
BACKGROUNDS 

These rules replace races. You may not select feats that have a particular race as a prerequisite. The table below lists which 
backgrounds can improve each pair of ability scores, for convenience in character creation; not listed is the Legacy Adventurer 
background which improves one ability score of your choice. 
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ACOLYTE 
Ability Scores: +2 Wisdom; +2 Strength or Charisma 
Skill Bonuses: +2 Insight, +2 Religion 

SACRED RESISTANCE 
You have resistance to necrotic damage and radiant damage 
equal to 5 + one-half your level. 

FAITH HEALER 
Whenever you spend a healing surge, you gain 2 temporary 
hit points. Whenever you use a power that lets another 
character spend a healing surge, they gain 2 temporary hit 
points. This increases to 4 temporary hit points at 11th level 
and 6 at 21st level. 

SHELTER OF THE FAITHFUL 
As an acolyte, you command the respect of those who share 
your faith, and you can perform the religious ceremonies of 
your deity. You and your adventuring companions can 
expect to receive free healing and care at a temple, shrine, 
or other established presence of your faith, though you must 
provide any material components needed for rituals. Those 
who share your religion will support you (but only you) at a 
modest lifestyle. You might also have ties to a specific 
temple dedicated to your chosen deity or pantheon, and 
you have a residence there. This could be the temple where 
you used to serve, if you remain on good terms with it, or a 
temple where you have found a new home. While near 
your temple, you can call upon the priests for assistance, 
provided the assistance you ask for is not hazardous and you 
remain in good standing with your temple. 

DIVINE WILL 
You can use divine will as an encounter power. 

Divine Will Acolyte Power 
Under the brunt of an attack, you use the power of your faith to 
fortify yourself against harm. 
Encounter 
Immediate Interrupt Personal 
Trigger: You are hit by an attack 
Effect: You get a +2 bonus to all defenses until the end of 

your next turn. 

ARCANE SQUIRE 
Ability Scores: +2 Intelligence; +2 Strength or 
Constitution 
Skill Bonuses: +2 Arcana, +2 Endurance 

ARCANE ARSENAL 
Choose either one martial weapon and gain proficiency 
with it; or one implement used by any arcane class (light 
blade, heavy blade, orb, rod, staff, tome, or wand) and you 
can use it for any implement power (even if it’s not arcane). 
If you choose light blade or heavy blade as implement, it 
adds its enhancement bonus to attack rolls and damage 
rolls and any extra damage granted by a property (if 
applicable), but not its weapon proficiency bonus, when 
used as an implement. 

MAGEKNIGHT’S MIGHT 
You move at your normal speed even when it would 
normally be reduced by armor or a heavy load. Other 
effects that limit speed (such as difficult terrain or magical 
effects) affect you normally. 

STUDENT’S LORE 
You can decipher magical writing at a glance—inscriptions 
on weapons, mystical scrolls, and the like. Sufficiently 
ancient magical writing may be written in an older version 
of the magical language, leaving you able to produce only a 
partial translation or none at all. 

ARCANE STEP 
You can use arcane step as an encounter power. 

Arcane Step Arcane Squire Power 
With a step, you vanish from one place and appear in another. 
Encounter ✦ Teleportation 
Move Action  Personal 
Effect: Teleport up to 5 squares. 



ARCHAEOLOGIST 
Ability Scores: +2 Intelligence; +2 Dexterity or 
Constitution 
Skill Bonuses: +2 History, +2 Thievery 

TRAP SENSE 
You get a +2 bonus to defenses against traps. 

ARCHAIC LINGUISTICS 
You can speak and read ancient forms of any languages you 
know, and you learn one language of your choice. 

HISTORICAL KNOWLEDGE 
When you enter a ruin or dungeon, you can correctly 
ascertain its original purpose and determine its builders, 
though the latter is possible only if they are of a civilization 
whose existence is known to history. In addition, you can 
determine the monetary value of art objects more than a 
century old at a glance. 

RELIQUARIAN 
You can use reliquarian as an encounter power. 

Reliquarian Archaeologist Power 
You draw on the power of an ancient trinket or obscure 
incantation to shrug off a debilitating effect. 
Encounter 
No Action  Personal 
Trigger: You start your turn 
Effect: You end any ongoing damage or any dazed, slowed, 

stunned, or weakened condition currently affecting you. 

CHARLATAN 
Ability Scores: +2 Charisma; +2 Dexterity or Intelligence 
Skill Bonuses: +2 Bluff, +2 Insight 

COORDINATED GRIFT 
You grant allies within 10 squares a +1 background bonus 
to Bluff checks. 

