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Playtest: Playtest: Primal PowerPrimal Power 

The Primal Power supplement releases in late 2009, 
but this month, exclusive to D&D Insider, we’re giv-
ing you subscribers a sneak peek at some of the new 
content in the book, and more importantly, the ability 
to send us your feedback. So take a look and seize this 
opportunity to help shape your game.

Druid Summoning
Many practitioners of the mystic arts can draw forth 
the power to summon a creature to fight at their sides. 
Wizards summon elemental creatures and lesser 
demons. Invokers call angels to their side and bid 
them fight in the name of a god. Druids and other 
primal magic-users take a slightly different approach. 
When a druid calls an animal to fight at his side, the 
creature is there as a willing participant and ally. 
Unlike a wizard or invoker, both of whom must keep 
a firm grip over their summoned creatures, a druid 
can rely on his summoned animals to fight on without 
direction.
 Yet, this autonomy comes with its drawbacks. A 
summoned wolf might leap into the fray, but as a wild 
animal it is just as likely to chase off after a f leeing 
goblin as it is to stalk the hobgoblin warcaster whose 
spells have devastated the druid and her allies. Sum-
moned animals tend to pursue their own tactics 
and plans, sometimes utterly heedless to the conse-
quences, if left untended. Occasionally, a summoned 
animal might even attack the druid’s allies. Such 
attacks are never out of spite or anger, but instead 
occur when an animal accidentally harms an ally 
while pursuing an enemy. For example, a summoned 
creature capable of spitting lighting might hit an ally 
by accident as it blasts away at the enemy.
 Druids of all races and regions use summoning 
invocations. The magic they use is common to all dru-
idic traditions, rather than following a path of its own.

WHAT’S A PLAYTEST ARTICLE?

A playtest article is your chance, as a D&D Insider 
subscriber, to offer feedback on some new rules 

that are scheduled to appear in an upcoming 

print product. In this case, the product is Primal 
Power, scheduled for a late 2009 release. Often, 

this content is still very rough (as in, it hasn’t 

been through editing), and it’s always still in 

the development process. You can email your 

playtest feedback to us directly at dndinsider@

wizards.com. Just be sure to include “Playtest: 

Primal Power” in the subject line of your email.

 This playtest article is especially unique 

because it features content for a class, the druid, 

that won’t be released until next month in Player’s 
Handbook 2. You can stil give the druid powers 

a spin, though, using the druid preview article

released on D&D Insider in Decemeber. Alterna-

tively, feel free to give another controller class in 

your game access to these powers at the appropri-

ate level to give them a try.

mailto:dndinsider@wizards.com
http://www.wizards.com/default.asp?x=dnd/drfe/20081201a
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Druid Summoning Rules
 These powers summon a creature to fight for the 
druid, and use the rules for summoning powers (see 
the sidebar). The summoned creature appears in 
a square within range and can immediately make 
its standard action specified in the power’s descrip-
tion. On subsequent rounds, you can use a standard 
action to command the summoned creature to take 

the action indicated in the power’s description. You 
can also use a minor action to command the creature 
to take a simple action, such as shift or walk (see the 
sidebar on summoning rules).
 Creatures summoned by druid powers also each 
have an instinctive action. At the end of your turn, 
if you did not give any command to the summoned 
creature, the creature automatically takes its instinc-
tive action.

Summoning Powers
A druid can select from the following daily summon-
ing powers:

Summon Fierce Boar Summon Fierce Boar Druid Attack 1Druid Attack 1

The spirit announces itself as a piercing squeal, then takes 
form as a ferocious boar and slams its tusks into your 
enemies.

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a fierce boar in an unoccupied 

square within range. The fierce boar has speed 6. 

When it is reduced to 0 or fewer hit points, you may 

use its standard action attack below as a free action. 

You can give the fierce boar the following special com-

mands. If on your turn you do not command the boar, 

it uses its instinctive action at the end of your turn.

Gore; Standard Action: Wisdom  vs. Reflex, 1d8 + 

Wisdom modifier damage and push 1.

Instinctive Action: The boar charges the nearest enemy 

it can charge. If it cannot charge any enemy, it does 

nothing. Use its standard action attack, with the nor-

mal modifiers for charging.

Arcane Power introduces summoning as a new key-

word. Powers that have the summoning keyword 

bring creatures from other planes to serve you in 

a variety of ways. These powers use the following 

common rules.

