MELEE ATTACK
+5(5)

TYPE

Humanoid (Human)

SPECIAL ABILITIES
Bluster (Until 1 of your
creatures is eliminated,
this creature gets melee
attack +2 and melee damage +5)

LG
LEVEL
(SAVE)
SPEED
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MELEE ATTACK
+4 (5 magic)

TYPE
Humanoid (Dwarf)

SPECIAL ABILITIES
Magically Shielded
(—4 AC when flanked)
Spell Immunity
(magic missile)

SPELLS
1st—lesser cold orb (unlimited uses)
(range 6; 5 cold damage, ignore Spell
Resistance), magic weapon Q (touch;
attack +1, ignore DR)

2nd—Bigby’s slapping hand Q02
(sight; target creature provokes attacks
of opportunity from all creatures that
threaten its square; DC 20)

LEVEL
(SAVE)

8

SPEED
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MELEE ATTACK
+11/+6 (10 magic)

TYPE
Outsider

LG
LEVEL
(SAVE)
SPEED

SPECIAL ABILITIES
Resist Acid 5 :
Spiker Barbs (Whenever
an enemy misses this
creature with a melee attack, that enemy
takes 5 magic damage)
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CLERIC OF DoL ARRAH
COMMANDER 7

MELEE ATTACK ¢
+11/+6 (10 magic)
TYPE

Humanoid (Human)

COMMANDER EFFECT
Followers whose names ~ /;
contain Fighter or Soldier

gain Fearless. -

SPECIAL ABILITIES

Aura of Protection from Evil (This
creature and adjacent allies get +2 AC
against evil creatures)

SPELLS
2nd—deific vengeance Q01 (range 6; 10
damage, or 20 damage to Undead; DC 14)
3rd—augmented cure serious wounds 12
(touch; heal 30 hp)

4th—dismissal Q (range 6; destroy target
Outsider or target summoned creature
w1th 50 or fewer h p; DC 20

DUNG.;G)NSE‘IDRAG@NJ ©2005 Wizards

LG
(SAVE)
SPEED

ﬁr\ 2/60 ¢

MELEE ATTACK
+10/+5 (10 magic f
or Justice Strike)

TYPE
Outsider

SPECIAL ABILITIES
Flight

Bold (Has Fearless when
under command)

DR 5 (Takes 5 less damage
from nonmagical melee and
ranged attacks)

Immune Electricity
Justice Strike (Deals damage equal to
the printed damage of the target’s first
melee attack)

LG
LEVEL
(SAVE)

6
SPEED
Fé6

1

9
HP
65
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MELEE ATTACK
+15/+10 (20)

RANGED ATTACK
+11 00 (20 + Rubble)

TYPE
Large Giant

SPECIAL ABILITIES
Melee Reach 2
Precise Shot (Whenever thls creature
shoots into melee, the defender doesn’t get
the AC bonus)

Rubble (Choose 1 square in the target’s
space; that square becomes difficult terrain
for the rest of the skirmish)
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MELEE ATTACK
+6 (5)

RANGED ATTACK
+10 (10 magic)
TYPE

Humanoid (Dwarf)

SPECIAL ABILITIES
Precise Shot (Whenever this creature
shoots into melee, the defender doesn’t get
the AC bonus)

Slow Ranged Attack (Can’t make a ranged
attack and move in the same turn)

MounTED PALADIN

MELEE ATTACK
+18/+13 (20 magic)

TYPE
Large Mounted
Humanoid (Human)

SPECIAL ABILITIES
Fearless

AC Lay on Hands 20 O (Replaces attacks:
touch; heal 20 hp)

Mounted Melee Attack (This creature
can move at double speed and make a

LEVEL
(SAVE)

14

SPEED

2028 single melee attack at any point during its
80 move)
Powerful Charge +20 (Melee damage +20
when charging)

Smite Evil +10 000 (Melee damage +10
against evil enemies)

Turn Undead 50

SPELLS

1st—Dbless 1 (your warband; attack +1)

SwWoRD ARCHON

COMMANDER 4

MELEE ATTACK _
+19 (25 magic + 5 fire)
TYPE

Large Outsider
COMMANDER EFFECT
Followers with Fearless get
melee damage +5.

