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A .
AVVIAR
+ You are taking part in a surprise

round.

4 You can take a standard action, a
move action, or a minor action.

You can take free actions.
You can’t spend action points.

4 After every aware combatant has

A .
A\VVIAR
+ You are taking part in a surprise
round.

4 You can take a standard action, a
move action, or a minor action.

You can take free actions.
You can’t spend action points.

4 After every aware combatant has
acted, the surprise round ends, and

you can act normally in subsequent

A .
AWMV
4 You are taking part in a surprise

round.

4 You can take a standard action, a
move action, or a minor action.

You can take free actions.

You can’t spend action points.

A .
VIR
4 You are taking part in a surprise

round.

4 You can take a standard action, a
move action, or a minor action.

You can take free actions.

You can’t spend action points.

A
A\A ,
+ You are taking part in a surprise

round.

4 You can take a standard action, a
move action, or a minor action.

You can take free actions.

You can’t spend action points.

A
a\3V.) ,
+ You are taking part in a surprise

round.

4 You can take a standard action, a
move action, or a minor action.

You can take free actions.

You can’t spend action points.

4 After every aware combatant has

acted, the surprise round ends, an
ou can act normally in subsequent
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"4 You can’t see.

+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

Your targets have Total Conceal-
ment from you.

4 Youtakea-5 penalty to melee and ranged
at,tack rolls.

"4 You can’t see.

+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

Your targets have Total Conceal-
ment from you.

4 You take a -5 penalty to melee and ranged
at,tack rolls.

"4 You can’t see.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

Your targets have Total Conceal-
ment from you.

4 Youtakea-5 penalty to melee and ranged
attack rolls.

"4 You can’t see.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

Your targets have Total Conceal-
ment from you.

4 You take a -5 penalty to melee and ranged
attack rolls. :

"4 You can’t see.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

Your targets have Total Conceal-
ment from you.

4+ You takea -5 penalty to melee and ranged
at,tack rolls.

"4 You can’t see.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

Your targets have Total Conceal-
ment from you.

4+ You takea -5 penalty to melee and ranged
at,tack rolls.

s You take a 10 penalty to Pe cep
tion checks. :

- You can’t ﬂank,
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#You are at half, or under half, your
total hit points.

#You are at half, or under half, your
total hit points.

#You are at half, or under half, your
total hit points.

#You are at half, or under half, your
total hit points.

#You are at half, or under half, your
total hit points.

#You are at half, or under half, your
total hit points.
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4 Attackers gain a +2 bonus to attack
rolls made against you.

4 Attackers gain a +2 bonus to attack
rolls made against you.

MBAIL
ADVANTAGE

+ Attackers gain a +2 bonus to attack
rolls made against you. -

BAIL
ADVANTAGE

4 Attackers gain a +2 bonus to attack
rolls made against you.

4 Attackers gain a +2 bonus to attack
rolls made against you.
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+ Partial Concealment Creatures
take a -2 penalty to attack rolls
against you.

+ Total Concealment: Creatures take A

a -5 penalty to attack rolls against
you.

+ Melee and Ranged Attacks Only:

Attack penalties from concealmen

apply only to the targets of | melee :

+ Partial Concealment Creatures
take a -2 penalty to attack rolls
against you.

+ Total Concealment: Creatures take A

a -5 penalty to attack rolls against
you.

-+ Melee and Ranged Attacks Only:

Attack penalties from concealmen

apply only to the targets of | melee :

+ Partial Goncealment Creatures
take a -2 penalty to attack rolls
against you.

+ Total Concealment: Creatures take A

a -5 penalty to attack rolls against
you.

j' Melee and Ranged Attacks Only:

Attack penalties from concealment
apply only to the targets of | melee :
or ranged attacks B

+ Partial Goncealment Creatures
take a -2 penalty to attack rolls
against you.

+ Total Concealment: Creatures take A

a -5 penalty to attack rolls against
you.

j' Melee and Ranged Attacks Only:

Attack penalties from concealment
apply only to the targets of | melee :
or ranged attacks B

+ Partial Concealment: Creatures
take a -2 penalty to attack rolls
against you.

+ Total Concealment: Creatures take A

+ Partial Concealment: Creatures
take a -2 penalty to attack rolls
against you.

+ Total Concealment: Creatures take A

a -5 penalty to attack rolls against
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+ Partial Cover: Creatures take a -2 pen-

alty to attack rolls against you.

4 Superior Cover: Creatures take a -5

penalty to attack rolls against you.

4+ Area and Close Attacks: You have

~cover if there is an obstruction be-

~tween you and the origin square, not-
between you and the target.

Reach: If a creature with reach attacks:
u through terram that would grant

+ Partial Cover: Creatures take a -2 pen-

alty to attack rolls against you.

4 Superior Cover: Creatures take a -5
penalty to attack rolls against you.

4 Area and Close Attacks: You have

. cover if there is an obstruction be-

~tween you and the origin square, not -
between you and the target.