FALSE IDENTITY 
You have created a second identity that includes 
documentation, established acquaintances, and disguises 
that allow you to assume that persona. Additionally, you can 
forge documents including official papers and personal 
letters, as long as you have seen an example of the kind of 
document or the handwriting you are trying to copy. 

LIES AND VIOLENCE 
You can use lies and violence as an encounter power. 

Lies and Violence Charlatan Power 
Your feint tricks a foe into giving you an advantage. 
Encounter 
Minor Action  Melee 1 
Target: One creature 
Effect: The target grants combat advantage to you until the 

end of your next turn. 



CRIMINAL 
Ability Scores: +2 Dexterity; +2 Strength or Charisma 
Skill Bonuses: +2 Bluff, +2 Thievery 

OUT OF SIGHT 
If you begin an encounter with cover or concealment, you’re 
hidden. 

NIMBLE REACTION 
You have a +2 background bonus to AC against opportunity 
attacks. 

CRIMINAL CONTACT 
You have a reliable and trustworthy contact who acts as 
your liaison to a network of other criminals. You know how 
to get messages to and from your contact, even over great 
distances; specifically, you know the local messengers, 
corrupt caravan masters, and seedy sailors who can deliver 
messages for you. 

RUTHLESS ADVANTAGE 
You can use ruthless advantage as an encounter power. 

Ruthless Advantage Criminal Power 
You have a keen eye for opportunities and a ruthless willingness 
to exploit them. 
Encounter 
Minor Action  Personal 
Effect: The next time you hit a creature you have combat 

advantage against before your next turn, you deal 1d6 
extra damage. 

 Increase to 2d6 extra damage at 11th level and 3d6 
extra damage at 21st level. 

DETECTIVE 
Ability Scores: +2 Intelligence; +2 Strength or Wisdom 
Skill Bonuses: +2 Insight, +2 Perception 

HARD TO FOOL 
You have a +5 background bonus to saving throws against 
illusions. 

STUDIED COMBATANT 
You may use your Intelligence modifier to determine your 
initiative instead of your Dexterity modifier. 

EAR TO THE GROUND 
You are in frequent contact with people in the segment of 
society that your chosen quarries move through. These 
people might be associated with the criminal underworld, 
the rough-and-tumble folk of the streets, or members of 
high society. This connection comes in the form of a contact 
in any city you visit, a person who provides information 
about the people and places of the local area. 

HARDBOILED 
You can use hardboiled as an encounter power. 

Hardboiled Detective Power 
You grit your teeth, shrug off your foe’s attacks, and continue 
your investigation. 
Encounter 
Minor Action  Personal 
Effect: You gain resist 5 to all damage until the end of your 

next turn. 
 Increase to resist 10 at 11th level and resist 15 at 21st 

level. 



FOLK HERO 
Ability Scores: +2 Constitution; +2 Strength or Wisdom 
Skill Bonuses: +2 Endurance, +2 Nature 

PLOWSHARES TO SWORDS 
You’re proficient with improvised weapons and gain a +2 
proficiency bonus when using them. One-handed 
improvised weapons have a d6 damage die for you and two-
handed improvised weapons a d10 damage die. 

RUSTIC HOSPITALITY 
Since you come from the ranks of the common folk, you fit 
in among them with ease. You can find a place to hide, rest, 
or recuperate among other commoners, unless you have 
shown yourself to be a danger to them. They will shield you 
from the law or anyone else searching for you, though they 
will not risk their lives for you. 

NEVER GIVE IN 
As long as you are bloodied, you gain a +2 background 
bonus to damage rolls and regeneration 2. The regeneration 
increases to 4 at 11th level and 6 at 21st level. 

HERMIT 
Ability Scores: +2 Wisdom; +2 Dexterity or Constitution 
Skill Bonuses: +2 Nature, +2 Religion 

MEDITATIVE ISOLATION 
While you are at least 3 squares away from all other 
creatures, you get a +1 background bonus to all defenses. 

DISCOVERY 
The quiet seclusion of your extended hermitage gave you 
access to a unique and powerful discovery. The exact nature 
of this revelation depends on the nature of your seclusion. It 
might be a great truth about the cosmos, the deities, the 
powerful beings of the outer planes, or the forces of nature. 
It could be a site that no one else has ever seen. You might 
have uncovered a fact that has long been forgotten, or 
unearthed some relic of the past that could rewrite history. 
It might be information that would be damaging to the 
people who or consigned you to exile, and hence the reason 
for your return to society. Work with your DM to determine 
the details of your discovery and its impact on the 
campaign. 

