Blood Chalice and Kingsbrand, as they were when received:
Blood Chalice
Implement, warlock only, Avaryn only

Feed the Chalice

Power (at-will), standard. • Implement 

You may ‘feed’ the Blood Chalice a rod, wand, or other non-weapon warlock implement, destroying the implement. The Blood Chalice now has the properties of that implement available as an option. Whenever you take a short rest, you may as a free action shift the implement properties of the Blood Chalice to any implement it has consumed. However, the overall enhancement bonus of the Blood Chalice is a constant equal to the highest enhancement bonus it has consumed.

Summon Izzylyptyc

Power (daily), minor action • Implement
Close burst 1. Summons Izzylyptyc the Impling into an unoccupied square as a minion under your control. Izzylyptyc ceases to be summoned is he is more than one mile away from you. If Izzylyptyc is killed he cannot be summoned again until you take an extended rest. Izzylyptyc may have special properties versus Magraravich. Using this power does not count towards your daily limits on item use.

Izzylyptyc the Impling

 Level 3 Minion
Tiny immortal humanoid (devil) 

Initiative +8 Senses Perception +8; darkvision

HP 1 (immune to damage on a miss)

AC 17; Fortitude 15, Refl\ex 15, Will 15

Resist 15 fire

Speed 4, fly 6 (hover)

mBite (standard; at-will)
+7 vs. AC; 1d6 + 1 damage.

M Tail Sting (standard; recharges when the imp uses vanish) ✦
Poison
+8 vs. AC; 1d8 + 3 damage, and the imp makes a secondary

attack against the same target. Secondary Attack: +5 vs. Fortitude;

the target takes ongoing 5 poison damage and a –2 penalty to

Will defense (save ends both).

Vanish (standard; at-will) ✦ Illusion
The imp becomes invisible until the end of its next turn or until it

attacks.

Do Over! Do Over! (immediate interrupt, daily)
Reroll a thievery check and use the second roll.

Alignment Evil Languages Common, Supernal

Skills Stealth +9, Thievery +9

Str 12 (+2) Dex 17 (+4) Wis 14 (+3)

Con 16 (+4) Int 16 (+4) Cha 16 (+4)
Kingsbrand
Weapon, paladin only, lawful good alignment only

Longsword +X*

Character Level
X=
1


+2

6


+3

11


+4

16


+5

21


+6

26


+7
Crit: +1d8 radiant per plus, +1d10 radiant per plus vs abominations, devils, and demons, +1d12 radiant per plus vs Magraravich

Stand In Opposition
Power (encounter), immediate interrupt

When battling Magarravich, a thin film of holy light emanates from your sword, enveloping your entire body.

Trigger: You are attacked by Magraravich.

Until the end of encounter, you gain:

-Immune to push, pull, slide, and fear effects by Magraravich.

-Resist all X vs Magraravich, where X is ½ of your character level.

Lightshroud Augmentation
Power (at-will), free
Your sword blazes with a white holy fire, dissipating in a burst of divine power when you next strike.

-Spend an encounter power to add an augmentation to your next at-will power.

-Spend a daily power to add an augmentation to your next encounter power.

-Spend two daily powers to add an augmentation to your next daily power.

Unused augmentations are lost when an encounter ends. You may use multiple augmentations with a single power; but not the same augmentation twice. Additionally, whenever you gain a new utility power, you may add an additional augmentation option of your own creation (DM approval required).

Augmentations:

Valkyrie Strike: If hits, is an automatic critical.

Twin Justice: When using a power that targets one creature, you may apply the attack to two creatures that would be eligible targets. You still only make one attack and damage roll, it is applied to both targets.

Honor’s Reach: You may extend the range of a power with a numeric range (‘range #’ or ‘burst within # squares’) by X, where X is ½ of your character level.