Reach: If a creature with reach attacks.
ou through terrain that would grant

+ Partial Cover: Creatures take a -2 pen-

alty to attack rolls against you.

4 Superior Cover: Creatures take a -5
~penalty to attack rolls against you.

Area and Close Attacks: You have
cover if there is an obstruction be-
tween you and the origin square, not
between you and the target.

Reach: If a creature with reach attacks
u through terrain that would grant
 cover if you were in it, kg srif] have cove

+ Partial Cover: Creatures take a -2 pen-

alty to attack rolls against you.

4 Superior Cover: Creatures take a -5
~ penalty to attack rolls against you.

Area and Close Attacks: You have
- cover if there is an obstruction be-
tween you and the origin square, not
- between you and the target.

Reach: If a creature with reach attacks
u through terram that would grant

+ Partial Cover: Creatures take a -2 pen-

alty to attack rolls against you.

4 Superior Cover: Creatures take a -5

~penalty to attack rolls against you.

Area and Close Attacks: You have
cover if there is an obstruction be-
tween you and the origin square, not
between you and the target.

-Reach: If a creature with reach attac
u through terrain that would grant
cover if you were in it, you | have cover.

+ Partial Cover: Creatures take a -2 pen-

alty to attack rolls against you.

4 Superior Cover: Creatures take a -5

penalty to attack rolls against you.

*+ Area and Close Attacks: You have

~cover if there is an obstruction be-
tween you and the origin square, not
between you and the target

you ha?/e |5art|a| cove
rant cover to your .
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"4 You can take either a standard, a
move, or a minor action on your
turn.

4 You can take free actions.

You can’t take immediate actions o
opportunity actions.

"4 You can take either a standard, a
move, or a minor action on your
turn.

4 You can take free actions.

You can’t take immediate actions or

opportunity actions.

You grant Combat Advantage

+ Attackers gaina+2 bonusto attack rolls

"4 You can take either a standard, a
move, or a minor action on your
turn.

4 You can take free actions.

You can’t take immediate actions or
opportunity actions.

"4 You can take either a standard, a
move, or a minor action on your
turn.

4 You can take free actions.

You can’t take immediate actions or
opportunity actions.

"4 You can take either a standard, a

move, or a minor action on your
turn.

4 You can take free actions.

You can’t take immediate actions or
opportunity actions.

You grant Combat Advantage

+ Attackers gaina+2 bonusto attack rolls
made against you.

You can’t ﬂan[g; :

"4 You can take either a standard, a

move, or a minor action on your
turn.

4 You can take free actions.

You can’t take immediate actions or
opportunity actions.
You grant Combat Advantage

+ Attackers gaina+2 bonusto attack rolls
made against you
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4 You can’t hear.

4 You take a -10 penalty to Percep-
tion checks.

4 You can’t hear.

4 You take a -10 penalty to Percep-
tion checks.

4 You can’t hear.

4 You take a -10 penalty to Percep-
tion checks.

4 You can’t hear.

4 You take a -10 penalty to Percep-
tion checks.

4 You can’t hear.

4 You take a -10 penalty to Percep-
tion checks.

4 You can’t hear.

4 You take a -10 penalty to Percep-
tion checks.
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4 You can’t delay if you’ve taken an
action, are unable to take actions, or
are dazed.

+ When you delay, end effects that last ¢

- until the start of your turn and effects

that last until the end of your turn that

are beneficial to you or your allies.

When you reenter combat, adjust
your initiative to your new posntlon :

4 You can’t delay if you’ve taken an
action, are unable to take actions, or
are dazed.

+ When you delay, end effects that last
- until the start of your turn and effects

~ that last until the end of your turn that

- are beneficial to you or your allies.

When you reenter combat, adjust
your initiative to your new posntlon

4 You can’t delay if you’ve taken an
action, are unable to take actions, or
are dazed.

4 When you delay, end effects that last

- until the start of your turn and effects
~ that last until the end of your turn that
are beneficial to you or your allies. .~
* When you reenter combat, adjust
~ your initiative to your new posmon
the order. %

4 You can’t delay if you’ve taken an
action, are unable to take actions, or
are dazed.

4 When you delay, end effects that last ¢

- until the start of your turn and effects
~ that last until the end of your turn that
~ are beneficial to you or your allies.
* When you reenter combat, adjust
~ your initiative to v v posmo
the order.

4 You can’t delay if you’ve taken an
action, are unable to take actions, or
are dazed. i

4 When you delay, end effects that last ¢

~until the start of your turn and effects

~ that last until the end of your turn that
- are beneficial to you or your allies. .~

When you reenter combat, adjust
our initiative to your new posntlon
n the order.

4 You can’t delay if you’ve taken an
action, are unable to take actions, or
are dazed. i

+ When you delay, end effects that last ¢

- until the start of your turn and effects
~ that last until the end of your turn that
- are beneficial to you or your allies.

