, the odds against you add
strength to your attack.

At-Will 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength + 1 per enemy adjacent to you vs. AC
Hit: 1[W] + Strength modifier damage.

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

LEVEL 1 ENCOUNTER PRAVYERS

Fearsome Smite Paladin Attack 1

When you strike a foe with your weapon, the force of the blow
causes him to shudder and second-guess his tactics.

Encounter 4+ Divine, Fear, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage. Until the end of
your next turn, the target takes a penalty to attack rolls
equal to your Wisdom modifier.
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Piercing Smite Paladin Attack 1

Silvery spikes cover your weapon, punching through your foe’s
armor.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Reflex

Hit: 2[W] + Strength modifier damage, and the target and a
number of enemies adjacent to you equal to your Wisdom
modifier are marked until the end of your next turn.

Radiant Smite Paladin Attack 1

Your weapon glows with a pearly luminescence. Enemies shrink
from its pure light, especially creatures of supernatural evil such
as demons and devils.

Encounter 4 Divine, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier + Wisdom modifier radiant
damage.

Shielding Smite Paladin Attack 1

A translucent golden shield forms in front of a nearby ally as you
attack with your weapon.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage.

Effect: Until the end of your next turn, one ally within 5
squares of you gains a power bonus to AC equal to your
Wisdom modifier.

LeEveEL 1 DAILY PRAYERS

On Pain of Death Paladin Attack 1

You invoke a prayer that wracks your foe with terrible pain and
causes further pain whenever he makes an attack.

Daily 4+ Divine, Implement

Standard Action Ranged 5

Target: One creature

Attack: Charisma vs. Will

Hit: 3d8 + Charisma modifier damage. Once per round, the
target takes 1d8 damage after making any attacks on its
turn (save ends).

Miss: Half damage. Once per round, the target takes 1d4
damage after making any attacks on its turn (save ends).

Paladin’s Judgment Paladin Attack 1

Your melee attack punishes your enemy and heals an ally.

Daily 4 Divine, Healing, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and one ally within
5 squares of you can spend a healing surge.

Miss: One ally within 5 squares of you can spend a healing
surge.



Radiant Delirium Paladin Attack 1

You engulf your enemy in searing ribbons of radiance.

Daily 4+ Divine, Implement, Radiant

Standard Action Ranged 5

Target: One creature

Attack: Charisma vs. Reflex

Hit: 3d8 + Charisma modifier radiant damage, and the
target is dazed until the end of your next turn. In addition,
the target takes a -2 penalty to AC (save ends).

Miss: Half damage, and the target is dazed until the end of
your next turn.

LEVEL 2 UTILITY PRAYERS

Astral Speech Paladin Utility 2

You speak with such compelling conviction that others find it dif-

ficult to refute your beliefs and claims.

Daily 4 Divine

Minor Action Personal

Effect: You gain a +4 power bonus to Diplomacy checks
until the end of the encounter.

Martyr’s Blessing Paladin Utility 2
You step into an attack made against an adjacent ally to save
your comrade.

Daily 4+ Divine

Immediate Interrupt  Close burst 1

Trigger: An adjacent ally is hit by a melee or a ranged attack
Effect: You are hit by the attack instead.

Sacred Circle Paladin Utility 2

You trace a circle around you with your hand, and it quickly
expands into a wide circle of faintly glowing runes that glows
brightly and protects you and your close allies.

Daily 4 Divine, Implement, Zone

Standard Action Close burst 3

Effect: The burst creates a zone that, until the end of the

encounter, gives you and allies within it a +1 power bonus
to AC.

LEVEL 3 ENCOUNTER PRAYERS

Arcing Smite Paladin Attack 3

You swing your weapon in a wide arc that strikes not one but two
creatures within your reach.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Targets: One or two creatures

Attack: Strength vs. AC, one attack per target

Hit: 1[W] + Strength modifier damage, and the target is
marked until the end of your next turn.

Invigorating Smite Paladin Attack 3

When you hit an enemy with your weapon, you and your allies
suddenly feel invigorated by the divine power of your faith.

Encounter 4 Divine, Healing, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Will

Hit: 2[|W] + Charisma modifier damage. If you are bloodied,
you regain hit points equal to 5 + your Wisdom modifier.
Bloodied allies within 5 squares of you also regain hit
points equal to 5 + your Wisdom modifier.

Righteous Smite Paladin Attack 3

Your righteous blow fills you and your nearby allies with preter-
natural resolve.

Encounter 4 Divine, Healing, Weapon
Standard Action Melee weapon —
Target: One creature .
Attack: Charisma vs. AC | )
Hit: 2[W] + Charisma modifier damage, and you and each -jf
ally within 5 squares of you gain temporary hit points 3
equal to 5 + your Wisdom modifier.

Staggering Smite Paladin Attack 3
With a mighty swing of your weapon, you knock your enemy
back.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and you push
the target a number of squares equal to your Wisdom
modifier.

LeEveL 5 DAILY PRAVYERS

Hallowed Circle Paladin Attack 5

You wave your hand through the air, and a wide circle of faintly
glowing symbols appears around you, damaging enemies and
protecting allies within its confines.

Daily 4+ Divine, Implement, Zone

Standard Action Close burst 3

Target: Each enemy in burst

Attack: Charisma vs. Reflex

Hit: 2d6 + Charisma modifier damage.

Effect: The burst creates a zone of bright light. You and each
ally within the zone gain a +1 power bonus to all defenses
until the end of the encounter.

Martyr’s Retribution Paladin Attack 5

Divine light engulfs your weapon as you sacrifice your ability to
heal in order to strike down your enemy.

Daily 4 Divine, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC, and you must spend a healing surge
without regaining any hit points

Hit: 4[|W] + Strength modifier radiant damage.

Miss: Half damage.
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Sign of Vulnerability Paladin Attack 5

You cause a nearby foe to convulse with pain and render it more
susceptible to radiant energy.

Daily 4 Divine, Implement, Radiant

Standard Action Ranged 5

Target: One creature

Attack: Charisma vs. Fortitude

Hit: 3d8 + Charisma modifier radiant damage, and the tar-
get gains vulnerability 5 to radiant damage until the end
of the encounter.

Miss: Half damage, and the target gains no vulnerability.

LEVEL 6 UTILITY PRAYERS

Divine Bodyguard Paladin Utility 6

As your weapon connects with your enemies, so too does the

magic of your god connect you to your allies.

Daily 4 Divine

Minor Action Ranged 5

Effect: Choose an ally within 5 squares of you. You take half
that ally’s damage until the end of the encounter or until
you end the effect as a free action. No power or effect can
reduce the damage you take from this power.

One Heart, One Mind Paladin Utility 6

You and your trusted allies form a telepathic bond.

Daily 4 Divine

Minor Action Close burst 6

Targets: You and each ally in burst

Effect: Until the end of the encounter, targets can
communicate telepathically with each other out to a range
of 20 squares, and your aid another actions give a +4
bonus instead of +2.

Wrath of the Gods Paladin Utility 6

A halo of divine light emanates from you, enabling you

and nearby allies to strike down your enemies with greater

determination.

Daily 4 Divine

Minor Action Close burst 1

Targets: You and each ally in burst

Effect: The targets add your Charisma modifier to damage
rolls until the end of the encounter.

LEVEL 7 ENCOUNTER PRAYERS

Beckon Foe Paladin Attack 7

You pull an enemy toward you, dealing grievous wounds as he
tries to rebuke you.

Encounter 4 Divine, Implement

Standard Action Ranged 5

Target: One creature

Attack: Charisma vs. Will

Hit: 2d10 + Charisma modifier damage, and you pull
the target a number of squares equal to your Wisdom
modifier.

Benign Transposition Paladin Attack 7

You call upon the power of your deity to switch places with an
ally and strike a foe within reach of your new position.

Encounter 4 Divine, Teleportation, Weapon

Standard Action Melee weapon

Primary Target: One ally within a number of squares equal to
your Wisdom modifier

Effect: You and the target swap places. If an enemy is now
within your melee reach, you can make a secondary attack
against it.
Secondary Target: One enemy
Secondary Attack: Charisma vs. AC
Hit: 2[W] + Charisma modifier damage.

Divine Reverence Paladin Attack 7

You present yourself with such conviction that your enemies can-

not help but be awestruck by the power of your faith.

Encounter 4 Divine, Implement, Radiant

Standard Action Close burst 1

Target: Each enemy in burst

Attack: Charisma vs. Will

Hit: 1d8 + Charisma modifier radiant damage, and the tar-
get is dazed until the end of your next turn.

Thunder Smite Paladin Attack 7

Your weapon flashes as it strikes, and moments later, a peal of
thunder slams into your foe.

Encounter 4 Divine, Thunder, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC (can score a critical hit against a
marked enemy on a roll of 19-20)

Hit: 2[W] + Strength modifier thunder damage, and the
target is knocked prone.

LEVEL 9 DAILY PRAYERS

Crown of Glory Paladin Attack 9

A scintillating crown of radiant energy appears above your head,
then expands suddenly to cripple nearby enemies.

Daily 4 Divine, Implement, Radiant

Standard Action Close burst 1

Target: Each enemy in burst

Attack: Charisma vs. Will

Hit: 2d8 + Charisma modifier radiant damage.

Effect: Any enemy that starts its turn adjacent to you is
slowed until the end of your next turn.

Sustain Minor: You can sustain the power’s effect.

One Stands Alone Paladin Attack 9

Unable to fight alongside your allies, you turn to your faith for
protection and press forward undaunted.

Daily 4+ Divine, Implement, Radiant

Standard Action Close burst 1

Target: Each enemy in burst

Attack: Charisma vs. Will

Hit: 2d8 + Charisma modifier radiant damage.

Effect: The targets are weakened (save ends).

Special: You cannot use this power if any allies are within 5
squares of you.



Radiant Pulse Paladin Attack 9

You target an enemy with a searing, pulsating light that also
damages enemies adjacent to him and thrusts them back.

Daily 4 Divine, Implement, Radiant

Standard Action Ranged 10

Primary Target: One creature

Attack: Charisma vs. Fortitude

Hit: 1d10 + Charisma modifier radiant damage. Make a
secondary attack.
Secondary Target: Each enemy adjacent to the primary
target
Secondary Attack: Charisma vs. Fortitude
Hit: 1d10 + Charisma modifier radiant damage, and you
push the target 3 squares.
Sustain Minor: When you sustain this power, you can re-
peat the secondary attack (the primary target is the same
each time).

Miss: Half damage, and no secondary attack.

LeveL 10 UTILITY PRAYERS

Cleansing Spirit Paladin Utility 10

A translucent outline briefly appears above the creature you des-
ignate. The divine spirit gestures, relieving some of the creature’s
suffering, then fades instantly away.

Encounter 4+ Divine
Minor Action

Target: You or one ally
Effect: The target makes a saving throw with a +2 bonus.

Ranged 5

Noble Shield Paladin Utility 10

You quickly throw up your hand, and a vortex of swirling energy

surrounds you and your friends, shielding them from harm at

your expense.

Daily 4 Divine

Immediate Interrupt  Personal

Trigger: You are targeted by a close attack or an area attack

Effect: A close attack or an area attack targeting you
automatically hits you, and any of your allies who are also
hit take only half damage. This power does not change
other effects the attack might cause.

Turn the Tide Paladin Utility 10

You whisper a solemn hymn, and divine light washes gently over

you and nearby allies, potentially negating harmful and debili-

tating afflictions.

Daily 4 Divine

Standard Action Close burst 3

Targets: You and each ally in burst

Effect: The targets make saving throws against every effect
that a save can end.

LeEVEL 13 ENCOUNTER PRAYERS

Entangling Smite Paladin Attack 13

Strands of energy erupt from your weapon as it strikes true, wrap-
ping around your foe and rooting it to the ground.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Will

Hit: 2[W] + Charisma modifier damage, and the target is
immobilized until the end of your next turn.

Radiant Charge Paladin Attack 13

You propel yourself through the air toward a nearby foe as bril-
liant rays of light stream from your weapon.

Encounter 4 Divine, Radiant, Weapon
Standard Action Melee weapon ~.
Effect: You can fly a number of squares equal to your Wis-

dom modifier and make an attack. /
Target: One creature within your melee reach ]
Attack: Strength vs. AC
Special: You must charge as part of this attack.
Hit: 3[W] + Strength modifier radiant damage, and the tar-

get is marked until the end of your next turn.

Renewing Smite Paladin Attack 13

As you strike a foe with your weapon, you murmur a prayer of
renewal, causing a momentary nimbus of light to engulf and
heal a nearby ally.

Encounter 4 Divine, Healing, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage, and one ally within
5 squares of you regains hit points equal to 10 + your Wis-
dom modifier.

Whirlwind Smite Paladin Attack 13

You sweep your weapon in a full circle, attacking all adjacent
enemies in a dazzling display of martial prowess.

Encounter 4 Divine, Weapon

Standard Action Close burst 1

Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and the target is
marked until the end of your next turn.

LevEeL 15 DAILY PRAYERS

Bloodied Retribution Paladin Attack 15

Battered and bloodied, you call upon the divine power of your deity
to deal a retributive blow to your enemy and heal your wounds.

Daily 4 Divine, Healing, Weapon

Standard Action Melee weapon

Special: You can use this power only when you are bloodied.
Target: One creature

Attack: Strength vs. AC

Hit: 4[W] + Strength modifier damage.

Miss: Half damage.

Effect: You can spend a healing surge. /
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Break the Wall Paladin Attack 15

You lash out at an enemy with the power of your faith and break
down its defenses.

Daily 4 Divine, Implement

Standard Action Ranged 5

Target: One creature

Attack: Charisma vs. Fortitude

Hit: 3d10 + Charisma damage, and the target takes a -2
penalty to all defenses (save ends).

Miss: Half damage, and the target takes a -1 penalty to all
defenses (save ends).

\CHAPTER 4 | Character Classes

True Nemesis Paladin Attack 15

You extend your holy symbol toward a foe, dealing damage
and singling him out as the continuing subject of your divine
retribution.

Daily 4+ Divine, Implement

Standard Action Ranged 5

Target: One creature

Attack: Charisma vs. Will

Hit: 2d10 + Charisma modifier damage.

Miss: Half damage.

Effect: Until the end of the encounter, whenever the target
is within 5 squares of you and attacks you or an ally, you
can make a secondary attack against the target as an
immediate reaction.

Secondary Attack: Charisma vs. Will
Hit: 2d10 + Charisma modifier damage.
Miss: Half damage.

