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Class Acts: 

 Warlord
Devilish tricks from the ancient   
               warmongers of Bael Turath!

 by stephen R adney-MacFaRland

 illustration by Sam Wood

Resourceful. Bravura. commanding. 
Inspiring. all these words describe the warlord. 
Unlike the cleric who channels leadership by using 
divine inspiration, a warlord digs deep into her inner 
being to pull victory from defeat and inspire her 
companions toward victory after victory. But some 
warlords find inspiration and power beyond their  
ken to supplement their native tactical genius. One  
of the most dramatic examples of this tradition comes 
from fallen Bael turath as detailed in sections of  
The Hellpath Tome.
 although the writings of the legendary tief ling 
general Malachi are some of the more celebrated  
passages of The Hellpath Tome, his contributions came 
relatively late to the history of Bael turath and are 
refinements of the tactics and maneuvers of a then 
mature—some would say stagnate—empire. Other 
older sections of that martial history are rooted in 

the ancient traditions of the empire, back when the 
first pacts were formed between the people that 
would become the tief lings and the powers of the 
Nine Hells. these earlier forms and exploits are more 
closely connected to the infernal. as a result, they are 
more manipulative and most are brutal. Many emulate 
the tactics of the devils themselves—even to the extent 
of favoring polearms and reach weapons—while others 
blur the line between martial exploit and infernal 
pact. these disciplines, or at least those that have been 
uncovered, have become very popular with warlords 
who do not fear the dangers of infernal pacts.

 some of the fragments found in The Hellpath Tome 
just scratch the surface of a deep and ancient martial 
discipline taught to the early soldiers and captains 
of Bael turath by the Dukes of Hell. Only time will 
tell if more will be uncovered. Maybe brave (or fool-
hardy) adventurers currently plundering the ruins  
of Vor Kragal will unearth future martial and  
infernal wisdom.
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Level 1 Encounter Exploit

diabolic stratagem Warlord attack 1
A feint attack marks a foe and seemingly leaves you 
defenseless, but it’s just a cunning move to allow you to 
make other attacks.

encounter ✦ Martial, Weapon
standard action Melee weapon
target: One creature
attack: Strength vs. Reflex
hit: 1[W] + Strength modifier damage, and the target is 

marked until the end of your next turn.
effect: You grant the target of this attack combat  

advantage until the start of your next turn. The first 
attack the target makes against you before the start  
of your next turn provokes opportunity attacks from 
you and your allies.

Level 6 Utility Exploit

polearm Vault Warlord Utility 6
You fly over the heads of friend or foe with a vault  
leveraged by your polearm.

encounter ✦ Martial, Weapon
Move action personal
Requirement: You must be wielding a polearm.
effect: Move 4 squares, ignoring difficult and hindering 

terrain. You can use this power to move through an 
enemy’s space, but doing so provokes opportunity 
attacks when leaving a square adjacent to the enemy 
as normal.

Level 9 Daily Exploit

caging Glaive Warlord attack 9
Position your foe and then cage him with a myriad of  
minor swings as long as the foe is within your melee reach.

daily ✦ Martial, Weapon
standard action Melee weapon
Requirement: You must be wielding a reach weapon.
target: One creature
effect: Before making the attack, slide your target to 

any space adjacent to you.
attack: Strength vs. AC
hit: 3[W] + Strength modifier damage, and your target 

is slowed and grants combat advantage to all  
creatures until it starts its turn in a square outside 
your melee reach.

Miss: Half damage and target is slowed and grants 
combat advantage to all creatures until the end of 
your next turn.

Level 13 Encounter Exploit

Malebranche’s pull Warlord attack 13
The painful stab puts your foe off balance. The follow-up 
pull has it groveling in pain.

encounter ✦ Martial, Weapon
standard action Melee weapon
Requirement: You must be wielding a reach weapon.
target: One creature
attack: Strength vs. AC
hit: 2[W] + Strength modifier damage, and slide the 

target 3 squares to a space adjacent to you. After the 
slide, the target is knocked prone. 

Level 16 Utility Exploit

Kyton’s battledance Warlord Utility 16
Inspired by the weaving tactics of chain devils, this  
stance has you weaving through the enemy forces with 
diabolical grace.

daily ✦ Martial, stance
Minor action personal
effect: Once a turn you can spend a minor action to 

shift 1 square. 

