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	Character Name: Lem (Lemorinthanus)
	Race: Elf
	Class: Ranger
	Level: 1
	Player Name: 1
	Alignment: Good
	Size: M
	Age: 46
	Gender: M
	Height: 5'11"
	Weight: 160
	Paragon Path: 
	Epic Destiny: 
	Current XPNext Level: 0/1000
	STR: 16
	CON: 12
	DEX: 18
	INT: 10
	WIS: 14
	CHA: 8
	STRMOD: +3
	CONMOD: +1
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	will_abilmod: 2
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	will_featenh: 
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	Immunities, Resistances, Etc: 
	Acrobatics: 8
	Arcana: 0
	Athletics: 7
	Bluff: -1
	Diplomacy: -1
	Dungeoneering: 7
	Endurance: 0
	Heal: 2
	History: 0
	Insight: 2
	Intimidate: -1
	Nature: 4
	Perception: 9
	Religion: 0
	Stealth: 3
	Streetwise: -1
	Thievery: 3
	Acrobatics_halfplusabil: 4
	Arcana_halfplusabil: 0
	Athletics_halfplusabil: 3
	Bluff_halfplusabil: -1
	Diplomacy_halfplusabil: -1
	Dungeoneering_halfplusabil: 2
	Endurance_halfplusabil: 1
	Heal_halfplusabil: 2
	History_halfplusabil: 0
	Insight_halfplusabil: 2
	Intimidate_halfplusabil: -1
	Nature_halfplusabil: 2
	Perception_halfplusabil: 2
	Religion_halfplusabil: 0
	Stealth_halfplusabil: 4
	Streetwise_halfplusabil: -1
	Thievery_halfplusabil: 4
	Acrobatics_racialmod: 
	Arcana_racialmod: 
	Athletics_racialmod: 
	Bluff_racialmod: 
	Diplomacy_racialmod: 
	Dungeoneering_racialmod: 
	Endurance_racialmod: 
	Heal_racialmod: 
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	Insight_racialmod: 
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	Nature_racialmod: 2
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	Stealth_racialmod: 
	Streetwise_racialmod: 
	Thievery_racialmod: 
	Acrobatics_trained: 5
	Arcana_trained: 
	Athletics_trained: 5
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	Diplomacy_trained: 
	Dungeoneering_trained: 5
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	Insight_trained: 
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	Nature_trained: 
	Perception_trained: 5
	Religion_trained: 
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	MaxHP: 29
	Bloodied: 14
	Surges Per Day: 7
	Surge Value: 7
	Notes: 
	Initiative: +6
	Speed: 7
	SpecialMovement: 
	Passive Insight: 12
	Passive Perception: 19
	VisionType: 
	Racial Traits: Ability Scores: +2 Dexterity, +2 Wisdom
Size: Medium
Speed: 7 squares
Vision: Low-light
Languages: Common, Elven
Skill Bonuses: +2 Nature, +2 Perception
Elven Weapon Profwiciency: You gain proficiency with the longbow and the shortbow.

Fey Origin: Your ancestors were native to the Feywild, so you are considered a fey creature for the purpose of effects that relate to creature origin.

Group Awareness: You grant non-elf allies within 5 squares of you a +1 racial bonus to Perception checks.

Wild Step: You ignore difficult terrain when you shift (even if you have a power that allows you to shift multiple squares).

Elven Accuracy: You can use elven accuracy as an encounter power.
	Class/Path/Destiny Traits: Armor Proficiencies: Cloth, leather, hide
Weapon Proficiencies: Simple melee, military melee, simple ranged, military ranged
Bonus to Defense: +1 Fortitude, +1 Reflex
Hit Points at 1st Level: 12 + Constitution score
Hit Points per Level Gained: 5
Healing Surges per Day: 6 + Constitution modifier

Two-Blade Fighting Style: Because of your focus on two-weapon melee attacks, you can wield a one-handed weapon in your off hand as if it were an off-hand weapon. In addition, you gain Toughness as a bonus feat.