LEVEL 16 UTILITY PRAVYERS

Angelic Intercession Paladin Utility 16

You teleport to the side of a friend in peril and take the effects of
an attack meant for him.

Daily 4 Divine, Teleportation

Immediate Interrupt  Personal

Trigger: An ally within 5 squares of you is hit by an attack

Effect: You teleport adjacent to the ally and are hit by the
attack instead.

Death Ward Paladin Utility 16

You touch a dying creature and share some of your divine inner

light, bestowing upon the recipient the power to resist the call of

death.

Daily 4+ Divine, Healing

Standard Action Melee touch

Target: One dying creature

Effect: You spend a healing surge but regain no hit points
from it. Instead, the target regains hit points as if it had
spent two healing surges. Add your Charisma modifier to
the hit points regained.

LEVEL 17 ENCOUNTER PPRAYERS

Enervating Smite Paladin Attack 17
With a mighty blow, you leave your foe horribly weakened.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Will

Hit: 2[W] + Charisma modifier damage, and the target is
weakened until the end of your next turn.

RAVEN MIMURA



Fortifying Smite Paladin Attack 17

A symphony of otherworldly music resonates throughout your
body, fortifying it to withstand the tests to come.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. AC

Hit: 3[W] + Charisma modifier damage. Until the end of
your next turn, you gain a power bonus to AC equal to
your Wisdom modifier.

Hand of the Gods Paladin Attack 17

You hold your holy symbol high above your head, and a brilliant
flash of divine light explodes from it. The radiance sears your foes
and inspires your closest allies.

Encounter 4 Divine, Implement, Radiant

Minor Action Close burst 1

Target: Each enemy in burst

Attack: Charisma vs. Fortitude

Hit: 2d10 + Charisma modifier radiant damage, and the
target is marked until the end of your next turn.

Effect: Until the end of your next turn, allies in the burst
gain a power bonus to attack rolls equal to your Wisdom
modifier.

Terrifying Smite Paladin Attack 17

Striking mercilessly, you hound your foe with waves of divine
dread.

Encounter 4 Divine, Fear, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and you push
the target a number of squares equal to your Charisma
modifier. The target can’t move nearer to you on its next
turn.

LevVEL 19 DAILY PRAYERS

Corona of Blinding Radiance  Paladin Attack 19

You swing your weapon and brilliant light explodes around you,
blinding your enemies.

Daily 4 Divine, Radiant, Weapon

Standard Action Close burst 1

Target: Each enemy in burst you can see

Attack: Charisma vs. Reflex

Hit: 3[W] + Charisma modifier radiant damage, and the
target is blinded (save ends).

Miss: Half damage, and the target is blinded until the end of
your next turn.

Crusader’s Boon Paladin Attack 19

You strike your foe with such conviction that nearby allies can’t

help but feel inspired.

Daily 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 4[|W] + Strength modifier damage.

Miss: Half damage.

Effect: You and allies adjacent to you gain a +1 power bonus
to attack rolls until the end of the encounter.

Righteous Inferno Paladin Attack 19

A raging inferno of holy fire engulfs your enemies and continues
to burn those who are drawn to it like moths.

Daily 4 Divine, Fire, Implement, Zone

Standard Action Area burst 2 within 10 squares —

Target: Each enemy in burst .

Attack: Charisma vs. Reflex | )

Hit: 3d10 + Charisma modifier fire damage, and the target - ¢
grants combat advantage to you and your allies until the 3
end of your next turn.

Miss: Half damage, and the target does not grant combat
advantage.

Effect: The burst creates a zone of fire that lasts until the
end of your next turn. Enemies that enter the zone or start
their turns there take 1d10 fire damage and grant combat
advantage to you and your allies.

Sustain Minor: The zone persists.

LeEvEL 22 UTILITY PRAYERS

Angelic Rescue Paladin Utility 22

White wings of astral brilliance envelop an ally in a sparkling
cocoon, then disappear. The wings reappear a short distance
away and unfold, bringing the ally closer to you.

Daily 4 Divine, Teleportation

Standard Action Ranged sight

Target: One willing ally

Effect: The target is teleported from any square you can see
to a square within 5 squares of you that is nearer to you
than the target’s original square.

Cleansing Burst Paladin Utility 22

Ripples of divine energy wash over you and nearby allies, poten-

tially negating harmful and debilitating afflictions.

Daily 4 Divine

Minor Action Close burst 5

Targets: You and each ally in burst

Effect: All targets make a saving throw against each effect
that a save can end. Any penalties to attack rolls or de-
fenses affecting the targets are removed.




Gift of Life Paladin Utility 22 Resounding Smite Paladin Attack 23

You invoke the greatest of all prayers and touch a wounded or You swing your weapon in a mighty arc, unleashing a peal of
recently slain creature, bestowing upon it the gift of life at the thunder that knocks adjacent enemies prone.
expense of your own health. Encounter 4 Divine, Thunder, Weapon
Daily 4 Divine, Healing Standard Action Melee weapon
Standard Action Melee touch Primary Target: One creature
Target: One creature Attack: Strength vs. AC
Effect: If the target is alive, it regains hit points no greater Hit: 3[W] + Strength modifier thunder damage, and the
than one-half your maximum hit points (your choice), and target is knocked prone. Make a secondary attack.
you take an equal amount of damage. Secondary Target: Each enemy adjacent to you other than
If the target died since the end of your last turn, it re- the primary target
turns to life at O hit points, and you take damage equal to Secondary Attack: Strength vs. AC
one-half your maximum hit points. Hit: 1[W] + Strength modifier thunder damage, and the
You can’t avoid or reduce this damage in any way. target is knocked prone.
United in Faith Paladin Utility 22 Sublime Transposition Paladin Attack 23
You utter words of faith, instantly healing yourself and nearby With a wave of your hand, you teleport an endangered ally to a
allies. safer location, teleport yourself to his previous location, and strike
Daily 4 Divine, Healing a foe within reach.
Minor Action Close burst 5 Encounter 4 Divine, Teleportation, Weapon
Targets: You and each ally in burst Standard Action Ranged 5
Effect: Each target can spend a healing surge. Primary Target: One willing ally

Effect: You can teleport the target 5 squares. Until the end
of your next turn, you grant the target a power bonus to all
defenses equal to your Wisdom modifier. In addition, you
teleport to the target’s original space and make a second-

LEVEL 23 ENCOUNTER IPRAYERS

Here Waits Thy Doom Paladin Attack 23 B ek

You pull an enemy toward you, searing him with radiant energy Secondary Target: One creature within your melee reach
as he tries to resist. Secondary Attack: Charisma vs. AC

Encounter 4 Divine, Implement, Radiant Hit: 3[W] + Charisma modifier damage.

Standard Action Ranged 5

Target: One creature LeEvVEL 25 DAILY PRAYERS

Attack: Charisma vs. Will

Hit: 4d10 + Charisma modifier radiant damage, and you Exalted Retribution Paladin Attack 25
pull the target a number of squares equal to your Wisdom . .
modifier (minimum 1). You land a mighty blow, and the symbol of your deity appears
above your enemy’s head as a glowing red rune that only you

Marty, r’s Smite Paladin Attack 23 Z(:tr; zie, flashing brightly to warn you whenever he’s about to

As you assail your foe, you utter a prayer that grants you the

Daily + Divine, W
power to absorb the damage from your foe’s attacks, even when ary vine, Teapon

Lo Standard Action Melee weapon
such attacks aren’t directed at you. T .
arget: One creature
Encounter 4 Divine, Weapon Attack: Strength vs. AC
Standard Action Melee weapon Hit: 4]W] + Strength modifier damage.
Target: One creature Miss: Half damage.
Attack: Strength vs. AC Effect: Until the end of the encounter, the target provokes
Hit: 4|W] + Strength modifier damage. Until the end of an opportunity attack from you when it attacks (save
your next turn, any time the target deals damage, you can ends). You gain a +2 bonus to the opportunity attack roll
choose to take that damage. The target’s intended victim and deal an extra 1[W] damage.

takes no damage but is subject to any other effects of the

attack. To the Nine Hells with You Paladin Attack 25

Divine light explodes out from your holy symbol, blasting and

igniting enemies nearby.

Daily 4 Divine, Fire, Implement

Standard Action Close burst 5

Target: Each enemy in burst

Attack: Charisma vs. Will

Hit: 6d6 + Charisma modifier damage, and ongoing 10 fire
damage (save ends). The target is marked until the end of
your next turn.

Miss: Half damage, and ongoing 10 fire damage (save ends).
The target is marked until the end of your next turn.




LEVEL 27 ENCOUNTER PPRAYERS

Blinding Smite Paladin Attack 27

Your weapon glows with a pale inner light, and your enemy is
struck blind by the force of your blow.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Will

Hit: 3[W] + Strength modifier damage, and the target is
blinded until the end of your next turn.

Brand of Judgment Paladin Attack 27

You touch your holy symbol to an enemy, branding it with the
painfully radiant symbol of your deity and causing it to take
damage from its own attacks.

Encounter 4 Divine, Implement, Radiant

Standard Action Melee touch

Target: One creature

Attack: Charisma vs. Will

Hit: 4d8 + Charisma modifier radiant damage. If the target
makes an attack on its next turn, it takes half damage from
its own attack whether it hits or misses.

Deific Vengeance Paladin Attack 27

You invoke an ancient prayer that unleashes your deity’s ire upon
a nearby enemy that has just attacked you.

Encounter 4 Divine, Implement

Immediate Reaction  Ranged 20

Trigger: A creature within range attacks you

Target: The attacking creature

Attack: Charisma + 2 vs. Fortitude

Hit: 4d10 + Charisma modifier damage, and the target is
weakened until the end of your next turn.

Restricting Smite Paladin Attack 27

You strike your enemy with such resolve that he is blind to all foes
except you.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Will

Hit: 3[W] + Charisma modifier damage, and the target is
marked until the end of your next turn. In addition, the
target cannot gain line of effect to anyone but you until
the end of your next turn.

LevEL 29 DAILY PRAYERS

Even Hand of Justice Paladin Attack 29 /
d

Stunning Smite Paladin Attack 27

You swing your weapon in a mighty arc, stunning targets that
you hit.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Primary Target: One creature

Attack: Strength vs. Will

Hit: 2[W] + Strength modifier damage, and the target is
stunned until the end of your next turn. Make a secondary
attack.
Secondary Target: Each enemy other than the primary
target adjacent to you
Secondary Attack: Strength vs. Will
Hit: 1[W] + Strength modifier damage, and the target is
stunned until the end of your next turn.

You pronounce a divine sentence upon your enemy and force him I

to take the damage of his own attacks.

Daily 4+ Divine, Implement

Standard Action Ranged 5

Target: One creature

Attack: Charisma vs. Will

Hit: 5d10 + Charisma modifier damage. Whenever the
target makes an attack, its attack works as usual, but it
takes the full damage and effects of the attack as well
(save ends). Saving throws made to end the effect take a
-2 penalty.

Miss: 5d10 + Charisma modifier damage.

Special: Many creatures have immunity or resistance to
their own attacks. When taking damage from its own
attacks resulting from this power, the target does not gain
the benefit of any immunities or resistances.

Powerful Faith Paladin Attack 29

You deal a hard blow to your enemy, and divine arcs of light
spring from the tip of your weapon and blind those who stand
against you.
Daily 4+ Divine, Weapon
Standard Action Melee weapon
Primary Target: One creature
Attack: Strength vs. AC
Hit: 7[W] + Strength modifier damage. Make a secondary
attack.
Miss: Half damage, and no secondary attack.
Secondary Target: Each enemy within 10 squares of you
Secondary Attack: Strength vs. Fortitude
Hit: The target is blinded until the end of your next turn.
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PARAGON PATHS

ASTRAL WEAPON

“With the power of the Astral Sea flowing through me, and
my faith as powerful as a weapon, I fight as my god wills.”

Prerequisite: Paladin class

You become a literal weapon for your god, imbued
with an extra dose of divine power emanating from
the Astral Sea. As an astral weapon, there are no
enemies you won't oppose, no challenge you won't take
on, for your faith is strong and your weapon sings with
power from on high. When you accept this path, the
weapon you wield forevermore glows with the silvery
light of the Astral Sea.

ASTRAL WEAPON PATH FEATURES

Astral Judgment (11th level): Enemies currently
marked by you that attack your allies without attack-
ing you take a -2 penalty to all defenses until they are
no longer marked by you.

Astral Rejuvenation Action (11th level): You can
spend an action point to regain one paladin encoun-
ter power you have already used, instead of taking an
extra action.

Courage from on High (16th level): You gain a
+2 bonus to saving throws against fear effects.

ASTRAL WEAPON PRAYERS

Carving a Path of Light  Astral Weapon Attack 11

Your weapon glows with astral light, and as it strikes your
enemy, that glow spreads to encompass all enemies adjacent to
you, temporarily coating them with a glowing target your allies
can see.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage, and until the end of
your next turn, your allies have combat advantage against
any enemy adjacent to you.

Pray for More Astral Weapon Utility 12
You strike your enemy, but you pray to increase the amount of
damage you deal.

Encounter 4 Divine

Free Action Personal

Effect: If you don’t like the damage you have rolled with
one of your attacks, reroll your damage. You must use the
result of the second roll.

Astral Whirlwind Astral Weapon Attack 20

Your faith directs you into a whirling attack that strikes out at

every foe within reach, instilling them with fear and weakening

their defenses.

Daily 4 Divine, Fear, Weapon

Standard Action Close burst 1

Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 2[W] + Strength modifier damage. In addition, the tar-
get takes a -2 penalty to all defenses (save ends).

Special: If this attack kills one or more evil or chaotic evil
creatures, roll a d20. On a roll of 10 or higher, you can use
this power again during this encounter.

CHAMPION OF ORDER

“The law holds chaos at bay, and I bolster the law with my
every action and deed.”

Prerequisite: Paladin class

You become a paragon of order, embracing this con-
cept and fulfilling it with every word and deed. The
gods of order look favorably upon you as you champion
the causes they promote and the ideals they exemplify,
turning back the forces of the chaotic evil powers at
every opportunity. In the presence of chaotic evil crea-
tures, your weapon glows with radiant light.

CHAMPION OF ORDER

PATH FEATURES

Champion’s Action (11th level): When you
spend an action point to take an extra action, you also
flash with radiant light that causes adjacent enemies to
take a -1 penalty to all defenses until the start of your
next turn.

In Defense of Order (11th level): When you are
adjacent to the target of your divine challenge, the target
provokes an opportunity attack from you if it makes
an attack that does not include you. Furthermore, your
damage rolls against demons and elemental creatures
that you challenge deal an extra 2d6 radiant damage.

