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Hit and Run Long Sword O pay Martial, Weapon T Mo Melee 105
ABILITY BAB DEFENSE DAMAGE CRITICAL DAMAGE TARGET: EFFECT: USED:
If you move in the same turn after this attack, leaving
Strength ‘ +6/5 ‘ vs: ‘ Ac ‘ ‘ 1d8/ 1d 10 + 3 ‘ | 11/13 | One creature the first square adjacent to your opponent does not
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Twin Strike Long Sword O pany Martial, Weapon ) Mo Melee or Ranged 105
ABILITY BAB DEFENSE DAMAGE CRITICAL DAMAGE TARGET: EFFECT: USED:
Strength ‘ +6/5‘ vs: ‘ Ac ‘ ‘ 1d8/ 1d 10 + 3 ‘ | 11/13 | One or two creatures Two attacks (main and off-hand weapon)
“ATTTACK-/ POWERNAME WEAPON / IMPLEMENT T AT-WILL KEYWORDS: 5 STANDARD [T IMMEDIATE  RANGE: PHB PAGE:
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Dire Wolverine Strike Long Sword L pany Martial, Weapon 1 Mo Close burst 1 105
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. . ™ .
Eyebite Eyebite H hONTER Arcane, Charm, Implement, Psychic H o - rree Ranged 10 132
ABILITY BAB DEFENSE DAMAGE CRITICAL DAMAGE TARGET: EFFECT: USED:
: i Hit : You are invisible to your target until the start of
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Jaws of the Wolf Long Sword ) Encounrer Martial, Weapon e - rree Melee 106
ABILITY BAB DEFENSE DAMAGE CRITICAL DAMAGE TARGET: EFFECT: USED:
: Two attacks (main and off-hand weapon
stre |+6/5| vs:| AC || 2d8/2d10+3 || 19/23 | one creature . ( por)
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RACIAL FEATURES

- Vision: Low-Light

- Dilettante: Choose 1 at-will power from a class different
from yours. Use this power as encounter power

- Dual Heritage: Take feats that have either elf or human as a
prerequisite

- Group Diplomacy: Grant allies +1 racial bonus to Diplomacy

RITUALS

Common, Elven, Draconic

CLASS / PATH / DESTINY FEATURES

* Class Features *

- Fighting Style: You chose the Two-Blade Fighting Style

- Hunter's Quarry: Once per turn as a minor action, you can
designate the enemy nearest to you as your quarry (only one
quarry at a time). Once per round you can deal an extra 1d6
damage to your quarry. If you have multiple attacks only one
gains the extra damage.

- Prime Shot: You gain an extra +1 to attack, if none of your
allies is nearer to your target than you are.

- You are proficient with following kinds of weapons: Simple
Melee, Military Melee, Simple Ranged, Military Ranged

AT-WILL POWERS (CLASS)

- Hit and Run
- Twin Strike

ENCOUNTER POWERS (CLASS)

- Dire Wolverine Strike
- Eyebite

DAILY POWERS (CLASS)

- Jaws of the Wolf

FEATS

Heroic Tier Feats
- Armor Proficiency: You are trained wearing Leather, Hide
armor.
- Skill Training: Gain training in one skill
You chose: History
- Toughness: Gain 5 additional hit points per tier

EQUIPMENT

TARNOR SELLPRICE. [ | PHB PAGE
Leather Armor -

WEAPON

Long Sword
Battle Axe B

WEAPON

Short Bow B

HOLY SYMBOL / ROD / ORB

214

- 218

218

219

WAND.

STAFF.

ARMS (INCL. SHIELD)

no shield

FEET

mund. 0

HANDS (GLOVES ETC.)

HEAD

NECK

RING 1

RING 2

WAIST

BACKPACK (INCL. WONDROUS ITEMS)

SELL PRICE PHB PAGE

DAILY ITEM POWERS PER DAY

HEROIC (1-10) ] O
PARAGON (11-20) O 0O O O
EPIC (21-30) O O o o o od

ALCHEMICAL MYSTIC SALVES IN
REAGENTS IN GP. GP:

RARE HERBS IN GP: SANCTIFIED

INCENCSE IN GP

RESIDUUM IN GP:

Goldpieces: 2