Hunter’s Quarry: Once per turn as a minor action, you can designate the enemy nearest to you as your quarry. Once per round, you deal extra damage to your quarry. The extra damage is based on your level. If you can make multiple attacks in a round, you decide which attack to apply the extra damage to after all the attacks are rolled. The hunter’s quarry effect remains active until the end of the encounter, until the quarry is defeated, or until you designate a different target as your quarry. You can designate one enemy as your quarry at a time. Extra damage: 1st–10th +1d6

Prime Shot: If none of your allies are nearer to your target than you are, you receive a +1 bonus to ranged attack rolls against that target.
	Background and Personality: 
	Languages: Common, Elven
	Feat_Row01_Column1: Toughness [Class Feat]
	Feat_Row02_Column1: Quick Draw [1]
	Feat_Row03_Column1: 
	Feat_Row04_Column1: 
	Feat_Row05_Column1: 
	Feat_Row06_Column1: 
	Feat_Row07_Column1: 
	Feat_Row08_Column1: 
	Feat_Row09_Column1: 
	Feat_Row10_Column1: 
	Feat_Row11_Column1: 
	Feat_Row01_Column2: 
	Feat_Row02_Column2: 
	Feat_Row03_Column2: 
	Feat_Row04_Column2: 
	Feat_Row05_Column2: 
	Feat_Row06_Column2: 
	Feat_Row07_Column2: 
	Feat_Row08_Column2: 
	Feat_Row09_Column2: 
	Feat_Row10_Column2: 
	Feat_Row11_Column2: 
	Powers_1_1: Race
	Powers_1_2: E
	Powers_1_3: Elven Accuracy
	Powers_2_1: 1
	Powers_2_2: AW
	Powers_2_3: Nimble Strike
	Powers_3_1: 1
	Powers_3_2: AW
	Powers_3_3: Twin Strike
	Powers_4_1: 1
	Powers_4_2: E
	Powers_4_3: Two-Fanged Strike
	Powers_5_1: 1
	Powers_5_2: D
	Powers_5_3: Sudden Strike
	Powers_6_1: 
	Powers_6_2: 
	Powers_6_3: 
	Powers_7_1: 
	Powers_7_2: 
	Powers_7_3: 
	Powers_8_1: 
	Powers_8_2: 
	Powers_8_3: 
	Powers_9_1: 
	Powers_9_2: 
	Powers_9_3: 
	Powers_10_1: 
	Powers_10_2: 
	Powers_10_3: 
	Powers_11_1: 
	Powers_11_2: 
	Powers_11_3: 
	Powers_12_1: 
	Powers_12_2: 
	Powers_12_3: 
	Powers_13_1: 
	Powers_13_2: 
	Powers_13_3: 
	Powers_1_4: 
	Powers_1_5: 
	Powers_1_6: 
	Powers_2_4: 
	Powers_2_5: 
	Powers_2_6: 
	Powers_3_4: 
	Powers_3_5: 
	Powers_3_6: 
	Powers_4_4: 
	Powers_4_5: 
	Powers_4_6: 
	Powers_5_4: 
	Powers_5_5: 
	Powers_5_6: 
	Powers_6_4: 
	Powers_6_5: 
	Powers_6_6: 
	Powers_7_4: 
	Powers_7_5: 
	Powers_7_6: 
	Powers_8_4: 
	Powers_8_5: 
	Powers_8_6: 
	Powers_9_4: 
	Powers_9_5: 
	Powers_9_6: 
	Powers_10_4: 
	Powers_10_5: 
	Powers_10_6: 
	Powers_11_4: 
	Powers_11_5: 
	Powers_11_6: 
	Powers_12_4: 
	Powers_12_5: 
	Powers_12_6: 
	Powers_13_4: 
	Powers_13_5: 
	Powers_13_6: 
	Equipment_Row01_Column1: Backpack
	Equipment_Row01_Column1_cost: 15
	Equipment_Row02_Column1: Bedroll
	Equipment_Row02_Column1_cost: -
	Equipment_Row03_Column1: Flint and steel
	Equipment_Row03_Column1_cost: -
	Equipment_Row04_Column1:  Pouch, belt
	Equipment_Row04_Column1_cost: -
	Equipment_Row05_Column1: Rations, trail (10 days)
	Equipment_Row05_Column1_cost: -
	Equipment_Row06_Column1: Rope, hempen (50 ft.)
	Equipment_Row06_Column1_cost: -
	Equipment_Row07_Column1: Sunrods (2)
	Equipment_Row07_Column1_cost: -
	Equipment_Row08_Column1: Waterskin
	Equipment_Row08_Column1_cost: -
	Equipment_Row09_Column1: -----------------------------------------------------
	Equipment_Row09_Column1_cost: 
	Equipment_Row10_Column1: Battleaxe  +2 Prof  1d10
	Equipment_Row10_Column1_cost: 15
	Equipment_Row11_Column1: Handaxe +2 Prof  1d6