 ✦ Creates Allied Creature: When you use a sum-

moning power, you create a creature that is an ally to 

you and your allies. The power determines where the 

summoned creature appears.

 ✦ Your Defenses and Check Modifiers: Unless 

otherwise specified, the summoned creature’s 

defenses and check modifiers equal yours when you 

summon it, not including any temporary bonuses or 

penalties to your statistics.

 ✦ Speed: The summoning power determines the 

summoned creature’s speed.

 ✦ Hit Points: The summoned creature’s maximum 

hit points equal your bloodied value. When the sum-

moned creature drops to 0 hit points, it is destroyed, 

and you lose a healing surge. If you have no healing 

surges left, you instead take damage equal to half 

your bloodied value.

 ✦ No Healing Surges: The summoned creature 

lacks healing surges, but if a power allows it to spend 

a healing surge, you can spend a healing surge for it. 

The summoned creature then gains the benefit of the 

healing surge, instead of you gaining it.

 ✦ Commanding the Creature: The summoned 

creature has no actions of its own; you spend actions 

to command it mentally. You can command the crea-

ture only if you have line of effect to it. When you 

command the creature, the two of you share knowl-

edge but not senses.

 As a minor action, you can command the sum-

moned creature to take one of the following actions, 

if it is physically capable of taking that action: crawl, 

escape, fly, open or close a door or a container, pick 

up or drop an item, run, stand up, shift, squeeze, or 

walk. The summoning power determines any special 

commands you can give the summoned creature and 

gives an action type for each command. If a special 

command is a minor action, you can give that com-

mand only once during each of your turns.

 ✦ Duration: Unless the summoning power states 

otherwise, the summoned creature lasts until the end 

of the encounter and then disappears. As a minor 

action, you can dismiss the summoned creature.

NEW KEYWORD: SUMMONING

http://www.wizards.com/default.asp?x=products/dndacc/9780786949571
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Summon Savage Wolverine Summon Savage Wolverine Druid Attack 1Druid Attack 1

This spirit takes shape as a wolverine thirsting for blood, 
disdaining prey that has not already been savaged. 

Daily ✦ Implement, Primal, Summoning
Standard Action Ranged 5

Effect: You summon a Medium dire wolverine in an 

unoccupied square within range. The dire wolverine 

has speed 6. You can give the wolverine the following 

special commands. If on your turn you do not com-

mand the wolverine, it uses its instinctive action at 

the end of your turn.

Bite; Standard Action: Wisdom  vs. Reflex, 1d6 + 

Wisdom modifier damage +1d6 if the target is 

bloodied.

Instinctive Action: If the wolverine is adjacent to a 

bloodied enemy it will use its standard action attack. 

Otherwise it does nothing.

Summon Fire Beetle Summon Fire Beetle Druid Attack 5Druid Attack 5

As your totem completes its pass, a spark of fire flares up 
from your hand before spiraling to the ground. Where it 
roots, it blossoms ferociously into a fire spewing beetle.

Daily ✦ Implement, Primal, Summoning, Fire 
Standard Action Ranged 5

Effect: You summon a Medium fire beetle in one occu-

pied square within range.  The fire beetle has speed 6 

and resist fire 5. You can give the beetle the following 

special commands. If on your turn you do not com-

mand the beetle, it uses its instinctive action at the 

end of your turn.

Fire Blast; Standard Action: Close blast 3; creatures in 

blast; Wisdom vs. Reflex, 1d8 + Wisdom modifier fire 

damage.

Instinctive Action: The fire beetle uses its standard 

action attack, but it attempts to put as many enemies 

in the blast as possible, even if hitting that many en-

emies requires the beetle to hit an ally. If the beetle 

can hit the same number of enemies without hitting 

an ally it will.

Summon Giant Toad Summon Giant Toad Druid Attack 1 Druid Attack 1 

You flick your own tongue out for a moment to summon 
an ancient ally. Seconds later, this great toad flicks its own 
tongue to pluck a meal from the ranks of your enemies.  

Daily ✦ Implement, Primal, Summoning
Standard Action Ranged 5

Effect: You summon a Medium giant toad in an unoccu-

pied square within range. The giant toad has speed 5, 

a swim speed of 6, and a +10 bonus on all Athletics 

checks made to jump. You can give the giant toad the 

following special commands. If on your turn you do 

not command the toad, it uses its instinctive action at 

the end of your turn.

