WARLORD POWER CARDS (Heroic)

, .| - - - - -
COMMANDER’S Standard Melee/Ranged
STRIKE L] Action Weapon

With a shout, you command an ally to
attack.

AT-WILL POWER

¢ WARLORD ATTACK 1 MARTIAL, WEAPON ®

FURIOUS SMASH . .“ Semdard Melee

Action Weapon

You slam your shield into your enemy, bash him
with your weapon’s haft, or drive your shoulder
into his gut. Your attack doesn’t do much
damage—but your anger inspires your ally to

match rocity.
P'E\.h

AT-WILL POWER

¢ WARLORD ATTACK 1 MARTIAL, WEAPON ®

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

VIPER’S STRIKE

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

AT-WILL POWER

¢ WARLORD ATTACK 1

Standard Melee
Action Weapon

MARTIAL, WEAPON

WOLF PACK TACTICS

Step by step, you and your friends surround
the enemy

AT-WILL POWER

¢ WARLORD ATTACK 1

Standard Melee
Action Weapon

MARTIAL, WEAPON

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

GUARDING ATTACK \ Standard

Action

WARLORD ATTACK 1

Melee
Weapon

HAMMER AND ANVIL \tandard

Action

WARLORD ATTACK 1

Melee
Weapon

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

LEAF ON THE WIND \ Standard

Action

WARLORD ATTACK 1

Melee
Weapon

WARLORD’S FAVOR \ Standard

Action

WARLORD ATTACK 1

Melee
Weapon

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

- v v . v v g - 'I
BASTION OF DEFENSE

Honorable warriors never fall!

DAILY POWER

»

WARLORD ATTACK1 ™

Standard |
8

Action

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage.
Allies within 5 squares of you gain a +1
power bonus to all defenses until the end
of the encounter.

Effect: Allies within 5 squares of you gain
temporary hit points equal to 5 + your
Charisma modifier.

MARTIAL, WEAPON

EAD THE ATTACK

Under your direction, arrows hit their
marks and blades drive home.

DAILY POWER

»

WARLORD ATTACK1 ™

Standard |
8

Action

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage. Until
the end of the encounter, you and each
ally within 5 squares of you gain a power
bonus to attack rolls against the target
equal to 1 + your Intelligence modifier.

Miss: Until the end of the encounter, you and
each ally within 5 squares of you gain a
+1 power bonus to attack rolls against the
target.

MARTIAL, WEAPON

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

No matter where your foe turns, one of your
allies is waiting for him.

DAILY POWER

»

WARLORD ATTACK1 ™

Standard |
8

Action

Target: One creature

Attack: Strength vs. AC

Hit: 3[ W] + Strength modifier damage.

Effect: Until the end of the encounter, the
target cannot shift if at least two of your
allies (or you and one ally) are adjacent
to it.

MARTIAL, WEAPON

WHITE RAVEN
__ONSLAUGHT __
You lead the way with a powerful attack, using
your success to create an opportunity for one of
your allies. Each of your comrades in turn seizes
on your example and begins to display true
teamwork.

DAILY POWER

»

WARLORD ATTACK1 ™

Standard |
8

Action

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and
you slide an adjacent ally 1 square. Until
the end of the encounter, whenever you
or an ally within 10 squares of you
makes a successful attack, the attacker
slides an adjacent ally 1 square.

Miss: Choose one ally within 10 squares.
Until the end of the encounter, the ally
slides an adjacent ally 1 square after
making a successful attack..

MARTIAL, WEAPON

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

AID THE INJURED . b Melee

Action Touch

WARLORD UTILITY 2

CRESCENDO . Immedia.te
OF VIOLENCE L Reaction

Ranged 5 '

WARLORD UTILITY 2

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

KNIGHT’S MOVE

WARLORD UTILITY 2

Ranged 10

SHAKE IT OFF o

Action

WARLORD UTILITY 2

Melee/Ranged
Weapon

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

HOLD THE LINE . Standal.‘d

Action

WARLORD ATTACK 3

Melee
Weapon

" INSPIRING WAR CRY o

Action

WARLORD ATTACK 3

Melee
Weapon

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

STEEL MONSOON . Standal.‘d

Action

WARLORD ATTACK 3

Melee
Weapon

WARLORD’S STRIKE \ Standard

Action

WARLORD ATTACK 3

Melee
Weapon

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

Standard |
8

Action

Target: One creature

Attack: Strength vs. AC

Hit: 3[ W] + Strength modifier damage.

Effect: Each ally within 10 squares can
spend a healing surge and regains
additional hit points equal to your
Charisma modifier.

~ STAND THE FALLEN

You will not be denied victory! A
determined strike lifts the spirits of your
beleaguered allies and restores their fighting
spirit.

DAILY POWER

»

HEALING, MARTIAL,
WEAPON

WARLORD ATTACK S ™

Standard |
8

Action

~ TURNING POINT |

A well-placed strike catches your foe off Target: One creature
guard and allows you or a nearby ally to Attack: Strength vs. AC
shake off some effect. Hit: 2[W] + Strength modifier damage. You

or one ally within 5 squares makes a
saving throw.

