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Xander
Level  4 - Wizard


	Strength
	10
	(+0)
	
	Armor Class
	17

	Constitution
	14
	(+2)
	
	Fortitude Defense
	15

	Dexterity
	10
	(+0)
	
	Reflex Defense
	18

	Intelligence
	20
	(+5)
	
	Will Defense
	18

	Wisdom
	17
	(+3)
	
	
	

	Charisma
	8
	(-1)
	
	Initiative
	+2

	
	
	
	
	Speed
	6

	
	
	
	
	
	

	Hit Points
	36
	
	Bloodied
	18
	

	Healing Surges
	8
	OOOOO  OOO
	
	
	

	HP Healed
	9
	
	
	
	

	
Skills
	
	
Feats

	Passive Insight
	15
	Alertness

	Passive Perception
	22
	Extra Power (At-Will): Ray of Frost

	Acrobatics
	+2
	Skill Training: Thievery

	Arcana
	+12
	

	Athletics
	+2
	

	Bluff
	+6
	Race and Class Features

	Diplomacy
	+1
	Cantrips

	Endurance
	+4
	Ritual Casting

	Heal
	+5
	Spellbook

	History
	+12
	Wand Mastery

	Insight
	+5
	Normal Vision

	Perception
	+12
	

	Stealth
	+2
	

	Thievery
	+7
	



Equipment
+1 Wand, Hat of Disguise, dagger, adventurer’s kit, thief’s kit

Basic Attack

Attack


Damage

Range/Properties
Dagger


+5 vs. AC 

1d4

5 squares normal/10 squares max



At-Will Powers
Light

    

Wizard Cantrip
With a wave of your hand, you cause a bright light to appear on the tip of your wand, upon some other object, or in a nearby space.
At-Will 




Arcane
Minor Action        


Ranged 5
Target: One object or unoccupied square.
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: You can only have one light cantrip active at a time. If you create a new light, your previously cast light winks out.

Mage Hand


Wizard Cantrip
You gesture toward an object nearby, and a spectral floating hand lifts the object into the air and moves it where you wish.
At-Will


Arcane, Conjuration, Force
Minor Action


Ranged 5
Effect: You conjure a spectral, floating hand in an unoccupied space within range. The hand picks up, moves, or manipulates an adjacent object weighing 20 pounds or less and carries it 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: You can sustain the hand indefinitely.
Special: You can create only one hand at a time.

Message



Wizard Cantrip
You silently whisper a message and one or more nearby creatures hears your words clearly.
At-Will 




Arcane
Minor Action


Close burst 5
Target: Any creature within the burst, selectively. 
Effect: Target hears the words you are silently mouthing.

Gust of Wind


Wizard Attack 1
A swirling tornado picks up and moves a creature.
At-Will

Arcane, Implement, Thunder
Standard Action


Ranged 10
Target: One creature
Attack: +8 vs. Fortitude
Hit: Target slides 2 squares.
Special: An ally may choose allow this spell to automatically hit.

Magic Missile


Wizard Attack 1
You launch a silvery bolt of force at an enemy.
At-Will


Arcane, Force, Implement
Standard Action


Ranged 20
Target: One creature
Attack: +8 vs. Reflex
Hit: 2d4 + 6 force damage.
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.

Ray of Frost


Wizard Attack 1
A blisteringly cold ray of white frost streaks to your target.
At-Will


Arcane, Cold, Implement
Standard Action


Ranged 10
Target: One creature
Attack: +8 vs. Fortitude
Hit: 1d6 + 6 cold damage and the target is slowed until the end of your next turn. 

Scorching Burst


Wizard Attack 1
A vertical column of golden flames burns all within.
At-Will


Arcane, Fire, Implement
Standard Action
        Area burst 1 within 10 squares
Target: Each creature in burst
Attack: +8 vs. Reflex
Hit: 1d6 + 6 fire damage.
Encounter Powers
Darkness


Wizard Attack 1
Inky blackness swirls around a point, devouring all light that passes into it.
Encounter


Arcane, Zone
Standard Action
        Area burst 1 within 10 squares
Effect: The zone blocks line of sight. Any creature entirely within the darkness is blinded. You may dismiss the darkness as a free action.
Sustain Minor: You can sustain the darkness indefinitely.

Force Orb


Wizard Attack 1
You hurl an orb of magical force at an enemy. It bursts against the target and throws off razor-sharp shards of force that cut nearby enemies to ribbons.
Encounter
            Arcane, Force, Implement 
Standard Action


Ranged 20
Primary Target: One creature or object
Attack: +8 vs. Reflex
Hit: 2d8 + 6 force damage. Make a secondary attack.
Secondary Target: Each enemy adjacent to the primary target
Secondary Attack: +8 vs. Reflex
Hit: 1d10 + 6 force damage.

Jaunt            


Wizard Utility 2
With a flash of light and soft pop of air, you teleport a short distance.
Encounter 


Arcane
Move Action


Personal
Effect: Teleport 5 squares.
 
Shocking Burst        

Wizard Attack 3
A crackling burst of lightning shocks and dazes all within it.
Encounter 
Arcane, Implement, Lightning
Standard Action            Area burst 1 within 10 squares
Target: Each creature in burst
Attack: +8 vs. Fortitude
Hit: 1d10 + 6 lightning damage and target is dazed until the end of your next turn. 

Wand Mastery


Wizard Feature
You invoke your mastery of your wand to ensure a spell’s success.
Encounter


Implement
Free Action


Personal
Requirement: You must be wielding a wand
Effect: Gain a +2 bonus to an attack roll. 

Daily Powers
Pick one power to prepare at each extended rest.

Acid Arrow

        
Wizard Attack 1
A shimmering arrow of green, glowing liquid streaks to your target and bursts in a spray of sizzling acid.
Daily  


   Acid, Arcane, Implement
Standard Action            

Ranged 20
Primary Target: One creature
Attack: +8 vs. Reflex
Hit: 2d8 + 6 acid damage and ongoing 5 acid damage (save ends).
Secondary Target: Each creature to adjacent to the primary target
Secondary Attack: +8 vs. Reflex
Hit: 1d8 + 6 acid damage, and ongoing 5 acid damage (save ends).
Miss: Half damage, and ongoing 2 acid damage to primary target (save ends), and no secondary attack.

Sleep



Wizard Attack 1
You exert your will against your foes, seeking to overwhelm them with a tide of magical weariness.
Daily


Arcane, Implement, Sleep
Standard Action
         Area burst 2 within 20 squares
Target: Each creature in burst
Attack: +8 vs. Will
Hit: The target is slowed (save ends). If the target fails its first saving throw against this power, the target becomes unconscious (save ends).
Miss: The target is slowed (save ends).