When you reenter combat, adjust
your initiative to your new posntlon
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4 You take a -2 penalty to attack rolls.
4 Melee and Ranged Attacks Only: Attack

penalties from concealment apply only to the
targets of melee or ranged attacks.

Creatures with low-light vision or
darkvision see normally in dim light.

-

4 You take a -2 penalty to attack rolls.
4 Melee and Ranged Attacks Only: Attack

penalties from concealment apply only to the

targets of melee or ranged attacks.

Creatures with low-light vision or
darkvision see normally in dim light.

ment.

DINBISIGLiT

G eatures have Partial Concealment.

4 You take a -2 penalty to attack rolls.
4+ Melee and Ranged Attacks Only: Attack

penalties from concealment apply only to the
targets of melee or ranged attacks.

Creatures with low-light vision or
darkvision see normally in dim light.

RDINVEISIGHiI

G eatures have Partial Concealment.

4 You take a -2 penalty to attack rolls.
4+ Melee and Ranged Attacks Only: Attack

penalties from concealment apply only to the
targets of melee or ranged attacks.

Creatures with low-light vision or
darkvision see normally in dim light.

L

+ Creatures have Partial Concealment.
4 You take a -2 penalty to attack rolls.
4+ Melee and Ranged Attacks Only: Attack

penalties from concealment apply only to the
targets of melee or ranged attacks.

Creatures with low-light vision or
darkvision see normally in dim light

+ Creatures have Partial Concealment.
4 You take a -2 penalty to attack rolls.
4+ Melee and Ranged Attacks Only: Attack

penalties from concealment apply only to the
targets of melee or ranged attacks.

Creatures with low-light vision or
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"4 You can’t take actions voluntarily.

4 The dominator chooses a single
action for you to take on your turn:
a standard, a move, a minor or a
free action.

The dominator can only make you
use at-will powers.

"4 You can’t take actions voluntarily.

4 The dominator chooses a single
action for you to take on your turn:
a standard, a move, a minor or a
free action.

The dominator can only make you
use at-will powers.

Attackers gaina +2 »onus tp attack rol

"4 You can’t take actions voluntarily.

4 The dominator chooses a single
action for you to take on your turn:
a standard, a move, a minor or a
free action.

The dominator can only make you
use at-will powers.

4 You can’t take actions voluntarily.

4 The dominator chooses a single
action for you to take on your turn:
a standard, a move, a minor or a
free action.

The dominator can only make you
use at-will powers.

Attackers gain a +2 onus tp attack rofl’
‘made against | you

+ You can’t flan

4 You can’t take actions voluntarily.

4 The dominator chooses a single
action for you to take on your turn:
a standard, a move, a minor or a
free action.

The dominator can only make you
use at-will powers.

+ You grant Combat Advantage.

4 You can’t take actions voluntarily.

4 The dominator chooses a single
action for you to take on your turn:
a standard, a move, a minor or a
free action.

The dominator can only make you
use at-will powers.

vYou grant Combat Advantage.
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You are Unconsclous.

+ You can’t take actions.

4 You are unaware of your surroundings.
+ You can't flank.

ranged attacks.

-5 penalty to all defenses versus all other attacks.

+ You can’t take actions.
4 You are unaware of your surroundings.
+ You can't flank.

4 You are Prone.

ranged attacks.
-5 penalty to all defenses versus all other attacks.

You are Unconscious.
+ You can’t take actions.
4 You are unaware of your surroundings.

+ You can't flank.

You are Prone.

You are lying down (if you are climbing or flying, you fall
You take a -3 penalty to all defenses versus non-adjacer

ranged attacks.
-5 penalty to all defenses versus all other attacks.

+ You/g';ant Combat Advantage.

+ Attackers gain a +2 bom:g‘ atta

+ You can’t take actions.
4 You are unaware of your surroundings.
+ You can't flank.

4 You are Prone.

ranged attacks.
-5 penalty to all defenses versus all other attacks.

+ You can’t take actions.
+  You are unaware of your surroundings.
4+ You can't flank.

You are Prone.

+ You are lying down (if you are climbing or flying, you fall

4 You take a -3 penalty to all defenses versus non-adjacer
ranged attacks. 8

4 -5 penalty to all defenses versus all other attacks.

You are Helpless.

u can be the target of a coup de grace.

+ You grant Combat Advantage.
-

Attackers gain a +1 bond§‘ ﬂtta

+ You can’t take actions.
+  You are unaware of your surroundings.
4 You can't flank.

4 You are Prone.

ranged attacks.
4 -5 penalty to all defenses versus all other attacks.
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(SRIA

i oirare Immobilized.

4 You can’t move from your space, although
you can teleport and can be forced to move
by a pull, a push, or a slide.

You are no longer grabbed if the

grabber is prevented from taking

actions, or if you end up outside the
range of the grabbing power/effect.

(SRIA

i oirare Immobilized.

