Power Pack : Heroic Fighters

‘ by Kyle Nyce < i
Introduction '| N

Everyone loves options, especially in Dungeons and Dragons where character building is half the fun
of the game and this is what the Power Packs are about:Options.

This power pack for Fighters introduces a slew of At-Wills, Encounter,Utility, and Daily powers. All
of these powers are designed to work with existing builds and also help shape out the game where the
Fighter may be lacking in a particular play style.

These powers will allow you to play the Fighter how you want to play them!
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When designing At-Will powers, what was kept in mind was the fact that player's rely on At-Wills as a
backup and also as a first-strike method in any combat to test the waters. In our opinion of 4th edition,
At-Wills are the most important power to a character as they define what the class does best in any
situation.

For the Fighter, we delved into some interesting options such as having some small quick attacks that
count as minor actions, wounding attacks, and also attacks that incorporated fighting with double
weapons and dual weapons.
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You may seem some Keywords in abilities that you may not recognize. These are meant to enhance the
flavor, realism, and ability of the powers they are in.

Quick: Maneuvers with the Quick keyword only take a Minor or Free action to use.

Wounding: The Wounding keyword indicates the maneuver has an ongoing damage effect.
Dual-Weapon: If a fighter is wielding one weapon in each hand, they get the bonus effect listed
Two-Handed Weapon: If a fighter is wielding a two-handed weapon, they get the bonus effect listed.
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Over-Extension Fighter Attack 1
With a quick feint, you twirl on the off-shoot of your main maneuver, delivering an additional surprise.

At-Will Quick, Weapon, Martial

Minor Action Melee

Target: One enemy within reach

Attack: Dexterity vs AC

Special ( This action must take place after using your standard action)

Hit: Deal 1{W]. You receive a -2 to your reflex defense until the end of your next turn.

Great Weapon Fighter: If you have an adjacent enemy other than the one you struck, you may
perform this same attack on them. If you do, you receive a -4 to your AC until the end of your next
turn.

Guardian Fighter: If one ally is adjacent to the enemy you just struck, they gain combat advantage
against that enemy until the end of their next turn.

Paragon: Increase damage to 2[W].

Epic:You may shift your dexterity modifier before or after this attack.
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Vitality Breaker Fighter Attack 1
You deliver an array of horrendous strikes to the enemy that leaves them bleeding and broken.

At-Will¢ Wounding, Weapon, Martial
Standard Action Melee
Target: One enemy within reach
Attack: Strength vs Fortitude

Hit: Deal 1] W]+Strength Modifier. Your enemy has ongoing damage equal to your strength modifier

(save ends). _'J a
Great Weapon Fighter:Your enemy grants combat advantage to the next attack performed on it.

Guardian Fighter: The enemy's speed is reduced by 1 (save ends).

Paragon: Increase ongoing damage by 10.

Epic:The enemy's defense is lowered by an amount equal to your strength modifier (save ends).
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Folded Steel Fighter Attack 1
With a stuttered charge, you maneuver through enemies and deliver two strikes to flanking opponents. !

At-Will¢ Weapon, Martial, Weapon .
Standard Action Melee \
Target: Two Enemies within Reach that Flank You or One Adjacent Enemy

Attack: Strength vs AC

Shift 1 square before or after the attack. You may attack two enemies that are flanking you or one
enemy that is adjacent to you. '
Hit: Deal 1]W] damage. 3
Great Weapon Fighter:You may attack all enemies that are adjacent to you, but you take a -2 to all
defenses until the end of your next turn.

Guardian Fighter: You may shift one additional square before or after the attack.

Paragon: Increase weapon damage to 2[W]

Epic:Mark all enemies struck by this attack.
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Crescent-Slice Fighter Attack 1
You semi-circle your weapon(s) in an upward parry that comes straight down for a defenseless victim.