Champion’s Hammer (16th level): Your attacks
ignore the resistances of demons and elemental
creatures.

CHAMPION OF ORDER PRAVYERS

Certain Justice Champion of Order Attack 11

You call upon your devotion to law to make your attack strike
true.

Encounter 4 Divine, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength + 4 vs. AC

Hit: 1[W] damage. If the target is marked, it is also weak-
ened and dazed by this attack for as long as the mark
remains in effect.
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None Shall Pass Champion of Order Utility 12

You contain two foes instead of just one with your divine

challenge.

Daily 4 Divine

Free Action Personal

Effect: Until the end of the encounter, every use of your
divine challenge targets two enemies rather than one.

Rule of Order Champion of Order Attack 20

You invoke order through your weapon, causing it to glow as you

deliver a punishing blow against an enemy.

Daily 4 Divine, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. Fortitude

Special: If the target has scored a critical hit against you or
your allies in this encounter, your attack gains a +2 power
bonus and deals +2d10 radiant damage.

Hit: 4|W] + Strength modifier damage, and you push the
target 1 square. The target is weakened (save ends).

Miss: 1[W] + Strength modifier damage, and the target is
weakened (save ends).

HOSPITALER

“I am a healer and a defender, an inspiration to my allies
and a fearful visage to my foes.”

Prerequisite: Paladin class

Your spiritual path leads you to specialize in the
healing arts. You increase the healing you provide

to allies as you become a shining beacon of hope on
the battlefield. You embody mercy and care, bringing
aid to the wounded and cleansing life to those near
death—especially when you turn damage against a foe
into healing for a friend.

HOSPITALER PPATH FEATURES

Hospitaler’s Blessing (11th level): When an
enemy that you currently challenge attacks one of
your allies, whether the attack hits or misses, that ally
regains hit points equal to one-half your level + your
Wisdom modifier.

Hospitaler’s Action (11th level): When you
spend an action point to take an extra action, each
ally within 5 squares regains hit points equal to your
Wisdom modifier.

Hospitaler’s Care (16th level): You add your Cha-

risma modifier to the healing provided each time you
use your lay on hands power.

HOSPITALER PRAYERS

Warding Blow

You strike a foe you have challenged, bringing hope and encour-
agement to nearby allies.

Hospitaler Attack 11

Encounter 4 Divine, Weapon
Standard Action Melee weapon

Target: One creature that is marked by you

Attack: Charisma vs. AC

Hit: 2[W] + Charisma modifier damage, and each ally within
5 squares of you can make a saving throw.

PATHS
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Healing Font Hospitaler Utility 12

A short prayer imbues your weapon with healing power, so that

whenever it strikes an enemy it heals an ally.

Daily 4 Divine, Healing

Minor Action Personal

Effect: Until the end of this encounter, when you attack
on your turn and hit at least one enemy, you heal an ally.
Choose one ally within 10 squares of you. That ally regains
a number of hit points equal to 1d6 [ts] your Wisdom
modifier.

Life-Giving Smite Hospitaler Attack 20

You imbue your weapon with radiant power, and as you strike at

a foe the power of the attack heals an ally.

Daily 4 Divine, Healing, Radiant, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Charisma vs. Fortitude

Hit: 4[W] + Charisma modifier radiant damage.

Effect: Choose one ally within 10 squares of you. The ally can
spend a healing surge. Add your Charisma modifier to the
hit points regained.

JUSTICIAR

“I fight for justice, my faith and my strong arm defending
those in need.”

Prerequisite: Paladin class

You become the embodiment of justice, a champion of
righteousness and fairness—at least as viewed from the
perspective of your particular faith. You are granted
the ability to shelter and protect your allies and others
in need, while also receiving powers that help you

do the right thing according to the faith you have
embraced.

JusTICIAR PPATH FEATURES

Just Action (11th level): When you spend an
action point to take an extra action, each enemy adja-
cent to you is weakened until the end of'its next turn.

Just Spirit (11th level): Each ally adjacent to you
can reroll one saving throw at the end of his or her
turn.

Just Shelter (16th level): Allies adjacent to you
are immune to fear and charm effects and receive a
+1 bonus to saving throws.

JUSTICIAR PRAVYERS

Just Radiance Justiciar Attack 11

A burst of light, like purity and justice, explodes from your
holy symbol, sending searing pain through enemies you have
challenged.

Encounter 4 Divine, Implement, Radiant

Standard Action Close burst 5

Target: Each enemy marked by you in burst

Attack: Charisma vs. Will

Hit: 2d8 + Charisma modifier radiant damage, and until the
end of your next turn, the target cannot make an attack
that does not include you.

Strike Me Instead Justiciar Utility 12

You call upon your innate sense of justice and honor, whisper a

short prayer, and redirect an attack so that you take the hit for

those you would protect.

Daily 4 Divine

Immediate Interrupt  Personal

Trigger: An ally within 5 squares of you is attacked

Effect: The attack misses all of your allies it targets, but
automatically hits you even if you weren’t a target of the
attack.

Challenge the Unjust Justiciar Attack 20

Your enemies surround you, and the purity within you cries
out for justice. You focus a powerful prayer through your holy
symbol, sending forth a radiant burst of punishing force that
no enemy can ignore.

Daily 4+ Divine, Implement, Radiant

Standard Action Close burst 10

Target: Each enemy in burst

Attack: Charisma vs. Will

Hit: 3d8 + Charisma modifier radiant damage, and the tar-
get is marked until the end of your next turn.

Miss: Half damage, and the target is marked until the end of
your next turn.
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RANGER

WILLIAM O’'CONNOR

“I’ll get the one in the back. That’s one hobgoblin
who’ll regret ever lifting a bow.”

CLASS TRAITS

Role: Striker. You concentrate on either ranged attacks
or two-weapon melee fighting to deal a lot of
damage to one enemy at a time. Your attacks rely on
speed and mobility, since you prefer to use hit-and-
run tactics whenever possible.

Power Source: Martial. Your talents depend on exten-
sive training and practice, inner confidence, and
natural proficiency.

Key Abilities: Strength, Dexterity, Wisdom

Armor Proficiencies: Cloth, leather, hide

Weapon Proficiencies: Simple melee, military melee,
simple ranged, military ranged

Bonus to Defense: +1 Fortitude, +1 Reflex

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 6 + Constitution modifier

Trained Skills: Dungeoneering or Nature (your choice).
From the class skills list below, choose four more
trained skills at 1st level.

Class Skills: Acrobatics (Dex), Athletics (Str), Dun-
geoneering (Wis), Endurance (Con), Heal (Wis),
Nature (Wis), Perception (Wis), Stealth (Dex)

Build Options: Archer ranger, two-blade ranger
Class Features: Fighting Style, Hunter’s Quarry,
Prime Shot

Rangers are watchful warriors who roam past the
horizon to safeguard a region, a principle, or a way of
life. Masters of bow and blade, rangers excel at hit-and-
run assaults and can quickly and silently eliminate
foes. Rangers lay superb ambushes and excel at avoid-
ing danger.

As a ranger, you possess almost supernaturally keen
senses and a deep appreciation for untamed wilder-
ness. With your knowledge of the natural world, you
are able to track enemies through nearly any land-
scape, using the smallest clue to set your course, even
sometimes the calls and songs of beasts and birds.
Your severe demeanor promises a deadly conclusion to
any enemy you hunt.

When you catch sight of your quarry, will the trans-
gressor perish by swift bow shots from a distance, or
by the twofold blades that glint and glitter in each of
your battle-scarred hands?

d
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CREATING A RANGER

Rangers depend on Strength, Dexterity, and Wisdom
for most of their powers. Constitution is also useful,
since it helps them stand up to damage. The two
ranger builds presented here are the archer ranger
and the melee ranger.

ARCHER RANGER
You are a master of the bow (or, rarely, the crossbow,
sling, or thrown weapon). You prefer ranged attack
powers, and you resort to melee only when there are
no good targets left for your arrows. Most of your
attack powers use Dexterity, so Dexterity should be
your highest ability score. You find yourself in melee
from time to time, so Strength is a good choice for your
second-highest score. Wisdom should be your third-
best ability score. Choose powers that reflect your
preference for ranged weapons.

Suggested Feat: Agile Hunter (Human feat:
Human Perseverance)

Suggested Skills: Endurance, Heal, Nature, Per-
ception, Stealth

Suggested At-Will Powers: careful attack, nimble
strike

Suggested Encounter Power: evasive strike

Suggested Daily Power: split the tree

Two-BLADE RANGER

You like to get up close and rely on the ranger’s famous
two-weapon fighting style. Naturally, you prefer melee
attack powers, and that means Strength should be
your highest ability score. For your second ability, Dex-
terity is a good choice because it improves your AC.
Make Wisdom your third choice, since it adds to your
Will defense and provides a bonus to many of your

RANGER OVERVIEW

Characteristics: You combine fast, hard-hitting melee
attack power with excellent ranged attack ability, and shift
easily from melee to ranged combat. You are moderately
resilient in battle, but you prefer hit-and-run attacks or
ambushes to prolonged slugging matches. Hit hard, get
out; that’s the ranger’s way.

Religion: Rangers favor deities of nature and of the
hunt. They often revere Kord, Melora, or the Raven Queen.
Evil or chaotic evil rangers usually worship Gruumsh or
Zehir.

Races: Elves are ideal archer rangers. Humans, halflings,
dragonborn, and eladrin are all sometimes drawn to the
wandering life of a two-blade ranger.

powers. Choose powers that reflect your preference for
fighting with two melee weapons.

Suggested Feat: Lethal Hunter (Human feat:
Action Surge)

Suggested Skills: Acrobatics, Dungeoneering,
Endurance, Heal, Perception

Suggested At-Will Powers: hit and run, twin strike

Suggested Encounter Power: dire wolverine strike

Suggested Daily Power: jaws of the wolf

RANGER CLASS FEATURES

Your class features depend largely on the build and
fighting style you choose.

FIGHTING STYLE
Choose one of the following fighting styles and gain its
benefit.

Archer Fighting Style: Because of your focus on
ranged attacks, you gain Defensive Mobility as a bonus
feat.

Two-Blade Fighting Style: Because of your
focus on two-weapon melee attacks, you can wield a
one-handed weapon in your off hand as if it were an
off-hand weapon. (Make sure to designate on your
character sheet which weapon is main and which is off-
hand.) In addition, you gain Toughness as a bonus feat.

HUNTER'S QUARRY
Once per turn as a minor action, you can designate the
enemy nearest to you as your quarry.

Once per round, you deal extra damage to your
quarry. The extra damage is based on your level. If
you can make multiple attacks in a round, you decide
which attack to apply the extra damage to after all the
attacks are rolled.

The hunter’s quarry effect remains active until the
end of the encounter, until the quarry is defeated, or
until you designate a different target as your quarry.

You can designate one enemy as your quarry at a
time.

Level Hunter’s Quarry Extra Damage

1st-10th +1d6
11th-20th +2d6
21st-30th +3d6
PRIME SHOT

If none of your allies are nearer to your target than
you are, you receive a +1 bonus to ranged attack rolls
against that target.



RANGER POWERS

Your powers are bold exploits derived from your
relentless training in archery and swordplay. At higher
levels, you have access to special stance powers (see
“Keyword Categories,” page 55).

LeveL 1 AT-WILL EXPLOITS

Careful Attack Ranger Attack 1

You study the enemy, looking for a gap in his defenses. Only
when you find it do you strike.

At-Will ¢ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
ranged weapon.

Target: One creature

Attack: Strength + 2 vs. AC (melee) or Dexterity + 2 vs. AC
(ranged).

Hit: 1[W] damage (melee) or 1[W] damage (ranged).

Increase damage to 2[W] (melee) or 2[W] (ranged) at 2 1st
level.

Hit and Run Ranger Attack 1

Let the fighter stand toe to toe with the monster. You prefer to
make your attack, then withdraw to safer ground.

At-Will ¢ Martial, Weapon

Standard Action Melee weapon

Target: One creature

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage

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

Effect: If you move in the same turn after this attack, leaving
the first square adjacent to the target does not provoke an
opportunity attack from the target.

Nimble Strike Ranger Attack 1

You slink past your enemy’s guard to make your attack, or you
make your attack and then withdraw to a more advantageous
position.

At-Will ¢ Martial, Weapon

Standard Action Ranged weapon

Target: One creature

Special: Shift 1 square before or after you attack

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier damage.

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

Twin Strike Ranger Attack 1
If the first attack doesn’t kill it, the second one might.

At-Will ¢ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
ranged weapon.

Targets: One or two creatures

Attack: Strength vs. AC (melee; main weapon and off-hand
weapon) or Dexterity vs. AC (ranged), two attacks

Hit: 1[W] damage per attack.

Increase damage to 2[W] at 21st level.

LEVEL 1 ENCOUNTER EXPLOITS

Dire Wolverine Strike

Enemies surround you—much to their chagrin, as you slash them
to pieces with the ferocity of a wounded dire wolverine.

Ranger Attack 1

RANGER

Encounter 4 Martial, Weapon

Standard Action Close burst 1

Requirement: You must be wielding two melee weapons.
Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage.

Evasive Strike

You confound enemies by weaving through the battlefield un-
scathed as you make your attacks.

Ranger Attack 1

Encounter ¢ Martial, Weapon _

Standard Action Melee or Ranged weapon ~

Target: One creature N

Special: You can shift a number of squares equal to 1 + your .
Wisdom modifier either before or after the attack.

Attack: Strength vs. AC (melee) or Dexterity vs. AC (ranged)

Hit: 2[W] + Strength modifier damage (melee) or 2[W] +
Dexterity modifier damage (ranged).

L

Fox’s Cunning

Using the momentum from your enemy’s blow to fall back or slip
to one side, you make a sudden retaliatory attack as he stumbles
to regain his composure.

Ranger Attack 1

Encounter 4 Martial, Weapon

Immediate Reaction ~ Melee or Ranged weapon

Trigger: An enemy makes a melee attack against you

Attack: You can shift 1 square, then make a basic attack
against the enemy.

Special: Gain a power bonus to your basic attack roll equal
to your Wisdom modifier.

Two-Fanged Strike

You sink two arrows or both of your blades into the flesh of your
enemy, causing it to howl in pain.

Ranger Attack 1

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
ranged weapon.

Target: One creature

Attack: Strength vs. AC (melee; main weapon and off-hand
weapon) or Dexterity vs. AC (ranged), two attacks

Hit: 1[W] + Strength modifier damage (melee) or 1[W] +
Dexterity modifier damage (ranged) per attack. If both
attacks hit, you deal extra damage equal to your Wisdom
modifier.