4 You can’t move from your space, although
you can teleport and can be forced to move
by a pull, a push, or a slide.

You are no longer grabbed if the

grabber is prevented from taking

actions, or if you end up outside the
range of the grabbing power/effect.

B oirare Immobilized.

4 You can’t move from your space, although
you can teleport and can be forced to move
by a pull, a push, or a slide.

You are no longer grabbed if the
grabber is prevented from taking
actions, or if you end up outside the
range of the grabbing power/effect

B oirare Immobilized.

4 You can’t move from your space, although
you can teleport and can be forced to move
by a pull, a push, or a slide.

You are no longer grabbed if the

grabber is prevented from taking

actions, or if you end up outside the
range of the grabbing power/effect

SRIABR
4 You are Immobilized.

4 You can’t move from your space, although
you can teleport and can be forced to move
by a pull, a push, or a slide.

You are no longer grabbed if the

grabber is prevented from taking

actions, or if you end up outside the
range of the grabbing power/effect.

5RIABI
4 You are Immobilized.

4 You can’t move from your space, although
you can teleport and can be forced to move
by a pull, a push, or a slide.

You are no longer grabbed if the

grabber is prevented from taking

actions, or if you end up outside the
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4 You grant Combat Advantage.
4 Attackers gain a +2 bonus to attack rolls

made against you.

4 You can be the target of a coup de
- grace.

_BIBBRIEESS
You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can be the target of a coup de
grace.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can be the target of a coup de
~ grace.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can be the target of a coup de
~ grace.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can be the target of a coup de

grace.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can be the target of a coup de

grace.

¥ ¢
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4 Against creatures you're hidden
from:

4 Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made agalnstﬁ'
them). 3

4 You have Total Concealment (creatures take |
a -5 penalty to melee and ranged attack
rolls against you).

+ —You don’t provoke opporﬁJnity attacks.

4 Against creatures you're hidden
from:
4 Creatures grant Combat Advantage (you

gain a +2 bonus to attack rolls made agalnstﬁ'
them).

4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ —You don’t provoke opporﬁJnity attacks.

+ ~/-\gains'r creatures you're hidden

from:

4+ Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made agalnstﬁ'
them).
4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ —You don’t provoke opporﬁJnity attacks.

4 »Creatures don't know exactly what

quare you're in and mustjguess
when targetmg thei ttacks.

+ ~/-\gains'r creatures you're hidden

from:

4 Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made agalnstﬁ'
them).
4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ —You don’t provoke opporﬁJnity attacks.

: »Creatures dont know exactly what

4 Against creatures you're hidden
from:
4+ Creatures grant Combat Advantage (you

gain a +2 bonus to attack rolls made agamstﬁ' 1
them).

4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ —You don’t provoke opportimity attacks.

4 Against creatures you're hidden
from:
4+ Creatures grant Combat Advantage (you

gain a +2 bonus to attack rolls made agamstﬁ'
them).

4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ —You don’t provoke opportimity attacks.
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4 You can’t move from your space,
although you can teleport and can
be forced to move by a pull, a push,
or a slide.

4 You can’t move from your space,
although you can teleport and can
be forced to move by a pull, a push,
or a slide.

4 You can’t move from your space,
although you can teleport and can
be forced to move by a pull, a push
or a slide.

4 You can’t move from your space,
although you can teleport and can
be forced to move by a pull, a push
or a slide.

4 You can’t move from your space,
although you can teleport and can
be forced to move by a pull, a push,
or aslide.

4 You can’t move from your space,
although you can teleport and can
be forced to move by a pull, a push,
or aslide.
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"+ You take half damage from any
damage source, including ongoing
damage.

+ Half Damage: When a power or

~ another effect deals half damage,
apply all modifiers to the damage,
including resistances and vulnera-
bilities, and then d|V|de the damage
in half (round down).

"+ You take half damage from any
damage source, including ongoing
damage.

+ Half Damage: When a power or

~ another effect deals half damage,
apply all modifiers to the damage,
including resistances and vulnera-
bilities, and then d|V|de the damage
in half (round down).

"+ You take half damage from any

damage source, including ongoing
damage.

+ Half Damage: When a power or

another effect deals half damage,
apply all modifiers to the damage,
including resistances and vulnera-
bilities, and then divide the dama
in half (round down).

"+ You take half damage from any
damage source, including ongoing
damage.

+ Half Damage: When a power or

another effect deals half damage,
apply all modifiers to the damage,
including resistances and vulnera-
bilities, and then divide the dama
in half (round down).

"+ You take half damage from any

damage source, including ongoing
damage.

4 Half Damage: When a power or

~ another effect deals half damage,
apply all modifiers to the damage,
including resistances and vulnera-
bilities, and then lelde the damag
in half(round down)

"+ You take half damage from any

damage source, including ongoing
damage.