Level 19 Daily Exploit

Glasya’s stride Warlord attack 9
As manipulative as the mistress of Malbolge, this exploit 
wreaks havoc among large groups of enemies.

daily ✦ Martial, Weapon
standard action Melee weapon
effect: Shift your speed.
targets: A number of creatures within your melee reach 

at any point during your move up to your Intelligence 
modifier (minimum 1).

attack: Strength vs. AC, one attack per target
hit: 1[W] + Strength modifier damage, and slide the 

target 1 square.
Miss: Strength modifier damage and slide the target 1 

square.

Level 23 Encounter Exploit

pit Fiend’s Fury Warlord attack 23
True power is the ability to prostrate the unwilling.

encounter ✦ Martial, Weapon
standard action close burst 2
Requirement: You must be wielding a polearm.
target: Each enemy in burst
attack: Strength vs. AC
hit: 1[W] + Strength modifier damage and knock the 

target prone.
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Level 29 Daily Exploit

asmodeus’s Gambit Warlord attack 29
Sometimes a minor sacrifice by a commander can yield 
swift and terrible action from the troops.

daily ✦ Martial, Weapon
standard action Melee weapon
special: Before you make the attack, you grant combat 

advantage to all your enemies until the start of your 
next turn.

target: One creature
attack: Strength vs. AC
hit: 4[W] + Strength modifier damage, and you mark 

the target and opportunity attacks against the target 
gain a power bonus to damage rolls equal to your 
Intelligence modifier (save ends).

effect: Until the end of your next turn, enemies making 
a melee attack against you provoke opportunity 
attacks from your allies.

Feats
the following set of feats represents a special pact 
that warlords who multiclass into warlock and the 
infernal pact can take.

Infernal Captain’s Pact 
[Multiclass Warlock]
 Prerequisites: Infernal pact class feature,  
Pact Initiate feat
 Benefit: Once per encounter, as a minor action, 
you can place an Infernal captain’s curse on the 
enemy nearest to you that you can see. the curse 
wreathes the target in the semblance of hellfire. this 
effect radiates light like a torch (radius 5 squares) but 
creates no heat. When you hit a creature under your 
Infernal captain’s curse with an attack, the target 
grants an ally of your choice combat advantage on the 
ally’s next attack.

Infernal Captain’s Fury 
[Multiclass Warlock]
 Prerequisites: 11th-level, warlord, Infernal  
captain’s curse feat, infernal pact class feature,  
Pact Initiate feat
 Benefit: When you hit a creature under your 
Infernal captain’s curse with an attack, you can grant 
an ally 2d6 extra fire damage if the ally hits with 
his or her next attack against the creature instead of 
making the target grant an ally combat advantage on 
the ally’s next attack.
 Increase the extra damage to 3d6 at 21st level.

Hell’s Implement [Multiclass 
Warlock]
 Prerequisites: Warlord, infernal pact class  
feature, Pact Initiate feat
 Benefit: You can use a polearm as a warlock 
implement, adding its enhancement bonus to attack 
rolls and damage rolls for warlock powers that use 
implements. You do not gain your weapon proficiency 
bonus to the attack roll when using a polearm as an 
implement. You cannot use powers or properties  
from the item to empower or enhance your warlock 
attack powers.

Magic Item
this magic polearm is a favorite of those warlords 
who take the infernal captain’s path.

devil’s tongue polearm Level 7+
This wicked polearm’s red lacquered blade takes the shape 
of stylized flames atop a pole of burned wood reinforced 
with black iron.

Lvl 7 +2 2,600 gp          Lvl 12   +3 13,000 gp
Lvl 17 +4 65,000 gp        Lvl 22   +5 325,000 gp
Lvl 27 +6 1,625,000 gp
Weapon: Polearm
enhancement: Attack rolls and damage rolls
critical: +1d8 damage per plus
property: A creature within your melee reach and 

under the effect of your Infernal Captain’s Curses at 
the start your turn takes fire damage equal to your 
Intelligence modifier.

power (daily): Free Action. Use this power when you 
hit a creature under your Infernal Captain’s Curse. 
The target grants combat advantage to all creatures 
(save ends). D
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