AC SPECIAL ABILITIES

LEVEL
(SAVE)

12

SPEED

E8

B Flight e
Discorporating Dive (If this creature
charges and damages an evil Outsider,

HP

destroy that creature; DC 17)

DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)
Fearless

Immune Electricity

Melee Reach 2

Spell Resistance (May ignore spells
unless the caster rolls 11+)

AN 9/60 x  TIUNGEONSRFIDRAGONS  ©2005 Wizards



MELEE ATTACK
+21/+16 (20 magic)

LEVEL
(SAVE)

12

TYPE
Outsider
R SPECIAL ABILITIES
E8 pmm :
DR 5 (Takes 5 less damage #;

from nonmagical melee
and ranged attacks) :

Herald (Your warband’s Commander
Effects affect followers within line of sight
instead of 6 squares)

Immune Electricity

Spell Resistance (May ignore spells
unless the caster rolls 11+)

Trumpet’s Peal O (Replaces attacks:

Each wounded evil creature makes a
morale save)
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MELEE ATTACK
+13/+9 (15/10) 3 =]

TYPE
Large Humanoid
(Shapechanger)

SPECIAL ABILITIES
DR 5 (Takes 5 less
damage from nonmagical
melee and ranged attacks)
Melee Reach 2

LEVEL
(SAVE)

4

SPEED
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DiviNE CRUSADER
OF CORELLON

MELEE ATTACK
+20/+15 (15 magic)

TYPE
Humanoid (ELf)

SPECIAL ABILITIES
Flight

Tactics (When activating this
creature, choose whether it
counts against your limit of activating
2 creatures per phase)

SPELLS
e 1st—magic weapon 1 (touch; +1 attack,
85 ignore DR)

2nd—spiritual weapon 1Q (sight; melee
attack at +5 against target creature
whenever it activates, 5 magic damage)
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MELEE ATTACK
+18/+18/+13 (5 magic)

RANGED ATTACK
+19/+14 (5 magic)

TYPE
Small Humanoid (Halfling) <

SPECIAL ABILITIES 3
Unique (Only 1 creature
whose name contains Ulmo

in your warband)

Deflect Arrows (+4 AC against ranged
attacks)

Evade Damage (If this creature
successfully saves against a damaging spell
or special ability, it takes no damage)
Melee Sneak Attack +15

Mobility (+4 AC against attacks of
opportunity)

Stunning Attack 10 (DC 20)

LEVEL
(SAVE)

13

SPEED
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MELEE ATTACK
+8/+3 (10 magic)

TYPE: Humanoid (Human)

SPECIAL ABILITIES

Independent. Flight. Blindsight;
Conceal 6; Quick Cast (] (Can cast 1
spell as a swift action); Spell
Penetration (Roll twice to overcome
Spell Resistance); Spell Resistance

SPELLS
3rd—empowered magic missile (unlimited uses)
(sight; 15 damage)

4th—dimension door 1 (self; place this
creature in any space it can see at least part of),
empowered Melfs acid arrow (1 (sight; 20 acid
damage, ignore Spell Resistance)
7th—Dbanishment (1 (range 6; destroy target
Outsider or target summoned creature with 75
or fewer hp; DC 20), Mordenkainen’s sword 2
(range 6; 15 magic damage whenever target
creature activates; can be cast multiple times on
same creature)

CG
sisyam MELEE ATTACK
(SAVE) +11 (15)
7 IVPE
Large Outsider
e SPECIAL ABILITIES
E8 Flight
Conceal 11
AC Fire Foe (Damage +5 against
17
HP
45

creatures with Immune Fire)

Immune Acid

Melee Reach 2

Whirlwind Attack (On its turn, if this
creature moves no more than 1 square, it
can make a separate melee attack against
each enemy within its Melee Reach)
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VILLAGE PRIEST
COMMANDER 3

MELEE ATTACK
+3(5)

TYPE

Humanoid (Human)

COMMANDER EFFECT
Followers whose names
contain Guard or Militia get
attack +4 and save +4.