At-Will4 Dual-Weapons, Martial, Weapon
Standard Action Melee
Target: One enemy within reach

Attack: Strength or Dexterity vs Fortitude

Hit: Deal 1] W]+Strength modifier damage. The enemy takes -2 to their AC until the end of their next
turn.

Great Weapon Fighter: The enemy is dazed ( save ends).

Guardian Fighter: The enemy automatically fails their next save against any one effect of choice that
they could save against if they are marked.

Dual-Weaponry: You may perform this same attack on another adjacent enemy if they are marked.
Paragon: Increase ongoing damage by 10.

Epic:The enemy's defense is lowered by an amount equal to your strength modifier (save ends).
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Compounding Attack  Fighter Attack 1
With one great attack, you cripple the enemy, knocking them vulnerable to your allies.

At-Will4+ Two-Handed Weapon, Martial, Weapon
Standard Action Melee

Target: One enemy within reach

Attack: Strength vs Fortitude

Hit: Deal 1[W]. The enemy now has Damage Vulnerability equal to your strength modifier (save A
ends). —
Great Weapon Fighter:The enemy takes a -2 to their AC ( save ends). |
Guardian Fighter: You may slide the enemy 1 square.

Two-Handed Weapon: Add your strength and constitution to the damage modifier. You take a -2 to !
hit.

Paragon: Increase the damage to 2[W] or increase the Damage Vulnerability to double strength |
modifier.

Epic: Increase the damage to 3[W] or increase the damage Vulnerability to triple strength modifier.
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When designing Encounter powers, it was important to remember that these powers were both ,
renewable but only useable once per combat encounter. \
For the Fighter we felt that the roles of defender,striker, and support were important to emphasize. "* ‘
Also for encounters, we wanted to present some new mechanics that allowed powers to be felt long y
after they were spent since some combat encounters can get lengthy. |
Also, we wanted to play with the fact that although heroic encounters were often replaced with
paragon encounters, we thought that presenting the upgradeable options for these powers in paragon |
and epic were an interesting idea since some players like to build trademark maneuvers with their )
fighters.
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Strike and Coil Fighter Attack 1
After a painful attack, you hold your weapon(s) high, daring your opponent to attack you.

Encounter4 Dual-Weapons, Martial , Stance, Weapon
Standard Action Melee

Target: One enemy within reach

Attack: Dexterity vs Reflex

Hit: Deal 2[W]. The enemy takes -2 to their attack rolls until the end of their next turn.

Until the end of your next turn, if the enemy makes an attack against you, you may immediately
interrupt with a basic melee attack.

Great Weapon Fighter: Your next basic melee attack dazes the enemy ( save ends).

Guardian Fighter: The next time you make a basic melee attack, you can make a save.
Dual-Weaponry: You may perform this same attack on another adjacent enemy if they are marked.
Paragon: Increase damage to 3[W] or increase penalty to attack rolls to -4.
Epic:The attacks ongoing effect lasts until the end of the encounter.

Break and Forge Fighter Attack 3
With a snap kick, you knock your enemy back and open their defenses up.

Encounter4 Quick, Martial, Weapon
Minor Action Melee
Target: One enemy within reach
Attack: Dexterity vs Reflex

Hit: Deal your Strength modifier in damage. The enemy receives -1 AC and another -1 AC for every
time they are hit by an attack ( save ends).

Great Weapon Fighter: The enemy takes a -2 to the save to end the effect.

Guardian Fighter: If the enemy is marked, the enemy takes a -1 to hit every time they do not attack |
you (save ends or ends when the enemy is no longer marked).

Paragon: Increase the negative AC effect to -2 for every time the enemy is hit by an attack (save ends)
Epic:The enemy is knocked prone by the attack.
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Bleed and Drain Fighter Attack 7
You drive your weapon deep within the enemy, bursting blood vessels and disabling a part of them.

