rO Commanding Presence: Inspiring

When an ally who can see you
spends an action point to take an
extra action, that ally also regains lost
hit points equal to one-half your level
+ your Charisma modifier.

% Student of Battle: Inspiring Word

| Daily + Martial, Healing
™™ Minor Action  Close burst5
(10 at 11th level, 15 at 21st level)

You and each ally within 10 squares
who can see and hear you gain a +2
power bonus to initiative.

Target: You or one ally in burst

Effect: The target can spend a
healing surge and regain an
pyre | additional 1d6 hit points.

Minor

The amount of additional hit points
regained is 2d6 at 6th level, 3d6 at
11th level, 4d6 at 16th level, 5d6 at
21st level and 6d6 at 26th level.

You call out fo a wounded ally and offer
inspiring words of courage and
determination that help that ally heal,

Woarlord (Multiclass) Feat Warlord Feature

Inspiring Word
Encounter (Special) 4+ Martial, Healing
B —— ‘-‘_
Special: You can use this power twice per”
encounter, but only once per round. At 16th
level, you can use inspiring word three times
per encounter,

% Commander's Strike

{ At-Will + Martial, Weapon
E
Melee weapon™

rO Commanding Presence: Tactical

When an ally you can see spends an

action point to make an extra attack,

the ally gains a benus to the attack
roll equal to one-half your Intelligence
modifier.

Standard Action

Target: One creature

Minor Action Close burst 5

Attack: An ally of your choice makes
(10 at 11th level, 15 at 21st level)

a melee basic attack against the

_ target.
Target: You or one SHY in burst

Action
SEnnEla 1| Hit: Ally’s basic damage + your

Effect: The target can spend a healing surge : e
Intelligence modifier.

and regain an additional 1d6 hit points.

The amount of additional hit points regained
is 2d6 at 6th level, 3d6 at 11th level, 4d6 at
16th level, 5d6 at 21st level and 6d6 at 26th
level.

You call out fo a wounded ally and offer
inspiring words of courage and
determination that help that ally heal,

Warlord Feature

Wolf Pack Tactics

At-Will + Martial, Weapon

Viper's Strike
At-Will + Martial, Weapon
Standard Action Melee weapon”

Furious Smash
At-Will + Martial, Weapon

Standard Action

Melee weapon”

Target: One creature

Target: One creature Target: One creature

Attack: Str vs, Fort Attack: Strvs. AC

Special: Before you attack, you let
one ally adjacent to either you or the
Hit: Str damage. target shift 1 square as a free action.
Choose one ally adjacent to either you
or the target. This ally applies your
Standard Charismag modifier as?’ a ggwer{)onus to  bhaeclll| Increase to 2[W] + Str at 21st level. Standard
the attack roll and the damage roll on his

or her next attack against the target.

Hit: 1[W] + Str damage.

Action Action Action

Attack: Strvs. AC

Effect: If the target shifts before the Hit: 1[W] + Str damage.

start of your next turn, it provokes an
opportunity attack from an ally of your
choice.

If the ally does not attack the target by
the end of his or her next turn, the
bonus is lost.

You slam your shield into your enemy, bash him
with your weapon’s haft, or dnive your shoulder into
his gut. Your attack doesn't do much damage - but
your anger inspires yaur aily to match your farocity,

Increase to 2[W] + Str at 21st level.

You trick your adversary into making a
tactical error that gives your comrade a
chance to sirike.

Step by step, you and your friends
surround the enemy.






Aid the Injured

Encounter 4+ Healing, Martial

Standard Action Melee touch

Target: You or one adjacent ally

Effect: The target can spend a

B\ healing surge.

Surge

Action

Standard

VOUF,UFESERCQ is both a comfort and an |
inspiration.
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