SPECIAL ABILITIES
Turn Undead 30

SPELLS
1st—bless 1 (your warband; attack +1),
magic weapon Q (touch; attack +1,
ignore DR)

2nd——cure moderate wounds 101 (touch;
heal 10 hp)

MELEE ATTACK
+11/+11 (10 magic) 4
TYPE d
Large Magical Beast

SPECIAL ABILITIES
Flight 2
DR 5 (Takes 5 less damage from

AC nonmagical melee and ranged attacks)
Resist 10 Acid, Cold, Electricity
Smite Evil +10 0 (Melee damage +10
against evil enemies)

i:i28 Spell Resistance (May ignore spells
unless the caster rolls 11+)

LEVEL
(SAVE)

ff\15/60* DUNGEONS EFDRAGONS  ©2005 Wizards

LEVEL
(SAVE)

MELEE ATTACK

+13/+8 (5 maglc)\&“\
IYBE
Humanoid (EIf)

SPECIAL ABILITIES
Independent

Acrobatic Charge (Can charge
AC through allies and terrain that
slows movement)

Mobility (+4 AC against attacks of
opportunity)

HP Seize the Initiative (On its turn, this
creature gets melee damage +5 whenever it
is the first to activate in a round)
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GHAELE ELADRIN

MELEE ATTACK
+21/+16 (20 magic)

RANGED ATTACK
+11/+11 (15 magic)

TYPE: Outsider
COMMANDER EFFECT

AC is a natural 19 or 20, that follower can
activate 1 extra time this round.

SPECIAL ABILITIES

Flight. Blindsight; DR 5; Gaze Attack
(Replaces attacks: range 6; morale save);
Immune Electricity; Improved Initiative 8
(Commander rating counts as 8 for initiative
checks); Resist 10 Cold, Fire; Spell Resistance

SPELLS

3rd—Iegion’s magic weapon (O (your warband;
attack +1, ignore DR)

6th—empowered cure critical wounds ( (touch;

heal 50 hp)
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MELEE ATTACK (
+13/+13 (10 maglc)

TYPE
Humanoid
(Shapechanger, Shifter)

SPECIAL ABILITIES
Death Strike (When this
creature’s hp are reduced to 0
or lower, it can make 1 immediate
melee attack)

Evil Outsider Foe (Damage +5 against
evil Outsiders)

LEVEL
(SAVE)

AN 22/60 ¢ DUNGEONSEFDRAGONS  ©2005 Wizards

SPECIAL ABILITIES

ihayal MELEE ATTACK
(SZE» +8 ( 5)
RANGED ATTACK
DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)

SPEED +6 (5 + Sleep Poison) 7
TYPE )

. Hide
Melee Sneak Attack +10
35

Small Fey
Sleep Poison (Sleep; DC 16)
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CcG
s MELEE ATTACK
'SASVE' +12 (10)
IRY.PE}
Large Elemental
i SPECIAL ABILITIES
F10 Requires Commander

. Flight

DR 5 (Takes 5 less damage —==
from nonmagical melee and ranged
attacks)

Incited (Bach round, this creature must
activate before any nonincited creatures in
its warband)

Melee Reach 2

Whirlwind Attack (On its turn, if this
creature moves no more than 1 square, it
can make a separate melee attack against
each enemy within its Melee Reach)
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TS50 MELEE ATTACK
(SAVE) +10/+5 (10 +5 ﬁre)
7 TYPE

Monstrous Humanoid
SPEED
SPECIAL ABILITIES
Death Burst (35 fire damage;

. DC 15)

Double Damage from Cold
Immune Fire, Poison

Spell Resistance (May ignore spells
unless the caster rolls 11+)