Encounter4 Wounding, Martial, Weapon, Two-Handed Weapon

Standard Action Melee \
Target: One enemy within reach

Attack: Strength vs Fortitude

Hit: Deal 2[ W]+ Strength Modfier. The target has ongoing damage 5 (save ends). For every turn that
they fail their save, the ongoing damage increases by 5. ]
Great Weapon Fighter: The enemy takes a -2 to the save to end the effect.

Guardian Fighter: If the enemy is marked and they provoke an attack of opportunity from you, each ,
succesful hit you score increases the ongoing damage by 5. This can only happen while the enemy has 8 |
ongoing damage. [
Two-Handed Weapon: You may impale the weapon through the enemy, giving them either a -2 to all
defenses ( save ends), +5 ongoing damage, or reducing their speed by 2. If you choose to impale the
enemy , the weapon is inside the enemy and must be retrieved by grabbing it.

Paragon: Increase damage to 3[ W] or increase ongoing damage effect for failing their save to 10.
Epic:You may use this attack on every enemy within reach.
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Utility powers are a very unique section or every class. Utility powers are meant to not only exist for
powers that allow a character to get out of a sticky situation but also powers that are useful outside of
combat as well.

For the Fighter, this meant allowing him to get into the melee fray faster or to be able to help his
allies if he could not get their on the first couple of turns.
]
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Explosive War-Scream Fighter Utility 2
You emit a thundering yell that shakes an enemy's conviction or heightens an ally

At-Will4¢ Martial

Standard Action Range 10

Target: One enemy within range or One ally within range
Attack: Constitution vs Will

Hit: Your enemy is marked or your ally gets a +2 to their next attack roll.

Great Weapon Fighter: If your ally makes an attack with the +2 bonus, they deal half damage on a
miss.

Guardian Fighter: The enemy may not shift if it would provoke an attack of opportunity from one of
your allies.

Paragon: The enemy is weakened while marked ( save ends) or your ally is healed for 3d6+your l

constitution modifier.
'uiq
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Epic:This attack now has an alternative range of Close Burst 5.
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Unreal Charge Fighter Utility 6

You pick up your movement with quick thrusts of muscle and vigor, rebounding off walls and taking |
turns that others think is not possible.

Encounter4 Quick, Martial, |
Movement Action

You may shift a total of 6 squares. You may shift vertically as well as horizontally but must land on the '
ground at the end of your movement. You may space this movement out between different actions and

you may complete separate actions while vertically shifted, but this effect does end at the end of your f
turn.

Paragon: Increase the total shift of squares to 10. If you shift downwards vertically toward an
opponent you deal +5 damage per square shifted vertically downwards.

Epic:You may take up to two different allies or enemies ( make grab attacks) with you when you first
start this power.




The Last Hero Stands Fighter Utility 10

At the moment of greatest loss, your raw martial determination shows supernatural prowess, raising
vour fallen allies and making yourself into a combat titan.

Daily4+ Martial, Healing
Standard Action Close Burst 20
Target: Self and All allies within Burst

You must have at least one remaining healing surge to use this power.
All of your allies who are at negative hit points but not slain may spend all of their remaining healing
surges to have all of their hit points and 1 encounter restored. An ally must have at least 1 healing surge
g left to participate in this.

As part of this power, you must expend all remaining healing surges. You receive a +4 to all rolls and
defenses until the end of the encounter.

Great Weapon Fighter: Your weapon inflicts ongoing damage 5 whenever it strikes until the end of
the encounter.

Guardian Fighter: Your weapon inflicts daze(save ends) whenever it strikes until the end of the
encounter.

Paragon: Any ally who is still alive within range may participate in the power.
Epic: Increase your bonus to all rolls and defenses to +10.
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Daily Power are considered to be the most powerful of all the abilities at a characters disposal and

also represent the peak of a classes efforts to make a group work. A
For the Fighter this meant the most tactical of maneuvers and also maneuvers that can handle crowds

as well as debilitate stronger elite opponents so as to make them easier for his allies to deal with.
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Leaping Whirlwind Fighter Attack 1
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You flower out your weapons, hitting all around you as you spring into another mob of enemies, ||
unleashing the same attack again.

