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SHARDMIND SHAMAN / LEVEL 2/ UNALIGNED

“The elements sing within us all. He who commands them commands all things”

Xerxes

LANGUAGES

VISION

Common, Primordial

Low light

ABILITY SCORE MOD

STR 11 +0

CON 13 +1

DEX 10 +0

INT 18 +4

WIS 18 +4

CHA 8 -1

 SPEED INIT

6 +1

Passive Insight 20

Passive Perception 22

HIT POINTS
(Bloodied 15) 30 Action 

Point
Second 
Wind

Defenses

AC 15

FORT 13

REF 15

WILL 16

Skills
+1 ACROBATICS

+7 ARCANA
+1 ATHLETICS

+0 BLUFF
+0 DIPLOMACY
+5 DUNGEONEERING
+4 ENDURANCE

+10 HEAL

+5 HISTORY

+10 INSIGHT

+0 INTIMINDATE

+10 NATURE

+12 PERCEPTION

+5 RELIGION

+1 STEALTH
+0 STREETWISE
+1 THIEVERY

Shardmind
You are a living construct, you do not need to eat, drink, breath, or sleep. 
You take extended rests by remaining inactive but awake for 4 hours. 
You have telepathy with a range of 5 squares and you resist 5 psychic.

EQUIPMENT

Leather Armor
+1 Totem
Spear



 
OTHER ABILITIESSpirit Companion

You possess the ability to summon an elemental spirit. The spirit lasts until you fall
 unconscious or until you dismiss it as a minor action. The spirit occupies 1 square. 
Enemies cannot move through its space,  but allies can. When you take a move 
action, you can also move the  spirit a number of squares equal to your speed.    
The spirit can be targeted by melee or ranged attacks, although it lacks hit points. 
If a single melee or ranged attack deals damage to the spirit  equal to 11 or higher, 
the spirit disappears, and  you take 6 damage. Otherwise, the spirit is 
unaffected by the attack.

Spirit Step
Whenever one of your powers causes your spirit companion to disappear
one ally adjacent to it may shift 1 square. 

Spirit Infusion Standard/Melee Spirit 1 / At-Will

Target: One ally
Effect: Your spirit companion disappears. The target ally then makes a 
basic attack with a +2 power bonus to hit and +4 power bonus to  the 
damage roll

Spirit Sacrifice Minor / Melee Spirit 1/ Encounter

Target: One ally
Effect: Your spirit companion disappears.The target ally can either 
make a saving throw or gains +4 temporary hitpoints.

Scorching Sands Standard / Melee Spirit 1/ Encounter

+6 vs Reflex; 1d8+5 fire damage and the target gains vulnerable 5 fire 
until the end of your next turn. You and each ally adjacent to your spirit 
companion can choose to deal fire damage until the end of your next 
turn. Fire damage replaces the normal damage type of the attack.
Effect: Your spirit companion disappears

Summon Spirit Companion Minor /Close Burst 20/ At-Will

Effect: Your spirit companion appears in an unoccupied square in burst 
Special: If you start your turn without the spirit companion summoned you 
may summon it as a free action during that turn

Spirit's Wrath Opportunity Attack /Melee Spirit 1 / At-Will

Trigger: An enemy leaves a square adjacent to your spirit companion 
without shifting
+6 vs Reflex; 1d6+5 damage and the target grants combat advantage 
until the end of your next turn

Haunting Spirit Standard/Ranged 5 / At-Will

+6 vs Will; 1d6+5 psychic damage and the target grants combat 
advantage until the end of your next turn

Spirit of Vigor
Whenever you summon your spirit companion as a minor action one ally
 adjacent to it when it appears gains 4 temporary hitpoints 

Healing Spirit Minor / Close Burst 5 / Encounter  

Target: You or one ally in the burst
Effect: The target can spend a healing surge. If the target does so, one ally 
adjacent to your spirit companion, other than the target, regains 1d6 hit points.
Special: You can use this power twice per encounter but only once per round

Spirit of the Healing Flood Standard / Close Burst 5 /Daily  

Each enemy in burst; +6 vs Fortitude; 1d8+5 damage
Miss: Half damage
Effect: Each ally in burst gains regeneration 2 while bloodied. As a 
minor action a character can end this effect to regain 10 hitpoints.

Shardswarm Move / Close Burst 1 / Encounter   

Effect: Each enemy in burst grants combat advantage to you until the 
end of your next turn and you teleport half your speed

Speak with Spirits Minor / Personal / Encounter   

Effect: You gain a +4 bonus to the next skill check you make this turn.

Elemental Spirit
Allies gain a +2 bonus to saving throws while adjacent to your spirit companion

You gain a +1 bonus to attacks versus bloodied 
creatures

Bloodhunt Totem



Character Play Tips Xerxes the Shaman: Complexity 5
 

Xerxes  is a leader who specializes in enabling other characters. He can grant free shifting and temporary hitpoints 
every round. His best friend in any party is someone who has powerful basic attacks as he can grant improved 
versions through Spirit Infusion. He is fragile so he spends most of his time at the rear of the party, letting his spirit 
do the work for him. 

The spirit companion is the core mechanic of the shaman class. He can summon it anywhere within 20 squares as 
a minor action. If he takes a move action he can also move it up to his speed. This allows him to operate at a very 
large distance away from the party.  

The trick to Xerxes is he wants to start and end every round without his spirit companion on the table. If he starts 
the round without it summoned he can summon it as a free action for the rest of the turn. However if he chooses to 
use a minor action to summon it instead he automatically grants one ally it is summoned adjacent to 4 temporary 
hitpoints. That is free healing every round he has minor actions available. 
Most of his attacks cause his spirit companion to disappear.  When this happens one ally adjacent to his spirit 
companion can shift 1 square as a free action. This also ensures that the spirit is gone by the end of your turn so 
you can summon it again the next round.

A typical turn for Xerxes will look something like this. Summon Spirit Companion as a minor action, granting an ally 
4 temporary hitpoints. He then uses Spirit Infusion as a standard action, his spirit companion disappears and allows 
one ally adjacent to it to shift one square and make a basic attack at +2 bonus to hit and +4 damage.  

There are some occasion where you will want to keep the spirit companion around. Your spirit companion can block 
a square and take opportunity attacks, hindering enemy movement. It also grants your party members +2 bonus to 
saving throws while adjacent, a great boon if they are having trouble with a save ends effect. 
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