
Character Sheet

Player Name

Quelenna Nimuriel 19 Wizard Blood Mage 119,000
Character Name Level Class Paragon Path Epic Destiny Total XP

Eladrin Medium Female 5'11" 130 lb Good Mystra

Race Size Age Gender Height Weight Alignment Deity Adventuring Company RPGA Number

INITIATIVEINITIATIVEINITIATIVEINITIATIVE
SCORESCORESCORESCORE DEXDEXDEXDEX 1/2 LVL1/2 LVL1/2 LVL1/2 LVL MISCMISCMISCMISC

20 InitiativeInitiativeInitiativeInitiative 3 9 8

CONDITIONAL MODIFIERSCONDITIONAL MODIFIERSCONDITIONAL MODIFIERSCONDITIONAL MODIFIERS

ABILITY SCORESABILITY SCORESABILITY SCORESABILITY SCORES
SCORESCORESCORESCORE ABILITYABILITYABILITYABILITY ABIL MODABIL MODABIL MODABIL MOD MOD + 1/2 LVLMOD + 1/2 LVLMOD + 1/2 LVLMOD + 1/2 LVL

11 STRSTRSTRSTR
StrengthStrengthStrengthStrength

0 9

9 CONCONCONCON
ConstitutionConstitutionConstitutionConstitution

-1 8

17 DEXDEXDEXDEX
DexterityDexterityDexterityDexterity

3 12

24 INTINTINTINT
IntelligenceIntelligenceIntelligenceIntelligence

7 16

19 WISWISWISWIS
WisdomWisdomWisdomWisdom

4 13

11 CHACHACHACHA
CharismaCharismaCharismaCharisma

0 9

HIT POINTSHIT POINTSHIT POINTSHIT POINTS
MAX HPMAX HPMAX HPMAX HP HEALING SURGESHEALING SURGESHEALING SURGESHEALING SURGES

BLOODIEDBLOODIEDBLOODIEDBLOODIED SURGE VALUESURGE VALUESURGE VALUESURGE VALUE SURGES/DAYSURGES/DAYSURGES/DAYSURGES/DAY

1/2 HP1/2 HP1/2 HP1/2 HP 1/4 HP1/4 HP1/4 HP1/4 HP

101 50 25 5

CURRENT HIT POINTSCURRENT HIT POINTSCURRENT HIT POINTSCURRENT HIT POINTS CURRENT SURGE USESCURRENT SURGE USESCURRENT SURGE USESCURRENT SURGE USES

SECOND WIND 1/ENCOUNTERSECOND WIND 1/ENCOUNTERSECOND WIND 1/ENCOUNTERSECOND WIND 1/ENCOUNTER USEDUSEDUSEDUSED

TEMPORARY HIT POINTS

DEATH SAVING THROW FAILURESDEATH SAVING THROW FAILURESDEATH SAVING THROW FAILURESDEATH SAVING THROW FAILURES

SAVING THROW MODS   +5 Racial bonus against charm effects

RESISTANCES   

CURRENT CONDITIONS AND EFFECTS   

SKILLSSKILLSSKILLSSKILLS

BONUSBONUSBONUSBONUS SKILL NAMESKILL NAMESKILL NAMESKILL NAME
ABIL MODABIL MODABIL MODABIL MOD
+ 1/2 LVL+ 1/2 LVL+ 1/2 LVL+ 1/2 LVL

TRNDTRNDTRNDTRND
(+5)(+5)(+5)(+5)

ARMORARMORARMORARMOR
PENALTYPENALTYPENALTYPENALTY MISCMISCMISCMISC

12121212 AcrobaticsAcrobaticsAcrobaticsAcrobatics DEXDEXDEXDEX 12 0

23232323 ArcanaArcanaArcanaArcana INTINTINTINT 16 5 n/a 2

9999 AthleticsAthleticsAthleticsAthletics STRSTRSTRSTR 9 0

9999 BluffBluffBluffBluff CHACHACHACHA 9 0 n/a

9999 DiplomacyDiplomacyDiplomacyDiplomacy CHACHACHACHA 9 0 n/a

18181818 DungeoneeringDungeoneeringDungeoneeringDungeoneering WISWISWISWIS 13 5 n/a

8888 EnduranceEnduranceEnduranceEndurance CONCONCONCON 8 0

13131313 HealHealHealHeal WISWISWISWIS 13 0 n/a

25252525 HistoryHistoryHistoryHistory INTINTINTINT 16 5 n/a 4

18181818 InsightInsightInsightInsight WISWISWISWIS 13 5 n/a

9999 IntimidateIntimidateIntimidateIntimidate CHACHACHACHA 9 0 n/a

13131313 NatureNatureNatureNature WISWISWISWIS 13 0 n/a

20202020 PerceptionPerceptionPerceptionPerception WISWISWISWIS 13 5 n/a 2

16161616 ReligionReligionReligionReligion INTINTINTINT 16 0 n/a

12121212 StealthStealthStealthStealth DEXDEXDEXDEX 12 0

9999 SSSSttttrrrreeeeeeeettttwwwwiiiisssseeee CCCCHHHHAAAA
9 0 n/a

11112222 TTTThhhhiiiieeeevvvveeeerrrryyyy DDDDEEEEXXXX
12 0

DEFENSESDEFENSESDEFENSESDEFENSES
SCORESCORESCORESCORE 10 +10 +10 +10 + ARMOR/ARMOR/ARMOR/ARMOR/

DEFENSEDEFENSEDEFENSEDEFENSE 1/2 LVL1/2 LVL1/2 LVL1/2 LVL ABILABILABILABIL CLASSCLASSCLASSCLASS FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC MISCMISCMISCMISC

32 ACACACAC 19 9 4

CONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSES

+1 AC whenever you are adjacent to a wall, +1 AC against ranged, area, and 
close attacks

10 +10 +10 +10 +
DEFENSEDEFENSEDEFENSEDEFENSE 1/2 LVL1/2 LVL1/2 LVL1/2 LVL ABILABILABILABIL CLASSCLASSCLASSCLASS FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC MISCMISCMISCMISC