Tongue Strike; Standard Action: Reach 3; Wisdom vs. 

Reflex, 1d8 + Wisdom modifier damage and pull 2.

Instinctive Action: The frog attacks the same creature 

that it attacked on the previous turn, moving up to its 

speed if it is not in range. Otherwise it does nothing.

Summon Pack Wolf Summon Pack Wolf Druid Attack 1Druid Attack 1

You reach out into the spirit world and find an ally to be 
part of your pack, an ancient wolf spirit made solid by your 
magic for these few minutes of the hunt. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Medium pack wolf in an unoc-

cupied square within range. The pack wolf has speed 

6. You can give the wolf the following special com-

mands. If on your turn you do not command the wolf, 

it uses its instinctive action at the end of your turn.

Bite; Standard Action: Wisdom  vs. Reflex, 1d6 + 

Wisdom modifier damage; if it has combat advantage, 

it knocks its target prone with a successful attack.

Instinctive Action: The wolf will attack any prone en-

emy that is adjacent to it. Otherwise it does nothing.

Summon Guardian DrakeSummon Guardian Drake Druid Attack 5 Druid Attack 5

An ancient sentence, one syllable of draconic embedded in 
a song learned from the mountain spirits, and a guardian 
drake separates itself from the great river of being to drop 
into the world and fight beside the person you designate.

Daily ✦ Implement, Primal, Summoning
Standard Action Ranged 5

Effect: You summon a Medium guard drake in one 

unoccupied square within range. Choose yourself or 

an ally as the creature the guard drake guards. The 

guard drake has speed 6. You can give the drake the 

following special commands. If on your turn you do 

not command the drake, it uses its instinctive action 

at the end of your turn.

Bite; Standard Action: Wisdom vs. Reflex, 1d8 + 

Wisdom modifier fire damage and marked until the 

end of your next turn.

Creature’s Instinctive Action: Move up to its speed so 

that it is adjacent to the creature that the drake guards, 

if it can also end its turn adjacent to an enemy then it 

will its standard action attack above on that enemy.

Summon Stalking Panther Summon Stalking Panther Druid Attack 5Druid Attack 5

This summoning evocation rumbles like a low bass growl 
heard through tall grass. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Medium stalking panther in one 

unoccupied square within range. The stalking panther 

has speed 7. You can give the panther the following 

special commands. If on your turn you do not com-

mand the panther, it uses its instinctive action at the 

end of your turn.

Bite; Standard Action: Shift 3 and attack; Wisdom vs. 

Reflex, 1d10 + Wisdom modifier damage.

Creature’s Instinctive Action: Attack an enemy that 

has no other creatures within 2 squares of it using its 

standard action attack above. 



Playtest: Primal Power

34Fe b r u a r y  2 0 0 9   |   DR AG ON 372

Summon Giant Crocodile Summon Giant Crocodile Druid Attack 9Druid Attack 9

You chomp your teeth and they make a sound out of all 
proportion to your bite. Moments later, the ally whose bite 
you borrowed for the evocation slips through from a pri-
mordial swamp, looking for dinner. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Large giant crocodile in a two by 

two square unoccupied space within range. The giant 

crocodile has speed 6 and swim 8. You can give the 

crocodile the following special commands. If on your 

turn you do not command the crocodile, it uses its 

instinctive action at the end of your turn.

Bite; Standard Action: Wisdom vs. Reflex; 1d8 + 

Wisdom modifier damage and grab the target.

Creature’s Instinctive Action: The crocodile will sus-

tain the grab as a standard action and attack. Melee 

1; one creature; Wisdom vs. Reflex; 1d8 + Wisdom 

modifier damage.

Summon Thunderhawk Summon Thunderhawk Druid Attack 9Druid Attack 9

Your raised hand calls down a wind. A second later, an eagle 
screams from the sky against your foes. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Medium thunderhawk in one 

unoccupied square within range. The screaming eagle 

has speed 8 (fly, hover) and +4 AC against opportu-

nity attacks. You can give the eagle the following spe-

cial commands. If on your turn you do not command 

the eagle, it uses its instinctive action at the end of 

your turn.

Talon Strike; Standard Action: Perform a fly by attack; 

Wisdom vs. Reflex; 2d6 + Wisdom modifier damage 

and the target grants combat advantage to attackers 

until the end of your next turn.

Creature’s Instinctive Action: Move up to its speed 

to end its turn adjacent to the nearest enemy. That 

enemy grants combat advantage to attackers until the 

end of your next turn.  

