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Shaman Feature

Shaman Attack 1

Shaman Feature

Drow Racial Power

Shaman Feature

Shaman Feature

Cloud of Darkness
A shroud of b lackness descends around you, hiding you from sight.
Encounter
Minor Action * Close burst 1
Effect: The burst creates a cloud of darkness that remains in place

until the end of your next turn. The cloud blocks line of sight,
squares, squares within it are totally obscured, and creatures
within it are blinded until they exit. You are immune to this effect.

Forgotten Realms Player's Guide

Healing Spirit
You call to the spirits on behalf of a wounded ally, closing wounds

and filling your ally with vigor.
Encounter (Special) * Healing, Primal
Minor Action * Close burst 5
Target: You or one ally in burst
Effect: The target can spend a healing surge. If the target does so,

one ally adjacent to your spirit companion, other than the target,
regains 1d6 hit points.

Level 6: 2d6 hit points.
Level 11: 3d6 hit points.
Level 16: 4d6 hit points.
Level 21: 5d6 hit points.
Level 26: 6d6 hit points.
Special: You can use this power twice per encounter, but only once

per round. At 16th level, you can use this power three times per
encounter, but only once per round.

Player's Handbook 2

Speak With Spirits
You commune with the spirits, letting them guide your words and

actions.
Encounter * Primal
Minor Action * Personal
Effect: During this turn, you gain a bonus to your next skill check

equal to your Wisdom modifier.
Player's Handbook 2

Call Spirit Companion
Your soul reaches out to your spirit friend, which faithfull appears at

your side.
At-Will * Conjuration, Primal
Minor Action * Close burst 20
Requirement: Your spirit companion must not be present.
Effect: You conjure your spirit companion in an unoccupied square

in the burst. The spirit lasts until you fall unconscious or until you
dismiss it as a minor action. The spirit occupies 1 square.
Enemies cannot move through its space, but allies can. When you
take a move action, you can also move the spirit a number of
squares equal to your speed.

The spirit can be targeted by melee or ranged attacks, although it
lacks hit points. If a single melee or ranged attack deals damage
to the spirit equal to 10 + one-half you level or higher, the spirit
disappears, and you take damage equal to 5 + one-half your level.
Otherwise, the spirit is unaffected by the attack.

Player's Handbook 2

Claws of the Eagle
Your spirit companion swoops down on your foe, causing it to

neglect its defenses for a short time.
At-Will * Primal, Spirit
Standard Action * Melee spirit 1
Target: One creature
Effect: One ally adjacent to your spirit companion or within 3

squares of you can make a basic attack against the target. If the
ally's attack hits the target grants combat advantage until the end of
your next turn

Primal Power

Spirit's Prey
Your spirit companion lashes out at a moving foe, and an ally uses

the distraction to fire on that enemy.
At-Will * Primal, Spirit
Standard Action * Melee spirit 1
Target: The triggering enemy
Trigger: An enemy leaves a square adjacent to your spirit

companion without shifting
Effect: One ally within 10 squares of your spirit companion can

make a ranged basic attack against the target as a free action.
Primal Power
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Drow Racial Power

Feat Power

Veilled Alliance Feature

Darkfire
A flickering halo of purple light surrounds the target, making it easier

to hit.
Encounter
Minor Action * Ranged 10
Target: One creature
Attack: Wisdom +4 vs Reflex
Hit: Until the end of your next turn, all attacks against the target have

combat advantage, and the target cannot benefit from invisibility or
concealment.

Forgotten Realms Player's Guide

Evil Eye of the Vistani
You cast a baleful look upon your enemy, forcing it to cower before

you.
Encounter * Charm
Minor Action * Ranged 10
Target: One creature
Attack: Wisdom + 3 vs. Will
Level 11: Wisdom + 6 vs. Will
Level 21: Wisdom + 9 vs. Will
Hit: Until the end of your next turn, the target grants combat

advantage to you and cannot willingly move closer to you.
Dragon Magazine 380

Excise from Sight
Magic removes all evidence from your foe's senses that you or one

of your allies exist.
Encounter * Arcane, Implement, Psychic
Standard Action * Ranged 10
Target: One creature
Attack: +4 Wis vs Will
Hit: 1d10 + 4 Wis psychic damage, and you or one ally within 10

squares of you becomes invisible to the target until the end of your
next turn.

Special: You can spend a minor action when you use this power to
enhance it. If you do so, , you can also slide the target 1 square on
a hit.

DDi

Haunting Spirits
Howling spirits appear around your foe, distracting it from your ally's

attack.
At-Will * Implement, Primal, Psychic
Standard Action * Ranged 5
Target: One Creature
Attack: Wisdom vs. Will
Hit: 1d6 + Wisdom modifier psychic damage. Until the end of your

next turn, the target grants combat advantage to an ally of your
choice.

Level 21: 2d6 + Wisdom modifier psychic damage.
Player's Handbook 2

Stormhawk's Fury
Your spirit companion dives on your enemy and unleashed a bolt of

lightning, which lingers momentarily.
Encounter * Implement, Lightning, Primal, Spirit
Standard Action * Melee spirit 1
Target: One creature
Attack: Wisdom vs. Reflex
Effect: Before the attack, you can move your spirit companion 3

squares.
Watcher Spirit: The number of squares you can move your spirit

companion equals 2 + your Dexterity modifier.
Hit: 1d8 + Wisdom modifier lightning damage. Until the end of your

next turn, when an ally hits an enemy adjacent to your spirit
companion, that enemy takes extra lightning damage equal to your
Dexterity modifier.

Primal Power

Stone Root Spirit
The earth rises at your command, scattering your enemies and

creating a bastion for you and your allies.
Daily * Implement, Primal, Zone
Standard Action * Area burst 1 within 5 squares
Target: Each enemy in burst
Attack: Wisdom vs. Reflex
Hit: you slide the target 2 squares to a square outside the burst and

knock the target prone.
Miss: You slide the target 1 square.
Effect: The burst creates a zone of protective earth that lasts until the

end of the encounter. The zone is difficult terrain for your enemies.
You and your allies gain cover while within the zone.

Primal Power