23 FORTFORTFORTFORT 19 4

CONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSES

+1 Fortitude Defense against ranged, area, and close attacks

10 +10 +10 +10 +
DEFENSEDEFENSEDEFENSEDEFENSE 1/2 LVL1/2 LVL1/2 LVL1/2 LVL ABILABILABILABIL CLASSCLASSCLASSCLASS FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC MISCMISCMISCMISC

30 REFREFREFREF 19 7 4

CONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSES

+1 Reflex Defense against ranged, area, and close attacks

10 +10 +10 +10 +
DEFENSEDEFENSEDEFENSEDEFENSE 1/2 LVL1/2 LVL1/2 LVL1/2 LVL ABILABILABILABIL CLASSCLASSCLASSCLASS FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC MISCMISCMISCMISC

30 WILLWILLWILLWILL 19 4 2 4 1

CONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSESCONDITIONAL BONUSES

+1 Will Defense against ranged, area, and close attacks

ACTION POINTSACTION POINTSACTION POINTSACTION POINTS

Action PointsAction PointsAction PointsAction Points

MILESTONESMILESTONESMILESTONESMILESTONES
0000
1111
2222

ACTION POINTSACTION POINTSACTION POINTSACTION POINTS
1111
2222
3333

ADDITIONAL EFFECTS FOR SPENDING ACTION POINTSADDITIONAL EFFECTS FOR SPENDING ACTION POINTSADDITIONAL EFFECTS FOR SPENDING ACTION POINTSADDITIONAL EFFECTS FOR SPENDING ACTION POINTS

RACE FEATURESRACE FEATURESRACE FEATURESRACE FEATURES

TranceTranceTranceTrance - Meditate aware 4 hours instead of sleep.

Eladrin Weapon ProficiencyEladrin Weapon ProficiencyEladrin Weapon ProficiencyEladrin Weapon Proficiency - Proficient with longsword.

Eladrin EducationEladrin EducationEladrin EducationEladrin Education - Training in any one additional skill.

Eladrin WillEladrin WillEladrin WillEladrin Will - +1 Will; +5 to saving throws against charm.

Fey StepFey StepFey StepFey Step - Use fey step as an encounter power.

Fey OriginFey OriginFey OriginFey Origin - Your origin is fey, not natural.

Arcana BonusArcana BonusArcana BonusArcana Bonus

History BonusHistory BonusHistory BonusHistory Bonus

CLASS / PATH / DESTINY FEATURESCLASS / PATH / DESTINY FEATURESCLASS / PATH / DESTINY FEATURESCLASS / PATH / DESTINY FEATURES

Arcane Implement MasteryArcane Implement MasteryArcane Implement MasteryArcane Implement Mastery - Choose Orb of Imposition, 

Staff of Defense, or Wand of Accuracy.

Orb of ImpositionOrb of ImpositionOrb of ImpositionOrb of Imposition - Encounter, free; with orb, penalize 

foe's saving throws against your spell, or extend duration of 

your at-will spell one round.

CantripsCantripsCantripsCantrips - Use ghost sound, light, mage hand, and 

prestidigitation as at-will powers.

Ritual CastingRitual CastingRitual CastingRitual Casting - Gain Ritual Caster as a bonus feat.

SpellbookSpellbookSpellbookSpellbook - Three 1st-level rituals, plus more at higher 

levels. Also, twice the daily and utility spells you can use; 

choose from among these at each extended rest.

Burning BloodBurning BloodBurning BloodBurning Blood - Second wind deals foes within 10 your Con 

mod in psychic damage; more for foes suffering effects you 

caused

Bolstering BloodBolstering BloodBolstering BloodBolstering Blood - Deal self 1d10 or 2d10 damage to deal 

that much extra psychic damage with certain powers

Blood ActionBlood ActionBlood ActionBlood Action - When you spend action point to take action, 

deal ongoing 10 damage (save ends) if you attack and hit

LLLLAAAANNNNGGGGUUUUAAAAGGGGEEEESSSS    KKKKNNNNOOOOWWWWNNNN

Common, Elven

MOVEMENTMOVEMENTMOVEMENTMOVEMENT
SCORESCORESCORESCORE BASEBASEBASEBASE ARMORARMORARMORARMOR ITEMITEMITEMITEM MISCMISCMISCMISC

6 SpeedSpeedSpeedSpeed (Squares)(Squares)(Squares)(Squares) 6

SPECIAL MOVEMENTSPECIAL MOVEMENTSPECIAL MOVEMENTSPECIAL MOVEMENT

SENSESSENSESSENSESSENSES
SCORESCORESCORESCORE PASSIVE SENSEPASSIVE SENSEPASSIVE SENSEPASSIVE SENSE BASEBASEBASEBASE SKILL BONUSSKILL BONUSSKILL BONUSSKILL BONUS

28 Passive InsightPassive InsightPassive InsightPassive Insight 10101010 ++++ 18

30 Passive PerceptionPassive PerceptionPassive PerceptionPassive Perception 10101010 ++++ 20

SPECIAL SENSESSPECIAL SENSESSPECIAL SENSESSPECIAL SENSES

Low-light Vision

ATTACK WORKSPACEATTACK WORKSPACEATTACK WORKSPACEATTACK WORKSPACE
ABILITY:ABILITY:ABILITY:ABILITY: Magic Missile - Orb of the Sequestered Boneyard +4
ATT BONUSATT BONUSATT BONUSATT BONUS 1/2 LVL1/2 LVL1/2 LVL1/2 LVL ABILABILABILABIL CLASSCLASSCLASSCLASS PROFPROFPROFPROF FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC

+ 20 9 7 4

ABILITY:ABILITY:ABILITY:ABILITY: Melee Basic Attack - Longsword
ATT BONUSATT BONUSATT BONUSATT BONUS 1/2 LVL1/2 LVL1/2 LVL1/2 LVL ABILABILABILABIL CLASSCLASSCLASSCLASS PROFPROFPROFPROF FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC

