Darkfire

Encounter

Cloud of Darkness

Encounter

Ferocious Charge

Encounter

"‘ﬂ
Standard Action Personal

Minor Action

Minor Action Close burst 1 Ranged 10

Effect: You charge and deal an extra

Effect: This power creates a cloud of :,- et Com cradiire
10 2 damage on a sucessful attack.

darkness that remains in place until
the end of your next turn.

Ab+2
: _ Increase to +4 bonus at 11th level and +6
The cloud blocks line of sight for all bonus at 215t level.

creatures except you. ﬁ

Special: When you create your character,
choose the ability to use when making
attack rolls with this power.

Attack: Int +2, Wis +2 or Cha +2 vs. Ref

Increase the extra damage to 4 at
11th level and to 6 at 21st level.

Action
Hit: Until the end of your next turn, all Standard
attacks against the target have combat
advantage, and the target cannot benefit
from invisibility or concrealment.

Any creature except you entirely
within the cloud is blinded.

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

A cloud of darkness obscures you, buf
your vision pierces it.

A flickering halo of purple light surrounds
the target, making it easier to hit.

Drow Racial

Hobgoblin Resilience
Encounter

"‘ﬂ
Immediate Reaction Persona

Goring Charge

Encounter

Goblin Tactics
At-Will

Standard Action

Immediate Reaction  Personal Melee 1

Trigger: You are missed by a melee Attack: Str +2 vs. AC

attack.

Trigger: You suffer an effect that a
save can end
Increase to +4 at 11th level, +6 at 21st

level.

Effect: You shift 1 square. Effect: You make a saving throw

against the effect.
Special: You must charge as part of the
Action | ETETS Action

Standard Immediate

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

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

You shake off an effect that would
cripple a lesser warrior.

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

You charge the enemy and gore him with
your harns.

Shadow Jaunt
Encounter + Teleportation
"‘ﬂ

Personal

Predatory Eye

Encounter

Iron Mind

Encounter

Move Action

Immediate Interrupt Personal Minor Action Personal

Effect: You teleport 3 squares and become
insubstantial until the start of your next turm.
+ Line of Sight required.

* Mo Line of Effect needed.

+ No Opportunity Attacks

+ Destination: Must be unoccupied space,

* Instantaneous.

\
Telep.
+ Immobilized: Being immobilized doesn't prevent

.01 | you from teleporting. If you were immobilized
Move because of a physical effect, such as a creature

grabbing you, you can teleport away and are no

Trigger: You are hit by an attack. Effect: If you have combat

advantage against a target, you deal

Effect: You gain a +2 bonus 1o all +1d6 damage on the next attack you
3 4 CCULER | make against that target. You must

defenses until the end of your next Damage | SN th?s S befogr;e tho-entii

furn.
your next turn.
Action

Immediate Increase extra damage to +2d6 at

11th level and +3d6 at 21st level.

longer immaobilized or restrained, if applicable. If you
were immobilized because of an effect on your mind
or body, teleporting does not end that effect; you're
still immobilized when you reach your destination.

Insubstantial: Half damage from all sources
(including ongoing damage)
Affer withstanding an attack, you use the 'I
power of your mind to fortify yourself
against further harm.

You maneuver into an advanfageous
position and strike your foe with ruthless
determination

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

Shadar-kai Racial

Githzerai Racial

Bugbear Racial
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