+ Half Damage: When a power or

another effect deals half damage,
apply all modifiers to the damage,
including resistances and vulnera-
bilities, and then lelde the damag
in half(round down)
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4 Against creatures you're invisible
from:

4 Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made againstﬁ
them). 3

4 You have Total Concealment (creatures take |
a -5 penalty to melee and ranged attack
rolls against you).

+ You don’t provoke oppogjjnity attacks.

Creatures know exactly what
square you're in

4 Against creatures you're invisible
from:
4 Creatures grant Combat Advantage (you

gain a +2 bonus to attack rolls made againstﬁ
them).

4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ You don’t provoke oppo_rtjjnity attacks.

4 Against creatures you're invisible

from:

4+ Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made againstﬁ
them).

4 You have Total Concealment (creatures take ;
a -5 penalty to melee and ranged attack
rolls against you).

+ You don’t provoke oppo@nity attacks.

4 Against creatures you're invisible

from:

4 Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made againstﬁ
them).

4 You have Total Concealment (creatures take ;
a -5 penalty to melee and ranged attack
rolls against you).

+ You don’t provoke opporﬂniq attacks.

Creatures know exactly what
quare you're in .

4 Against creatures you're invisible

from:

4+ Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made againstﬁ
them). 3

4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ You don’t provoke oppog;ﬁnity attacks.

4 Against creatures you're invisible

from:

4+ Creatures grant Combat Advantage (you
gain a +2 bonus to attack rolls made againstﬁ
them).

4 You have Total Concealment (creatures take
a -5 penalty to melee and ranged attack
rolls against you).

+ You don’t provoke opportﬁnity attacks.
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"+ You take a -2 penalty to any attack

that does not include the creature
who marked you.

4 You can only be subjected to one
mark at a time.

A new mark supersedes an old one.

+A mark ends immediately when its |

creator dies or falls unconsclous

4 You take a -2 penalty to any attack
that does not include the creature
who marked you.

4 You can only be subjected to one
mark at a time.

A new mark supersedes an old one.

+A mark ends immediately when its |

creator dies or falls unconsclous

"+ You take a -2 penalty to any attack

that does not include the creature
who marked you.

# You can only be subjected to one

mark at a time.

A new mark supersedes an old one

"+ You take a -2 penalty to any attack

that does not include the creature
who marked you.

# You can only be subjected to one

mark at a time.

A new mark supersedes an old one

"+ You take a -2 penalty to any attack

that does not include the creature
who marked you.

# You can only be subjected to one

mark at a time.

A new mark supersedes an old one

"+ You take a -2 penalty to any attack

that does not include the creature
who marked you.

# You can only be subjected to one

mark at a time.
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<Nj WALIE mg_: @"TCT"

4 Action: No action. You either know
or don't know the information.

Difficulty Class: The DM sets the
DC using the monster's level.
4+ Moderate DC: You identify the monster and

knows its origin, type, typlcal temperament
‘and keywords

Hard DC: You identﬂythe monster 's resis-
tances and vulnerabllities, as W
its powers do. %

<Nj WALIE ii)sj} @‘TlCT"

4 Action: No action. You either know
or don't know the information.

Difficulty Class: The DM sets the
DC using the monster's level.
4+ Moderate DC: You identify the monster and

knows its origin, type, typical temperament
‘and keywords % ;

Hard DC: You identﬂythe monster 's resis-
tances and vulnerabllities, as wi s wha
its powers do. %

4 Action: No action. You either know
or don't know the information.

Difficulty Class: The DM sets the
DC using the monster's level.
+ Moderate DC: You identify the monster and i

knows its origin, type, typlcal temperamen
‘and keywords .

Hard DG You Identify:the monsters resis-

4 Action: No action. You either know
or don't know the information.

Difficulty Class: The DM sets the
DC using the monster's level.
+ Moderate DC: You identify the monster and i

knows its origin, type, typical temperamen
‘and keywords @

Hard DG You Identify:the monsters resis-

+ Acl:lon: No action. You either know
or don't know the information. &

Difficulty Class: The DM sets the
DC using the monster's level.
+ Moderate DC: You identify the monster and

knows its origin, type, typlcal temperamen
‘and keywords .

+ Hard DG You ldentlfy:the monsters resis-
tances and vulnerabll es, as welf as w1|at *
its powers do. £

+ Acl:lon: No action. You either know

or don't know the information.

Difficulty Class: The DM sets the
DC using the monster's level.
+ Moderate DC: You identify the monster and

knows its origin, type, typical temperamen
‘and keywords @

+ Hard DG You ldentlfy:the monsters resis-
~ tances and vulnerabllitles, as ‘well as w1|at
its powers do.
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4 You are taking ongoing damage.

4 Save ends.

4 You are taking ongoing damage.

4 Save ends.

[DANTAGH
4 You are taking ongoing damage.

4 Save ends.

[DAMAGE

4 You are taking ongoing damage.

4 Save ends.

[DANTAGH
4 You are taking ongoing damage.