Daily4+ Two-Handed Weapon, Dual-Weapons, Martial, Weapon |
Standard Action Close Burst 1 H
Target: All enemies within Burst Effect

Attack: Strength or Dexterity vs AC

Hit: Deal 1] W]+Strength modifier. You may perform a running jump check with a +10 power bonus | ‘
and attack all enemies within a Close Burst 1 with the same attack and damage. s
Great Weapon Fighter: Increase damage dealt to 2[W]. f‘
Guardian Fighter: All the enemies who are struck by this attack are marked. |
Two-Handed Weapon: You may push each enemy hit by your attack 1 square. |
Dual-Weaponry: If you miss any enemy with this attack, you still deal half damage to them. #
Paragon: After the second attack, you may perform a running jump check with a +10 power bonus ;

and attack all enemies within a Close Burst 1 with the same attack and damage.

Epic: All running jump bonuses performed with this attack are increased to +20.

———



Stem the Tide with Blood Fighter Attack 5

You guard the front of your party with diligence, charging to attack any interlopers and leaving them
with nasty wounds.

Daily4+ Wounding,Martial, Weapon

Standard Action Close Burst 5
Target: Any enemy within Burst that shifts or moves.
Attack: Strength vs AC

ll You cannot move or shift until the end of your next turn.

Until the end of your next turn, if any enemy shifts or moves in any square within the Burst effect then
you may use a charge attack against them. If you hit, your attack inflicts ongoing damage 5 (save ends).
Great Weapon Fighter: When you successfully strike the enemy, push them 1 square.

Guardian Fighter: Your allies gain +2 AC while within the Burst Effect.

Paragon: Increase the ongoing damage to 10.
Epic: Your charge attacks immobilize( save ends) the enemy.
Sudden Slam Fighter Attack 9

Before the enemy knows what hits them, you slam them down to the ground, preempting their attack
and letting your allies gain access to their weak position.

Daily4 Quick, Martial, Weapon {
Immediate Interrupt Melee |
Target: A marked adjacent enemy that is attacking you or an ally

Attack: Strength vs Fortitude |

Hit: Deal 1] W]+Strength modifier. The enemy is knocked prone and grants combat advantage to all

your allies until the end of your next turn.

Great Weapon Fighter: The enemy gains 5 Damage Vulnerability (save ends).

Guardian Fighter: The enemy is Weakened ( save ends). l'
Paragon: Increase damage to 2[ W] or the enemy is immobilized( save ends). |

Epic: This attack now has an alternative range of close burst 1.
; L
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Alternative Builds is a section that builds upon some of the new keywords that you saw in the powers
section. These are all very optional and should be approved by your DM just like the extra powers presented.
The Fighter is a defender that needs the ability to shape the battlefield by what he defends, which
should definitely help if filled out by a secondary role such as controller, defender, or support. The new builds
presented here are the Blood-Thane and the Blade Walker These alternate builds are chosen instead of a
Great Weapon Fighter or Guardian Fighter.
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The Blood-Thane is a weapons master who excels in dealing grievous wounds with a variety of weapons. He is
never out-armed and loves a challenge in warfare to any degree. Some say warfare was born to his kind for games
and that without it, he would quickly have wound up in prisons or executed. Thank goodness for war then.
Bonuses for playing a Blood-Thane:

(Obsession of Weapons) The Blood-Thane trains excessively with all manner of weapons just in case he has to one
day use them in a duel or in a pinch. He knows that combat is never forgiving to the unprepared. As such, the
Blood-Thane starts with proficiency in 2 Superior Melee Weapons.