HERMIT’S INSIGHT 
You can use hermit’s insight as an encounter power. 

Hermit’s Insight Hermit Power 
A sudden flash of insight reveals a solution in a tense moment. 
Encounter 
No Action  Personal 
Trigger: You make an attack roll, a saving throw, a skill 

check, or an ability check and dislike the result 
Effect: You add 1d6 to the triggering roll. 



LEGACY ADVENTURER 
Ability Scores: +2 to one ability score of your choice 
Skill Bonuses: +2 to one skill of your choice 

BONUS AT-WILL POWER 
You know one extra at-will attack power from your class. 

BONUS FEAT 
You gain a bonus feat at 1st level if you meet the feat’s 
prerequisites. 

FAMILY TRADE 
People who hear your surname, clan name, or similar 
appellation will immediately assume you’re an adventurer 
and take your capabilities as such seriously, whether or not 
you’ve actually demonstrated those capabilities. 

NOBLE 
Ability Scores: +2 Charisma; +2 Strength or Intelligence 
Skill Bonuses: +2 Diplomacy, +2 History 

BOLD COMMANDER 
When you use a move action to shift (not via a power), one 
of your allies within 3 squares may shift as an immediate 
reaction. 

WELL-GUARDED 
You get a +1 background bonus to all defenses while 
adjacent to an ally. 

POSITION OF PRIVILEGE 
Thanks to your noble birth, people are inclined to think the 
best of you. You are welcome in high society, and people 
assume you have the right to be wherever you are. The 
common folk make every effort to accommodate you and 
avoid your displeasure, and other people of high birth treat 
you as a member of the same social sphere. You can secure 
an audience with a local noble if you need to. 



OFFICIAL 
Ability Scores: +2 Charisma; +2 Constitution or Wisdom 
Skill Bonuses: +2 Diplomacy, +2 History 

LEGALISTIC MIND 
You have a +2 background bonus to saving throws against 
effects that daze, dominate, or stun. 

AUTHORITATIVE 
When you push, pull, or slide a creature, you can increase 
the distance of the forced movement by 1 square. 

HALLS OF POWER 
Your knowledge of how bureaucracies function lets you 
gain access to the records and inner workings of any noble 
court or government you encounter. You know who the 
movers and shakers are, whom to go to for the favors you 
seek, and what the current intrigues of interest in the group 
are. 

FILIBUSTER 
You can use filibuster as an encounter power. 

Filibuster Official Power 
It’s remarkably difficult to get you to shut up. 
Encounter 
Free Action  Personal 
Trigger: You’re affected by a condition a saving throw can 

end. 
Effect: You suffer none of the effects of that condition until 

you fail a saving throw against it. 

OUTLANDER 
Ability Scores: +2 Dexterity; +2 Strength or Wisdom 
Skill Bonuses: +2 Nature, +2 Perception 

WANDERING STRIDE 
You ignore difficult terrain when you shift (even if you have 
a power that allows you to shift multiple squares). 

ON GUARD 
If you would be surprised, make a saving throw. On a 
success, you’re not surprised. 

WANDERER 
You have an excellent memory for maps and geography, 
and you can always recall the general layout of terrain, 
settlements, and other features around you. In addition, you 
can find food and fresh water for yourself and up to five 
other people each day, provided that the land offers berries, 
small game, water, and so forth. 

HUNTER’S PRECISION 
You can use hunter’s precision as an encounter power. 

Hunter’s Precision Outlander Power 
You draw on your long experience as a hunter and survivalist, 
and take careful aim. 
Encounter 
Free Action  Personal 
Effect: Reroll an attack roll. Use the second roll, even if it’s 

lower. 



SAGE 
Ability Scores: +2 Intelligence; +2 Dexterity or Wisdom 
Skill Bonuses: +2 Arcana, +2 History 

ESOTERIC LINGUISTICS 
You speak three additional languages of your choice. You 
may choose Infernal, Primordial, and/or Supernal this way, 
even as a 1st level character. 

BROAD EDUCATION 
You gain training in one additional skill of your choice (not 
necessarily from your class list). 