LeveL 1 DAILY EXPLOITS

Hunter’s Bear Trap Ranger Attack 1

A well-placed shot to the leg leaves your enemy hobbled and
bleeding.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Target: One creature

Attack: Strength vs. AC (melee) or Dexterity vs. AC (ranged)

Hit: 2[W] + Strength modifier damage (melee) or 2[W] +
Dexterity modifier damage (ranged), and the target is
slowed and takes ongoing 5 damage (save ends both).

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

Jaws of the Wolf

You use your weapons to hedge in your foe and trick him into
exposing a weak spot, at which point you strike.

Daily 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One creature

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Hit: 2[W] + Strength modifier damage per attack.

Miss: Half damage per attack.

Ranger Attack 1

Split the Tree Ranger Attack 1

You fire two arrows at once, which separate in mid-flight to strike
two different targets.

Daily 4+ Martial, Weapon

Standard Action Ranged weapon

Targets: Two creatures within 3 squares of each other

Attack: Dexterity vs. AC. Make two attack rolls, take the
higher result, and apply it to both targets.

Hit: 2[W] + Dexterity modifier damage.

Sudden Strike Ranger Attack 1

You hold your weapons blade-down and slash your foe across
the face with one of them. As he spins away and drops his
guard, you roll to one side, spring to your feet, and plunge your
other blade into his back.

Daily 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One creature

Attack: Strength vs. AC (off-hand weapon)

Hit: 1[W] damage (off-hand weapon).

Effect: You shift 1 square and make a secondary attack
against the target.
Secondary Attack: Strength vs. AC (main weapon)
Hit: 2[W] + Strength modifier damage (main weapon), and
the target is weakened until the end of your next turn.

LeEveL 2 UTILITY EXPLOITS

Crucial Advice Ranger Utility 2

You are wise in all things. The sooner your friends realize this, the
safer and better off they’ll be.

Encounter 4+ Martial

Immediate Reaction  Ranged 5

Trigger: An ally within range that you can see or hear makes a
skill check using a skill in which you’re trained

Effect: Grant the ally the ability to reroll the skill check, with
a power bonus equal to your Wisdom modifier.

Unbalancing Parry Ranger Utility 2

You deftly block your enemy’s strike and turn his momentum
against him, causing him to stumble to the side.

Encounter 4 Martial, Weapon

Immediate Reaction  Melee 1

Trigger: An enemy misses you with a melee attack

Effect: Slide the enemy into a square adjacent to you and
gain combat advantage against it until the end of your
next turn.

Yield Ground Ranger Utility 2

Even as your foe connects, you leap backward, out of the way of

further harm.

Encounter 4 Martial

Immediate Reaction  Personal

Trigger: An enemy damages you with a melee attack

Effect: You can shift a number of squares equal to your Wis-
dom modifier. Gain a +2 power bonus to all defenses until
the end of your next turn.

LEVEL 3 ENCOUNTER EXPLOITS
Cut and Run

You attack twice while maneuvering yourself into the most ad-
vantageous position possible.

Ranger Attack 3

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
ranged weapon.

Target: One or two creatures

Attack: Strength vs. AC (melee; main weapon and off-hand
weapon) or Dexterity vs. AC (ranged), two attacks

Special: After the first or the second attack, you can shift a
number of squares equal to 1 + your Wisdom modifier.

Hit: 1[W] + Strength modifier damage (melee) or 1[W] +
Dexterity modifier damage (ranged) per attack.

Disruptive Strike Ranger Attack 3

You thwart an enemy’s attack with a timely thrust of your blade
or a quick shot from your bow.

Encounter 4 Martial, Weapon

Immediate Interrupt  Melee or Ranged weapon

Trigger: You or an ally is attacked by a creature

Target: The attacking creature

Attack: Strength vs. AC (melee) or Dexterity vs. AC (ranged)

Hit: 1[W] + Strength modifier damage (melee) or 1[W] +
Dexterity modifier damage (ranged). The target takes a
penalty to its attack roll for the triggering attack equal to 3
+ your Wisdom modifier.



Shadow Wasp Strike

You strike quickly, like a shadow wasp flying out of the darkness,
hitting where your foe is most vulnerable.

Ranger Attack 3

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Target: One creature that is your quarry

Attack: Strength vs. AC (melee) or Dexterity vs. AC (ranged)

Hit: 2[W] + Strength modifier damage (melee) or 2[W] +
Dexterity modifier damage (ranged).

Thundertusk Boar Strike

You attack twice, causing your foes to stagger backward.

Ranger Attack 3

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
ranged weapon.

Targets: One or two creatures

Attack: Strength vs. AC (melee; main weapon and off-hand
weapon) or Dexterity vs. AC (ranged), two attacks

Hit: 1[W] + Strength modifier damage (melee) or 1[W] +
Dexterity modifier damage (ranged) per attack. With each
hit, you push the target 1 square. If both attacks hit the
same target, you push the target a number of squares
equal to 1 + your Wisdom modifier.

LeveL 5 DALY ExPLOITS

Excruciating Shot

One well-placed arrow leaves your enemy hunched over and

howling in pain.

Daily 4 Martial, Weapon

Standard Action Ranged weapon

Target: One creature

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage, and the target is
weakened (save ends).

Miss: Half damage, and the target is not weakened.

Ranger Attack 5

Frenzied Skirmish Ranger Attack 5

You leap into the fray and unleash a torrent of steel upon your
unsuspecting foes, staggering them with the ferocity of your
attacks.

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Targets: One or two creatures

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Special: Before or after these attacks, you can move your
speed without provoking opportunity attacks.

Hit: 1[W] + Strength modifier damage per attack. If an
attack hits, the target is dazed until the end of your next
turn. If both attacks hit the same target, it is dazed and
slowed until the end of your next turn.

Splintering Shot

Your arrow burrows into flesh and shatters, sending splinters of
wood deep into the wound.

Daily 4 Martial, Weapon

Standard Action Ranged weapon

Target: One creature

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage, and the target takes
a -2 penalty to attack rolls until the end of the encounter.

Miss: Half damage, and the target takes a -1 penalty to attack
rolls until the end of the encounter.

Ranger Attack 5

Two-Wolf Pounce Ranger Attack 5

You set upon a foe with weapons bared, then weave to the side
and deal a wound to another adversary.

Daily 4+ Martial, Weapon
Standard Action Melee weapon —
Requirement: You must be wielding two melee weapons.
Special: You can shift 2 squares before making this attack.
Primary Target: One creature
Attack: Strength vs. AC, two attacks (main weapon and off-
hand weapon)
Hit: 2[W] + Strength modifier damage (main weapon) and
1[W] + Strength modifier damage (off-hand weapon).
Effect: After attacking the primary target, you can shift 2
squares and make a secondary attack.
Secondary Target: One creature other than the primary
target
Secondary Attack: Strength vs. AC (off-hand weapon)
Hit: 2[W] damage (off-hand weapon).

LEVEL 6 UTILITY EXPLOITS

Evade Ambush Ranger Utility 6

You are the eyes and ears of the group, always alert for the telltale
signs of an ambush.

Daily 4+ Martial

No Action Ranged sight

Effect: At the start of a surprise round in which any allies
are surprised, use this power to allow a number of allies
equal to your Wisdom modifier to avoid being surprised.

Skilled Companion Ranger Utility 6
Your allies benefit from the things that you have learned.

Daily 4 Martial

Minor Action

Target: One ally

Effect: Any ally within 10 squares of you who attempts an
untrained check with a skill in which you are trained gains
a power bonus to checks with a single skill of your choice
equal to your Wisdom modifier. The ally must be able to
see or hear you to gain this bonus. The benefit lasts until
the end of the encounter or for 5 minutes.

Ranged 10
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Weave through the Fray Ranger Utility 6

You dodge through the thick of the fight, denying your foes a
chance to pin you down in one spot.

Encounter 4+ Martial

Immediate Interrupt  Personal

Trigger: An enemy moves adjacent to you

Effect: You can shift a number of squares equal to your Wis-
dom modifier.

LEVEL 7 ENCOUNTER EXPLOITS

Claws of the Griffon Ranger Attack 7

Your steel blades flash menacingly as you taunt your foes with
parries and cut deep wounds into their flesh.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One or two creatures

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Hit: 2[W] + Strength modifier damage (main weapon) and
1[W] + Strength modifier damage (off-hand weapon).

Hawk’s Talon Ranger Attack 7
Like the hawk, you strike with calculated precision.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Target: One creature

Attack: Strength vs. AC (melee) or Dexterity vs. AC (ranged).
Gain a power bonus to this attack equal to your Wisdom
modifier. Ignore any penalties from cover or concealment
(but not superior cover or total concealment).

Hit: 2[W] + Strength modifier damage (melee) or 2[W] +
Dexterity modifier damage (ranged).

Spikes of the Manticore Ranger Attack 7
You unleash two arrows in rapid succession.

Encounter 4 Martial, Weapon

Standard Action Ranged weapon

Target: One or two creatures

Attack: Dexterity vs. AC, one attack per target

Hit: 2[W] + Dexterity modifier damage (first shot) and 1[W]
+ Dexterity modifier damage (second shot).

Sweeping Whirlwind Ranger Attack 7

You slash and stab at surrounding foes with unbound fury, knock-
ing them off balance with thrusts and leg sweeps.

Encounter 4 Martial, Weapon

Standard Action Close burst 1

Requirement: You must be wielding two melee weapons.

Target: Each enemy in burst

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and you push the
target a number of squares equal to your Wisdom modi-
fier and it is knocked prone.

LeEveL 9 DAILY ExXPLOITS

Attacks on the Run Ranger Attack 9

Without breaking stride, you make two attacks against a single
foe or two different targets.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Target: One or two creatures

Attack: You can move your speed. At any point during your
move, you can make two Strength vs. AC attacks with
a melee weapon or two Dexterity vs. AC attacks with a
ranged weapon.

Hit: 3[W] + Strength modifier damage (melee) or 3[W] +
Dexterity modifier damage (ranged) per attack.

Miss: Half damage per attack.

Close Quarters Shot Ranger Attack 9

Though menaced by fangs and claws, you calmly unload an
arrow into the creature’s gaping maw—mere inches from your
outstretched arm.

Daily 4+ Martial, Weapon

Standard Action Ranged 1

Target: One adjacent enemy

Attack: Dexterity vs. AC. This attack does not provoke
opportunity attacks.

Hit: 4]|W] + Dexterity modifier damage.

Miss: Half damage.

Spray of Arrows Ranger Attack 9

You fire repeatedly with a short draw, showering arrows at each
enemy in front of you.

Daily 4+ Martial, Weapon

Standard Action Close blast 3

Requirement: You must be wielding a ranged weapon.
Target: Each enemy in blast you can see

Attack: Dexterity vs. AC

Hit: 2[W] + Dexterity modifier damage.

Miss: Half damage.

Swirling Leaves of Steel Ranger Attack 9

You spin around with blades outstretched, using momentum and
skill to slice through enemy defenses.

Daily 4 Martial, Weapon

Standard Action Close burst 1

Requirement: You must be wielding two melee weapons.
Target: Each enemy in burst you can see

Attack: Strength vs. AC, one attack per target

Hit: 2[W] + Strength modifier damage.

Miss: Half damage.

LeveL 10 UTiLITY EXPLOITS

Expeditious Stride Ranger Utility 10

Like a gazelle, you startle allies and enemies alike with your sud-

den swiftness.

Encounter 4 Martial

Minor Action Personal

Effect: Until the end of your next turn, your speed increases
by 4, and when you shift, you can shift 1 additional square.



Open the Range

You keep your distance from an approaching adversary, backped-

aling easily away from him.

Daily 4 Martial

Immediate Interrupt  Personal

Trigger: An enemy moves adjacent to you

Effect: You can shift 1 square and then move a number of
squares equal to 1 + your Wisdom modifier. You can’t end
your move adjacent to the triggering enemy.

Ranger Utility 10

Undaunted Stride
You expertly navigate through difficult terrain.

Daily 4+ Martial, Stance
Minor Action Personal
Effect: Your movement is not hindered by difficult terrain.

Ranger Utility 10

LEVEL 13 ENCOUNTER EXPLOITS

Armor Splinter Ranger Attack 13

You attack the weak spots in your opponent’s armor, not only
dealing damage but also leaving your prey vulnerable to later
attacks.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One creature

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Hit: 1[W] + Strength modifier damage per attack. If one
attack hits, the target takes a penalty to AC equal to your
Wisdom modifier until the end of your next turn. If both
attacks hit, the target takes a penalty to AC equal to 2 +
your Wisdom modifier until the end of your next turn.

Knockdown Shot
One shot topples your foe.

Ranger Attack 13

Encounter 4 Martial, Weapon

Standard Action Ranged weapon

Target: One creature of your size or smaller

Attack: Dexterity vs. Reflex

Hit: 2[W] + Dexterity modifier damage, and the target is
knocked prone.

Nimble Defense Ranger Attack 13

Between strikes, you use both of your weapons to deflect incoming
blows.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One creature

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Hit: 1[W] + Strength modifier damage per attack. If you hit
with either attack, you gain a power bonus to AC equal to
2 + your Wisdom modifier until the end of your next turn.

Pinning Strike Ranger Attack 13

With a well-aimed attack, you pin your foe to the ground or to a
nearby wall.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
ranged weapon.

Targets: One or two creatures

Attack: Strength vs. AC (melee; main weapon and off-hand
weapon) or Dexterity vs. AC (ranged), two attacks

Hit: 1[W] + Strength modifier damage (melee) or 1[W] +
Dexterity modifier damage (ranged) per attack. The target
is immobilized until the start of your next turn.

LeveL 15 DAILY ExXPLOITS
Blade Cascade

Time seems to slow down as your weapons fall upon your hapless
foes like rain from an ominous sky.

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Targets: One or more creatures

Attack: Strength vs. AC. Alternate main and off-hand weapon
attacks until you miss. As soon as an attack misses, this
attack ends.

Hit: 2[W] + Strength modifier damage per attack.

F

Ranger Attack 15

Bleeding Wounds Ranger Attack 15

Your arrows puncture flesh, and from these wounds blood flows
in crimson streams.

Daily 4+ Martial, Weapon

Standard Action Ranged weapon

Targets: One, two, or three creatures

Attack: Dexterity vs. AC, three attacks

Hit: 1[W] + Dexterity modifier damage per attack, and
ongoing 5 damage (save ends). A target hit twice takes
ongoing 10 damage (save ends). A target hit three times
takes ongoing 15 damage (save ends).