4 Save ends.

[DAMAGE

4 You are taking ongoing damage.

4 Save ends.
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4 You are Unconscious. -
4 You can’t take actions.
4 You can't flank.
4 You are unaware of your surroundings.
You are Helpless.

4+ You can be the target of a coup de grace.

'_ You grant Combat Advantage.

+ Attackers gain a +2 b

You gain resist 20 t

4 You are Unconscious. -
4 You can’t take actions.
4 You can't flank.
4 You are unaware of your surroundings.
You are Helpless.

4+ You can be the target of a coup de grace.

#You are Unconscious. -

4 You can’t take actions.

4 You can’t flank.

4 You are unaware of your surroundings.
You are Helpless.

4+ You can be the target of a coup de grace.

-+ You grant Combat Advantage.

Attackers gain a +2 b

You gain‘r‘esis,t‘ZO,
v < &:‘ - 1

3

#You are Unconscious. -

4 You can’t take actions.

4 You can’t flank.

4 You are unaware of your surroundings.

You are Helpless.

4+ You can be the target of a coup de grace.

+ You grant Combat Advantage.

Attackers gain a +2 bonus to aﬂhck rolls

‘made again'st)_lciu

4 You can't take actions.

4 You can't flank.

4 You are unaware of your surroundings.
You are Helpless.

4 You can be the target of a coup de grace.

'_ Yq‘_L‘LgrantGombatAqvantage.“\ :

+ Attackers gain a +2;!‘m

4 You can't take actions.

4 You can't flank.

4 You are unaware of your surroundings.
You are Helpless.

4 You can be the target of a coup de grace.
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+ You are lying down (if you are
climbing or flying, you fall).

- 4 You can only move by crawling,

4 You grant Combat Advantage to
~ melee attackers. : .
4 Melee attackers g:

+ You are lying down (if you are
climbing or flying, you fall).

- 4 You can only move by crawling,

4 You grant Combat Advantage to
~ melee attackers. : .
4 Melee attackers g:

+ You are lying down (if you are
climbing or flying, you fall).

- 4 You can only move by crawling,

jb You grant Combat Advantage to

melee attackers.
+ Melee attackers gai

+ You are lying down (if you are
climbing or flying, you fall).

- 4 You can only move by crawling,

4 You grant Combat Advantage to
~ melee attackers. 5 :
+ Melee attackers gai

+ You are lying down (if you are
climbing or flying, you fall).

- 4 You can only move by crawling,

teleporting, or by forced movement “
(push, pull, slide).

melee attackers. .
4+ Melee attackers gain a +2 bonus to attack

rolls made againstyou.

+ You are lying down (if you are
climbing or flying, you fall).

- 4 You can only move by crawling,

teleporting, or by forced movement “
(push, pull, slide).

melee attackers. .
+ Melee attackers gain a +2 bonus to attack

rolls made againstyou.
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4 You can ready a standard action, a
move action, or a minor action.

4 Choose the specific action you are

readying and your intended target. 1

$ Choose the action that will trigger
your readied action.

4+ If the trigger doesn’t occur or you choose to
ignore it, you can’t use your readied action
and you take your next turn as normal.

move your placem the init
&3&: cd‘ beforé th creature

4 You can ready a standard action, a
move action, or a minor action.

4 Choose the specific action you are
readying and your intended target.

$ Choose the action that will trigger
your readied action.
4+ If the trigger doesn’t occur or you choose to

ignore it, you can’t use your readied action
and you take your next turn as normal.

4 You can ready a standard action, a
move action, or a minor action.

- 4 Choose the specific action you are
readying and your intended target.

$ Choose the action that will trigger
your readied action.

4 If the trigger doesn’t occur or you choose to
ignore it, you can’t use your readied action
and you take your next tum as normal

4 You can ready a standard action, a
move action, or a minor action.

-4 Choose the specific action you are

readying and your intended target.

$ Choose the action that will trigger
your readied action.

4 If the trigger doesn’t occur or you choose to

ignore it, you can’t use your readied action
and you take your next tum as normal.

readied action i l' an lmmedlate

4 You can ready a standard action, a
move action, or a minor action.

-4 Choose the specific action you are

readying and your intended target. 1

# Choose the action that will trigger
your readied action.

4 If the trigger doesn’t occur or you choose to
ignore it, you can’t use your readied action
and you take your next tum as normal

4 You can ready a standard action, a
move action, or a minor action.

-4 Choose the specific action you are

readying and your intended target.

4 Choose the action that will trigger
your readied action.
4 If the trigger doesn’t occur or you choose to

ignore it, you can’t use your readied action
and you take your next tum as normal.

readied action is an im Y dlate
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l. ﬁ@‘m RIFAY;

- 4 You can’t take actions.

4 You have neither line of sight nor
= line of effect to anything.

effect to you.

Desplte bemg removed from play, -
L

l. ﬁ@‘m RIFAY;

~ 4 You can’t take actions.

