Repair Object

Encounter + Arcane, Healing

y. Healing Infusion; Curative Admixture
Encounter (Special) + Arcane

o Healing Infusion: Restorative Formula
Encounter (Special) + Arcane, 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, but only once a round.

Special: You can use a healing infusion powe
twice per encounter, but only once per round. At
16th level, you can use a healing infusion power
three times per encounter, but only once per
round.

Minor Action Melee touch

Target: One object

Minor Action Close burst 5

Minor Action Close burst 5 (10 at 11th level, 15 at 21st level)

{10 at 11th level, 15 at 21st jevel)

Effect: The target regains a number
of hit points equal to your healing
surge value. You cannot repair an
object that has been reduced to 0 hit
points.

Target: You or one ally in burst
Targets: You and each ally in burst

Effect: The target can spend a healing surge

sl Each lajgs U opend 2 oalig surge o and regain an additional 18 hit points.

gain temporary hit points equal to your Con + 1.
Source: Dragon #365 Increase the amount of additional hit points
regained to 2d6 at Gth level, 3d6 at 11th level,
4d6 at 16th level, 5d6 at 21st level, and 6d6 at
26th level.

Increase the amount of temporary hit points
gained to Con +2 at 6th level, Con +3 at 11th

| level, Can +4 at 16th level, Con +5 at 215t level,
and Con +6 at 27th level.

Source: Dragon #365 Sowrce: Dragon #365

Casting your restorative compound info the air,
you create a cloud that you infuse with arcane
energy to bolster you and your comrades.

You breathe arcane energy into a special mixture of
restorative compaunds. You then blow that rixture
into the air, focusing if on someone in need.

You weave arcane energy into an object,
restoring it to its intended structure.

Shielding Cube

Encounter 4 Arcane, Artifice, Force, Implement

Aggravating Force
At-Will + Arcane, Force, Weapon

Thundering Armor
At-Will + Arcane, Implement, Thunder

Standard Action Ranged weapon Standard Action Ranged 10 Standard Action Ranged

Primary Target: One ally

Effect: The primary target gains a +1 power
bonus to AC until the end of your next turn.
Make a attack against a secondary target.

Target. One creature Effect: Your artifice lands in a square
adjacent to an enemy within range.
Until the end of your next turn, you and
any ally adjacent to or occupying the
same square as the artifice gain a +1
power bonus to AC. Make the attack
below.

Attack: Int vs. AC

Hit: 1[W] + Int force damage. Until the
end of your next turn, the next attack
against the target from one of your allies
gains a +2 power bonus to the attack
roll.

Secondary Target: One creature adjacent to
the primary target.

Attack: Int vs. Fort Action
Hit: 1d6 + Int thunder damage, and you push Standard
the secondary target 1 square away from the

DETELTEM | primary target.

Increase damage to 2[W] + Int at 21st Thunder
| level. |

Target: One creature adjacent to the
artifice

Attack: Int vs. Ref

Increase damage to 2d6 + Int at 21st lavel. '| Hit: 1d8 + Int force damage.

Source: Dragon #365

Source: Dragon #365 Source: Dragon #365

When your infused weapon strikes an
enemy, the weapon unfeashes a force
that amplifies subsequent damage.

Painting vour implement, you make your friend's
armor puise with energy, protecting that ally and
knocking a single foe away with the intense
reverberation.

You launch a miniscule cube covered in runes
into the fray. The cube exudes an aura that
bashes nearby foes and shields your allies.

Artificer Attack 1

Spike Wire

Encounter 4+ Arcane, Force, Weapon

Caustic Rampart
Daily 4 Arcane, Conjuration, Implement, Acid
- T

Lifetap
Daily # Arcane, Implement
em— —

Standard Action Ranged 10

-

Standard Action
Area Wall 5 within 10 squares

Standard Action
Area Burst 1 within weapon range
Target: One creature
Requirement: You must be wielding a
ranged weapon.

Effect: You conjure a wall that consists
of contiguous squares filled with acid. It
can be up to 5 squares long and up to
2 squares high. The wall lasts until the
end of your next turn. Any creature that Hit: 2d10 + Int damage, and an ally
ATt e Vo P | starts its turn in or adjacent to the wall Pyl | within 10 squares of you gains 10

Standard Itakgsl 1d6 + In; acid damage. The wall el | temporary hit points.
is difficult terrain, and the wall's

squares are lightly obscured.

Afttack: Int vs. Reflex

Target: Each enemy in burst

Action

Standard

Hit: 1[\W] + Int force damage, and
attacks against the target gain a +2
bonus to damage rolls until the end of
| your next tum.

Miss: Half damage, and the ally

Sustain Minor: The wall persists. gains 5 temporary hit points.

Sodreni Dragon #5668 Source: Dragon #365 Source: Dragon #365

As your profectile fiies forward, with it goes a
barbed wire of arcane energy that enfangles foes.
Afterward, further altacks drive the barbs into those
foes.

You infuse energy into spilled liguid
reagents, throwing up a defensive wall of
acidic fumes.

With your implement, you launch one infused dart
at an ally and one at an adversary. The foe's dart
transfers iife force to your friend in a golden fiash,

Artificer Attack 1 Artificer Attack 1 Artificer Attack 1






