Miss: Half damage per attack, and no ongoing damage.

Confounding Arrows
Your targets won't know what hit them.

Daily 4+ Martial, Weapon

Standard Action Ranged weapon

Targets: One, two, or three creatures

Attack: Dexterity vs. AC, three attacks

Hit: 1[W] + Dexterity modifier damage per attack. A target
hit once is dazed (save ends). A target hit twice is stunned
(save ends). A target hit three times is stunned (save ends)
and takes +2[W] damage.

Miss: The target is dazed (save ends).

Ranger Attack 15
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Stunning Steel Ranger Attack 15

You fight past your enemies’ shields and armor and deal nasty
cuts that leave them reeling and unable to react.

Daily 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One or two creatures

Attack: Strength vs. Fortitude (main weapon and off-hand
weapon), two attacks

Hit: 1[W] + Strength modifier damage per attack. If
one attack hits, the target is stunned (save ends). If both
attacks hit, the target is stunned and immobilized (save
ends both).

Miss: Half damage per attack, and the target is not stunned
or immobilized.

LEVEL 16
UuriLity ExpLoits

\__

Evade the Blow Ranger Utility 16

When your enemy launches his attack, you leap out of the way,
leaving your foe to hit nothing but air.

Daily 4 Martial

Immediate Interrupt  Personal

Trigger: An enemy hits you with a melee attack

Effect: Shift 1 square away from the enemy.

Longstrider Ranger Utility 16

You have an uncanny knack for being in the right place at the
right time.

Daily 4+ Martial, Stance

Minor Action Personal

Effect: Your speed increases by 2.

Momentary Respite Ranger Utility 16

Amid the chaos of combat, you're able to calm yourself for an

instant and recover from a harmful effect.

Daily 4+ Martial

Standard Action Personal

Effect: Shift a number of squares equal to your Wisdom
modifier and make a saving throw. You are no longer
marked by any enemy.

LEVEL 17 ENCOUNTER EXPLOITS

Arrow of Vengeance Ranger Attack 17

You point your bow at the villain who just wounded your friend
and loose a vengeful arrow.

Encounter 4 Martial, Weapon

Immediate Reaction  Ranged weapon

Trigger: A creature within range attacks your ally

Target: The attacking creature

Attack: Dexterity vs. AC, and gain a power bonus to this
attack equal to your Wisdom modifier.

Hit: 2[W] + Dexterity modifier damage.
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Cheetah’s Rake Ranger Attack 17

You whirl around with blades outstretched, slashing your foes across
the legs and causing them to fall to the ground in mewling heaps.

Encounter 4 Martial, Weapon
Standard Action Close burst 1

Requirement: You must be wielding two melee weapons.

Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and the target is
immobilized and knocked prone until the end of your
next turn.

ZOLTAN BOROS & GABOR SZIKSZAI



Triple Shot Ranger Attack 17

You launch a volley of three arrows, which streak across the
battlefield with whispered threats of oblivion.

Encounter 4 Martial, Weapon

Standard Action Ranged weapon

Targets: One, two, or three creatures

Attack: Dexterity vs. AC, three attacks

Hit: 1[W] + Dexterity modifier damage per attack.

Two-Weapon Eviscerate Ranger Attack 17

You swing your blades in lethal arcs, dousing the battlefield in
your enemy’s blood.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One creature

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Hit: 1[W] + Strength modifier damage per attack. If both
attacks hit, the target takes an extra 1d10 damage and is
weakened until the end of your next turn.

LeveL 19 DAILY ExXPLOITS

Cruel Cage of Steel Ranger Attack 19

You move swiftly around your enemies, weaving back and forth
and delivering a vicious slash with each soft step.

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Targets: One, two, or three creatures

Attack: Strength + 2 vs. AC, three attacks

Hit: 2[W] + Strength modifier damage (first attack; main),
2[W] + Strength modifier damage (second attack; off-
hand), and 1[W] + Strength modifier (third attack; main).
A target hit once is dazed until the end of your next turn.
A target hit twice is stunned until the end of your next
turn. A target hit three times is weakened and stunned
until the end of your next turn.

Miss: Half damage per attack, and the target is not dazed,
stunned, or weakened.

Effect: After the first attack and after the second attack, you
can shift 1 square.

Great Ram Arrow Ranger Attack 19

You loose an arrow that pierces your foe, hurls him back, and

knocks him off his feet.

Daily ¢ Martial, Weapon

Standard Action Ranged weapon

Target: One creature

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage. In addition, you
push the target a number of squares equal to your
Strength modifier, and it is knocked prone.

Miss: Half damage, and you push the target 1 square and it is
knocked prone.

Two-in-One Shot Ranger Attack 19

The first shot is always the toughest.

Daily 4+ Martial, Weapon

Standard Action Ranged weapon

Target: One creature

Attack: Dexterity vs. AC, two attacks. If the first attack hits,
you gain a +5 bonus to the attack roll for the second attack.
If the first attack misses, make the second attack normally.

Hit: 2[W] + Dexterity modifier damage per attack.

Miss: Half damage per attack.

Wounding Whirlwind

Crimson droplets splatter as you slash into all nearby foes.
Daily 4 Martial, Weapon

Ranger Attack 19

Standard Action Close burst 1

Target: Each enemy in burst you can see

Attack: Strength vs. AC (main weapon and off-hand weapon), —
two attacks per target -

Hit: 1[W] + Strength modifier damage per attack. If you | )
hit a target with one weapon, it takes ongoing 5 damage 4
(save ends). If you hit a target with both weapons, it takes 3
ongoing 10 damage (save ends).

Miss: Half damage per attack, and no ongoing damage.

LEVEL 22 UTILITY EXPLOITS

Forest Ghost

You vanish into your surroundings with such speed and skill that
your enemies can’t even begin to guess where you might be.

Daily 4 Illusion, Martial

Standard Action Personal

Effect: When it is not your turn, enemies treat you as invis-
ible if you have cover or concealment from them. An en-
emy still knows the square you occupy if it saw you in that
square at any point during a round. This effect lasts until
the end of the encounter or for 5 minutes.

Ranger Utility 22

Hit the Dirt

You throw yourself to the ground, tumble a safe distance, and
spring to your feet no worse for wear.

Daily 4 Martial

Immediate Interrupt  Personal

Trigger: You are hit by an area attack or a close attack

Effect: Shift a number of squares equal to your Wisdom
modifier.

Ranger Utility 22

Master of the Hunt
You take careful aim with every shot.

Daily 4+ Martial, Stance

Minor Action Personal

Effect: You gain a bonus to damage rolls equal to your Wis-
dom maodifier.

Ranger Utility 22

Safe Stride

You deftly maneuver around your foes as the battle rages on.

Encounter 4 Martial
Move Action Personal
Effect: Shift a number of squares equal to your Wisdom

modifier. _,/

Ranger Utility 22




LEVEL 23 ENCOUNTER EXPLOITS
Blade Ward

Your enemy strikes, and as you defend yourself with one blade,
you drive the other deep into his gullet.

Ranger Attack 23

Encounter 4 Martial, Weapon

Immediate Interrupt  Melee weapon

Trigger: A creature makes a melee attack against you

Target: The attacking creature

Attack: Strength vs. AC

Hit: [W] + Strength modifier damage.

Effect: Until the end of your next turn, the target’s attack rolls
against you take a penalty equal to your Wisdom modifier.

Cloak of Thorns Ranger Attack 23
You stab and slash enemies that come close to you.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One or two creatures

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Hit: 2[W] + Strength modifier damage per attack. If one
attack hits, the target takes a -2 penalty to attack rolls
until the end of your next turn. If both attacks hit the same
target, this penalty worsens to -4.

Effect: If any adjacent creature makes an attack against you
and misses before the start of your next turn, make a melee
basic attack against it with both your main weapon and
your off-hand weapon as an immediate reaction.

Hammer Shot Ranger Attack 23

You test the strength of your bowstring as you pull an arrow back
as far as it will go and unleash it upon your unsuspecting foe.

Encounter 4 Martial, Weapon

Standard Action Ranged weapon

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 4]|W] + Dexterity modifier damage, and you push the
target a number of squares equal to 2 + your Wisdom
modifier.

Manticore’s Volley
You pepper your foe with arrows.

Ranger Attack 23

Encounter 4 Martial, Weapon

Standard Action

Target: One creature

Attack: Dexterity vs. AC, three attacks

Hit: 1[W] + Dexterity modifier damage per attack. If two
attacks hit, deal an extra 1[W] damage. If all three attacks
hit, deal an extra 2[W] damage.

Ranged weapon

LeEvEL 25 DAILY ExPLOITS

Bloodstorm

With bow or blades, you rain a series of deadly blows on your
opponent.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding two melee weapons or a
ranged weapon.

Target: One creature

Attack: Strength vs. AC (melee; main weapon and off-hand
weapon) or Dexterity vs. AC (ranged), two attacks

Hit: 2[W] + Strength modifier damage (melee) or 2[W] +
Dexterity modifier damage (ranged) per attack.

Miss: Half damage per attack.

Effect: After making these attacks, you can shift a number of
squares equal to your Wisdom modifier.

Ranger Attack 25

Tiger’s Reflex Ranger Attack 25

You counter your opponent’s attack with a ferocious strike of your
own.

Daily 4+ Martial, Stance

Minor Action Personal

Effect: You can make a basic attack against an enemy you
choose as an immediate interrupt if it attacks you.

Unstoppable Arrows Ranger Attack 25

You loose a volley of arrows with such force that they skewer
several nearby enemies.

Daily 4+ Martial, Weapon

Standard Action Close blast 5

Requirement: You must be wielding a ranged weapon.
Target: Each enemy in blast

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage.

Miss: Half damage.

LEVEL 27 ENCOUNTER EXPLOITS
Death Rend

You plunge your blades into your opponent and rip them out with
the ferocity of a tiger, leaving your prey gasping for life.

Ranger Attack 27

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding two melee weapons.

Target: One creature

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks

Hit: 2[W] + Strength modifier damage per attack. If both
attacks hit, the target takes an extra 1d10 damage and is
stunned until the end of your next turn.



Hail of Arrows Ranger Attack 27

You launch a barrage of arrows that strike all enemies before you.

Encounter 4 Martial, Weapon

Standard Action Ranged weapon
Target: Each enemy in range

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier damage.

Lightning Shot Ranger Attack 27

As an enemy reels from a terrible wound, you quickly loose an
arrow to finish him off.

Encounter 4 Martial, Weapon

Immediate Reaction  Ranged weapon

Trigger: One creature you can see has just taken damage

Target: The creature that took damage

Attack: Dexterity vs. AC

Hit: 2[W] + Dexterity modifier damage, or 3[|W] + Dexterity
modifier damage if the target is bloodied.

Wandering Tornado Ranger Attack 27

You strike your enemies in all directions. Then, like a tornado,
you weave through the battlefield and unleash a second onslaught
of whirling steel.

Encounter 4 Martial, Weapon

Standard Action Close burst 1

Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage.

Effect: You can shift a number of squares equal to 1 + your
Wisdom modifier, and make another close burst 1 attack
(as above).

LeEvEL 29 DAILY ExPLOITS

FO“OW-I.IP Blow Ranger Attack 29

You follow every strike with a backhanded swipe that breaks
through your enemy’s defenses.

Daily 4+ Martial, Stance, Weapon

Minor Action Personal

Requirement: You must be wielding two melee weapons.

Effect: You can use your off-hand weapon to make a melee
basic attack with a -2 penalty against each enemy you hit
using a melee attack power.

Three-in-One Shot Ranger Attack 29

If you can hit with the first arrow, the others will follow.

Daily 4 Martial, Weapon

Standard Action Ranged weapon

Target: One creature

Attack: Dexterity vs. AC, three attacks. If the first attack hits,
you gain a +5 bonus to the second and third attack rolls.
If the first attack misses, roll the second and third attacks
normally.

Hit: 2[|W] + Dexterity modifier damage per attack.

Miss: Half damage per attack.

Weave a Web of Steel Ranger Attack 29

Crossing your blades, you form a defense as solid as a mighty
shield, ready to riposte if your enemy isn't lucky.

Daily 4 Martial, Weapon

Immediate Interrupt  Melee weapon

Trigger: An enemy hits you with a melee attack

Requirement: You must be wielding two melee weapons.

Target: The triggering enemy

Attack: Strength vs. AC, two attacks (main weapon and off-
hand weapon)

Hit: 3[W] + Strength modifier damage (main weapon) and
1[W] + Strength modifier damage (off-hand weapon).
If both attacks hit, the target’s attack misses.

Miss: Half damage with your main weapon, and no damage
with your off-hand weapon.

PARAGON PATHS

BATTLEFIELD ARCHER

“There’s no target I can’t hit, no matter how far, no matter
how small.”

Prerequisite: Ranger class, archer fighting style

You become a paragon of marksmanship, an unri-
valed archer who remains cool and collected in even
the most intense battlefield situations. Your experi-
ence and skill show through with every projectile you
loose on a target, and every battle goes just a little bit
smoother with you in the field.

BATTLEFIELD ARCHER PPATH

FEATURES

Archer’s Action (11th level): You can spend an
action point to reroll one ranged attack roll or ranged
damage roll, instead of taking an extra action.

Battlefield Experience (11th level): You can
designate more than one creature as your quarry at a
time, up to a number equal to your Wisdom modifier.
In addition, any attack made against a quarry receives
a +1 bonus to attack rolls.

Battle Surge (16th level): When you spend an
action point to take an extra action or to gain the ben-
efit of your Archer’s Action, you also gain a +5 bonus
to AC against opportunity attacks until the end of the
encounter.




BATTLEFIELD ARCHER EXPLOITS

Combined Fire Battlefield Archer Attack 11

You combine fire with one of your allies to take down a trouble-
some foe.

Encounter 4 Martial, Weapon

Immediate Reaction  Ranged weapon

Trigger: An ally makes a ranged attack or an area attack
Target: One creature attacked by your ally

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage.

Archer’s Glory Battlefield Archer Utility 12

One enemy falls, and those that remain are about to learn what
heroism is all about.

Encounter 4 Martial

Free Action Personal

Trigger: One of your ranged attacks drops an enemy to 0 hit
points or fewer

Effect: You gain an action point that you must spend before
the end of your next turn.

Quarry’s Bane Battlefield Archer Attack 20

You have multiple quarries in your sights, so you unleash a

deadly volley of shots at each of them.