+ 12 9 0 3

DAMAGE WORKSPACEDAMAGE WORKSPACEDAMAGE WORKSPACEDAMAGE WORKSPACE
ABILITY:ABILITY:ABILITY:ABILITY: Magic Missile - Orb of the Sequestered Boneyard +4
DAMAGEDAMAGEDAMAGEDAMAGE ABILABILABILABIL FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC MISCMISCMISCMISC

2d4+11 7 4

ABILITY:ABILITY:ABILITY:ABILITY: Melee Basic Attack - Longsword
DAMAGEDAMAGEDAMAGEDAMAGE ABILABILABILABIL FEATFEATFEATFEAT ENHENHENHENH MISCMISCMISCMISC MISCMISCMISCMISC

1d8 0

BASIC ATTACKSBASIC ATTACKSBASIC ATTACKSBASIC ATTACKS
ATTACKATTACKATTACKATTACK DEFENSEDEFENSEDEFENSEDEFENSE WEAPON OR POWERWEAPON OR POWERWEAPON OR POWERWEAPON OR POWER DAMAGEDAMAGEDAMAGEDAMAGE

20 vsvsvsvs Ref 2d4+11Magic Missile (Orb of the Sequestered Boneyard +4)

12 vsvsvsvs AC 1d8Longsword

9 vsvsvsvs AC 1d4Unarmed (Melee)

12 vsvsvsvs AC 1d4+3Unarmed (Range)

FEATSFEATSFEATSFEATS

Ritual CasterRitual CasterRitual CasterRitual Caster - Master and perform rituals

Moon Elf ResilienceMoon Elf ResilienceMoon Elf ResilienceMoon Elf Resilience - Spend healing surge as free action 

when using fey step in certain situations

Improved InitiativeImproved InitiativeImproved InitiativeImproved Initiative - +4 to initiative checks

Armor Proficiency (Leather)Armor Proficiency (Leather)Armor Proficiency (Leather)Armor Proficiency (Leather) - Training with leather armor

AlertnessAlertnessAlertnessAlertness - No combat advantage when surprised, +2 to 

Perception

Burning BlizzardBurning BlizzardBurning BlizzardBurning Blizzard - +1 damage with acid or cold power

Expanded SpellbookExpanded SpellbookExpanded SpellbookExpanded Spellbook - Add additional daily spell to 

spellbook

Psychic LockPsychic LockPsychic LockPsychic Lock - Target hit with psychic power takes –2 on 

next attack roll

Back to the WallBack to the WallBack to the WallBack to the Wall - +1 to melee attack, damage, AC when 

adjacent to a wall

Combat AnticipationCombat AnticipationCombat AnticipationCombat Anticipation - +1 to defenses against ranged, area, 

close attacks

Distant ShotDistant ShotDistant ShotDistant Shot - Ignore -2 penalty for long range

TTTToooouuuugggghhhhnnnneeeessssssss - Gain 5 additional hit points per tier
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POWER INDEXPOWER INDEXPOWER INDEXPOWER INDEX
List your powers below.

Check the box when the power is used.
Clear the box when the power renews.

AT-WILL POWERSAT-WILL POWERSAT-WILL POWERSAT-WILL POWERS

Ghost Sound

Light

Mage Hand

Prestidigitation

Magic Missile

Thunderwave

ENCOUNTER POWERSENCOUNTER POWERSENCOUNTER POWERSENCOUNTER POWERS

Fey Step

Orb of Imposition

Spectral Ram

Blood Pulse

Mesmeric Hold

Crushing Titan's Fist

DAILY POWERSDAILY POWERSDAILY POWERSDAILY POWERS

Ice Storm

Visions of Ruin

Wall of Ice

Cloudkill

Otiluke's Resilient Sphere

Disintegrate

Wall of Fire

Prismatic Beams

Oppressive Force

UTILITY POWERSUTILITY POWERSUTILITY POWERSUTILITY POWERS

Jump

Disguise Self

Blur

Soul Burn

Stoneskin

Phantasmal Terrain

Levitate

Mirror Image

Displacement

OTHER EQUIPMENTOTHER EQUIPMENTOTHER EQUIPMENTOTHER EQUIPMENT

Spellbook

Adventurer's Kit

Scroll of Tenser's Binding

Longsword

COINS AND OTHER WEALTHCOINS AND OTHER WEALTHCOINS AND OTHER WEALTHCOINS AND OTHER WEALTH
Money on hand: 10 pp; 100 gp

Stored money: 

Encumbrance: 24  / 110

MAGIC ITEM INDEXMAGIC ITEM INDEXMAGIC ITEM INDEXMAGIC ITEM INDEX
List your powers below.

Check the box when the power is used.
Clear the box when the power renews.

MAGIC ITEMSMAGIC ITEMSMAGIC ITEMSMAGIC ITEMS
WEAPON

Orb of the Sequestered Boneyard +4 (Off-hand) (E)

WEAPON

WEAPON

WEAPON

ARMOR
Battle Harness Leather Armor +4 (E)

ARMS

FEET

HANDS

HEAD

NECK
Gloaming Shroud +4 (E)

RING

RING

WAIST

Daily Item Powers Per Day

Heroic (1-10) Milestone / / /

Paragon (11-20) Milestone / / /

Epic (21-30) Milestone / / /

RITUALS / ALCHEMYRITUALS / ALCHEMYRITUALS / ALCHEMYRITUALS / ALCHEMY

Arcane Mark

Knock

Comprehend Language

Fastidiousness

Dark Light

View Object

Eye of Alarm

Detect Secret Doors

Tenser's Binding

CHARACTER PORTRAITCHARACTER PORTRAITCHARACTER PORTRAITCHARACTER PORTRAIT

PERSONALITY TRAITSPERSONALITY TRAITSPERSONALITY TRAITSPERSONALITY TRAITS
A tendancy to be a bit haughty with those you think are 
"beneath you" (read: almost everyone but your companions).  
You came from a noble family and show it, but are intensely 
curious about all things magical, and that means you need to 
put aside your upbringing to truly explore the world (and 
beyond)

MANNERISMS AND APPEARANCEMANNERISMS AND APPEARANCEMANNERISMS AND APPEARANCEMANNERISMS AND APPEARANCE
Extremely hesitant to get dirty, you'll usually try to encourage 
others to do really dirty work for you. While your haughtiness 
detracts from your likability, it can't hide your exceptional 
beauty.

