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OIIE UNIQUE THING RACIAL POWER_ BASIiC MELEE ATTacCK
QUICK TO FIGHT (roll X2 initiative)

BONUS FEAT
| +4 || 4D6 ||4|

POWERS & SPELLS ]
1st LEVEL BASIC RANGED ATTACK

ICONMRELATIONSHIPS Blur (Daily)
Magic Missile (At-Will) | | | | | I
3rd LEVEL

Teleport Shield (Daily) E wl pmEenT
Ray of Frost (At-Will) Staff, Light Armor
Force Salvo (Daily)

Crescendo (At-Will)
Lightning Bolt (Daily)

BACKGROVIIDS

Confusion (Daily)

mAaGic iTEmsS

FEATS
CLASS FEATURES

CANTRIPS, CYCLIC MAGIC, OVERWORLD ADV. Abjuration

RITUAL CASTING, UTILITY SPELLS

)] Toughness
TALENTS Force Salvo
] 2BJURATION ) Linguist

+4 to PD & AC when cast daily

EVOCATION

1/battle maximize dam vs PD

L/ L/
BB R R

WIZARD‘S FAMILIAR
Raven: Fly, Scout

IMCREMENTAL ADVATICES

ABILITY SCORE Bonus [[| ExTrA Macic ITem []
4t [ 7tH [ 10TH LEVEL

(+1 to 3 abilities) IS)I?XER/ D D D D

Fear [] SKILLS (+1) []
BONUS FEAT: Ray of Frost (adv.)| 1 poirs []
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