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- 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
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* 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



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
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