4 You have neither line of sight nor
- line of effect to anything.

effect to you.

Desplte bemg removed from play, -
L

|r !—Wt RFAY,

- 4 You can’t take actions.

4 You have neither line of sight nor
= line of effect to anything.

+ Nothing has line of sight or line of
effect to you.

; Desplte bemg removed from play,
: nd

|r !—Wt RFAY,

- 4 You can’t take actions.

4 You have neither line of sight nor
= line of effect to anything.

effect to you.

; Desplte bemg removed from play,
: nd

HROMIIZ Dnm/

- 4 You can’t take actions.

4 You have neither line of sight nor

line of effect to anything.

‘: Nothing has line of sight or line of

effect to you.

Despite belng removed from play, :

HRROMIIZ Dnm/

- 4 You can’t take actions.

4 You have neither line of sight nor

line of effect to anything.

effect to you.

Despite belng removed from play,
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4 You can’t move unless teleported
(you can’t even be forced to move
via push, pull or slide).

+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 You can’t move unless teleported
(you can’t even be forced to move
via push, pull or slide).

+ You take a -2 penalty to attack rolls.

You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 You can’t move unless teleported
(you can’t even be forced to move
via push, pull or slide).

&
+ You take a -2 penalty to attack rolls.
You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 You can’t move unless teleported
(you can’t even be forced to move
via push, pull or slide).

&
+ You take a -2 penalty to attack rolls.
You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

' RESHRIAIN

4 You can’t move unless teleported
(you can’t even be forced to move
via push, pull or slide).

4 You take a -2 penalty to attack rolls.
You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

' RESTHRIAIN

4 You can’t move unless teleported
(you can’t even be forced to move
via push, pull or slide).

4 You take a -2 penalty to attack rolls.
You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.
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+ Move up to your speed + 2.

4 You take a -5 penalty to attack
rolls.
+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 The effects of this action end at the

start of your next turn.

 Run is a move act

+ Move up to your speed + 2.

4 You take a -5 penalty to attack
rolls.
'+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 The effects of this action end at the
start of your next turn.

hun isa move action.

+ Move up to your speed + 2.

4 You take a -5 penalty to attack
rolls.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 The effects of this action end at the

start of your next turn.

Runisa move act

+ Move up to your speed + 2.

4 You take a -5 penalty to attack
rolls.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 The effects of this action end at the

start of your next turn.

hun isa move acti on.

IR

+ Move up to your speed + 2.

4 You take a -5 penalty to attack
rolls.
4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

IR

+ Move up to your speed + 2.

4 You take a -5 penalty to attack
rolls.
4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 The effects of this action end at th
start of your next turn

hun isa move actlon :
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3
VAVAIN D
4 Spend a healing surge to regain hit
points.

+ You gain a +2 bonus to all defenses.

The effects of this action end at the
start of your next turn.

Second Wind is a standard action.

3
VAVAIN D
4 Spend a healing surge to regain hit
points.

+ You gain a +2 bonus to all defenses.

The effects of this action end at the
start of your next turn.

Second Wind is a standard action.

3
| VAVAIN D
+ Spend a healing surge to regain hit
points.

+ You gain a +2 bonus to all defenses.

The effects of this action end at the
start of your next turn.

Second Wind is a standard action.

3
| VAVAIN D
+ Spend a healing surge to regain hit
points.

+ You gain a +2 bonus to all defenses.

The effects of this action end at the
start of your next turn.

Second Wind is a standard action.

3
Q) VAAIND
+ Spend a healing surge to regain hit
points.

+ You gain a +2 bonus to all defenses.

The effects of this action end at the
start of your next turn.

Second Wind is a standard action.

3
Q) VAAINTD
+ Spend a healing surge to regain hit
points.

4+ You gain a +2 bonus to all defenses.

The effects of this action end at the
start of your next turn.

Second Wind is a standard action.
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+ Your speed becomes 2.

4 This speed applies to all your move-
ment modes, but it does not apply
to forced movement against you
(pull, push, slide) or teleportation.

If slowed during movement, you
must stop if you have already
moved at least 2 squares.

bonuses to

4 Your speed becomes 2. This speed
applies to all your movement
modes, but it does not apply to
forced movement against you (pull,
push, slide) or teleportation.

4+ If slowed during movement, you
must stop if you have already
moved at least 2 squares.

You can’t benefit from onuses to

4 Your speed becomes 2. This speed
applies to all your movement
modes, but it does not apply to
forced movement against you (pull,
push, slide) or teleportation.

4 If slowed during movement, you
must stop if you have already
moved at least 2 squares.

You can’t benefit fron Y bonuses to

4 Your speed becomes 2. This speed
applies to all your movement
modes, but it does not apply to
forced movement against you (pull,
push, slide) or teleportation.

must stop if you have already
moved at least 2 squares.