Daily ¢ Martial, Weapon

Standard Action Ranged weapon

Target: Each enemy designated as your quarry

Attack: Dexterity vs. AC

Hit: 3[W] damage.

Miss: The target is knocked prone as it dodges your attack.

BEAST STALKER

“I am the hunter. You are my prey.”
Prerequisite: Ranger class, archer fighting style

You become the ultimate hunter of beasts or magi-
cal beasts, stalking your chosen prey with deliberate
cunning and amazing ease. Against your chosen prey,
each arrow hits its mark with unerring accuracy and
punishing velocity.

BEAST STALKER PATH FEATURES
Beast Stalker’s Action (11th level): When you
spend an action point to take an extra action, you also
gain a +4 bonus to attack rolls against your quarry

until the start of your next turn.

Chosen Prey (11th level): Choose one of the
following keywords: beast or magical beast. Your
Hunter’s Quarry class feature deals an extra 2 damage
against creatures of the chosen kind.

Action Shift (16th level): After you spend an
action point to take an extra action, you can shift as a
minor action until the end of the encounter.
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BEAST STALKER EXPLOITS

Pinpointing Arrow Beast Stalker Attack 11

Your shot is undeterred by obstructions and magical veils.

Encounter 4 Martial, Weapon

Standard Action Ranged weapon

Target: One creature designated as your quarry

Special: Ignore penalties for cover (but not superior cover),
concealment, and total concealment. You can attack an
invisible target as if it wasn’t invisible.

Attack: Dexterity vs. AC

Hit: 2[|W] + Dexterity modifier damage.

Hunter’s Grace Beast Stalker Utility 12

Even as your allies take stock of the enemies pouring in around
them, you move into position and set your plans into motion.

Daily 4 Martial

No Action Personal

Effect: Make a Stealth check and use that as your initiative
check result. If you get the first turn in the encounter, you
can shift up to your speed as a free action before taking
any other actions.

Beast Stalker’s Target Beast Stalker Attack 20

“This foe is my prey!”
Daily 4+ Martial, Weapon
Standard Action Ranged weapon

Target: One creature

Attack: Dexterity vs. AC

Hit: 4]|W] + Dexterity modifier damage.

Effect: The target is designated as your quarry until the end
of the encounter, and you can designate one additional
creature as a quarry following the normal Hunter’s Quarry
rules.

PATHFINDER

“I can find us a path through that maze of horror,
and I can safely lead us to the other end.”

Prerequisite: Ranger class, two-blade fighting style

You become the ultimate scout, finding a way through
any situation. Sometimes you find the best path, but
other times you have to carve that path out of the wil-
derness with your two blades singing through the air.

PATHFINDER PATH FEATURES

Battlehoned (11th level): You gain two extra heal-
ing surges per day.

Pathfinder’s Action (11th level): When you
spend an action point to take an extra action, you also
gain a move action.

Cruel Recovery (16th level): When you hit an
enemy and it takes damage from Hunter’s Quarry,
you gain temporary hit points equal to the amount
of damage you dealt from Hunter’s Quarry + your
Wisdom modifier.



PPATHFINDER EXPLOITS

Wrong Step Pathfinder Attack 11

Your enemy steps unwittingly into your trap, and you catch him
by surprise with a sudden, paralyzing thrust.

Encounter 4 Martial, Weapon

Immediate Interrupt  Melee weapon

Trigger: An adjacent enemy shifts or moves

Target: The enemy

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and the target is im-
mobilized until the end of your next turn.

Act Together Pathfinder Utility 12

You find it within yourself to capitalize on your comrade’s latest

act of daring.

Daily 4 Martial

Immediate Reaction  Personal

Trigger: An ally spends an action point to take an extra action

Effect: You gain an action point that you must spend before
the end of your next turn.

Slasher’s Mark Pathfinder Attack 20

You fortify yourself, raise your weapons, and carve scarring
wounds into the flesh of your enemies.
Daily 4 Healing, Martial, Weapon
Standard Action Melee weapon
Requirement: You must be wielding two melee weapons.
Special: You can spend a healing surge before attacking.
Primary Target: One creature
Attack: Strength vs. AC (main weapon)
Hit: 3[W] + Strength modifier damage (main weapon).
Effect: The target is marked until the end of the encounter.
Make a secondary attack.
Secondary Target: One creature other than the primary
target
Secondary Attack: Strength vs. AC (off-hand weapon)
Hit: 2[|W] + Strength modifier damage (off-hand weapon).
Effect: The target is marked until the end of the encounter.

STORMWARDEN

“I have accepted the burden of the stormwardens of the Fey-
wild, and this region is under my protection.”

Prerequisite: Ranger class, two-blade fighting style

Your role as a warden and defender of the wild takes
on new heights as you learn the ancient ways of the
stormwardens of the Feywild. These techniques turn
your whirling blades into a storm of destruction that
rains down punishing blows on your enemies. With
each slash of your weapon, the wind howls in anticipa-
tion of the coming storm.

STORMWARDEN PATH FEATURES

Blade Storm (11th level): As long as you are
armed with a melee weapon and are capable of
making an opportunity attack, one adjacent enemy
(your choice) takes damage equal to your Dexterity
modifier at the end of your turn.

Stormstep Action (11th level): When you spend
an action point to take an extra action, you can tele-
port 3 squares either before or after you use the extra
action.

Twin-Blade Storm (16th level): As long as you
are armed with a melee weapon and are capable of
making an opportunity attack, two adjacent enemies
(your choice) take lightning damage equal to your
Dexterity modifier at the end of your turn.

STORMWARDEN EXPLOITS

=
[ P

Clearing the Ground Stormwarden Attack 11

You sweep your blades in mighty arcs around you, cutting foes P
that get too close and thrusting them back.

Encounter 4 Martial, Weapon

Standard Action Close burst 1

Requirement: You must be wielding two melee weapons.

Target: Each enemy in burst you can see

Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage, and you push the
target 1 square.

Throw Caution to the Wind Stormwarden Utility 12

Aw, what the hell. You only live once.

Encounter 4+ Martial, Stance

Minor Action Personal

Effect: You take a -2 penalty to all defenses and gain a +2
bonus to attack rolls.

Cold Steel Hurricane Stormwarden Attack 20

You rush into the midst of your enemies and, like a freezing wind,

flay them alive.
Daily 4+ Martial, Weapon
Standard Action Close burst 1

Requirement: You must be wielding two melee weapons.

Special: Before you attack, shift a number of squares equal to
your Wisdom modifier.

Target: Each enemy in burst you can see

Attack: Strength vs. AC (main weapon and off-hand weapon),
two attacks per target

Hit: 1[W] + Strength modifier damage per attack.

Effect: You regain your second wind if you have already used
it during this encounter.
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“You look surprised to see me. If you’d been paying
attention, you might still be alive.”

CLASS TRAITS

Role: Striker. You dart in to attack, do massive damage,
and then retreat to safety. You do best when teamed
with a defender to flank enemies.

Power Source: Martial. Your talents depend on exten-
sive training and constant practice, innate skill, and
natural coordination.

Key Abilities: Dexterity, Strength, Charisma

Armor Proficiencies: Cloth, leather

Weapon Proficiencies: Dagger, hand crossbow,
shuriken, sling, short sword

Bonus to Defense: +2 Reflex

Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 6 + Constitution modifier

Trained Skills: Stealth and Thievery. From the class
skills list below, choose four more trained skills at
Tst level.
Class Skills: Acrobatics (Dex), Athletics (Str), Bluff
(Cha), Dungeoneering (Wis), Insight (Wis), Intimidate
(Cha), Perception (Wis), Stealth (Dex), Streetwise
(Cha), Thievery (Dex)

Build Options: Brawny rogue, trickster rogue
Class Features: First Strike, Rogue Tactics, Rogue
Weapon Talent, Sneak Attack

Rogues are cunning and elusive adversaries. Rogues
slip into and out of shadows on a whim, pass anywhere
across the field of battle without fear of reprisal, and
appear suddenly only to drive home a lethal blade.

As a rogue, you might face others’ preconceptions
regarding your motivations, but your nature is your
own to mold. You could be an agent fresh from the
deposed king’s shattered intelligence network, an
accused criminal on the lam seeking to clear your
name, a wiry performer whose goals transcend the
theatrical stage, a kid trying to turn around your hard-
luck story, or a daredevil thrill-seeker who can't get
enough of the adrenaline rush of conflict. Or perhaps
you are merely in it for the gold, after all.

With a blade up your sleeve and a concealing cloak
across your shoulders, you stride forth, eyes alight with
anticipation. What worldly wonders and rewards are
yours for the taking?

WILLIAM O’CONNOR



CREATING A ROGUE

The trickster rogue and the brawny rogue are the two
rogue builds, one relying on bluffs and feints, the other
on brute strength. Dexterity, Charisma, and Strength
are the rogue’s most important ability scores.

BrRAWNY ROGUE
You like powers that deal plenty of damage, aided by
your Strength, and also stun, immobilize, knock down,
or push your foes. Your attacks use Dexterity, so keep
that your highest ability score. Strength should be a
close second—it increases your damage directly, and it
can determine other effects of your attacks. Charisma
is a good third ability score, particularly if you want
to dabble in powers from the other rogue build. Select
the brutal scoundrel rogue tactic, and look for powers
that pack a lot of damage into every punch.

Suggested Feat: Weapon Focus (Human feat:
Toughness)

Suggested Skills: Athletics, Dungeoneering,
Intimidate, Stealth, Streetwise, Thievery

Suggested At-Will Powers: piercing strike, riposte
strike

Suggested Encounter Power: torturous strike

Suggested Daily Power: easy target

TRICKSTER ROGUE

You like powers that deceive and misdirect your foes.
You dart in and out of the fray in combat, dodging
your enemies’ attacks or redirecting them to other
foes. Most of your attack powers rely on Dexterity,

so that should be your best ability score. Charisma

is important for a few attacks, for Charisma-based
skills you sometimes use in place of attacks, and for
other effects that depend on successful attacks, so
make Charisma your second-best score. Strength

is useful if you want to choose powers intended for
the other rogue build. Select the artful dodger rogue
tactic. Look for powers that take advantage of your
high Charisma score, as well as those that add to your
trickster nature.

ROGUE OVERVIEW

Characteristics: Combat advantage provides the full
benefit of your powers, and a combination of skills and
powers helps you gain and keep that advantage over your
foes. You are a master of skills, from Stealth and Thievery
to Bluff and Acrobatics.

Religion: Rogues prefer deities of the night, luck, free-
dom, and adventure, such as Sehanine and Avandra. Evil
and chaotic evil rogues often favor Lolth or Zehir.

Races: Those with a love for secrets exchanged in
shadows and change for its own sake make ideal rogues,
including elves, tieflings, and halflings.

Suggested Feat: Backstabber (Human feat:
Human Perseverance)

Suggested Skills: Acrobatics, Bluff, Insight, Per-
ception, Stealth, Thievery

Suggested At-Will Powers: deft strike, sly flourish

Suggested Encounter Power: positioning strike

Suggested Daily Power: trick strike

Rocur CLASS FEATURES

All rogues share these class features.

FIRST STRIKE

At the start of an encounter, you have combat advan-
tage against any creatures that have not yet acted in
that encounter.

RocuEe TACTICS / ,

Rogues operate in a variety of ways. Some rogues use
their natural charm and cunning trickery to deceive foes.
Others rely on brute strength to overcome their enemies.

Choose one of the following options.

Artful Dodger: You gain a bonus to AC equal to
your Charisma modifier against opportunity attacks.

Brutal Scoundrel: You gain a bonus to Sneak
Attack damage equal to your Strength modifier.

The choice you make also provides bonuses to cer-
tain rogue powers. Individual powers detail the effects
(if any) your Rogue Tactics selection has on them.

ROGUE WEAPON JTALENT

When you wield a shuriken, your weapon damage die
increases by one size. When you wield a dagger, you
gain a +1 bonus to attack rolls.

SNEAK ATTACK

Once per round, when you have combat advantage
against an enemy and are using a weapon from the
light blade, the crossbow, or the sling weapon group,
an attack you make against that enemy deals extra
damage if the attack hits. You decide whether to apply
the extra damage after making the damage roll. As
you advance in level, your extra damage increases.

Level Sneak Attack Damage
1st-10th +2d6
11th-20th +3d6
21st-30th +5d6

ROGUE POWERS

Your powers are daring exploits that draw on your
personal cunning, agility, and expertise. Some powers
reward a high Charisma and are well suited for the
trickster rogue, and others reward a high Strength and
appeal to the brawny rogue, but you are free to choose
any power you like.




LEveEL 1 AT-WILL EXPLOITS

Deft Strike Rogue Attack 1
A final lunge brings you into an advantageous position.

At-Will ¢ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or asling.

Target: One creature

Special: You can move 2 squares before the attack.

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier damage.

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

Piercing Strike
A needle-sharp point slips past armor and into tender flesh.

At-Will ¢ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Reflex

Hit: 1[W] + Dexterity modifier damage.

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

Rogue Attack 1

Riposte Strike

With a calculated strike, you leave your foe vulnerable to an
adroit riposte should he dare attack you.

At-Will ¢ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier damage. If the target attacks
you before the start of your next turn, you make your
riposte against the target as an immediate interrupt: a
Strength vs. AC attack that deals 1[W] + Strength modifier
damage.

Increase damage to 2[W] + Dexterity modifier and riposte to
2[W] + Strength modifier at 21st level.

Rogue Attack 1

Sly Flourish Rogue Attack 1

A distracting flourish causes the enemy to forget the blade at his
throat.

At-Will ¢ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier + Charisma modifier
damage.

Increase damage to 2[W] + Dexterity modifier + Charisma
modifier at 21st level.

LEVEL 1 ENCOUNTER EXPLOITS

Dazing Strike Rogue Attack 1

An expert strike catches your foe by surprise and leaves him reel-

ing from the pain.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier damage, and the target is
dazed until the end of your next turn.

King’s Castle Rogue Attack 1

It’s hard to get to the little guy when he takes cover behind an ally
who can crush plate armor in his teeth.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. Reflex

Hit: 2[|W] + Dexterity modifier damage.

Effect: Switch places with a willing adjacent ally.

Positioning Strike

A false stumble and a shove place the enemy exactly where you
want him.

Rogue Attack 1

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Will

Hit: 1[W] + Dexterity modifier damage, and you slide the
target 1 square.
Artful Dodger: You slide the target a number of squares
equal to your Charisma modifier.