CHARACTER BACKGROUNDCHARACTER BACKGROUNDCHARACTER BACKGROUNDCHARACTER BACKGROUND

Society - Wealthy
You grew up rich, never wanting for anything. What was the 
source of this wealth? Was it inherited, or did your family 
work for its riches? Was it obtained legitimately, or through 
underhanded methods? What kind of home did you live in? 
Was there ever a time when you knew what it was like to be 
hungry or desperate?

COMPANIONS AND ALLIESCOMPANIONS AND ALLIESCOMPANIONS AND ALLIESCOMPANIONS AND ALLIES
You owe your life to your adventuring companions many 
times over, and they are certainly a source of constant 
entertainment, companionship, and excellent teammates on 
the field of battle

SESSION AND CAMPAIGN NOTESSESSION AND CAMPAIGN NOTESSESSION AND CAMPAIGN NOTESSESSION AND CAMPAIGN NOTES
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CHARACTER NAME

Quelenna Nimuriel
PLAYER NAME

RACE
Eladrin

CLASS
Wizard

LEVEL
19

HPHPHPHP

101101101101

SpdSpdSpdSpd

6666

InitInitInitInit

+20+20+20+20

11111111 STRSTRSTRSTR

9999 CONCONCONCON

17171717 DEXDEXDEXDEX

24242424 INTINTINTINT

19191919 WISWISWISWIS

11111111 CHACHACHACHA

ACACACAC

32323232

FortFortFortFort

23232323

RefRefRefRef

30303030

WillWillWillWill

30303030

28282828
PassivePassivePassivePassive
InsightInsightInsightInsight 30303030

PassivePassivePassivePassive
PerceptionPerceptionPerceptionPerception

PLAY DATAPLAY DATAPLAY DATAPLAY DATA ® ®

Second Wind

KEYWORDS USED

Standard

ACTIONACTIONACTIONACTION

Personal

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK

Self

TARGETTARGETTARGETTARGET

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: You spend a healing surge and regain 25 
hit points. You gain a +2 bonus to all defenses 
until the start of your next turn.

ADDITIONAL EFFECTS

CLASS LEVEL BOOK
PH

ENCOUNTER ACTIONENCOUNTER ACTIONENCOUNTER ACTIONENCOUNTER ACTION ®

Ghost Sound

KEYWORDS
Arcane, Illusion

USED

Standard

ACTIONACTIONACTIONACTION

Ranged 10

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK

One object or unoccupied square

TARGETTARGETTARGETTARGET

10101010

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: You cause a sound as quiet as a whisper 
or as loud as a yelling or fighting creature to 
emanate from the target. You can produce 
nonvocal sounds such as the ringing of a sword 
blow, jingling armor, or scraping stone. If you 
whisper, you can whisper quietly enough that only 
creatures adjacent to the target can hear your 
words.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
1

BOOK
PH

AT-WILL POWERAT-WILL POWERAT-WILL POWERAT-WILL POWER ®

Light

KEYWORDS
Arcane

USED

Minor

ACTIONACTIONACTIONACTION

Ranged 5

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK

One object or unoccupied square

TARGETTARGETTARGETTARGET

5555

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: You cause the target to shed bright light. 
The light fills the target's square and all squares 
within 4 squares of it. The light lasts for 5 minutes. 
Putting out the light is a free action.
Special: Special: Special: Special: You can have only one light cantrip 
active at a time. If you create a new light, your 
previously cast light winks out.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
1

BOOK
PH

AT-WILL POWERAT-WILL POWERAT-WILL POWERAT-WILL POWER ®

Mage Hand

KEYWORDS
Arcane, Conjuration

USED

Minor

ACTIONACTIONACTIONACTION

Ranged 5

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK TARGETTARGETTARGETTARGET

5555

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: You conjure a spectral, floating hand in an unoccupied 
square within range. The hand picks up, moves, or manipulates 
an adjacent object weighing 20 pounds or less and carries it up 
to 5 squares. If you are holding the object when you use this 
power, the hand can move the object into a pack, a pouch, a 
sheath, or a similar container and simultaneously move any one 
object carried or worn anywhere on your body into your hand.

As a move action, you can move the hand up to 5 squares. 
As a free action, you can cause the hand to drop an object it is 
holding, and as a minor action, you can cause the hand to pick 
up or manipulate a different object.
Sustain Minor: Sustain Minor: Sustain Minor: Sustain Minor: You can sustain the hand indefinitely.
Special: Special: Special: Special: You can create only one hand at a time.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
1

BOOK
PH

AT-WILL POWERAT-WILL POWERAT-WILL POWERAT-WILL POWER ®

Prestidigitation

KEYWORDS
Arcane

USED

Standard

ACTIONACTIONACTIONACTION

Ranged 2

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK TARGETTARGETTARGETTARGET

2222

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: Use this cantrip to accomplish one of the effects given below.
•NMove up to 1 pound of material.
•NCreate a harmless sensory effect, such as a shower of sparks, a puff of 

wind, faint music, or a strong odor.
• Color, clean, or soil items in 1 cubic foot for up to 1 hour.
• Instantly light (or snuff out) a candle, a torch, or a small campfire.
• Chill, warm, or flavor up to 1 pound of nonliving material for up to 1 hour.
• Make a small mark or symbol appear on a surface for up to 1 hour.
• Produce out of nothingness a small item or image that exists until the end 

of your next turn.
• Make a small, handheld item invisible until the end of your next turn.

