Shadow Walk

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.

On your turn, if you move at Ieast 3
squares away from where you started
your turn, you gain concealment until

the end of your next tumn.

Warlock Feature

When an enemy under your
Warlock's Curse is reduced to 0 hit
points or fewer, you gain a +1 bonus
to any single d20 roll you make
during your next turn (attack roll,
saving throw, skill check, or ability
check). If you don't use this bonus by
the end of your turn, it is lost.

When an enemy under your
Warlock's Curse is reduced to 0 hit
points or fewer, you immediately gain
temporary hit points equal to your

level.

This bonus is cumulative; if three
cursed enemies drop to 0 hit points
or fewer before your next turn, you
gain a +3 bonus fo a d20 roll during
your turn.

Your curse intermingles with the lost
vitality of a ewsedgrm  reveal @
glimpse of the

. Pact Initiate: Dire Radiance
Encounter 4 Arcane, Fear, Implement, Radiant

F I ———

Standard Action Ranged 10

Target: One creature Target: One creature

Attack: Con vs, Fort Attack: Cha vs. Will
|| Hit: 1d6 + Cha psychic damage

You are invisible to the target until
the start of your next turn.

Hit: 1d6 + Con radiant damage.

If the target moves nearer to you on
its next turn, it takes an extra 1d6 +
Con damage.

Action
Standard

Action
Standard

Damage

Radiant

Damage

Psychic Increase damage to 2d6 + Cha at

| 21st level.

Increase damage and extra damage
to 2d6 + Con at 21st level.

You cause a shaft of brilifant,
down from above, Mﬂum
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Warlock (Star) (Multiclass) Feat

Warlock's Curse

Onee per turn as a minor action, you can place &
‘Warlock's Curse on the enemy nearest to you that you
can see. A cursed enemy is more vulnerable to your
attacks., If you hit a cursed anemy with an attack, you
deal a exira 146 damage. You can deal this exira
damage once per round, so if you have dealt Warlock's
Curse damage since the start of your tum, you cannot
deal it again until the start of your next turm,

A Warlock's Curse remains in effect until the end of the
encounter or until the cursed enemy drops to 0 hit
points or fewer.

Action

Minor You can place a Warlock's Curse on multiple targsts

over the course of an encounier; each curse requires
the use of a minos action. You can't place a Warlock's
Curse on & creature that is already affected by your or
another character’s Warlock's Curse,

You decide whether to apply the extra damage after
making the damage roll.

Increase damage to +2d6 at 11th level and +3d6 at 215t
level.

You caﬂ' upon t

Pact Boon: Misty Step

+ Teleportation

When an enemy under your \Warlock's Curse
is reduced to 0 hit points or fewer, you can
immediately teleport 3 squares as a free
action.

= Line of Sight required.

* No Line of Effect needed.

* No Opportunity Attacks

= Destination: Must be unoccupied space.

* Instantaneous.

* Immobilized: Being immobilized doesn't
prevent you from teleporting. If you were
immobilized because of a physical effect,
such as a creature grabbing you, you can
teleport away and are no longer immobilized
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.

You instantfy transfarm into sifver mist that
streamsashmdmnmammﬁm'sﬂnm

Encounter 4+ Aruane Fire, Implement
T ——— -
Standard Action Ranged 10

Target: One creature

Attack: Con vs. Ref

Hit: 1d6 + Con fire damage.

If you take damage before the end of

your next turn, the target takes an
extra 1d6 + Con fire damage.

Action
Standard

Damage

Fire Increase damage and extra damage

to 2d6 + Con at 21st level.

You point your finger, andyowﬁnismudh
hetlish flames stoked by your awn uwmm i
wuamfuumd mammmﬂmpm

Warlock (Infernal) (Multiclass) Feat






