Torturous Strike Rogue Attack 1

If you twist the blade in the wound just so, you can make your
enemy howl in pain.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. AC

Hit: 2[|W] + Dexterity modifier damage.
Brutal Scoundrel: You gain a bonus to the damage roll
equal to your Strength modifier.



LeveL 1 DAILY EXPLOITS

Blinding Barrage Rogue Attack 1

A rapid barrage of projectiles leaves your enemies clearing the
blood from their eyes.

Daily 4+ Martial, Weapon

Standard Action Close blast 3

Requirement: You must be wielding a crossbow, a light
thrown weapon, or a sling.

Target: Each enemy in blast you can see

Attack: Dexterity vs. AC

Hit: 2[W] + Dexterity modifier damage, and the target is
blinded until the end of your next turn.

Miss: Half damage, and the target is not blinded.

Easy Target

You deal a staggering blow to your enemy, setting it up for future
attacks.

Daily 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or asling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 2[W] + Dexterity modifier damage, and the target is
slowed and grants combat advantage to you (save ends
both).

Miss: Half damage, and the target grants combat advantage
to you until the end of your next turn.

Rogue Attack 1

Trick Strike Rogue Attack 1

Through a series of feints and lures, you maneuver your foe right
where you want him.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage, and you slide the
target 1 square.

Effect: Until the end of the encounter, each time you hit the
target you slide it 1 square.

LEvEL 2 UTILITY EXPLOITS

Fleeting Ghost Rogue Utility 2

You are stealthy and fleet of foot at the same time.

At-Will ¢ Martial

Move Action Personal

Prerequisite: You must be trained in Stealth.

Effect: You can move your speed and make a Stealth check.
You do not take the normal penalty from movement on
this check.

Great Leap Rogue Utility 2
You leap a great distance without a running start.

At-Will 4 Martial

Move Action Personal

Prerequisite: You must be trained in Athletics.

Effect: Make a high jump or a long jump. Determine the DC
of the Athletics check as though you had a running start.
The distance you jump can exceed your speed.

Master of Deceit Rogue Utility 2

The line between truth and deception is thin, and you cross it with
ease.

Encounter 4+ Martial

Free Action Personal

Trigger: You roll a Bluff check and dislike the result
Prerequisite: You must be trained in Bluff.

ROGUE

Effect: Reroll the Bluff check. You decide whether to make “
the reroll before the DM announces the result. / EN
o e
Quick Flngers Rogue Utility 2 Py -
You can pilfer a coin pouch in the blink of an eye. V-

Encounter 4+ Martial

Minor Action Personal

Prerequisite: You must be trained in Thievery.

Effect: Make a Thievery check as part of this action, even if
the check is normally a standard action.

Tumble Rogue Utility 2

You tumble out of harm’s way, dodging the opportunistic attacks
of your enemies.

Encounter 4 Martial

Move Action Personal

Prerequisite: You must be trained in Acrobatics.

Effect: You can shift a number of squares equal to one-half
your speed.

LEVEL 3 ENCOUNTER EXPLOITS

Bait and Switch Rogue Attack 3

You strike and weave, causing your foe to lurch forward so that
you can duck around him and slip into his space.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Will

Hit: 2[|W] + Dexterity modifier damage. In addition, you
switch places with the target and can then shift 1 square.
Artful Dodger: You can shift a number of squares equal to
your Charisma modifier.
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Setup Strike Rogue Attack 3 Walking Wounded Rogue Attack 5

You land a calculated blow that causes your enemy to drop his You topple your enemy with a crippling blow and force him to
guard, leaving him vulnerable to subsequent attacks. stumble around the battlefield.
Encounter 4 Martial, Weapon Daily 4 Martial, Weapon
Standard Action Melee weapon Standard Action Melee or Ranged weapon
Requirement: You must be wielding a light blade. Requirement: You must be wielding a crossbow, a light blade,
Target: One creature or asling.
Attack: Dexterity vs. AC Target: One creature
Hit: 2]|W] + Dexterity modifier damage, and the target grants Attack: Dexterity vs. Fortitude

combat advantage to you until the end of your next turn. Hit: 2[W] + Dexterity modifier damage, and the target is

knocked prone. Until the end of the encounter, if the

Topple Over Rogue Attack 3 target moves more than half its speed in a single action, it
falls prone at the end of its movement.

e ndomentum are your allies as you tunge forward, Miss: Half damage, and the target is not knocked prone.

strike deftly, and knock your opponent to the ground.
Encounter 4 Martial, Weapon

Standard Action Melee weapon LEvEL 6 UTILITY EXPLOITS

Requirement: You must be wielding a light blade.

Target: One creature Chameleon Rogue Utility 6
Attack: Dexterity vs. AC You blend into your surroundings.

Brutal Scoundrel: You gain a bonus to the attack roll equal
to your Strength modifier.

Hit: 1[W] + Dexterity modifier damage, and the target is
knocked prone.

At-Will ¢ Martial

Immediate Interrupt  Personal

Trigger: You are hidden and lose cover or concealment
against an opponent

Prerequisite: You must be trained in Stealth.

Trickster’s Blade Rogue Attack 3 Effect: Make a Stealth check. Until the end of your next
You land an expert blow and follow up with a clever series of turn, you remain hidden if a creature that has a clear line
feints that bewilder your enemies. of sight to you does not beat your check result with its Per-

ception check. If at the end of your turn you do not have

Encounter 4 Martial, Weapon .
cover or concealment against a creature, that creature

Standard Action Melee or Ranged weapon h .
Requirement: You must be wielding a crossbow, a light blade, automatically notices you.

or asling.
Target; One creature |gn0b|e Escape Rogue Utility 6
Attack: Dexterity vs. AC With nimble ease, you sidestep one perilous situation after
Hit: 2[W] + Dexterity modifier damage. Add your Charisma another.

modifier to your AC until the start of your next turn. Encounter 4+ Martial

Move Action Personal
LeEVFL 5 DAILY EXPLOITS Prerequisite: You must be trained in Acrobatics.
Effect: If you are marked, end that condition. You can shift a

Clever Riposte Rogue Attack 5 number of squares equal to your speed.
You follow up a fierce attack with a series of quick, painful strikes "
wové; betwesn ){)ur enemy’s attacks. ! Mob Mentality Rogue Utility 6
Daily + Martial, Weapon When it comes to lying, cajoling, or persuading others, your allies
Standard Action Melee weapon Jollow your lead.
Requirement: You must be wielding a light blade. Encounter 4 Martial
Target: One creature Standard Action Close burst 10
Attack: Dexterity vs. AC Prerequisite: You must be trained in Intimidate.
Hit: 2[W] + Dexterity modifier damage. Targets: You and each ally in burst
Effect: Until the end of the encounter, the target takes damage Effect: The targets gain a +2 power bonus to Charisma-

equal to your Dexterity modifier each time it attacks you, and based skill and ability checks until the end of your next

you can shift as an immediate reaction after such an attack. turn.

Nimble Climb Rogue Uilty 6
Each drop of blood is another nail in your enemy’s coffin. You climb surfaces with astounding ease.
Daily ¢ Martial, Weapon At-Will 4 Martial
Standard Action Melee weapon Move Action Personal
Requirement: You must be wielding a light blade. Prerequisite: You must be trained in Athletics.
Target: One creature Effect: Make an Athletics check to climb a surface. You can
Attack: Dexterity vs. Fortitude move at your full speed during this climb.
\ Hit: 2[W] + Dexterity modifier damage, and ongoing dam-
age equal to 5 + your Strength modifier (save ends).

Miss: Half damage, and no ongoing damage.




Slippery Mind Rogue Utility 6

You cloud your mind with vague thoughts that shield you against
a sudden mental attack.

Encounter 4+ Martial

Immediate Interrupt  Personal

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

Prerequisite: You must be trained in Bluff.

Effect: Gain a +2 power bonus to your Will defense against
the triggering attack.

LEVEL 7 ENCOUNTER EXPLOITS

Cloud of Steel Rogue Attack 7

You shower your enemies in sharp metal.

Encounter 4 Martial, Weapon

Standard Action Close blast 5

Requirement: You must be wielding a crossbow, a light
thrown weapon, or a sling.

Target: Each enemy in blast you can see

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier damage.

Imperiling Strike Rogue Attack 7

You deal a staggering blow, opening a hole in your enemy’s
defenses.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 1[W] + Dexterity modifier damage, and the target takes
a -1 penalty to AC and Reflex defense until the end of
your next turn.
Brutal Scoundrel: The penalty to AC and Reflex defense is
equal to your Strength modifier.

Rogue’s Luck Rogue Attack 7

A gifted rogue can turn failure into fortune.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 2[W] + Dexterity modifier damage.

Miss: Make a secondary attack against the target.
Secondary Attack: Dexterity vs. AC
Artful Dodger: You gain a bonus to the attack roll for the
secondary attack equal to your Charisma modifier.
Hit: 1[W] + Dexterity modifier damage.

Sand in the Eyes Rogue Attack 7

You scoop up a handful of sand or dirt or pebbles, strike your foe,
and throw the grit in his face to blind him.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Reflex

Hit: 1[W] + Dexterity modifier damage, and the target is
blinded until the end of your next turn.

LeEveL 9 DAILY ExXPLOITS

Crimson Edge Rogue Attack 9

You deal your enemy a vicious wound that continues to bleed,
and like a shark, you circle in for the kill.

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 2[W] + Dexterity modifier damage, and the target takes
ongoing damage equal to 5 + your Strength modifier and
grants combat advantage to you (save ends both).

Miss: Half damage, and no ongoing damage.

Deadly Positioning Rogue Attack 9

You adroitly outmaneuver your enemy, pushing and baiting him
with every stride and strike.

Daily 4 Martial, Weapon

Standard Action Melee 1

Requirement: You must be wielding a light blade.

Target: One creature

Attack: You slide the target to any other square adjacent to
you, and then make a Dexterity vs. AC attack.

Hit: 3[W] + Dexterity modifier damage.

Effect: Until the end of the encounter, as long as you are
adjacent to the target, you slide the target 1 square before
making a melee attack against it.

Knockout Rogue Attack 9

A well-placed blow takes your foe out of the fight.

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 2[|W] + Dexterity modifier damage, and the target is
knocked unconscious (save ends). If the unconscious target
takes any damage, it is no longer unconscious.

Miss: Half damage, and the target is dazed until the end of
your next turn.

LeveL 10 UTILITY EXPLOITS

Certain Freedom Rogue Utility 10

You are as slippery as an eel.

Daily 4+ Martial

Move Action Personal

Prerequisite: You must be trained in Acrobatics.

Effect: You automatically succeed on an Acrobatics check to
escape from a grab or to escape from restraints.
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Close Quarters Rogue Utility 10

You take cover beneath a much larger creature, making it harder
for the creature to hit you.

Daily 4+ Martial

Move Action Personal

Prerequisite: You must be trained in Acrobatics.

Effect: Move into the space of an adjacent creature larger
than you and at least Large in size. (It gets its usual oppor-
tunity attack against you as you leave an adjacent square.)
You gain combat advantage against the creature, and it
takes a -4 penalty to attack rolls against you. When the
creature moves, you move along with it, staying in the
same portion of the creature’s space. The creature can
make a Strength or Dexterity vs. Reflex attack (as a stan-
dard action with no penalty) to slide you into an adjacent
square and end this effect.

Special: Allies of the target creature can attack you without
penalty.

Dangerous Theft Rogue Utility 10

You snatch an item from an enemy during combat.

Encounter 4 Martial

Free Action Personal

Prerequisite: You must be trained in Thievery.

Effect: On your next action, ignore the -10 penalty when
you make a Thievery check to pick a pocket during

combat.

You silently step from shadow to shadow, slipping past your foes
unseen and unheard.

At-Will ¢ Martial

Move Action Personal

Prerequisite: You must be trained in Stealth.

Effect: You must be hiding to use this power. You can move
your speed. At the end of that movement, if you have
cover, you can make a Stealth check with no penalty for
moving. If you make the Stealth check, you stay hidden
during your movement.

LEVEL 13 ENCOUNTER EXPLOITS

Fool’s Opportunity Rogue Attack 13

You bait your foe into attacking you, and then turn his blow
straight back at him.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Will

Hit: The target takes damage as if it were hit by its own me-
lee basic attack. If you have combat advantage against the
target, you can add your Sneak Attack damage.

Shadow Stride Rogue Utility 10

STEVE PRESCOTT



Stunning Strike Rogue Attack 13

A well-timed attack leaves your enemy flailing helplessly for a
few critical seconds.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. AC

Hit: 1[W] + Dexterity modifier damage, and the target is
stunned until the end of your next turn.

Tornado Strike Rogue Attack 13

Your weapon becomes a blur as you make swift, sweeping attacks
against two foes, then hastily slip away.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Targets: One or two creatures

Attack: Dexterity vs. AC, one attack per target

Hit: 2[W] + Dexterity modifier damage, and you slide the
target 2 squares.
Artful Dodger: You slide the target a number of squares
equal to 1 + your Charisma modifier.

Effect: You can move 3 squares after making the attack.

Unbalancing Attack Rogue Attack 13

Ducking and weaving, you land a decisive blow that staggers
your foe and sets it up for a tripping attack.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage, and the target
cannot shift until the end of your next turn. If the target
provokes an opportunity attack from you before the start
of your next turn, you gain a bonus to the attack roll and
damage roll with the opportunity attack equal to your
Strength modifier, and you knock the target prone on a hit.

LeveL 15 DAILY ExXPLOITS

Bloody Path Rogue Attack 15

You dash across the battlefield, leaving bewildered and bleeding
enemies in your wake.

Daily 4+ Martial

Standard Action Personal

Effect: You can move your speed. Every enemy that can
make an opportunity attack against you as a result of this
movement attacks itself with its opportunity attack, rather
than you. Any enemy that can make an opportunity attack
against you during this movement must do so. It cannot
refrain from making the attack to avoid harming itself.

Garrote Grip Rogue Attack 15

The more your enemy struggles, the less you want to let him go.

Daily 4+ Martial, Reliable, Weapon

Standard Action (Special) Melee weapon

Special: You can use this power as a minor action if you have
already grabbed a creature. Doing so requires no attack roll.

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Reflex

Hit: 2[W] + Dexterity modifier damage, and you grab the
target. Until the target escapes, you have cover, and any
melee attack or ranged attack that misses you hits the
target instead.

Sustain Minor: Sustain the grab for another round. The
third time you sustain the grab after using this power, the
target falls unconscious. If an unconscious target takes any
damage, it is no longer unconscious.