Summon Lightning Drake Summon Lightning Drake Druid Attack 15Druid Attack 15

Lightning crackles between the words of this evocation, flow-
ing out and joining the lightning flashing around this drake. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Medium lightning drake in one 

unoccupied square within range. The lightning drake 

has speed 6 and resist lightning 10. You can give the 

drake the following special commands. If on your turn 

you do not command the drake, it uses its instinctive 

action at the end of your turn.

Lightning Bolt; Standard Action: Ranged 10; Wisdom 

vs. Reflex, 1d8 + Wisdom modifier lightning damage.

Lightning Burst; Standard Action: Area burst 1 within 

10; creatures in burst; Wisdom vs. Reflex, 2d6 + Wis-

dom modifier lightning damage.

Instinctive Action: The lightning drake uses its area 

burst attack, but it attempts to put as many creatures 

(including you and your allies) in the blast as possible.

Summon Razorclaw Bat  Summon Razorclaw Bat  Druid Attack 15Druid Attack 15

You close your eyes for a moment, and when you open 
them again you are not alone, and your enemy is bleeding 
from the claws of your winged ally. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Medium razorclaw bat in one unoc-

cupied square within range. The razorclaw bat has speed 7 

(fly, hover) and blindsight 5. It gains a +5 bonus on Stealth 

checks and inflicts +1d10 damage when it has combat 

advantage. You can give the bat the following special com-

mands. If on your turn you do not command the bat, it uses 

its instinctive action at the end of your turn.

Bite; Standard Action: Shift 5 squares and attack; 

melee 1; one creature; Wisdom vs. Reflex, 2d6 + 

Wisdom modifier damage.

Razorwing Flurry; Standard Action: Close burst 2; 

creatures in burst; targets lose concealment and total 

concealment (including invisibility) against you and 

your allies until the end of your next turn.

Instinctive Action: The bat moves up to double its speed, 

ending its turn in a square where none of its enemies has 

line of sight to it. It then makes a Stealth check to hide.

Summon Savage Tiger Summon Savage Tiger Druid Attack 15Druid Attack 15

Speaking an ancient oath, you summon a great tiger to its 
feast. 

Daily ✦ Implement, Primal, Summoning
Standard Action Ranged 5

Effect: You summon a Large savage tiger in a two by 

two square unoccupied space within range. The sav-

age tiger has speed 7. You can give the bat the fol-

lowing special commands. If on your turn you do not 

command the bat, it uses its instinctive action at the 

end of your turn.

Bite; Standard Action: Wisdom vs. Reflex; 2d8 + 

Wisdom modifier damage. 

Creature’s Instinctive Action: The tiger moves up to 

its speed and attacks the nearest bloodied enemy, if 

cannot end its move adjacent to a bloodied enemy 

it does nothing; Wisdom vs. Reflex; 2d8 + Wisdom 

modifier damage.

Summon Frenzied Behemoth Summon Frenzied Behemoth Druid Attack 19Druid Attack 19

A spirit from the dawn of the world assumes solid form 
and answers your summons, thrashing through the battle-
field as it once thrashed through the dawn world’s swamps. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Large frenzied behemoth in a 

two by two square unoccupied space within range. 

The frenzied behemoth has speed 8 and ignores diffi-

cult terrain. You can give the behemoth the following 

special commands. If on your turn you do not com-

mand the behemoth, it uses its instinctive action at 

the end of your turn.

Spiked Tail; Standard Action: Reach 2; Wisdom vs. 

Reflex; 2d8 + Wisdom modifier damage. 

Instinctive Action: Determine a random enemy within 

8 squares of the frenzied behemoth. The behemoth 

moves up to its speed toward the creature, ending ad-

jacent to it if it can. Whether it ends adjacent to the 

creature or not, it makes the following attack; close 

burst 2; creatures in the burst; Wisdom vs. Reflex; 

2d8 + Wisdom modifier damage.  
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Summon Guardian Briar Summon Guardian Briar Druid Attack 19Druid Attack 19

The spirits flowing through the world coalesce into a 
mighty creature of thorns and brambles, devoted to guard-
ing the one you name. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Large guardian briar in a two by 

two square unoccupied space within range. Choose 

yourself or an ally as the creature the guardian briar 

will guard. The guardian briar has speed 5 and ig-

nores difficult terrain. You and your allies gain a +2 

power bonus to AC while within 2 squares of the 

guardian briar. You can give the briar the following 

special commands. If on your turn you do not com-

mand the briar, it uses its instinctive action at the end 

of your turn.

