Warlock

CLASS TRAITS
Role: Striker. Your attack powers are highly damaging and often weaken or hamper the target in some way. You can elude attacks by flying, teleporting, or turning invisible.
Power Source: Arcane. You gain your magical power from a pact you forge with a powerful, supernatural force or an unnamed entity.
Key Abilities: Charisma, Constitution, Intelligence

Armor Proficiencies: Cloth, leather.
Weapon Proficiencies: Simple melee, simple ranged.
Implement: Rods, wands
Bonus to Defense: +1 Reflex, +1 Will.

Hit Points at 1st Level: 12+ Constitution Score.
Hit Points per Level Gained: 5
Healing Surges per Day: 6+ Constitution Modifier.

Trained Skills: From the class skills list below, choose 4 trained skills at 1st level.
Class Skills: Arcana (Int), Bluff (Cha), History (Int), Insight (Wis), Intimidate (Cha), Religion (Int), Streetwise (Cha), Thievery (Dex).

Build Options: Deceptive Warlock, Scourge Warlock, Sorcerer-King Pact.
Class features: Eldritch Blast, Eldritch Pact, Prime Shot, Shadow Walk, Warlock's Curse.

WARLOCK CLASS FEATURES

You have the following class features.

ELDRITCH BLAST
All warlocks know the eldritch blast at-will power. This power can be used as a basic attack. You gain this power as well as another at-will power as determined by your Eldritch Pact.

Warlock Attack 1Eldritch Blast

You fire a bolt of dark, crackling eldritch energy at your foe.
At-Will   [image: image1.png]


     Arcane, Implement
Standard Action      Ranged 10

Target: One creature

Attack: Charisma or Constitution vs. Reflex

Hit: 1d10 + Charisma or Constitution modifier damage.
Increase damage to 2d10 + Charisma or Constitution modifier at 21st level.

Special: At 1st level, you determine whether you use Charisma or Constitution to attack with this power. Once you make that choice, you can’t change it later.
    This power counts as a ranged basic attack. When a power allows you to make a ranged basic attack, you can use this power.

Infernal Pact
Long ago a forgotten race of devils created a secret path to power and taught it to the tieflings of old to weaken their fealty to Asmodeus. In his wrath, Asmodeus destroyed the scheming devils and struck their very names from the memory of all beings—but you dare to study their perilous secrets anyway.
    Hellish Rebuke: You know the hellish rebuke spell.
    Dark One’s Blessing: You have the Dark One’s Blessing pact boon. You instantly gain vitality from a cursed enemy when that enemy falls.
    When an enemy under your Warlock’s Curse is reduced to 0 hit points or fewer, you immediately gain temporary hit points equal to your level.

Warlock Pact Boon 1Dark One's Blessing

At-Will 
Free Action      Personal 

Prerequisite: Infernal Pact

Trigger: An enemy under your Warlock’s Curse is reduced to 0 hit points or fewer

Effect: You immediately gain temporary hit points equal to your level.

Warlock Attack 1Hellish Rebuke
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     Arcane, Fire, Implement
Standard Action      Ranged 10

Target: One creature

Attack: Constitution vs. Reflex

Hit: 1d6 + Constitution modifier fire damage. If you take damage before the end of your next turn, the target takes an extra 1d6 + Constitution modifier fire damage.
Increase damage and extra damage to 2d6 + Constitution modifier at 21st level.

PRIME SHOT
If none of your allies are nearer to your target than you are, you receive a +1 bonus to ranged attack rolls against that target. You do not gain this feature if you choose the Beast Mastery fighting style.

SHADOW WALK
On your turn, if you move at least 3 squares away from where you started your turn, you gain concealment until the end of your next turn.

WARLOCK'S CURSE
Once per turn you can use the Warlock's Curse power.

Warlock's Curse PowerWarlock's Curse

At-Will
Minor Action  

Effect: You can place a Warlock’s Curse on the enemy nearest to you that you can see. A cursed enemy is more vulnerable to your attacks. If you hit a cursed enemy with an attack, you deal extra damage. You decide whether to apply the extra damage after making the damage roll. You can deal this extra damage once per round, so if you have dealt Warlock’s Curse damage since the start of your turn, you cannot deal it again until the start of your next turn.
    A Warlock’s Curse remains in effect until the end of the encounter or until the cursed enemy is defeated.
    You can place a Warlock’s Curse on multiple targets over the course of an encounter; each curse requires the use of a minor action. You can’t place a Warlock’s Curse on a creature that is already affected by your or another character’s Warlock’s Curse.

As you advance in level, your extra damage increases.

	Level
	Warlock’s Curse Extra Damage

	1st–10th
	+1d6

	11th–20th
	+2d6

	21st–30th
	+3d6


IMPLEMENTS

Warlocks make use of rods and wands to help channel and direct their arcane powers. A warlock wielding a magic rod or wand can add its enhancement bonus to attack rolls and damage rolls of warlock powers, as well as warlock paragon path powers, that have the implement keyword. Without a rod or a wand, a warlock can still use these powers, but he or she doesn’t gain the bonus provided by the magic implement.
    A pact blade, a special magic dagger, can also be used as an implement for warlock powers, as well as warlock paragon powers. These daggers are highly sought after by warlocks.

Dotes

Rod Expertise

Benefit: You gain a +1 feat bonus to implement attack rolls that you make with a rod. When you hold a rod, you gain a +1 shield bonus to AC and Reflex. The bonus to attack rolls increases to +2 at 11th level and +3 at 21st level.

Superior Implement Training

Heroic Tier
Benefit: You can use a single superior implement of your choice. The implement must be of a type you are already able to use.
Special: You can take this feat more than once. Each time you take this feat, choose a different superior implement.
Ashen rod
Superior 
Cost: 22 gp
Weight: 2 lb.
An ashen rod is made from fire-blackened hardwood and laced with veins of crystallized red sap.
Properties: 
Energized (fire) (When you use an attack power through an energized implement, you gain a +2 bonus to damage rolls if the power has the keyword that matches the implement’s damage type. The bonus increases to +3 at 11th level and +4 at 21st level.).
Unerring (You gain a +1 bonus to attack rolls against Reflex when attacking with an unerring implement.).
Group: 
Rod 