Nothing you create with this cantrip can deal damage, serve as a weapon or 
a tool, or hinder another creature's actions. This cantrip cannot duplicate the 
effect of any other power.
Special: Special: Special: Special: You can have as many as three prestidigitation effects active at one 
time.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
1

BOOK
PH

AT-WILL POWERAT-WILL POWERAT-WILL POWERAT-WILL POWER ®

Magic Missile

KEYWORDS
Arcane, Force, Implement

USED

Standard

ACTIONACTIONACTIONACTION

Ranged 20

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

One creature

TARGETTARGETTARGETTARGET

20202020

vsvsvsvs ReflexReflexReflexReflex

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Reflex
Hit: Hit: Hit: Hit: 2d4 + Intelligence modifier (+7) force 
damage.
Increase damage to 4d4 + Intelligence modifier 
(+7) at 21st level.
Special: Special: Special: Special: This power counts as a ranged basic 
attack. When a power allows you to make a 
ranged basic attack, you can use this power.

Orb of the Sequestered Boneyard +4: +20 attack, 
2d4+11 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
1

BOOK
PH

AT-WILL POWERAT-WILL POWERAT-WILL POWERAT-WILL POWER ®

Thunderwave

KEYWORDS
Arcane, Implement, Thunder

USED

Standard

ACTIONACTIONACTIONACTION

Close blast 3

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

Each creature in blast

TARGETTARGETTARGETTARGET

3333

vsvsvsvs FortFortFortFort

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Fortitude
Hit: Hit: Hit: Hit: 1d6 + Intelligence modifier (+7) thunder 
damage, and you push the target a number of 
squares equal to your Wisdom modifier (+4).
Increase damage to 2d6 + Intelligence modifier 
(+7) at 21st level.

Orb of the Sequestered Boneyard +4: +20 attack, 
1d6+11 damage

ADDITIONAL EFFECTS

+1 to attack rolls whenever you are adjacent to a wall - Back to the Wall.
+1 to damage rolls whenever you are adjacent to a wall - Back to the 
Wall.

CLASS
Wizard

LEVEL
1

BOOK
PH

AT-WILL POWERAT-WILL POWERAT-WILL POWERAT-WILL POWER ®
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Fey Step

KEYWORDS
Teleportation

USED

Move

ACTIONACTIONACTIONACTION

Personal

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK TARGETTARGETTARGETTARGET

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: Teleport up to 5 squares.

ADDITIONAL EFFECTS

CLASS
Racial Power

LEVEL
*

BOOK
PH

ENCOUNTER POWERENCOUNTER POWERENCOUNTER POWERENCOUNTER POWER ®

Orb of Imposition

KEYWORDS
Implement

USED

Free

ACTIONACTIONACTIONACTION RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK TARGETTARGETTARGETTARGET

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: you can use your orb to gain one of the following two 
effects.
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 (+4).
Alternatively, you can choose to extend the duration of an 
effect created by a wizard 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 ends at the end of your 
next turn.
Requirement: Requirement: Requirement: Requirement: You must wield an orb to use this ability.

ADDITIONAL EFFECTS

CLASS LEVEL
*

BOOK
PH

ENCOUNTER POWERENCOUNTER POWERENCOUNTER POWERENCOUNTER POWER ®

Spectral Ram

KEYWORDS
Arcane, Force, Implement

USED

Standard

ACTIONACTIONACTIONACTION

Ranged 10

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

One creature

TARGETTARGETTARGETTARGET

10101010

vsvsvsvs FortFortFortFort

DEFENSEDEFENSEDEFENSEDEFENSE

Hit: Hit: Hit: Hit: 2d10 + Intelligence modifier (+7) force 
damage, and you push the target 3 squares and it 
is knocked prone.
Attack: Attack: Attack: Attack: Intelligence vs. Fortitude

Orb of the Sequestered Boneyard +4: +20 attack, 
2d10+11 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
7

BOOK
PH

ENCOUNTER POWERENCOUNTER POWERENCOUNTER POWERENCOUNTER POWER ®

Blood Pulse

KEYWORDS
Arcane, Implement

USED

Standard

ACTIONACTIONACTIONACTION

Area burst 3 within 20 squares

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

Each enemy in burst

TARGETTARGETTARGETTARGET

20202020

3333

vsvsvsvs WillWillWillWill

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Will
Hit: Hit: Hit: Hit: 2d6 + Intelligence modifier (+7) damage, and 
until the end of your next turn the target takes 1d6 
damage for every square it leaves.

Orb of the Sequestered Boneyard +4: +20 attack, 
2d6+11 damage

ADDITIONAL EFFECTS

CLASS
Blood Mage

LEVEL
11

BOOK
PH

ENCOUNTER POWERENCOUNTER POWERENCOUNTER POWERENCOUNTER POWER ®

Mesmeric Hold

KEYWORDS
Arcane, Charm, Implement, Psychic

USED

Standard

ACTIONACTIONACTIONACTION

Ranged 10

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

One, two, or three creatures

TARGETTARGETTARGETTARGET

10101010

vsvsvsvs WillWillWillWill

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Will, one attack per target
Special: Special: Special: Special: If you target only one creature with this 
power, you gain a +4 power bonus to the attack 
roll.
Hit: Hit: Hit: Hit: 2d6 + Intelligence modifier (+7) psychic 
damage, and the target is immobilized until the 
end of your next turn.

Orb of the Sequestered Boneyard +4: +20 attack, 
2d6+11 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
13

BOOK
PH

ENCOUNTER POWERENCOUNTER POWERENCOUNTER POWERENCOUNTER POWER ®

Crushing Titan's Fist

KEYWORDS
Arcane, Force, Implement

USED

Standard

ACTIONACTIONACTIONACTION

Area burst 2 within 20 squares

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

Each creature in burst

TARGETTARGETTARGETTARGET

20202020

2222

vsvsvsvs ReflexReflexReflexReflex

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Reflex
Hit: Hit: Hit: Hit: 3d8 + Intelligence modifier (+7) force 
damage, and the target is immobilized until the 
end of your next turn.
Effect: Effect: Effect: Effect: Entering a square within the power's area 
costs 4 extra squares of movement. This effect 
ends at the end of your next turn, and you can 
dismiss it as a minor action.