RESEARCHER 
When you attempt to learn or recall a piece of lore (perhaps 
with broad education), if you do not know that information, 
you often know where and from whom you can obtain it. 
Usually, this information comes from a library, scriptorium, 
university, or a sage or other learned person or creature, 
Your DM might rule that the knowledge you seek is 
secreted away in an almost inaccessible place, or that it 
simply cannot be found. Unearthing the deepest secrets of 
the multiverse can require an adventure or even a whole 
campaign. 

APPLICABLE KNOWLEDGE 
At 1st level, you choose a 1st-level at-will attack power from 
a class different from yours. You can use that power as an 
encounter power. 

SAILOR 
Ability Scores: +2 Strength; +2 Constitution or Charisma 
Skill Bonuses: +2 Athletics, +2 Perception 

OLD SALT 
You get a +2 background bonus to saving throws and have 
two additional healing surges. 

SHIP’S PASSAGE 
When you need to, you can secure free passage on a sailing 
ship for yourself and your adventuring companions. You 
might sail on the ship you served on, or another ship you 
have good relations with (perhaps one captained by a 
former crewmate). Because you're calling in a favor, you 
can't be certain of a schedule or route that will meet your 
every need. In return for your free passage, you and your 
companions are expected to assist the crew during the 
voyage. 

ROLLING TIDE 
You can use rolling tide as an encounter power. 

Rolling Tide Sailor Power 
Implacable as the tide and with all the grace of a rigger, you 
pursue your enemies wherever they flee. 
Encounter 
Immediate Reaction Personal 
Trigger: An enemy within 2 squares of you moves on its 

turn 
Effect: You shift 3 squares. Until the end of your next turn, 

you deal 1d6 extra damage to the triggering enemy 
when you hit it, and you ignore the -2 penalty to attack 
rolls for attacking it when it has cover or concealment. 



SMUGGLER 
Ability Scores: +2 Constitution; +2 Dexterity or Charisma 
Skill Bonuses: +2 Bluff, +2 Streetwise 

DEEP POCKETS 
As a free action when your turn begins, you can draw and/
or stow, in either order, a non-weapon non-implement item. 

DOWN LOW 
You are acquainted with a network of smugglers who are 
willing to help you out of tight situations. While in a 
particular town, city, or other similarly sized community 
(DM's discretion), you and your companions can stay for 
free in safe houses. Safe houses provide a poor lifestyle. 
While staying at a safe house, you can choose to keep your 
presence (and that of your companions) a secret. 

DARING ESCAPE 
While you are bloodied, you gain a +1 background bonus to 
AC, a +1 background bonus to Reflex, and a +2 background 
bonus to speed. 

SOLDIER 
Ability Scores: +2 Strength; +2 Wisdom or Charisma 
Skill Bonuses: +2 Athletics, +2 Intimidate 

MILITARY TRAINING 
You gain proficiency with a martial weapon of your choice. 
If your class grants proficiency with all martial weapons, 
you gain proficiency with a superior weapon of your choice. 

MILITARY RANK 
You have a military rank from your career as a soldier. 
Soldiers loyal to your former military organization still 
recognize your authority and influence, and they defer to 
you if they are of a lower rank. You can invoke your rank to 
exert influence over other soldiers and requisition simple 
equipment or horses for temporary use. You can also 
usually gain access to friendly military encampments and 
fortresses where your rank is recognized. 

TACTICAL MANEUVER 
You can use tactical maneuver as an at-will power. 

Tactical Maneuver Soldier Power 
Standing still on a battlefield is a quick way to die. 
At-Will 
Immediate Reaction Personal 
Trigger: You are missed by a melee attack 
Effect: You shift 1 square. 



URCHIN 
Ability Scores: +2 Dexterity; +2 Strength or Constitution 
Skill Bonuses: +2 Stealth, +2 Streetwise 

ROOF RAT 
You ignore difficult terrain that’s the result of steep ascents 
or descents. 

ROUGH AND TUMBLE 
The first time you are bloodied during an encounter, you 
gain 5 temporary hit points. The temporary hit points 
increase to 10 at 11th level and to 15 at 21st level. 

CITY SECRETS 
You know the secret patterns and flow to cities and can find 
passages through the urban sprawl that others would miss. 
When you are not in combat, you (and companions you 
lead) can travel between any two locations in the city twice 
as fast as your speed would normally allow. 

SECOND CHANCE 
You can use second chance as an encounter power. 

Second Chance Urchin Power 
Luck and small size combine to work in your favor as you dodge 
your enemy’s attack. 
Encounter 
Immediate Interrupt Personal 
Effect: When an attack hits you, force an enemy to roll the 

attack again. The enemy uses the second roll, even if it’s 
lower. 