(Blood Grooving) True to his name, the Blood-Thane will kill his opponents with outright force. If that fails, he
will bleed them to death. All of the Blood-Thane's weaponry comes slotted with a groove along the the weapon,
giving it the ability to drain blood faster. Whenever the Blood-Thane uses a power with the keyword Wounding in
it, he gets a +2 to hit. Also, all of his powers that have ongoing damage effects, have those effects increased by his
strength modifier.

The Blade Walker

The Blade Walker is a storm of steel,iron, and sharpness. Opponents who see him in battle are terrified of his quick
ripostes to their attacks followed up with an avalanche of his/her own attacks. The Blade Walkers attacks seem

..... and sometimes they are.

Bonuses for playing a Blade Walker

(Eye for an Eye) The Blade Walker sees combat as an economy. A trade of one set of blows for another. He views
himself as a merchant seeking to buy low and sell high in this area. When struck by a melee attack by an enemy
that is adjacent to himself/herself, the BladeWalker may use any power he has with the Quick keyword in it as an
immediate reaction as long as he is wielding a light weapon in both hands. h v
(Blade Walking) Blade Walkers are a prestigious sort of swashbuckler that aim to make their attacks connect in an
endless chain of hurt, confusion, and murder. Thus, whenever the Blade Walker spends an action point and uses it
to make an attack, roll a d20. If it is 10 or above, the Blade Walker can make an additional basic melee attack
against any adjacent opponent. Then roll another d20. If it is 15 or above, the Blade Walker can make an additional
basic melee attack against any adjacent opponent. Then roll another d20. If it is 20, the Blade Walker can make an r
additional basic melee attack against any adjacent opponent.

Great Weapon Fighter

The Great Weapon Fighter is easy to pick out of a crowd. They are usually lumbering specimens of their race
hoisting a massive claymore, pike, or a club two times too big for a normal medium sized being. These
Fighters do not ever worry about an enemy's armor protecting them from their weaponry, they just worry
about it hitting all of the enemy's friends too. The Great Weapon Fighter hits VERY hard and is extends his
usefulness as a battering ram in case the enemy is too afraid to come out and face him.

(Shockwave Stance) The Great Weapon Fighter deals with crowds very well. He is able to “level” the
playing field by swinging his weapon in great arcs by using his whole body to give the overly sized weapon a
great boost in momentum to make it through all those bodies. As such, the Great Weapon Fighter may spend
a minor action to enter Shockwave Stance until the end of their next turn. Doing so gives the Fighter half
their bonuses to all defenses but allows him to have an alternative range of Close Burst 1 on all melee
powers. This action may only be taken twice a day.

(Destroyer) The Great Weapon Fighter's weapon destroys hardened materials and metals as well as flesh.
The Great Fighter deals double damage to all objects and materials.

Guardian Fighter
The Guardian Fighter makes the battlefield his clay. No one will control his allies or himself as long as he is .
involved in the conflict. They are often times found wearing the heaviest armor, the biggest shields, and the
lightest weapons or weapons with reach. Enemies cannot ignore the threat the Guardian Fighter has on them
with their enhanced mark nor their ability to protect their friends better if they are around.

(Enhanced Mark) The Guardian harries all opponents threatened by his reach and weapons, distracting their
aims and concentrations of his allies. The Guardian Fighter's mark no longer allows them to make attacks of
opportunities if opponents shift away from them. However, the mark decreases all attack rolls made by the
enemy against any of your allies by 2.

(The Wedge of Deflection) The Guardian Fighter may enter a stance of complete defense that heavily aids
his allies if they are adjacent to him. By spending a movement action, the Guardian Fighter may give all of
his adjacent allies +2 to all defenses until the end of his next turn. The Guardian exposes himself by doing
this and thus takes a -2 to all defenses while this stance is active. This action can only be taken twice a day.




A Thank You to the most important people, YOU!

It takes a fair amount of work to put these together, but it is quite a bit of fun. At Black Death
Publishing, the gamer is thought of first when thinking about what material is useful and what is
just extra fluff.