Orb of the Sequestered Boneyard +4: +20 attack, 
3d8+11 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
17

BOOK
PH

ENCOUNTER POWERENCOUNTER POWERENCOUNTER POWERENCOUNTER POWER ®

Ice Storm

KEYWORDS
Arcane, Cold, Implement, Zone

USED

Standard

ACTIONACTIONACTIONACTION

Area burst 3 within 20 squares

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

Each creature in burst

TARGETTARGETTARGETTARGET

20202020

3333

vsvsvsvs FortFortFortFort

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Fortitude
Hit: Hit: Hit: Hit: 2d8 + Intelligence modifier (+7) cold damage, 
and the target is immobilized (save ends).
Miss: Miss: Miss: Miss: Half damage, and the target is slowed (save 
ends).
Effect: Effect: Effect: Effect: The burst creates a zone of ice. The zone 
is difficult terrain until the end of the encounter or 
for 5 minutes.

Orb of the Sequestered Boneyard +4: +20 attack, 
2d8+13 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
9

BOOK
PH

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Otiluke's Resilient Sphere

KEYWORDS
Arcane, Conjuration, Force, Implement

USED

Standard

ACTIONACTIONACTIONACTION

Ranged 10

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

One creature

TARGETTARGETTARGETTARGET

10101010

vsvsvsvs ReflexReflexReflexReflex

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Reflex
Hit: Hit: Hit: Hit: You conjure a sphere of force that fills the target's entire space 
until the end of your next turn. The target is immo-bilized and can't 
attack anything outside its own space. Creatures outside the sphere 
can't attack the target, and the sphere blocks objects and creatures 
attempting to pass through it. 

The sphere, though impenetrable, is not impervious to damage. 
Attacks against the sphere automatically hit, and it has 100 hit points.
Sustain Minor: Sustain Minor: Sustain Minor: Sustain Minor: If your attack roll was successful, you can sustain the 
sphere.
Miss: Miss: Miss: Miss: The target is immobilized (save ends).
Special: Special: Special: Special: Instead of attacking an enemy, you can put the sphere 
around yourself or a willing ally within range without making an attack 
roll.

Orb of the Sequestered Boneyard +4: +20 attack

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
15

BOOK
PH

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Disintegrate

KEYWORDS
Arcane, Implement

USED

Standard

ACTIONACTIONACTIONACTION

Ranged 10

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

One creature or object

TARGETTARGETTARGETTARGET

10101010

vsvsvsvs ReflexReflexReflexReflex

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Reflex
Special: Special: Special: Special: You don't need to make an attack roll to 
hit an unattended object with this power.
Hit: Hit: Hit: Hit: 5d10 + Intelligence modifier (+7) damage, 
and ongoing 10 damage (save ends). If the target 
saves, it takes ongoing 5 damage (save ends).
Miss: Miss: Miss: Miss: 3d10 + Intelligence modifier (+7) damage, 
and ongoing 5 damage (save ends).

Orb of the Sequestered Boneyard +4: +20 attack, 
5d10+11 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
19

BOOK
PH

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®
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Wall of Fire
SPELLBOOK
KEYWORDS

Arcane, Conjuration, Fire, Implement
USED

Standard

ACTIONACTIONACTIONACTION

Area wall 8 within 10 squares

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK TARGETTARGETTARGETTARGET

10101010

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: You conjure a wall that consists of contiguous 
squares filled with arcane fire. It can be up to 8 
squares long and up to 4 squares high. The wall lasts 
until the end of your next turn. Any creature that starts 
its turn adjacent to the wall takes 1d6 + Intelligence 
modifier (+7) fire damage. If a creature moves into the 
wall's space or starts its turn there, the creature takes 
3d6 + Intelligence modifier (+7) fire damage. Entering 
a square occupied by the wall costs 3 extra squares of 
movement. The wall blocks line of sight.
Sustain Minor: Sustain Minor: Sustain Minor: Sustain Minor: The wall persists.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
9

BOOK
PH

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Prismatic Beams
SPELLBOOK
KEYWORDS

Arcane, Fire, Implement, Poison
USED

Standard

ACTIONACTIONACTIONACTION

Close burst 5

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK

Each enemy in burst

TARGETTARGETTARGETTARGET

5555

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Fortitude, Reflex, Will
Hit (Reflex): Hit (Reflex): Hit (Reflex): Hit (Reflex): If the attack hits the target's Reflex defense, the 
target takes 2d6 + Intelligence modifier (+7) fire damage, and 
ongoing 5 fire damage (save ends).
Hit (Fortitude): Hit (Fortitude): Hit (Fortitude): Hit (Fortitude): If the attack hits the target's Fortitude defense, the 
target takes 2d6 + Intelligence modifier (+7) poison damage, and 
ongoing 5 poison damage (save ends).
Hit (Will): Hit (Will): Hit (Will): Hit (Will): If the attack hits the target's Will defense, the target is 
dazed (save ends).
Special: Special: Special: Special: You make only one attack per target, but compare that 
attack result against all three defenses. A target might be subject 
to any, all, or none of the effects depending on how many of its 
defenses were hit. The target must make a saving throw against 
each ongoing effect separately.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
15

BOOK
PH

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Oppressive Force
SPELLBOOK
KEYWORDS

Arcane, Force, Implement
USED

Standard

ACTIONACTIONACTIONACTION

Ranged 20

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

One creature

TARGETTARGETTARGETTARGET

20202020

vsvsvsvs ReflexReflexReflexReflex

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Reflex
Hit: Hit: Hit: Hit: 3d10 + Intelligence modifier (+7) force damage, and 
the target is knocked prone and affected by oppressive 
force (save ends). While affected by oppressive force, 
the target takes ongoing 10 force damage and can't 
stand up from prone.
Miss: Miss: Miss: Miss: Half damage, and the target is knocked prone and 
affected by oppressive force (save ends). While affected 
by oppressive force, the target takes ongoing 5 force 
damage and can't stand up from prone.

