Urgar

“On my mark.....
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= Standard/ Melee W
Basic Attack Rzggird Wezggn G(E/aKtcj Cv?llr Battlefront Leader Free / Close Burst 5/ Encounter
+8 vs. AC; 1d12 + 7 damage. Trigger: You roll initiative
Effect: You or one ally in burst may shift half his or her speed as a free

action

Brash Assault Standard / Melee Weapon / At- Will

Lamb to the Slaughter Standard / Ranged 5 / Daily

against you with combat advantage as a free action. If it does so then :nSavscxglil;gﬁuaglglftrgi taaégg;tf SquUEr-EITIOHE Il [l - 2!lics
one ally within 5 squares of you may make a basic attack against it _y 9 : i
with combat advantage as a free action Miss: Regain use of this power

Paint the Bu“seye Standard / Ranged Weapon 6 / At-Will Inspiring Word Minor/Close Burst 5/ Encounter . .

Effect: You or one ally in burst can spend a healing surge and regain
an extra 1d6 hitpoints.

Special: You may use this power twice per encounter but only once

+8 vs AC; 1d12+7 damage
Effect: The enemy you attacked may make a melee basic attack

+8 vs AC; 1d12+3 damage. Until the start of your next turn, your allies
gain a +3 power bonus to damage rolls against the target.

Vengeance is Mine! ImmediateERnece:)(Lthigrl Personal/ per round
Trigger: An enemy hits you OTHER ABILITIES
Effect: You make a basic attack against the triggering enemy, and one gast_ "'°+'; bSt°"t'ach o L -
ally within 5 squares of you can move his or her speed and make a U gaiNERELOILEIOrSaVIN GEINLOViSIa N SLRDI SO
melee basic attack against the triggering enemy as a free action. Stand Your Ground

When an effect forces you to move—through a pull, a push, or a slide—
you can move 1 square less than the effect specifies. This means an
Dwarven Resilience Minor / Personal/ Encounter effect that normally pulls, pushes, or slides a target 1 square does not
force you to move unless you want to. In addition, when an attack
would knock you prone, you can make a saving throw to avoid

Effect: You use your second wind ;
falling prone.

i Minor / Ranged 5 / Encounter Bravura Presence
Shake it off g When an ally who can see you spends an action point to take an extra

action and uses the action to make an attack, the ally can choose to
take advantage of this feature before the attack roll. If the ally chooses
to do so and the attack hits, the ally can either make a basic attack or
take a move action after the attack as a free action. If the attack misses,
the ally grants combat advantage to all enemies until the end of his or
her next turn.

Effect: The target may make a saving throw.



Urgar the Warlord :Complexity:'3

*Urgar is a leader, his abilities are based around improving the damage of his allies and granting them
extra attacks. With his enchanted throwing ax he is equally deadly in both melee and at range, switching
between the two as the situation dictates. His basic attack can be used either as a melee attack or a
ranged attack with a distance of 6 squares. His presence improves his allies action points and he also has
some healing abilities. He is a Bravura Warlord which means he is built to take risks in order to maximize
the gain to his party. This manifests in two of his abilities, Brash Assault and Bravura Presence.
*Bravura Presence can double the effectiveness of an ally's action point if he uses it to make an attack.
Be sure to remind your allies that if they hit they can either make a basic attack or take a move action for
free. Of course also remind them that they will grant combat advantage if they miss. Combat advantage is
a small price to pay for the chance of an extra attack so they should always be taking this gamble.

*Brash Assault is his best but most dangerous at-will power. If you are willing to take the risk of getting hit
this is a way to grant free attacks to allies. Urgar is tough, with lots of healing surges, Dwarven Resilience,
and high defenses. He is built to be able to afford to take the risk of getting hurt. In fact he may be too
good at it, because of his high defenses enemies stop accepting the free attack if they miss or don't do
much damage to him. If they stop taking the bait, or if you become too hurt, then it is time to move away
and start using Paint the Bulls-eye.

*Paint the Bulls-eye is a ranged attack that is a potent buff for his allies. He gives up 4 damage on his
attack in order to give all of his allies 3 extra damage if they attack the same creature. Once you use this
encourage everyone to focus fire on the creature order to take full advantage of the boost.

*Vengeance is Mine can be used as either a ranged or melee attack depending on where the triggering
enemy is with respect to you. If triggered during the enemy's turn you and your ally do not have to worry
about opportunity attacks since
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