It is always a big risk to buy new products from people you have never heard of before, but
hopefully that risk is well worth it when you discover a handful of options that you had not thought
of before and that make your game that much better.

So this is to all you who bought this and may there be many more supplements that will
slaughter both player and monster alike!
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Section 6.1 will survive termination of this Agreement.

6.2 No Backward Conversion. Licensee acknowledges and agrees that it will not publish any product pursuant to the OGL that features
the same or similar title, product line trademark, or contents of a Licensed Product.

6.3 Licensee Termination. In the event that any portion of a Converted OGL Product Line is manufactured or published by Licensee, or

a third party affiliated with Licensee, after the first publication date of a Conversion, Wizards may immediately terminate this License
upon written notice. 7. Quality and Content Standards. The nature and quality of all Licensed Products will conform to the quality
standards set by Wizards, as may be provided from time to time. At a minimum, the Licensed Products will conform to community
standards of decency and appropriateness as determined by Wizards in its discretion. Without limiting the foregoing, no Licensed® !
Products will depict in any text, graphical or other manner: |
(a) excessively graphic violence or gore;

(b) sexual situations, sexual abuse, pornography, gratuitous nudity of human or humanoid forms, genitalia, or sexual activity; or

(c) existing real-world minorities, nationalities, social castes, religious groups or practices, political preferences, genders, lifestyle
preferences, or people with disabilities, as a group inferior to any other group or in a way that promotes disrespect for those groups or
practices, or that endorses those groups or practices over another.




7. Quality and Content Standards. The nature and quality of all Licensed Products will conform to the quality standards set by Wizards,
as may be provided from time to time. At a minimum, the Licensed Products will conform to community standards of decency and
appropriateness as determined by Wizards in its discretion. Without limiting the foregoing, no Licensed Products will depict in any text,
graphical or other manner: Without limiting the foregoing, Licensed Products will not contain any content that is unlawful, defamatory,
harassing, threatening, abusive, inflammatory, fraudulent or otherwise objectionable or that would infringe upon or violate the rights of
any third party or constitute, encourage, or provide instructions for a criminal offense.
8. Compliance with Laws; Noninfringement. Licensee is solely responsible for ensuring that Licensed Products (a) comply with all
applicable laws, regulations, orders and other requirements of any governmental authority in any territory in which Licensed Products are
apublished, marketed, distributed, and/or sold; and (b) do not infringe upon or violate the rights of any third party.
9. Right of Review. Upon Wizards’ request, Licensee will supply samples of Licensed Products to Wizards sufficient for Wizards to
ensure that such Licensed Products conform to the requirements of this License, including without limitation, Section 7 and Section 8.
10. Proprietary Rights.
10.1 Ownership. Licensee recognizes Wizards’ rights and interests in and to all Wizards Intellectual Property and that all rights therein,)
including good will pertaining thereto, belong exclusively to Wizards. Licensee acknowledges and agrees that its use of Licensed
Materials inures to the benefit of Wizards. No right, title, or interest in the Licensed Materials or any Wizards Intellectual Property is|
transferred by this License. Licensee understands and agrees that it is not authorized to, and will not utilize, any Wizards Intellectual
Property (other than Licensed Materials), including without limitation any trademarks owned by Wizards, except and unless Licensee has
entered into a separate licensing agreement with Wizards authorizing such use. Licensee will not attack the title of Wizards in and to any
Wizards Intellectual Property, nor will Licensee attack the validity of this License. “Wizards Intellectual Property” means any patent,
copyright, trademark, trade dress, trade name or trade secret right and any other intellectual property or proprietary right owned by
Wizards, in each case whether arising under the laws of the United States or any other jurisdiction, including all rights of registration and
renewal and causes of action for infringement or misappropriation related to any of the foregoing. For the avoidance of doubt, Wizards
Intellectual Property includes all content contained within the Core Rulebooks and all Licensed Materials, including without limitation the
SRD.
10.2 Third Party IP. To the extent any Licensed Product contains third party content or any content that is otherwise subject to the
intellectual property rights of any third party, including without limitation any patents, copyrights, trademarks, rights of privacy or
publicity (“Third Party IP”), then, as between Licensee and Wizards, Licensee is the licensee of all Third Party IP contained in such h