Orb of the Sequestered Boneyard +4: +20 attack, 3d10
+11 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
19

BOOK
AP

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Visions of Ruin
SPELLBOOK
KEYWORDS

Arcane, Fear, Illusion, Implement, Psychic, Zone
USED

Standard

ACTIONACTIONACTIONACTION

Area burst 1 within 10 squares

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

Each creature in burst

TARGETTARGETTARGETTARGET

10101010

1111

vsvsvsvs WillWillWillWill

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: The burst creates a zone of illusory safety. A target that is 
forced to leave the zone takes 2d8 + Intelligence modifier (+7) 
psychic damage, and this effect ends for it. The zone lasts until no 
creature is subject to this effect.
Attack: Attack: Attack: Attack: Intelligence vs. Will
Hit: Hit: Hit: Hit: The target is affected by visions of ruin (save ends). While 
affected by visions of ruin, it cannot voluntarily leave the zone, 
and it does not have line of sight to targets outside the zone.
Miss: Miss: Miss: Miss: Until the end of your next turn, the target cannot voluntarily 
leave the zone, and it does not have line of sight to targets 
outside the zone.
Special: Special: Special: Special: A creature whose space is partly within the zone can 
move only into squares within the zone.

Orb of the Sequestered Boneyard +4: +20 attack

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
9

BOOK
AP

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Wall of Ice
SPELLBOOK
KEYWORDS

Arcane, Cold, Conjuration, Implement
USED

Standard

ACTIONACTIONACTIONACTION

Area wall 12 within 10 squares

RANGERANGERANGERANGE

ATTACKATTACKATTACKATTACK TARGETTARGETTARGETTARGET

10101010

vsvsvsvs

DEFENSEDEFENSEDEFENSEDEFENSE

Effect: Effect: Effect: Effect: You conjure a solid wall of contiguous squares 
filled with arcane ice. The wall can be up to 12 squares 
long and up to 6 squares high.

Any creature that starts its turn adjacent to the wall 
takes 2d6 + Intelligence modifier (+7) cold damage. The 
wall blocks line of sight and prevents movement. No 
creature can enter a square containing the wall.
Special: Special: Special: Special: A creature can attack the wall. Each square has 
50 hit points. Any creature that makes a melee attack 
against the wall takes 2d6 cold damage. The wall has 
vulnerability 25 to fire. If the wall is not destroyed, it 
melts away after 1 hour.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
15

BOOK
PH

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Cloudkill
SPELLBOOK
KEYWORDS

Arcane, Implement, Poison, Zone
USED

Standard

ACTIONACTIONACTIONACTION

Area burst 5 within 20 squares

RANGERANGERANGERANGE

20202020

ATTACKATTACKATTACKATTACK

Each creature in burst

TARGETTARGETTARGETTARGET

20202020

5555

vsvsvsvs FortFortFortFort

DEFENSEDEFENSEDEFENSEDEFENSE

Attack: Attack: Attack: Attack: Intelligence vs. Fortitude
Hit: Hit: Hit: Hit: 1d10 + Intelligence modifier (+7) poison damage.
Effect: Effect: Effect: Effect: The burst creates a zone of poisonous vapors 
that lasts until the end of your next turn. A creature 
that enters the zone or starts its turn there takes 1d10 
+ Intelligence modifier (+7) poison damage. As a move 
action, you can move the zone 3 squares.
Sustain Minor: Sustain Minor: Sustain Minor: Sustain Minor: The zone persists.

Orb of the Sequestered Boneyard +4: +20 attack, 
1d10+11 damage

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
19

BOOK
PH

DAILY POWERDAILY POWERDAILY POWERDAILY POWER ®

Jump

KEYWORDS
Arcane

USED

Move

ACTIONACTIONACTIONACTION

Ranged 10

RANGERANGERANGERANGE

10101010

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Target: Target: Target: Target: You or one creature
Effect: Effect: Effect: Effect: The target makes an Athletics check as a 
free action to jump with a +10 power bonus. The 
target can move as many squares as the check 
allows and is considered to have a running start.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
2

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Disguise Self

KEYWORDS
Arcane, Illusion

USED

Minor

ACTIONACTIONACTIONACTION

Personal

RANGERANGERANGERANGE

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Effect: Effect: Effect: Effect: You make yourself, your clothing, and your equipment 
look different. You can take on the appearance of any 
creature of similar build and size, including a specific 
individual whom you've seen. You gain neither the abilities or 
mannerisms of the chosen form, nor the tactile or audible 
properties of your form or gear. For example, if you took on 
the illusion of a dwarf fighter in plate armor, anyone touching 
you would realize you weren't wearing plate armor, and you 
would not clank, creak, or jingle as you walked. The illusion 
lasts for 1 hour, although you can end it as a minor action. 
You must keep the same appearance for the entire duration.

Anyone who attempts to see through your ruse makes an 
Insight check opposed by your Bluff check, and you gain a +5 
power bonus to your check.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
6

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Blur

KEYWORDS
Arcane, Illusion

USED

Minor

ACTIONACTIONACTIONACTION

Personal

RANGERANGERANGERANGE

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Effect: Effect: Effect: Effect: Until the end of the encounter, you gain a 
+2 power bonus to all defenses, and enemies 5 or 
more squares away from you cannot see you.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
10

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®
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Soul Burn

KEYWORDS
Arcane

USED

Minor

ACTIONACTIONACTIONACTION

Personal

RANGERANGERANGERANGE

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Effect: Effect: Effect: Effect: You spend a healing surge. Instead of 
regaining hit points, you regain one encounter 
power you have already used.