SPELLS
4th—empowered scorching ray (unlimited
uses) (range 6; 20 fire damage)
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CcG
snayam MELEE ATTACK
(sA8VE) +10/+10/+10 (15)
TYPE
Monstrous Humanoid
SN (Thri-Kreen)
AU oo ciar ABILITIES
Deflect Arrows (+4 AC
AC
16
HP
95

against ranged attacks) =
Disruptive (Until this creature makes a
melee attack, you cannot add Commander
ratings to your initiative rolls)

Immune Sleep

Paralyzing Bite (Replaces attacks: touch;
Paralysis; DC 17)
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MELEE ATTACK
+15/+10/+10 (5)

HY.PE
Large Dragon

SPECIAL ABILITIES
Flight

Breath Weapon (0 (Replaces attacks: line;
AC 15 acid damage; DC 17)

Cunning Attack (Melee damage +5
against enemies that have not activated
this round)

Immune Acid

Initiative Booster +3 (+3 to your
initiative checks)

LEVEL
(SAVE)
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MELEE ATTACK
+10 (10 magic)

RANGED ATTACK
+8, range 6 (5)

TYPE
Small Humanoid (Halfling)

SPECIAL ABILITIES

Hide

Melee Sneak Attack +5
Ranged Sneak Attack +5

LEVEL
(SAVE)

CG
snsyanm MELEE ATTACK
(SAVE) +2 (5>
6 TYPE

Humanoid (EIf)
SPEED
SPECIAL ABILITIES
Acid Wand (Replaces attacks:

sight; 10 acid damage)

Fire Wand (Replaces attacks: ; 'q_‘
range 6; 15 fire damage, Spell & :
Resistance applies)

Dual Wand (This creature can use both

Wands if it does not move)

SPELLS

1st—magic weapon Q0 (touch; +1 attack,
ignore DR)

2nd—blur QQ (touch; target creature gains
Conceal 6)
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MELEE ATTACK
+11/+6 (10)

TYPE

Large Humanoid
(Shapechanger) I
SPECIAL ABILITIES
DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)
Hunter +5 (Melee damage +5 unless more
than 1 enemy is adjacent)

CG
LEVEL
(SAVE)
SPEED
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MELEE ATTACK
+4 (10)

TYPE
Humanoid (Dwarf)
V4

LEVEL
(SAVE)

6

SPEED
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ScorrioN CLAN

Drow FIGHTER

wauam MELEE ATTACK
(SAVE) +9 (10) k
5 RANGED ATTACK "=
+9, range 6 (10)
SPEED
TYPE :
. Humanoid (Drow, EIf) )?
b/
COMMANDER EFFECT

Followers gain Precise Shot and get
damage +5 when making attacks with
range 6.

SPECIAL ABILITIES

Precise Shot (Whenever this creature
shoots into melee, the defender doesn’t get
the AC bonus)

Spell Resistance (May ignore spells
unless the caster rolls 11+)
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MELEE ATTACK
+5 (10)

TYPE

Humanoid (ELf)

SPECIAL ABILITIES
Bold (Has Fearless when
under command)

BLACKSCALE
L1ZARDFOLK

MELEE ATTACK
+7/+5 (15/5)

TYPE
Large Monstrous Humanoid
(Lizardfolk, Reptilian)

SPECIAL ABILITIES
Disruptive (Until this creature
makes a melee attack, you
cannot add Commander
ratings to your initiative rolls)
Immune Dragon Breath Weapons
Melee Reach 2

MELEE ATTACK
+18 (15)

IVPE
Outsider

SPECIAL ABILITIES
Barb Shield 5 (Wherever an
enemy hits this creature with a & i
melee attack, that enemy takes 5 damage)
DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)
Frightful Impale 0 (An enemy hit by this
creature’s melee attack makes a morale save)
Immune Fire, Poison

Resist 10 Acid, Cold

Spell Resistance (May ignore spells
unless the caster rolls 11+)