Thorn Spike; Standard Action: Reach 2; Wisdom vs. 

Reflex; 2d8 + Wisdom modifier damage. 

Instinctive Action: Until the end of your next turn, the 

AC bonus that the briar grants increases to +4.

Summon Thunder Bison Summon Thunder Bison Druid Attack 19Druid Attack 19

Thunder rumbles in the distance, drawing closer and closer 
until a bull trundles out of the spirit world to appear by 
your side.

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 5

Effect: You summon a Large thunder bison in a two by 

two square unoccupied space within range. The thun-

der bison has speed 7 and a +2 AC bonus. You can 

give the bison the following special commands. If on 

your turn you do not command the bison, it uses its 

instinctive action at the end of your turn.

Gore; Standard Action: Wisdom vs. Reflex; 2d10 + 

Wisdom modifier damage. 

Instinctive Action: The bison charges the nearest en-

emy that it can charge. If it cannot charge an enemy, 

it does nothing. Wisdom vs. Reflex; 2d10 + Wisdom 

modifier damage, and 5 thunder damage to all crea-

tures in a blast 3 that includes the target, though the 

target does not suffer this additional damage.

Summon Proud Mastodon Summon Proud Mastodon Druid Attack 25Druid Attack 25

Your trumpeting call is answered by a shaggy elephant-like 
creature that seeks out fights worth starting. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 10

Effect: You summon a Large proud mastodon in a two 

by two square unoccupied space within range. The 

proud mastodon has speed 7 and a +4 bonus on 

attack rolls against creatures its own size or larger. 

You can give the mastodon the following special 

commands. If on your turn you do not command the 

mastodon, it uses its instinctive action at the end of 

your turn.

Tusk Strike; Standard Action: Reach 2; Wisdom vs. 

Fortitude; 3d6 + Wisdom modifier damage and knock 

the target prone.

Instinctive Action: The mastodon moves up to its 

speed toward the nearest, non-bloodied enemy. If it 

ends its move adjacent to that enemy, it attacks it. 

Reach 2; Wisdom vs. Fortitude; 3d6 + Wisdom modi-

fier damage and knock the target prone. 

Summon Razorclaw  Summon Razorclaw  Druid Attack 25Druid Attack 25

BehemothBehemoth
With a hiss from before there were serpents, you summon 
a dawn world predator that runs on two legs and cuts with 
four others. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 10

Target: One unoccupied square

Effect: You summon a Medium razorclaw behemoth 

in one occupied square within range. The razorclaw 

behemoth has speed 7. You can give the behemoth 

the following special commands. If on your turn you 

do not command the behemoth, it uses its instinctive 

action at the end of your turn.

Claw; Standard Action: Wisdom vs. Reflex; 2d6 + 

Wisdom modifier damage and ongoing 15 damage 

(save ends). 

Creature’s Instinctive Action: The behemoth moves up 

to its speed toward the nearest enemy that is larger 

than it. If it ends its move adjacent to that enemy, it 

attacks it. Wisdom vs. Reflex; 2d6 + Wisdom modifier 

damage and ongoing 15 damage (save ends).
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Summon Elder Pack Wolf Summon Elder Pack Wolf Druid Attack 29Druid Attack 29

Dawn world ally, summoned with a mighty howl, fights 
beside you and your allies as if you had always hunted 
together. 

Daily ✦ Implement, Primal, Summoning 
Standard Action Ranged 10

Effect: You summon a Large elder pack wolf in a two by 

two square unoccupied space within range. The pack 

wolf has speed 8. You can give the wolf the following 

special commands. If on your turn you do not com-

mand the wolf, it uses its instinctive action at the end 

of your turn.

Bite; Standard Action: Wisdom vs. Reflex; 2d10 + 

Wisdom modifier damage and knock the target 

prone.

Opportunity Action: Triggered when an adjacent crea-

ture would provoke an opportunity attack; the trig-

gering creature; Wisdom vs. Reflex; 2d10 + Wisdom 

modifier damage and knock the target prone. 

Instinctive Action: The wolf howls; close burst 2; 

creatures in the burst; Wisdom vs. Will; push 3 

squares and dazed until the end of your next turn.