ADDITIONAL EFFECTS

CLASS
Blood Mage

LEVEL
12

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Stoneskin

KEYWORDS
Arcane

USED

Standard

ACTIONACTIONACTIONACTION

Melee touch

RANGERANGERANGERANGE

****

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Target: Target: Target: Target: You or one ally
Effect: Effect: Effect: Effect: The target gains resist 10 to all damage 
until the end of the encounter or for 5 minutes.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
16

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Phantasmal Terrain
SPELLBOOK
KEYWORDS

Arcane, Illusion, Implement, Zone
USED

Standard

ACTIONACTIONACTIONACTION

Area burst 2 within 10 squares

RANGERANGERANGERANGE

10101010

2222

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Effect: Effect: Effect: Effect: Until the end of the encounter, difficult 
terrain in the designated area costs 2 extra 
squares of movement instead of the normal 1 
extra square for your enemies. Additionally, 
hazards and traps within the area gain a bonus to 
attack rolls equal to your Intelligence modifier (+7) 
against your enemies.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
2

BOOK
AP

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Levitate
SPELLBOOK
KEYWORDS

Arcane
USED

Move

ACTIONACTIONACTIONACTION

Personal

RANGERANGERANGERANGE

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Effect: Effect: Effect: Effect: You can move 4 squares vertically and remain 
there, hovering above the ground. While aloft, you are 
unsteady, taking a –2 penalty to AC and Reflex defense. 
If some effect, such as a pit opening below you, causes 
you to be more than 4 squares above the ground, you 
drop down to 4 squares above the ground. You do not 
take damage from such a fall.
Sustain Move: Sustain Move: Sustain Move: Sustain Move: You can sustain this power until the end 
of the encounter or for 5 minutes. When you sustain this 
power, you can move 3 squares up or down or 1 square 
horizontally. You cannot go higher than 4 squares above 
the ground. If you don't sustain the power, you descend 
to the ground without taking falling damage.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
6

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Mirror Image
SPELLBOOK
KEYWORDS

Arcane, Illusion
USED

Minor

ACTIONACTIONACTIONACTION

Personal

RANGERANGERANGERANGE

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Effect: Effect: Effect: Effect: Three duplicate images of yourself appear 
in your space, and you gain a +6 power bonus to 
AC. Each time an attack misses you, one of your 
duplicate images disappears and the bonus 
granted by this power decreases by 2. When the 
bonus reaches 0, all your images are gone and 
the power ends. Otherwise, the effect lasts for 1 
hour.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
10

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Displacement
SPELLBOOK
KEYWORDS

Arcane, Illusion
USED

Imm Interrupt

ACTIONACTIONACTIONACTION

Ranged 5

RANGERANGERANGERANGE

5555

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

Trigger: Trigger: Trigger: Trigger: A ranged or a melee attack hits you or 
one ally in range
Effect: Effect: Effect: Effect: The attacker must reroll the attack roll.

ADDITIONAL EFFECTS

CLASS
Wizard

LEVEL
16

BOOK
PH

UTILITY POWERUTILITY POWERUTILITY POWERUTILITY POWER ®

Orb of the Sequestered Boneyard +4

DAMAGEDAMAGEDAMAGEDAMAGE PROFICIENTPROFICIENTPROFICIENTPROFICIENT GROUPGROUPGROUPGROUP RANGERANGERANGERANGE

+4 attack rolls and damage rolls

ENHANCEMENTENHANCEMENTENHANCEMENTENHANCEMENT

20

LEVELLEVELLEVELLEVEL

+4d6 damage

CRITICALCRITICALCRITICALCRITICAL

PROPERTIES

Magic Missile: +20 attack, 2d4+11 damage

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

POWER

Power (Daily • Teleportation): Power (Daily • Teleportation): Power (Daily • Teleportation): Power (Daily • Teleportation): Standard Action. Area burst 2 within 2; you 
and each creature in the burst; the target disappears from the map and 
reappears in the area described until the end of your next turn. The target 
occupies the same space relative to the center of the new area as it did 
relative to the origin square of the burst. If a creature cannot occupy that 
space, it moves to the nearest unoccupied space. If a creature cannot fit in 
the area described, it is not affected by this power.
Sustain Minor: Sustain Minor: Sustain Minor: Sustain Minor: The target remains in the area until the end of your next turn.
• When you sustain the effect, attack each creature on a square filled with • When you sustain the effect, attack each creature on a square filled with • When you sustain the effect, attack each creature on a square filled with • When you sustain the effect, attack each creature on a square filled with 
bones: bones: bones: bones: +25 vs. AC; 1d10 damage and slide the target 1 as bones shift and 
move the target.

ITEM SLOT
Off-hand

WEIGHT
0

PRICE
125000

BOOK
AV2

MAGIC WEAPONMAGIC WEAPONMAGIC WEAPONMAGIC WEAPON ®

Battle Harness Leather Armor +4

2

AC BONUSAC BONUSAC BONUSAC BONUS

-

CHECKCHECKCHECKCHECK

-

SPEEDSPEEDSPEEDSPEED

1

QUANTITYQUANTITYQUANTITYQUANTITY

+4 AC

ENHANCEMENTENHANCEMENTENHANCEMENTENHANCEMENT

19

LEVELLEVELLEVELLEVEL

Armor

TYPETYPETYPETYPE

PROPERTIES

As a free action, you can draw a sheathed 
weapon or retrieve a stowed item. You gain a 
power bonus to initiative equal to the item's 
enhancement bonus.

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

POWER

ITEM SLOT
Body

WEIGHT
15

PRICE
105000

BOOK
PH

MAGIC ITEMMAGIC ITEMMAGIC ITEMMAGIC ITEM ®

Gloaming Shroud +4

AC BONUSAC BONUSAC BONUSAC BONUS CHECKCHECKCHECKCHECK SPEEDSPEEDSPEEDSPEED

1

QUANTITYQUANTITYQUANTITYQUANTITY

+4 Fortitude, Reflex, and Will

ENHANCEMENTENHANCEMENTENHANCEMENTENHANCEMENT

18

LEVELLEVELLEVELLEVEL

Neck Slot Item

TYPETYPETYPETYPE

PROPERTIES

Gain an item bonus to Stealth checks in dim light 
or darkness equal to the shroud's enhancement 
bonus.

AT-WILLAT-WILLAT-WILLAT-WILL ENCOUNTERENCOUNTERENCOUNTERENCOUNTER DAILYDAILYDAILYDAILY

POWER

Power (Daily • Zone): Power (Daily • Zone): Power (Daily • Zone): Power (Daily • Zone): Minor Action. Create a 
zone of dim light (close burst 10) that lasts until 
the end of the encounter. Bright light created or 
brought into the zone is reduced to dim light while 
within the zone.

ITEM SLOT
Neck

WEIGHT
0

PRICE
85000

BOOK
AV

MAGIC ITEMMAGIC ITEMMAGIC ITEMMAGIC ITEM ®
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