COMBAT REFERENCE SHEET

ATTACK MODIFIERS

Combat Advantage against Target  +2

Attacker is Prone   -2

Attacker is Restrained –2

Attacker is Running  -5

Target has Cover   -2

Target has Superior Cover –5

Target has Concealment –2

Target has Total Concealment –5

Long Range –2

Charge attack (melee) +1

COMBAT ADVANTAGE:

When Defender is: Balancing, Blinded, Climbing, Dazed, Flanked, Helpless, Prone(melee only), Restrained, Running, Squeezing, Stunned, Surprised, Unable to see attacker, Unaware of You, Unconscious

OPPORTUNITY ATTACK

Melee Basic Attack, not a power.  Once per turn.  Interrupts provoking action.

Provoked By: moving from an adjacent square or using a Ranged or Area power (not marked “Close”) in an adjacent square.

DEATH AND DYING

Bloodied: ½ hit points or less

Dying 0 hit points or less

Dead: Bloodied level below 0 or fail 3 death saves:

Death Saves: when below 0, make a saving throw each round:


9 or less: one step closer to death (3 times = dead)

            10-19: no change

            20: spend healing surge, gain hp as if you had 0, and no longer dying.  

      If no surges left, no change in status

ACTION COMBINATIONS:

Option A: 1 standard, 1 move, 1 minor

Option B:  1 standard, 2 minor

Option C: 2 moves, 1 minor

Option D: 1 move, 2 minors

Option E:  three minors