Summon Storm Behemoth Summon Storm Behemoth Druid Attack 29Druid Attack 29

Lightning and thunder herald the ground-shaking tread of 
a dawn age spirit returned in the flesh. 

Daily • Implement, Primal, Summoning 
Standard Action Ranged 10

Effect: You summon a Large storm behemoth in a two 

by two square unoccupied space within range. The 

storm behemoth has speed 8. You can give the be-

hemoth the following special commands. If on your 

turn you do not command the behemoth, it uses its 

instinctive action at the end of your turn.

Tail Strike; Standard Action: Reach 2; Wisdom vs. 

Reflex; 3d10 + Wisdom modifier damage.

Spike Burst; Standard Action: Area burst 2 within 20; 

creatures in the burst; Wisdom vs. Reflex; 2d8 + Wis-

dom modifier lightning damage.

Instinctive Action: The behemoth uses the following 

attack, catching as many creatures as possible 

(including allies) in the burst; area burst 2 within 

20; creatures in the burst; Wisdom vs. Reflex; 2d8 + 

Wisdom modifier lightning damage.

Tribal Feats
The core of primal power rests in understanding the 
links that bind all living things. A barbarian’s power 
comes from the ties between man and beast. A warden 
channels the strength of mountain, storm, and sea. Sha-
mans forge bounds with the spirits of beasts and trees, 
while druids cast aside their physical form to embrace 
the way of tooth and claw.
 By the same token, cultures that rely on primal 
magic learn to strengthen the bonds of blood and friend-
ship that bring them together. A tribe that tightens these 
bonds finds strength in unity. A group of barbarians 
moves quieter and swifter together than when alone. 
This coordination is based on a deep familiarity, trust, 
and kinship, rather than endless hours of training.
 Mechanically speaking, tribal feats provide you with 
a bonus that increases if other characters in the party 
also have the feat. However, leaving the feats as a simple, 
expanding bonus misses the role they play in expressing 
the deep bonds of unity they represent. An adventuring 
party that takes these feats might feature similar tattoos, 
carry totems or charms, or adopt a symbol that adorns 
their shields, cloaks, and armor. When you take these 
feats, look beyond their mechanical benefits and build 
your group into a true tribe bound by an oath of friend-
ship and united by a symbol, totem, or other mark.

Tribe of the Swift Jaguar [Tribal]
 Benefit: You gain a +1 bonus to initiative. This 
bonus increases by +1 for each ally with this feat that 
is within 10 squares of you to a maximum of +5.

Tribe of the Audacious Crow [Tribal]
 Benefit: Gain a +2 bonus to Thievery checks. This 
bonus increases by +1 for each ally with this feat that 
is within 10 squares of you to a maximum of +5.

Tribe of the Bloodied Spear [Tribal]
 Benefit: You gain a +1 bonus to attack rolls and 
damage rolls on all opportunity attacks. This bonus 

increases by +1 for each ally with this feat that is 
within 10 squares of you to a maximum of +5.

Tribe of the Courageous Heart [Tribal]
 Benefit: Gain a +1 bonus to saving throws against 
charm and fear effects. This bonus increases by +1 
for each ally with this feat that is within 10 squares of 
you to a maximum of +5.

Tribe of the Enduring Mountain [Tribal]
 Benefit: Whenever you spend a healing surge, 
you regain 2 extra hit points. You regain 1 additional 
hit point for each ally with this feat that is within 10 
squares of you to a maximum of 5 additional hit points.

Tribe of the Fearsome Host [Tribal]
 Benefit: Gain a +2 bonus to Intimidate checks. 
This bonus increases by +1 for each ally with this feat 
that is within 10 squares of you to a maximum of +5.

Tribe of the Four Winds [Tribal]
 Benefit: Gain a +2 bonus to Athletics checks. This 
bonus increases by +1 for each ally with this feat that 
is within 10 squares of you to a maximum of +5.
 In addition, whenever you start your turn adjacent 
to an ally with this feat, you may climb, jump, or swim 
1 extra square on a successful Athletics check.

Tribe of the Midnight Stalker 
[Tribal]
 Benefit: Gain a +2 bonus to Stealth checks. This 
bonus increases by +1 for each ally with this feat that 
is within 10 squares of you to a maximum of +5.

Tribe of the Watchful Owl [Tribe]
 Benefit: Gain a +2 bonus to Perception checks. 
This bonus increases by +1 for each ally with this feat 
that is within 10 squares of you to a maximum of +5.