\

Licensed Product. Licensee will obtain all required licenses and permissions for its use of Third Party IP in the Licensed Products.
10.3 Protection of Wizards’ Rights. Licensee will assist Wizards to the extent necessary or as requested by Wizards to protect any of
'Wizards’ rights in and to Wizards Intellectual Property. Wizards will reimburse Licensee for any reasonable out-of-pocket costs incurred |
as a result of providing such assistance, provided that Wizards has approved such costs in advance. Licensee will not institute any suit or

take any action on account of any such infringements or imitations, or otherwise institute any suit or take any action relating to Wizards
Intellectual Property. Licensee will take no action that will harm, misuse or bring into disrepute the activities, properties or products of

Wizards or Wizards Intellectual Property. f
10.4 Remedies. Licensee recognizes and acknowledges that its breach of any of the covenants, agreements or undertakings hereunder
with respect to use of the Licensed Materials, including without limitation trademark use requirements or quality standards, will cause
Wizards irreparable damage which cannot be readily remedied in damages in an action at law, and may additionally constitute an
infringement of Wizards’ rights in Wizards Intellectual Property, thereby entitling Wizards to equitable remedies, costs and reasonable
attorneys’ fees.

11. Termination and Effect.

11.1 Termination. This License and the rights granted hereunder will terminate automatically upon written notice to Licensee or upon
posting on its website of a termination of the GSL as applied to all licensees.

interpreted as surviving termination of this License) will survive the termination of this License.

11.3 Effect of Termination. Upon termination, Licensee will immediately cease all use of the Licensed Materials and will destroy all
inventory and marketing materials in Licensee’s possession bearing the Compatibility Logo. Licensee will remove the Compatibility Logo
from all advertising, web sites, and other materials. Licensee will solely bear all costs related to carrying out this provision (in addition to
any other provision) of the License. Wizards may, in its sole discretion and upon written agreement between Wizards and Licensee, extend
this License for those Licensed Products that otherwise comply with the terms of this License.

11.4 Injunctive Relief. Licensee acknowledges and agrees that noncompliance with the terms of this License may cause irreparable injury
to Wizards for which Wizards will not have an adequate remedy at law, and that Wizards will therefore be entitled to apply to a court for
extraordinary relief, including temporary restraining orders, preliminary injunctions, permanent injunctions, or decrees of specific
performance, without necessity of posting bond or security. The existence of these rights will not preclude Wizards from pursuing any
other rights and remedies at law or in equity that Wizards may have, including recovery of damages, and each and every remedy will be
cumulative and in addition to every other remedy provided hereunder or available at law or in equity. Licensee will be responsible for all
legal costs, including Wizards’ attorneys’ fees, associated with any action required by Wizards to enforce the terms of this License.

12. Representations. Licensee represents and warrants that:

(a) Licensee is the sole author and owner of the Licensed Products; and, to the extent a Licensed Product contains any material
contributed by a third party or any other Third Party IP, Licensee has obtained all necessary rights, licenses and/or permissions to use such! /|
Third Party IP in such Licensed Product; (b) Licensee has full power and authority to enter into and perform its obligations under this
License; (c¢) this License does not conflict with any other contract or prior material commitment made by Licensee; (d) no Licensed
Product infringes upon or violates any statutory or common law copyright or other intellectual property, contract, property or other right
of a third party; (e) no Licensed Product invades the right of privacy of any person, nor contains any matter libelous or otherwise in
contravention of the rights of any third party; and (f) Licensee will comply with all applicable laws, regulations, orders and other
requirements of any governmental authority in its performance under this License.