Slaying Strike Rogue Attack 15 /

A ruthless strike yields great rewards, for after death comes the 1 !,
looting. - =
Daily 4 Martial, Weapon -

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage.

Miss: Half damage.

Special: If the target is bloodied, this attack does 5[W] +
Dexterity modifier + Strength modifier damage on a hit
(half damage on a miss) and can score a critical hit on a
roll of 17-20.

LeveL 16 UTILITY EXPLOITS

Foil the Lock Rogue Utility 16
You tug on a lock a certain way, and just like that, it snaps open.

Daily 4 Martial

Minor Action Personal

Prerequisite: You must be trained in Thievery.

Effect: On your next action, gain a +10 power bonus when
you make a Thievery check to open a lock. If the check
succeeds, the lock opens at once.

Hide in Plain Sight Rogue Utility 16

You stand unseen in the midst of the battle, striking from your

place of hiding.

Encounter 4 Martial

Minor Action Personal

Prerequisite: You must be trained in Stealth.

Effect: You must already be hidden to use this power. You
are invisible until you leave your current square. No other
action that you perform makes you visible.
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Leaping Dodge Rogue Utility 16

You leap out of harm’s way just in time to avoid an attack.

Encounter 4 Martial

Immediate Interrupt  Personal

Trigger: An enemy targets you with an attack

Prerequisite: You must be trained in Athletics.

Effect: Make an Athletics check to jump with a +5 power
bonus and move the appropriate distance.

Raise the Stakes Rogue Utility 16

You focus on the precision of your attacks, at the expense of hid-
ing the chinks in your own armor.

Daily 4+ Martial

Minor Action Personal

Prerequisite: You must be trained in Bluff.

Effect: Until the end of your next turn, any of your attacks
can score a critical hit on a roll of 17-20, and any attack
against you can score a critical hit on a roll of 19-20.

LEVEL 17 ENCOUNTER EXPLOITS

Dragon Tail Strike Rogue Attack 17
First you set them up, and then you knock them down.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 3[W] + Dexterity modifier damage. If the target attacks
you before the start of your next turn, you can attack
it again as an immediate interrupt and deal 2[W] +
Dexterity modifier damage if you hit.
Brutal Scoundrel: The attack you make as an immediate
interrupt gains a bonus to the attack roll equal to your
Strength modifier.

Hounding Strike Rogue Attack 17

With snarling ferocity, you attack. Your weapon bites deep into
your enemy’s flesh, filling his heart with doubt.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or asling.

Target: One creature

Attack: Dexterity vs. Will

Hit: 3[W] + Dexterity modifier damage. Until the end of
your next turn, you gain combat advantage against the
target and a +1 power bonus to all defenses against its
attacks.
Artful Dodger: The power bonus is equal to your Charisma
modifier.

Stab and Grab Rogue Attack 17

Keep your friends close, and your enemies at knifepoint.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Reflex

Hit: 3[W] + Dexterity modifier damage, and you grab
the target. If you have already grabbed the target, it is
restrained instead of immobilized until it escapes your
grab. The target can attempt to escape the grab as normal.

LeveL 19 DAILY ExPLOITS

Feinting Flurry Rogue Attack 19

A series of clever feints throws your foe off his game and makes
him an easy target.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. Will

Hit: 5[|W] + Dexterity modifier damage.

Effect: Until the end of your next turn, all of the target’s
defenses against your attacks take a penalty equal to your
Charisma modifier.

Sustain Minor: Sustain the penalty for another round.

Flying Foe Rogue Attack 19

Mastering your foe’s reactions allows you to toss him about like a
rag doll.

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 4]|W] + Dexterity modifier damage, and you slide the
target a number of squares equal to your Strength modi-
fier. If an obstacle (including a creature) arrests the slide,
both the target and the obstacle take 1d6 damage and the
target ends its movement in the square it occupied before
it collided with the obstacle.

Miss: You slide the target a number of squares equal to your
Strength modifier, and no damage from obstacles.

Snake’s Retreat Rogue Attack 19

After striking boldly, you frustrate your foe by shifting away just

as he’s about to attack you.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or asling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 6]|W] + Dexterity modifier damage.

Effect: When the target makes a melee attack or a ranged
attack against you, you can shift 1 square as an immediate
interrupt. The target can make a saving throw to end this
effect.



LeEveL 22 UTIiLITY ExXPLOITS

Cloud Jump Rogue Utility 22

You leap a phenomenal distance.

Encounter 4+ Martial

Move Action Personal

Prerequisite: You must be trained in Athletics.

Effect: Make two consecutive Athletics checks to jump, with
a +5 power bonus to each. You don’t have to land be-
tween the jumps and can exceed your normal movement.

Dazzling Acrobatics Rogue Utility 22

With nearly inhuman speed and percision, you slip away from a
foe’s attack.

Encounter 4 Martial

Move Action Personal

Prerequisite: You must be trained in Acrobatics.

Effect: You can shift twice your speed. You can climb at full
speed as part of this move. If an enemy attacks you while
you shift, you gain a +4 bonus to AC against that attack.

Hide from the Light Rogue Utility 22

As long as you take your time, you can move about the battlefield
unseen.

Daily 4 Martial

Minor Action Personal

Prerequisite: You must be trained in Stealth.

Effect: You must already be hidden to use this power. You
are invisible until the end of the encounter or until you
end the effect by moving more than 2 squares in a turn
or by making any attack other than a basic attack or an
at-will attack.

LEVEL 23 ENCOUNTER EXPLOITS

Knave’s Gambit Rogue Attack 23

You make a decisive attack. Failing that, you cause your startled
eneny to strike at another nearby foe.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 4[W] + Dexterity modifier damage.

Miss: The target makes a melee basic attack as a free action
against an adjacent target other than you. You choose the
target of its attack.

Artful Dodger: The attack you cause with a miss gains a
bonus to the attack roll and the damage roll equal to your
Charisma modifier.

Scorpion Strike Rogue Attack 23

One of your allies deals a timely blow to your enemy, and like a
scorpion, you strike.

Encounter 4 Martial, Weapon

Immediate Reaction  Melee 1

Trigger: An ally damages a creature adjacent to you

Requirement: You must be wielding a light blade.

Target: The creature your ally damaged

Attack: Dexterity vs. AC

Hit: 2[|W] + Dexterity modifier damage.

Brutal Scoundrel: Shift a number of squares equal to your
Strength modifier after this attack, whether or not you hit.

Steel Entrapment Rogue Attack 23

Glittering blades pin your foes in place before any of them have a
chance to blink, let alone run away.

Encounter ¢ Martial, Weapon —
Standard Action Close blast 5
Requirement: You must be wielding a crossbow, a light
thrown weapon, or a sling.
Target: Each enemy in blast you can see
Attack: Dexterity vs. Fortitude ~
Hit: 3[W] + Dexterity modifier damage, and the target is
immobilized until the end of your next turn.

LeveL 25 DAILY ExPLOITS

Biting Assault Rogue Attack 25

You strike with deadly ferocity to sap your foe’s strength.

Daily 4+ Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 3[W] + Dexterity modifier damage, and the target takes
ongoing 10 damage and is weakened (save ends both).

Miss: Half damage, and the target takes ongoing 10 damage
(save ends).

Ghost on the Wind Rogue Attack 25

You vanish, then strike out of nowhere!

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. Will

Hit: 6]|W] + Dexterity modifier damage, and you become
invisible. You move into any square adjacent to the target
and reappear at the start of your next turn. You have com-
bat advantage against the target until the end of your next
turn.

Miss: Half damage, you can shift 1 square to another square
adjacent to the target, and you have combat advantage
against the target until the end of your next turn.
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Hamstring Rogue Attack 25

You hobble your opponent with a ruthless slash across the legs,
leaving him barely able to walk.

Daily 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or asling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 4[W] + Dexterity modifier damage, and the target takes
ongoing 10 damage and is slowed (save ends both).

Miss: Half damage, and the target takes ongoing 5 damage
and is slowed (save ends both).

LeEvVEL 27 ENCOUNTER EXPLOITS

Dance of Death Rogue Attack 27

You duck and dodge your enemies’ attacks, striking as opportu-
nity allows while expertly deflecting attacks made against you.

Encounter 4 Martial, Weapon

Standard Action Close burst 1

Requirement: You must be wielding a light blade.

Target: Each enemy in burst you can see

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage. If the target makes
a melee attack against you before the end of your next
turn, you can make it attack another creature of your
choice instead, including itself.
Artful Dodger: The targets gain a bonus to the attack rolls
provoked by this power equal to your Charisma modifier.

Hurricane of Blood Rogue Attack 27

You stab and slash your foe mercilessly, spilling copious amounts

of blood.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Attack: Dexterity vs. AC
Brutal Scoundrel: The attack gains a bonus to the attack
roll equal to your Strength modifier.

Hit: 5[|W] + Dexterity modifier damage.

Perfect Strike Rogue Attack 27

Your enemy doesn’t know what hit it.

Encounter 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. AC, Fortitude, Reflex

Special: You make one attack roll, and you hit if the roll
equals or exceeds any of the three defenses.

Hit: 4[W] + Dexterity modifier damage. Add an extra 1[W]
damage if the attack hits two defenses. The target is also
stunned until the end of your next turn if the attack hits all
three defenses.

LeEvEL 29 DAILY EXPLOITS

Assassin’s Point Rogue Attack 29

A sliced throat or a bolt through the heart—it’s all good.

Daily 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. AC

Hit: 7[W] + Dexterity modifier damage.

Miss: Half damage.

Special: If you have combat advantage against the target,
double any extra damage from Sneak Attack or a critical hit.

Immobilizing Strike Rogue Attack 29

With terrifying ease, you slash at your enemy’s exposed tendons
and leave him immobilized and whimpering in pain.

Daily 4 Martial, Weapon

Standard Action Melee or Ranged weapon

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: One creature

Attack: Dexterity vs. Fortitude

Hit: 5[W] + Dexterity modifier damage, and the target
is immobilized (save ends). If the target succeeds on
its saving throw, it is slowed (save ends). Saving throws
against these effects take a -5 penalty.

Miss: Half damage, and the target is slowed (save ends).
Saving throws against this effect take a -5 penalty.

Moving Target Rogue Attack 29

An attack meant for you hits another creature instead.

Daily 4+ Martial

Immediate Interrupt  Melee or Ranged weapon

Trigger: A creature makes a melee attack or a ranged attack
against you

Requirement: You must be wielding a crossbow, a light blade,
or a sling.

Target: The attacking creature

Attack: Charisma vs. Will

Hit: Instead of attacking you, the target attacks a creature
you choose within 2 squares of you. You must choose a
creature that the target can attack.

Miss: The target’s attack is made against you as normal, but
deals half damage if it hits.

PARAGON PATHS

CAT BURGLAR

“I am the rogue acrobat, able to leap and roll with amazing
agility. I have the grace and quickness of the great cats.”

Prerequisite: Rogue class
You hone your body to a razor’s edge, adding a higher

level of athletic skills to your repertoire of rogue tricks.
As a master athlete, you become a rogue of a higher



caliber who can surprise adversaries with unbelievable
moves and amazing feats of physical stamina while
remaining true to your roots as a thief and scoundrel.

CAT BURGLAR PPATH FEATURES

Acrobatic Action (11th level): When you spend
an action point to take an extra action, you also gain a
move action.

Body Control (11th level): Whenever you are
affected by a push, a pull, or a slide, you can reduce
the number of squares you move by 1 square.

Athletic Master (16th level): Roll twice whenever
you make an Athletics check. Use whichever result
you prefer.

CAT BURGLAR ExPLOITS

Cat Burglar’s Gambit Cat Burglar Attack 11

You spring into action, expertly strike, and then sidestep to posi-
tion yourself for either certain glory or imminent doom.

Encounter 4 Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a light blade.

Target: One creature

Special: You can shift 3 squares before making the attack.
Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage.

Effect: Shift to any square adjacent to the target.

Instant Escape Cat Burglar Utility 12

With supreme effort, you escape.

Encounter 4 Martial

Immediate Interrupt  Personal

Trigger: You become immobilized, restrained, or slowed

Effect: You end any of the above conditions that currently
afflict you. Then you can shift 2 squares.

Redirected Death Cat Burglar Attack 20

The weapon races toward you, but with a slight move and a flour-
ish of your own blade, you redirect the attack toward a different
target.

Daily 4+ Martial, Weapon

Immediate Interrupt  Melee weapon

Trigger: An enemy hits you with a melee attack and can reach
another enemy

Requirement: You must be wielding a light blade.

Target: The enemy that hit you

Attack: Dexterity vs. Reflex

Hit: The target’s attack misses you and hits an enemy of
your choice within range of the target’s attack.

Miss: 2[W] + Dexterity modifier against the target.

Effect: Shift 1 square.

DAGGERMASTER

“See how the dagger dances along my fingertips, see it spin.
I have forgotten more ways to use this dagger than you can
ever imagine.”

Prerequisite: Rogue class

You and your dagger become one as you master the
intricacies of battling with the blade. You are a master
of the dagger, able to employ your weapon in ways that
no lesser rogue can match.

DAGGERMASTER IPATH FEATURES

Daggermaster’s Action (11th level): You can
spend an action point to reroll one attack roll or
damage roll you made using a dagger, instead of taking
an extra action.

Dagger Precision (11th level): You can score
critical hits with daggers on a roll of 18-20.

Dagger Advantage (16th level): When you score
a critical hit with a dagger, the target grants combat
advantage to you until the end of your next turn.

DAGGERMASTER EXPLOITS

Critical Opportunity Daggermaster Attack 11

Your first attack deals a critical wound, so you follow the attack P
with another strike.

Encounter 4 Martial, Weapon

Minor Action Melee weapon

Requirement: You must be wielding a dagger and have scored
a critical hit with a dagger against an enemy during this turn.

Target: The same creature you hit with a critical hit

Attack: Dexterity vs. AC

Hit: 3[W] + Dexterity modifier damage.

Meditation of the Blade Daggermaster Utility 12

With a moment of concentration, you focus your will into the

point of your blade.
Daily 4+ Martial, Weapon
Minor Action Personal

Effect: Until the end of the encounter, your dagger’s damage
die increases by one size.

Deep Dagger Wound Daggermaster Attack 20

Your dagger springs forward, plunging deep into your foe.

Daily 4+ Martial, Weapon

Standard Action Melee weapon

Requirement: You must be wielding a dagger.

Target: One creature

Attack: Dexterity vs. AC

Hit: 4[|W] + Dexterity modifier damage, and ongoing 10
damage (save ends). On a critical hit, ongoing 2