SPELLS
3rd—hold person (unlimited uses)
(sight; Paralysis, Humanoids only; DC 16)
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MELEE ATTACK
+1(5)

TYPE
Humanoid (Xeph)

SPECIAL ABILITIES
Powerful Charge +5 (Melee
damage +5 when charging)
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MELEE ATTACK
+11/+9 (15/5)
TYPE

Large Outsider

SPECIAL ABILITIES
Not Subject to
Commander Effects 9 T
Chaotic Damage +5 (This round, if you

(SAVE)

7

SPEED

AC
19 B initiative, this creature gets melee
damage +5)
Chaotic Regeneration 10 (This round, if
2088 you lost initiative, this creature heals 10 hp
50 K the start of its turn)

Immune Sonic

Implant Egg 0 (Melee damage +20
against spellcasters)

Melee Reach 2

CHAIN DEVIL

MELEE ATTACK
+9/+9/+9/+9 (10)

TYPE
Outsider

LEVEL
(SAVE)

8

SPEED
SPECIAL ABILITIES

DR 5 (Takes 5 less damage
from nonmagical melee

AC and ranged attacks) “—
20 Immune Cold
Melee Reach 4
HP
50
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MELEE ATTACK
+10/+10 (10 + 5 cold) 4

LE
LEVEL
(SAVE)

TYPE i

Large Elemental \
SPEED \

SPECIAL ABILITIES

Requires Commander

Breath Weapon 0

(Replaces attacks: cone;
20 cold damage; DC 19)
Death Burst (20 cold damage; DC 19)
Double Damage from Fire

DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)
Immune Cold

Melee Reach 2

AN\ 37/60 & ©2005 Wizards

PUNGEONS EFDRAGONS

FLAMEBROTHER
SALAMANDER

MELEE ATTACK
+6 (5 + 5 fire)

TYPE
Small Outsider

SPECIAL ABILITIES

Double Damage from Cold
Hide t
Immune Fire

LEVEL
(SAVE)

4

SPEED

MELEE ATTACK
+7 (5 + Debilitating Poison)

TYPE
Tiny Outsider

SPECIAL ABILITIES
Flight

Conceal 11 Af
Debilitating Poison (Attack —2, -2 AC
DC 13)

DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)
Respawn (At the end of a turn in which
this creature is eliminated, place 1 Imp
on your assembly tile; that Imp cannot
activate this round)

Tiny Reach (Can’t make attacks of
opportunity)

LE
LEVEL
(SAVE)
3
SPEED
Eé6
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DIREGUARD

MELEE ATTACK
+8(10)

TYPE

Undead

SPECIAL ABILITIES
Blink Out 0

(On its turn, this creature
gains Incorporeal)
Conceal 11

Fearless

Immune Cold

SPELLS
1st—magic missile QQ (sight; 5 damage)

LE
LEVEL
(SAVE)

\_t,.'

MELEE ATTACK
+4 (5)

TYPE
Undead

SPECIAL ABILITIES
Flight
Incorporeal
Fearless

Gaze Attack (Replaces attacks: range 6; 15
damage, living creatures only; DC 17)
Hide

Possession (Replaces attacks: touch;
living target deals damage to itself with
your choice of 1 of its own melee attacks;
DC 20 negates)

MELEE ATTACK
+5 (5 magic)
TYPE

Small Humanoid
(Kobold, Reptilian)

SPECIAL ABILITIES
Hard of Hearing 2
(Only a commander thhm 6 squares
can rally this creature)

LE
(SAVE)
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LEVEL
(SAVE)

10

SPEED

Fé6

LEVEL
(SAVE)

2

SPEED

LE
LEVEL
(SAVE)
SPEED
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MELEE ATTACK
+16/+11 (15 + 5 fire)

TYPE
Large Outsider

SPECIAL ABILITIES

Flight
Double Damage from Cold ™\ } /'

)
Immune Fire /‘ e
Melee Reach 2 :