Miss: You or one ally makes a saving throw
against one effect that the target caused
and that a save can end.

DAILY POWER

»

WARLORD ATTACK 5 ™ MARTIAL, WEAPON

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

VILLAIN’S

NIGHTMARE

ou use weapon thrusts, lunges, and parrie
to hedge in your adversary, preventing him
from moving away from you.

DAILY POWER

¢ WARLORD ATTACK 5

Standard Bl Melee

Action Weapon

Target: One creature
Attack: Strength vs. Reflex

Hit: 3[ W] + Strength modifier damage.
Effect: Until the end of the encounter, when
you are adjacent to the target and it walks
or runs, you can cancel that movement as
an immediate interrupt.

TIAL, WEAPO

WARLORD UTILITY 6

Immediate

Interrupt Ranged 10 !

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

INSPIRING REACTION S\ Tmmediate

Reaction

ally is wounde

HEALING, MARTIAL

Minor

Action Ranged 10 !

Target: One ally
Effect: Increase the ally’s speed by 2 until

You spur an ally to move faster the end of the encounter.

DAILY POWER

.

WARLORD UTILITY 6 MARTIAL

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

Minor
Action

Targets: You and each ally in burst
You fortify your allies with a few words of Effect: The targets regain hit points equal to
encouragement. 10 + your Charisma modifier.

DAILY POWER

o WARLORD UTILITY 6 ™ EALING, MARTI

Standard _ B Melee
Action Weapon

WARLORD ATTACK 7

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

SUNDER ARMOR . Standal.‘d

Action

WARLORD ATTACK 7

Melee
Weapon

SURPRISE ATTACK . Standard

Action

WARLORD ATTACK 7

Melee
Weapon

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

Standard _ B, Melee
Action Weapon

your foe, enabli
0 move around behinc

WARLORD ATTACK 7 ™ MARTIAL, WEAPON

IRON DRAGON Stan-dard l\lle.l.e-e.

CHARGE

Like a rampaging iron dragon, you hurl
yourself at your adversary, landing a terrific
blow that inspires your allies to charge as
well.

Action Weapon

Target: One creature

Attack: Strength vs. AC

Special: You must charge as part of this
attack.

Hit: 3[ W] + Strength modifier damage.

Effect: Until the end of the encounter, as an

immediate reaction, an ally of your

choice within 5 squares of you can

charge a target that you charge.

DAILY POWER

.

WARLORD ATTACK 9 TIAL, WEAPO

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

The rhythm of your enemies hitting the
ground is music to your ears.

DAILY POWER

»

WARLORD ATTACK 9 ™

Standard |
8

Action

Target: One creature

Attack: Strength vs. AC

Hit: 3[W] + Strength modifier damage, and
the target is knocked prone. Every ally
within 10 squares of you can move 3
squares and make a melee basic attack
against one target of his or her choice as
a free action. These attacks deal no
damage but knock a target prone on a hit.

Miss: Half damage, and the target is knocked
prone.

MARTIAL, WEAPON

WHITE RAVEN STRIKE |

You land a punishing blow that ignites the
fire within your allies and keeps them alive
on the battlefield.

DAILY POWER

»

WARLORD ATTACK 9 ™

Standard |
8

Action

Target: One creature

Attack: Strength vs. AC

Hit: 3[ W] + Strength modifier damage.

Effect: One or two allies within 10 squares
gain 15 temporary hit points. If you
dropped the target to 0 hit points or fewer
with this attack, add your Charisma
modifier to the temporary hit points your
allies gain.

MARTIAL, WEAPON

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

_DEFENSIVE RALLY.

You marshal your comrades and provide
instructions to help them prevail.

DAILY POWER

»

WARLORD UTILITY 10 ™

Standard |
8

Action
Target: Each ally in burst
Effect: Each target can spend a healing surge
and make a saving throw against any
single effect that a save can end. In
addition, all targets gain a +2 power
bonus to all defenses until the end of
your next turn.

. Close

e/

Burst 5

HEALING, MARTIAL

_ EASE SUFFERING

Your nearby presence is enough to ease the
suffering of your allies.

DAILY POWER

»

WARLORD UTILITY 10 ™

\.! Minor | !f

Action
Effect: Allies ignore ongoing damage on any
turn they start adjacent to you, neither
taking ongoing damage nor making
saving throws to end it. This effect
persists until the end of the encounter or

for 5 minutes.

Personal

MARTIAL

Designed by A. L. Duncan




WARLORD POWER CARDS (Heroic)

4

TACTICAL SHIFT

Your mastery of battle tactics and stern
commands allow you to move an ally out of
harm’s way.

DAILY POWER

Immediate
= Interrupt

Ranged 10

Ty =

| Trigger: A creature hits your ally with a |
melee or a ranged attack
Effect: The ally can shift a number of
squares equal to 1 + your Intelligence
modifier.

MARTIAL

WARLORD FEATURE

Minor
Action

MART

Close
Burst 5

[TAL, WEAPON

Designed by A. L. Duncan




