WIZARD POWER CARDS (Class Acts, Issue 364)

ILLUSORY AMBUSH \ Standard

Action Ranged 10 gy

You create an illusion of swirling spectral
assailants that swarm over your enemy.
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WIZARD POWER CARDS (Class Acts, Issue 364)

Standard _}
\.! - within 20 squar!“,

Action
Target: Each creature in burst
Attack: Intelligence vs. Will
Hit: 2d6 + Intelligence modifier psychic
damage, and the target is prone and
immobilized until the end of its next turn.
Miss: The target is immobilized until the end
of your next turn.

Area Burst 1

_PHANTOM CHASM_

You create the image of a bottomless chasm
that opens beneath your foes, convincing
them that they are plummeting to their
deaths.
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PHANTASMAL
___TERRAIN __

Standard _}
\.! - within 10 squar!“,

Action

Effect: Difficult terrain in the designated
You make already treacherous terrain even area costs 2 extra squares of movement
more difficult for your enemies to traverse. instead of the normal 1 extra square.
Additionally, hazards and traps within
the area gain a bonus to attack rolls equal
to your Intelligence modifier against your
enemies.
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WIZARD POWER CARDS (Class Acts, Issue 364)

MAZE OF MIRRORS

WIZARD ATTACK 3

Standard BN  AreaBurst1
Action within 10 squaréi

PHANTASMAL

ASSATLANT

You craft an elaborate image of a deadly
assassin whose blade cuts deeply into your
foes.

DAILY POWER

.

WIZARD ATTACK 5

Standard

Action Ranged 20 !

Target: One creature

Attack: Intelligence vs. Will

Hit: 2d10 + Intelligence modifier psychic
damage.

Effect: The target takes ongoing 5 psychic

damage and grants combat advantage to

all your allies (save ends both).
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WIZARD POWER CARDS (Class Acts, Issue 364)

Standard

Action Ranged 10 iy

Effect: You create the illusion a spectral hound,
which appears in a square you designate
within range. The spectral hound does not
occupy that square but does count as an ally
for the purposes of flanking. Additionally, as
long as the hound remains within 10 squares
of you, you gain a +1 power bonus to AC and
all defenses, along with a +5 power bonus to
Perception checks, since the spectral hound
warns you of approaching danger.

Sustain Minor: You can sustain this power until
the end of the encounter. Each round you can

DAILY POWER move the hound up to 5 squares as a free

action; the spectral hound ignores difficult

terrain but the effect ends if the hound leaves
your line of sight.

You summon the ghostly image of a
powerful mastiff that follows you
protectively.
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ENEMIES ABOUND N T

Aetion within 20 squaréi

s, causing them
allies as threats.
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WIZARD POWER CARDS (Class Acts, Issue 364)

ILLUSORY WALL . . Standal.‘d l\’.’lelee

Action Weapon
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