andard Action
Area 1 square within 10

Target: One creature Target: One creature

Target: Each creature in square

Attack: Int vs. Will Attack: Int vs. Ref

Attack: Int vs. Ref
Hit: 1d6 + Int force damage. , Hit: 1d6 + Int psychic damage :
Y | The target takes a -2 penalty to attack G

SENGET | | rolls until the end of your next turn. BIENLEL | Increase damage to 4d4 + Int at 21st
| | B | /€VE! _
il | Increase damage to 2d6 + Intelligence [t |
L2l | modifier at 21st level, o BN special: This power counts asa
ranged basic attack. When a power
allows you to make a ranged basic
attack, you can use this power.

Hit: 2d4 + Int force damage.
Action
Standard
|

Damage

Increase damage to 2d6 + Int at 21st level.

Effect: The power's area is filled with sharp |
daggers of force. Any creature that enters the
K2 | area or starts its turn there takes force.
damage equal to your Wis (minimum 1). L
cloud remains in place until the end of your:
next turn. You can dispel it earlier as a mino
action.

You create a small cloud of whirling

daggers of force that relentlessly attack
eafures in the area.

Source: Dragon #364

You create an illusion of swirling spe
assailants that swarm over your en

You launch a silvery bolt of force at an
=nemy.

Wizard (Multiclass) Feat ‘ Wizard (Multiclass) Feat «» WWizard (Multiclass) Feat

Standard Action Close blast®

Target: One creature Target: Each creature in blast
Target: Each creature in burst
Attack: Int vs. Fort Attack: Int vs. Fort
Attack: Int vs. Ref
1 Hit: 1d6 + Int cold damage 1 ; Hit: 1d6 + Int thunder damage

LU | Target is slowed until the end of your [GSCUIR| Hit: 1d6 + Int fire damage. LU | Push the target a number of squares
SENGETG | next turn. Standard SIELLEL | equal to your Wis.

— s | Increase damage to 206 + Int at 21st | sy

Damage | DRELENS | RELENS
Cold :23;?338 damage to 2d6 + Int at 2' st Fire level. —

Increase damage to 2d6 + Int at 21st|
level. .

A vertical column of golden flames b
all within.

You create a whip-crack of sonic power

A biisteringly cold ray of white frost
. that lashes up from the ground.

streaks fo your target.

Wizard (Multiclass) Feat + QWizard (Multiclass) Feat v, B Wizard (Multiclass) Feat

. Arcane Implement Mastery: Wand of Accuracy
| Encounter + Arcane
Once per encounter as a free actiol
you gain a bonus to a single atta
roll equal to your Dexterity modifier.

. Arcane Implement Mastery: Staff of Defense
] Encounter + Arcane
A staff of defense grants you a +1
bonus to AC.

‘Once per encounter as a free action,
use your orb to gain one of the following two
effects. -

In addition, once per encounter as an
immediate interrupt, you gain a
bonus to defense against one attack
equal to your Constitution modifier.

You can designate one creature you have
cast a wizard spell upon that has an effect
that lasts until the subject succeeds on a
saving throw. That creature takes a penalty to
its saving throws against that effect equal to
your Wisdom modifier.

You must wield your wand to benefit
from this feature.

Action
Free

Action

L | Alternatively, you can choose to extend the
|l duration of an effect created by a wizard attack.
at-will spell (such as cloud of daggers or ray |
of frost) that would otherwise end at the end
of your current turn. The effect instead
the end of your next turn.

You must wield your staff to be
from these features.

You must wield an orb to use this ability.

Channeling arcane energy through your :
implement, you enhance the powera

Channeling arcane energy through w
spell you have cast. i

Channeling arcane energy through w
plement, you enhance your defe i

plement, you enhance your accura

Wizard Feature Wizard Feature Wizard Feature
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