This ward will heal you
if your life gets too low.

Adds speed boost
and area damage.

Summon an extra~dimensional
ally for a short duration.

Makes enemies susceptible
to life-sapping attacks.

Control the mind of
an enemy, for a while.
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Fire three projectiles from your

staff that go faster, do extra damage.

Life drain arcs
from enemy to enemy.

Enemy weapons dull
and armor crumbles.

;lm;_slaws and saps life from

: L Steal life from enemies.
enemies. Also saps your life. ife f

Better attack speed, much damage is con:
verted to life, plus extra vitality damagel

Increased resistance to
all damage types.

Create a circle that
protects against the undead.

Increase effectiveness
of bleeding damage.

Magnifies bleeding
and poison damage.
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Energy regeneration
boost at the cost of life.

Deadly aura that saps the
life and strength of enemies.

Summons the spirit

Nearby allies do extra
of an undead mage.

damage to undead.

Chance of some
extra damage.

Single deadly strike
multiplies normal damage.

will do extra bleeding damage.

‘ Chance that blade weapon attacks:

Fill the minds of enemies
with fear and confusion.

Ward protects all from
undead near you.
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Every fourth hit
does extra damage.

Boost pierce damage
on swords and spears.
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Throw multiple
blades at once.

Trap fires more rapidly
and does more damage.

Throw a blade that
does bleeding damage.

Decrease time before
you can lay another trap.

Bolt trap that
fires at enemies.

Chance to
confuse enemy.

Bomb explodes with
shrapnel as well.

Increase potency and length
of all poison damage.

Disable and avoid
damage from traps.

Slow enemies
when you hit them.

Thrown bomb releases
poison gas.

Lower all
erneny resistances,

Lower enemy physical
and pierce resistance.

Netted enemies take
bleeding damage.

‘Adds enhanced pierce
and bleeding damage.

Grant attack speed boost to
yourself and nearby allies.

Arrows fragment on impact,
damaging nearby enemies.

Chance to attack three
times with bow or spears.

Arrows fly through enemy
and hit those behind it.

Chance of bleeding
damage with bow or spear.

‘Adds movement speed and
reduces trap durations.

Lure can explode,
causing area damage.

Cause bolt to leap
from enemy to enemy.

Higher chance
to dodge projectiles.

Flash and smoke blinds
and confuses enemies.

Add poison
to all attacks.
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; Thrown net that keeps

enemies from moving.
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Shoot arrow with increased
speed and damage.

Adds bleeding damage.

Strike with a forceful, well-
aimed blow of your spear.
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Adds bonus damage against,
animals and beastmen.

Place a lure that
atracts monsters.

Strike down enemies with
your own Lightning Bolt.

W
Fire multiple shards,
adds frostburn damage.

Wisp enhances lightning
and cold damage of allies.

Summon Storm Wisp
to fight with you.

Adds damage
and skill disruption.

3 Fire shards faster for more

damage, and a chance to
pass through enemies.

Increase life regeneration
and poison resistance.

Dispel enemy enchantments
and drain energy.

Increase attack speed,
defensive ability.

Fire a deadly
bolt of ice.

Increase radius, add
electrical fragments.

Hurl a stunning
ball of electricity.

Enemy attack and defense
are reduced inside the Squall.

Passive - Works automatically.

Group Effect - Effect extends
to nearby allies.

Weapon Pool - Special attack,
chance to be used. A passive skill.

Primary Attack - Use as
your primary attack.

Energy Reserve - Casting toggles
on/off. When on, a portion of your
energy is reserved.

Adds general
retaliation damage.

Chance to release
energy damage when hit.

Adds lightning Blocks all
retaliation damage. elemental damage.

Enemy projectiles are swept
off course in area of Squall.

Trap enemies in ice.

Slow attacking enemy,
extra frostburn damage.

Adds cold or lightning
damage to attacks.




Chance to execute a
spin attack.

Chance to hit two
enemies in one attack.

Chance to attack with a
jump for massive damage.

Fight with a weapon
in each hand.

Increases attack speed and
offense with melee weapons.
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Adds chance to cause
retaliation damage.

Charge increases attack
and movement speed.

Reduces melee ability
of enemies in range.

Adds chance to
cause bonus damage.

Chance to enter extra-
lethal state when hit.
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Slow enemies and
lower their defenses.

Increases melee ability
of allies in range.

Chance to dodge

Charge lets you ignore
melee attacks.

some damage.

Build up a charge
that increases damage.

Adds bleeding damage.

Summon ancestral
heroes to your aid.

Also reduces enemy
life and armor.

Adds resistance to
elemental damage.

Instantly refresh
all recharging skills.

Spin attack.

Chance to reduce
skill energy cost.

Healing spreads to
others nearby.

Stun your enemies
with your war=horn.

Bolster health
and speed.
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Cast regrowth more often.

Aids regeneration and
skills in briar circle.

The briar wall does

poison retaliation damage.

/Adds elemental damage

to Nymph's attack.

Wolves howl, ~ Nymph can cast a living shield with

buffing all nearby. retaliation damage on allies.

Further lowers speed
and damage resistance.

u
Adds damage and
speed to boost.

/Adds defense and chance
of damage reflection.

Create a protective circle
that enemies cannot enter.

Summon a
bow-wielding nymph.

Wolves can rally when
their health is low.

Heal yourself
or an ally.

Wolves may use a special
attack with bleeding damage.

Saps strength and speed
from those afflicted.

Adrenaline rush can
happen more often.
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/Adds mana regeneration.

Charged enemies cannot

Adds stun, trap, and
use skills for a time.

disruption resistances.

Assume the form of a
giant for a short time.
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Chance to stun one
or several enemies.

Chance of fire attacks
doing increased damage.
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Cast a poisonous disease
that spreads among enemies.

Chance of increased life
regeneration when hit.
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Heal and short life
regeneration boost to
nearby allies.

Makes shields
more effective.

Running attack with shield
that stuns your enemy.

Club~type weapons have

chance to stun. Improves

all stun attacks,
e —
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Increase shield block recovery
and armor absorption for a time.

Enter a state of
enhanced defense.

Hit multiple rargets, reducing

their armor for a time

Chance to disable enemies,
slowing their attacks.

Enhances armor
and fire resistance.
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Strike enemies with your
shield, slowing their attack.

Chance to smash enemies
with your shield.

Bonus physical damage,
chance of fire damage.
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Adds fire retaliation.

Dweller becomes more
resistant to damage.
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Dweller can cast lethal
fire spell on an area.

Hide and heal
in a shell of stone.

Adds speed boost and
fire retaliation.

Reduces effectiveness of
eneny weapons and armor.

Summon an elemental
earth guardian.
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Protective shield. Vanishes after
too much damage or after a time.

Lower armor requirements,
increase armor absorption.

Imbue weapons
with fire damage.

Burn enemies
who get too close.

Passive - Works automatically. }

Group Effect - Effect extends
to nearby allies.

Weapon Pool - Special attack,
chance to be used. A passive skill.

Primary Attack - Use as
your primary attack.

Energy Reserve - Casting toggles
on/off. When on, a portion of your
energy is reserved.

Make volcanic fissures open
beneath your enemies” feet.

More damage, pass-through,
and more jets of flame.

Fragments from the orb
scatter, doing extra damage.

Increased burn damage,
adds burn damage over time.

3 r

Fire more often
at less cost.

Lob a ball of fire that
does area damage.

Fire three jets of
flame at short range.