13 Limitation of Liability. THIS LICENSE AND THE RIGHTS PROVIDED HEREUNDER ARE PROVIDED ON AN “AS IS” BASIS,
AND WIZARDS DOES NOT MAKE, AND HEREBY DISCLAIMS, ANY REPRESENTATIONS OR WARRANTIES, INCLUDIN
(WITHOUT LIMITATION) IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, TITLE
AND NON-INFRINGEMENT. WITHOUT LIMITING THE GENERALITY OF THE FOREGOING, WIZARDS SPECIFICALLY
DISCLAIMS ANY REPRESENTATION OR WARRANTY REGARDING (A) THE AMOUNT OF SALES REVENUES THAT MAY
OCCUR DURING THE TERM, AND (B) ANY ECONOMIC OR OTHER BENEFIT THAT RECIPIENT MIGHT OBTAIN THROUGH
ITS PARTICIPATION IN THIS AGREEMENT. WIZARDS WILL NOT BE LIABLE FOR INCIDENTAL, INDIRECT,
CONSEQUENTIAL, OR SPECIAL DAMAGES (INCLUDING, WITHOUT LIMITATION, LOST PROFITS) ARISING OUT OF THIS
AGREEMENT.

14. Indemnification. Licensee will defend and indemnify Wizards and its affiliates, and their respective employees, directors an
representatives, against any claim or action brought by a third party, to the extent relating to any demands arising directly or indirectly out
flof or relating to (a) the Licensed Products, including without limitation, any material contained therein that is alleged to be scandalous,
libelous, unlawful, or infringing or violating any copyright, right of privacy, proprietary right, or any other right whatsoever; (b) the breac
or alleged breach of any of Licensee’s representations or warranties; or (¢) Licensee’s actions or inactions related to this License. Licensee
will pay any award against Wizards or its affiliates (or their respective employees, directors or representatives) and will reimburse Wizards|
for any other damages and liabilities incurred by Wizards and any costs and attorneys’ fees reasonably incurred by Wizards and/or its
affiliates (or their respective employees, directors or representatives) resulting from any such claim or action.

15. Relationship of Parties. This License will not be construed as creating an agency, partnership, joint venture or any other form of legal
association between or among Licensee and Wizards, and Licensee will not represent to the contrary, whether expressly, by implication,
appearance or otherwise.

16. No Assignment. Licensee may not assign this License, in whole or in part.

17. No Waiver; Construction. Failure by Wizards to enforce any provision of this License will not be deemed a waiver of future

enforcement of that or any other provision. Any law or regulation which provides that the language of a contract shall be construed

against the drafter will not apply to this License.

18. Independent Development. Nothing in this License will impair Wizards’ right to acquire, license, develop, have others develop for it,
market and/or distribute materials or products that contain concepts, storylines, or other content similar to, or otherwise compete with,
Licensed Products.

19. Choice of Law; Jurisdiction. This License will be governed by the laws of the State of Washington, USA, without reference to itsh
choice of law rules. Licensee irrevocably consent to the exclusive jurisdiction and venue of the federal and state courts located at King
County, Washington with respect to any claim or suit brought by Licensee arising out of or related to this License, and Licensee agrees not

to commence or prosecute any such claim or suit other than in the aforementioned courts. LICENSEE EXPRESSLY WAIVES ITS RIGHT

TO A JURY TRIAL OF ANY DISPUTE, CLAIM OR CAUSE OF ACTION RELATED TO OR ARISING OUT OF THIS LICENSE.

20. Severability. If any part of this License is declared invalid or unenforceable by a court of competent jurisdiction, it shall not affect the
validity of the remainder of this License. r
21. Entire Agreement; Integration. This Agreement sets forth the entire current agreement of the parties with respect to its subject matter
and supersedes any previous or contemporaneous oral or written agreements regarding such subject matter, and can only be amended or

modified by Wizards. _
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