SPELLS

1st—produce flame Q1 (sight or touch;

10 fire damage)

2nd—scorching ray JQ (range 6; 15 fire
damage)

MELEE ATTACK
+4 (5)

TYPE

Humanoid
(Goblinoid, Hobgoblin)
SPECIAL ABILITIES
Melee Sneak Attack +5
Mobility (+4 AC against attacks of
opportunity)

MiINA, DARK CLERIC

COMMANDER 6

MELEE ATTACK
+11/+6 (10 magic + Death Kiss)

TYPE: Humanoid (Human)

COMMANDER EFFECT: Followers
get melee attack +4 and damage +5
against enemies affected by bestow

curse. WARBAND BUILDING: CE
Dragons are legal in your warband. <=

SPECIAL ABILITIES

Unique. Death Kiss (Whenever Mina’s
melee attack destroys a living enemy, replace
it with an Undead creature under your control
with cost 5 or less, and Mina heals 5 hp)

SPELLS

3rd—bestow curse A (sight; attack —4, save
—4DC 15)

4th—castigate )1 (radius 2, centered on
caster; 10 damage to other creatures, or 20
damage to CG creatures, can cast while adjacent
toenemy; DC 16)




OGRE MAGE

MELEE ATTACK
+7 (20)

TYPE

Large Giant

COMMANDER EFFECT
Followers get melee attack +2 |
against noncommanders. ~ E3%

SPECIAL ABILITIES

Flight

Conceal 11; Melee Reach 2
Regeneration 5 (This creature heals 5 hp
at the start of its turn)

Spell Resistance

SPELLS

1st—charm person 1 (range 6; Confusion,
Humanoids only, ends after target
creature’s next turn; DC 14), sleep O (sight;
radius 4; Sleep; DC 14)

5th—cone of cold 0 (cone; 30 cold damage;

LE
LEVEL
(SAVE)
5
HP
35
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MELEE ATTACK

LEVEL
(\5) +3 (5>
1 TYPE
Small Outsider
SPEED
SPECIAL ABILITIES
Flight

Immune Paralysis
Vargouille’s Shriek (Replaces attacks

Paralysis, all creatures within 6 squares;
DC 12)
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BuUGBEAR CHAMPION
oF ERYTHNUL

MELEE ATTACK
+8 (10 magic)
TYPE

Humanoid
(Bugbear, Goblinoid)

COMMANDER EFFECT
After 2 or more enemy
creatures have been
eliminated, followers get
melee damage +5.

SORCERER SPELLS

1st— QA lesser frighten (range 6; target
creature with 30 or fewer hp makes a
morale save), magic weapon (touch; attack
+1, ignore DR)
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OR0G WARLORD
COMMANDER 4

LE
siuam MELEE ATTACK
(SAVE) +16/+11 (15 magic)
9 TYPE

Humanoid (Orc)

COMMANDER EFFECT
Each turn, each

follower gets melee
attack +3 until it moves.

SPECIAL ABILITIES

Cleave

Chaos Foe (Damage +5 against chaotic
creatures)

Minions (Up to 2 creatures of any faction,
with total cost 15 or less, whose name
contains Orc)
Resist 5 Cold, Fire

ﬁr\ 47/60 %
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MELEE ATTACK
+1(5)

RANGED ATTACK
+1(5)

TYPE

Undead

SPECIAL ABILITIES
Fearless

Immune Cold
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MELEE ATTACK
+11/+11 (15)

TYPE
Large Monstrous
Humanoid

SPECIAL ABILITIES
Disruptive (Until this creature makes a
melee attack, you cannot add Commander
ratings to your initiative rolls)

Melee Reach 2

Pounce (This creature can use all its melee
attacks when charging)

Powerful Charge +10 (Melee damage +10
when charging)

Regeneration 5 (This creature heals 5 hp
at the start of its turn)

LEVEL
(:wE)
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MELEE ATTACK
+18/+16 (15 mag1c/10 magxc)