	Equipment_Row11_Column1_cost: 5
	Equipment_Row12_Column1: Handaxe +2 Prof  1d6
	Equipment_Row12_Column1_cost: 5
	Equipment_Row13_Column1: Longbow  +2 Prof  1d10
	Equipment_Row13_Column1_cost: 30
	Equipment_Row14_Column1: -----------------------------------------------------
	Equipment_Row14_Column1_cost: 
	Equipment_Row15_Column1: Hide Armor  +3 AC  -1 Check  -0 Speed
	Equipment_Row15_Column1_cost: 30
	Equipment_Row16_Column1: -----------------------------------------------------
	Equipment_Row16_Column1_cost: ------------
	Equipment_Row17_Column1: Total Gold Spent
	Equipment_Row17_Column1_cost: 100
	Equipment_Row18_Column1: 
	Equipment_Row18_Column1_cost: 
	Equipment_Row19_Column1: 
	Equipment_Row19_Column1_cost: 
	Equipment_Row20_Column1: 
	Equipment_Row20_Column1_cost: 
	Equipment_Row01_Column2: 
	Equipment_Row01_Column2_cost: 
	Equipment_Row02_Column2: 
	Equipment_Row02_Column2_cost: 
	Equipment_Row03_Column2: 
	Equipment_Row03_Column2_cost: 
	Equipment_Row04_Column2: 
	Equipment_Row04_Column2_cost: 
	Equipment_Row05_Column2: 
	Equipment_Row05_Column2_cost: 
	Equipment_Row06_Column2: 
	Equipment_Row06_Column2_cost: 
	Equipment_Row07_Column2: 
	Equipment_Row07_Column2_cost: 
	Equipment_Row08_Column2: 
	Equipment_Row08_Column2_cost: 
	Equipment_Row09_Column2: 
	Equipment_Row09_Column2_cost: 
	Equipment_Row10_Column2: 
	Equipment_Row10_Column2_cost: 
	Equipment_Row11_Column2: 
	Equipment_Row11_Column2_cost: 
	Equipment_Row12_Column2: 
	Equipment_Row12_Column2_cost: 
	Equipment_Row13_Column2: 
	Equipment_Row13_Column2_cost: 
	Equipment_Row14_Column2: 
	Equipment_Row14_Column2_cost: 
	Equipment_Row15_Column2: 
	Equipment_Row15_Column2_cost: 
	Equipment_Row16_Column2: 
	Equipment_Row16_Column2_cost: 
	Equipment_Row17_Column2: 
	Equipment_Row17_Column2_cost: 
	Equipment_Row18_Column2: 
	Equipment_Row18_Column2_cost: 
	Equipment_Row19_Column2: 
	Equipment_Row19_Column2_cost: 
	Equipment_Row20_Column2: 
	Equipment_Row20_Column2_cost: 
	Weapon/Power1: Battleaxe
	Weapon/Power1_ability: STR
	Weapon/Power1_defense: AC
	Weapon/Power1_RangeReach: Melee
	Weapon/Power1_abilplushalflevel: 3
	Weapon/Power1_class: 
	Weapon/Power1_prof: 2
	Weapon/Power1_tohitfeat: 
	Weapon/Power1_ToHit: +5
	Weapon/Power1_abil: 3
	Weapon/Power1_damagefeat: 
	Weapon/Power1_damageenh: 
	Weapon/Power1_damagemisc1: 
	Weapon/Power1_damagemisc2: 
	Weapon/Power1_Damage: 1d10+3
	Weapon/Power2: Longbow
	Weapon/Power2_ability: DEX
	Weapon/Power2_defense: AC
	Weapon/Power2 _RangeReach: 20/40
	Weapon/Power2_abilplushalflevel: 4
	Weapon/Power2_class: 
	Weapon/Power2_prof: 2
	Weapon/Power2_tohitfeat: 
	Weapon/Power2_tohitenh: 
	Weapon/Power2_misc: 
	Weapon/Power2_ToHit: +6
	Weapon/Power2_abil: 4
	Weapon/Power2_damagefeat: 
	Weapon/Power2_damageenh: 
	Weapon/Power2_damagemisc1: 
	Weapon/Power2_damagemisc2: 
	Weapon/Power2_Damage: 1d10+4
	Weapon/Power3: Handaxe, Melee/Thrown
	Weapon/Power3_ability: STR
	Weapon/Power3_defense: AC
	Weapon/Power3_RangeReach: 5/10
	Weapon/Power3_abilplushalflevel: 3
	Weapon/Power3_class: 
	Weapon/Power3_prof: 2
	Weapon/Power3_tohitfeat: 
	Weapon/Power1_tohitenh: 
	Weapon/Power1_misc: 
	Weapon/Power3_ToHit: +5
	Weapon/Power3_abil: 3
	Weapon/Power3_damagefeat: 
	Weapon/Power3_damageenh: 
	Weapon/Power3_damagemisc1: 
	Weapon/Power3_damagemisc2: 
	Weapon/Power3_Damage: 1d6+3
	Skills_armorpenalty: -1