4 Your speed becomes 2. This speed
applies to all your movement
modes, but it does not apply to
forced movement against you (pull,
push, slide) or teleportation. :

must stop if you have already
moved at least 2 squares

4 Your speed becomes 2. This speed
applies to all your movement
modes, but it does not apply to
forced movement against you (pull,
push, slide) or teleportation.

must stop if you have already
moved at least 2 squares
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S

4 You can’t take actions.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t flank.

You fall if flying, unless you can
hover. : “

4 You can’t take actions.

4+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t flank.

You fall if flying, unless you can
hover. : <

S

4 You can’t take actions.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t flank.

You fall if flying, unless you can
hover. ; -

4 You can’t take actions.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t flank.

You fall if flying, unless you can
hover. ; -

ST

4 You can’t take actions.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t flank.

You fall if flying, unless you can
hover. ; -

4 You can’t take actions.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t flank.

You fall if flying, unless you can
hover. ; -
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4 You are taking part in a surprise
round.

4+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 You can’t take actions.

You can’t flank.

4 You are taking part in a surprise
round.

4+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

4 You can’t take actions.

You can’t flank.

4 You are taking part in a surprise
round.

4+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t take actions.
You can’t flank.

soon as the sur rlse round ends,

4 You are taking part in a surprise
round.

4+ You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

You can’t take actions.
You can’t flank.

soon as the surprlse round ends,

4 You are taking part in a surprise
round.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

% You can’t take actions.

You can’t flank.

+ You are taking part in a surprise
round.

4 You grant Combat Advantage.

4 Attackers gain a +2 bonus to attack rolls
made against you.

% You can’t take actions.

+ You can’t flank.

soon as the surprlse round ends
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"+ You gain a +2 bonus to all defenses.

4 The effects of this action end at the
start of your next turn.

Total Defense is a standard action.

"+ You gain a +2 bonus to all defenses.

4 The effects of this action end at the
start of your next turn.

Total Defense is a standard action.

"+ You gain a +2 bonus to all defenses.

4 The effects of this action end at the
start of your next turn.

Total Defense is a standard action.

"+ You gain a +2 bonus to all defenses.

4 The effects of this action end at the
start of your next turn.

Total Defense is a standard action.

4 The effects of this action end at the
start of your next turn.

Total Defense is a standard action.

4 The effects of this action end at the
start of your next turn.

Total Defense is a standard action.

"+ You gain a +2 bonus to all defenses.

¥ ¢

"+ You gain a +2 bonus to all defenses.

¥ ¢
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+ ~You are Prone.

+ You are lying down (if you are climbing or flying,

you fall).

+ You take a -3 penalty to all defenses versus noi
adjacent ranged attacks.

4 -5 penalty to all defenses versus all other
attacks.

You are Helpless.

+ You can be the target of a coup de grace.

Attackers galn a+
against you.

You are Iylng down (if you are climbing or ﬂylng,
you fall).

You take a -3 penalty to all defenses versus
adjacent ranged attacks.

-5 penalty to all defenses versus all other
attacks.

You are Helpless.
+ You can be the target of a coup de grace.

You grant CombatMvanhge

4 You are lying down (if you are climbing or flying,
you fall). f

4 You take a -3 penalty to all defenses versus
adjacent ranged attacks.

4 -5 penalty to all defenses versus all other
attacks.

You are Helpless.

+ You can be the target of a coup de grace.

W Until Start

+ Youare Iylng down (if you are climbing or ﬂymg,
you fall).

4 You take a -3 penalty to all defenses versus
adjacent ranged attacks.

4 -5 penalty to all defenses versus all other
attacks.

You are Helpless.

+ You can be the target ofa e’oup de grace.

_-M.

W ‘Until Start 0

+ Youare Iylng down (if you are climbing or ﬂylng,
you fall).

4 You take a -3 penalty to all defenses versus
adjacent ranged attacks.

4 -5 penalty to all defenses versus all other
attacks.

You are Helpless.

+ You can be the target of a coup de grace.

+ Youare Iylng down (if you are climbing or ﬂylng,
you fall).

4 You take a -3 penalty to all defenses versus
adjacent ranged attacks.

4 -5 penalty to all defenses versus all other
attacks.

You are Helpless.

TR You can be the target ofa t:'oup de grace.
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NENIE
+ Your attacks deal half damage.

. Ongoing damage and damage that
is not generated by an attack roll
are not affected.

SENE

+ Your attacks deal half damage.

. Ongoing damage and damage that
is not generated by an attack roll
are not affected.

N ENIE
4 Your attacks deal half damage.

. Ongoing damage and damage that
is not generated by an attack roll
are not affected.

N ENIE
4 Your attacks deal half damage.

. Ongoing damage and damage that
is not generated by an attack roll
are not affected.

+ Your attacks deal half damage.

. Ongoing damage and damage that

is not generated by an attack roll
are not affected.

+ Your attacks deal half damage.

. Ongoing damage and damage that

is not generated by an attack roll
are not affected.