TYPE
Large Outsider

SPECIAL ABILITIES
Arrogant
(Commander ratings don’t add to this

AC creature’s morale saves)

Blindsight

DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)
Immune Electricity, Sonic

Pounce (This creature can use all its melee
attacks when charging)

Resist 20 Cold, Fire

Roar (O (Swift: cone; 40 sonic damage;

DC 20)

LEVEL
(SAVE)

10

SPEED

10

MELEE ATTACK
+5(5)

TYPE
Small Outsider

SPECIAL ABILITIES
Hide

Wandering Monster (Sets
AC up on a random feature tile
instead of your assembly tile)

LEVEL
(SAVE)

FIENDISH
DIRE WOLVERINE

MELEE ATTACK
+10/+10 (10 magic)

TYPE
Large Magical Beast 3

SPECIAL ABILITIES
DR 5 (Takes 5 less damage from
nonmagical melee and ranged attacks)
AC Fearless

Furious Spirit (Until it makes a melee
attack, this creature takes 5 damage at the
end of its turn)

HP Spell Resistance (May ignore spells
unless the caster rolls 11+)

LEVEL
(SAVE)
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LEVEL
(SAVE)

10

SPEED
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LEVEL
(SAVE)

4

SPEED
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COMMANDER 3

MELEE ATTACK
+11/+6 (20/10)

TYPE
Large Outsider

COMMANDER EFFECT
Frenzied Devotion
(Followers get melee ;
attack +2 until a creature you activate this
round does not make a melee attack)

SPECIAL ABILITIES

Demonmaster 10 (As Beastmaster, but
evil Outsiders only)

Immune Electricity, Poison

Melee Reach 2

Resist 10 Acid, Cold, Fire

Spell Resistance (May ignore spells
unless the caster rolls 11+)

Stench (Adjacent living creatures without
Stench get attack —2, save —2, and —2 AC)

©2005 Wizards

ORrRc WoLF SHAMAN
COMMANDER 3

MELEE ATTACK
+7 (15)

TYPE
Humanoid (Orc)

COMMANDER EFFECT
Animal and Magical Beast
followers gain Hunter +5
(Melee damage +5 unless more
than 1 enemy is adjacent).

SPECIAL ABILITIES

Beastmaster 8; Chastise Spirits ] (Replaces
attacks: Elemental, Fey, and Incorporeal creatures
within 6 squares take 25 damage; DC 19); Cleave

SORCERER SPELLS
2nd— Q) hold animal (sight; Paralysis, Animals
and Magical Beasts only; DC 14)

3rd— [ call lightning (sight; 20 electricity
damage, ignore Spell Resistance; DC 15, 20
electricity damage whenever target creature
activates until its save succeeds)

©2005 Wizards

MAGMIN

MELEE ATTACK
+4 (5)

TYPE

Small Elemental

SPECIAL ABILITIES

Double Damage
from Cold

DR 5 (Takes 5 less damage from

nonmagical melee and ranged attacks)

Fiery Aura 5 (Adjacent creatures take 5

fire damage when activating)

Immune Fire
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inaysl MELEE ATTACK
'SA6“> +9/+9 (10)
‘TYPE
Large Giant
SPEED
SPECIAL ABILITIES
. Bloodthirsty (When
. attacking, this creature

cannot choose a nonwounded creature
as a target if a wounded creature is adjacent)
Double Damage from Fire

Melee Reach 2

Regeneration 5 (This creature heals 5 hp at
the start of its turn)

Rend +15 (If this creature hits 1 enemy
with both melee attacks on the same turn,
damage +15 to second attack)
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MELEE ATTACK
+4/-1 (5)
TYPE

Monstrous Humanoid &
(Reptilian)
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MELEE ATTACK
+8 (10 + Pain)

TYPE
Outsider

SPECIAL ABILITIES
Blindsight -
Pain 10 (10 damage; DC 18) &
Resist Fire 10

LEVEL
(SAVE)

4

SPEED
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