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NAME: Ashara, a puszta vihara RACE: Elf CLASS: Ranger (hunter) 

ALIGNMENT: Unaligned XP: 10,000 LEVEL: 7 

 SKILLS 
 TOTAL  (no armor) 

Acrobatics +8 +8 

Arcana +2  

Athletics +11 +11 

Bluff +3  

Diplomacy +3  

Dungeoneering +6  

Endurance +10 +10 

Heal +6  

History +2  

Insight +6  

Intimidate +3  

Nature +13  

Perception +13  

Religion +2  

Stealth +15 +15 

Streetwise +3  

Thievery +8 +8 

 

ABILITIES 
 Score Check 

STRENGTH 12 +4 

CONSTITUTION 14 +5 

DEXTERITY 20 +8 

INTELLIGENCE 8 +2 

WISDOM 16 +6 

CHARISMA 10 +3 

 
SENSES 

PASSIVE INSIGHT 15 

PASSIVE PERCEPTION 24 

SPECIAL SENSES 
low-light vision 

 
LANGUAGES 

Common, Elven 

 
* FEATS AND NON-COMBAT ° CLASS/RACE FEATURES 

* Crossbow Expertise +1 (feat) bonus to attack (already included); your crossbow attacks ignore partial and superior cover. 

* Superior Will +2 (feat) bonus to Will- already included and make save vs daze & stun at the start of your turn 

* Defensive Mobility +2 AC against opportunity attacks. 

* Weapon Focus (Crossbow) +1 (feat) bonus to damage - already included. 

* Distant Advantage You have combat advantage on ranged attacks if the target is flanked by your allies. 

° Group Awareness Non-elven allies within 5 gain +1 (racial) bonus to Perception 

° Ambush Expertise If you make a Stealth check then allies within 10 gain +2 on their next Stealth check  
before  the end of your next turn. 

° Mountain Guide If you succeed on an Athletics (climb) check, the DC is reduced by 2 for allies who see you  
until the end of the encounter. 

° Wilderness Tracker During short rest, make Perception check to find creature tracks in 10-by-10 square area within 24 hours. 

 

EQUIPMENT 
Backpack, bedroll, flint & steel, belt pouch,   2   sunrods, 50' hempen rope, waterskin, some trail rations, 60  crossbow bolts,  scimitar,    

everburning torch (burns forever, no heat, bright light in 5 squares, can be put away in a backpack),   2   pints of oil,   2   torches,  

 

Amulet of Protection +2 (+2 to Fortiude, Reflex, Will; already included) 

Entrapping Crossbow +2 (Critical: +2d6 damage and the target is restrained until the end of your next turn) 

Sylvan Leather Armor +2 (+2 (item) bonus on Athletics and Stealth checks - already included) 

Bracers of the Perfect Shot (+2 (item) bonus on damage rolls with ranged basic attacks). 

  2  Potions of Invulnerability (see next page) 

  1  Lesser Elixir of Invisibility (see next page) 

30 gold pieces, 6 silver pieces 

 

CONCEPT 
Ashara pusztai nomád törzs 
tagja. Csendes léptű, büszke 
felderítő és vadász. A számszeríj 
mestere, elképesztő pontossággal 
és fegyelemmel kezeli a fegyvert. 

 

 

 

 

 
 

total weight: 64 lbs;   normal load: -120 lbs 



 
 
 
 
 
 
 

COMBAT PROFILE 
INITIATIVE +8 SPEED 7 ACTION POINT  

 
DEFENSES 

AC 22 

FORTITUDE 18 

REFLEX 21 

WILL 20 

 HP 

MAX 56 hp 

BLOODIED 28 hp 

SURGE/DAY 8/day 

HP / SURGE  15 hp/surge 

HP: 
 
 

Surges: 
 
 
 

COMBAT FEATURES 
Crossbow Expertise: your crossbow attacks ignore partial and superior cover. 

Distant Advantage: combat advantage on ranged attacks if target is flanked. 

Defensive Mobility: +2 AC against opportunity attacks. 

Wild Step: ignore difficult terrain when shifting 

Superior Will: make save vs daze & stun at the start of your turn (even if there would be no save) 

'Aspect' stances: these powers can be activated at-will; and last until the end of the encounter.  
Only one stance can be active at a time. 
Entrapping Crossbow: critical hit → target is restrained until the end of your next turn 

Crossbow Hunter: load a crossbow as free action. 

 

 

 

 

 

 

 

ATTACK POWERS (at-will, encounter, daily) 
Aimed Shot Make a ranged basic attack. You ignore partial cover and partial concealment;  

the penalty for total concealment is only -2. 
Clever Shot Make a ranged basic attack. Hit: choose one: A) slide the target 2 squares; B) target falls prone; C) target is slowed (save ends). 

Rapid Shot Choose a square in range. Make a ranged basic attack with -2 penalty against all creatures in or adjacent to that square. 

Disruptive Shot 
(3/encounter) 

Ranged attack. X-bow: +14 vs AC. Hit: 1d8 + 9 damage, and the target is either immobilized (save ends) or dazed (save ends).  
Miss: 1/2 damage, and the target is slowed until the end of your next turn. 

 

UTILITY AND NON-ATTACK POWERS (at-will, encounter, daily) 
Aspect of the  
Lone Wolf 

Stance. Minor Action. +2 (power) bonus on damage with basic attacks against bloodied targets.  
At the start of each of your turns, you learn the location of hidden bloodied enemies within 5. 

Aspect of the  
Pack Wolf 

Stance. Minor Action. You do not provoke opportunity attacks for leaving a square adjacent to an ally. 
+1 (power) bonus to attack and +X to damage with basic attacks against targets adjacent to X of your allies. (X must be > 1). 

Aspect of the  
Lurking Spider 

Stance. Minor Action. +2 (power) bonus on damage with combat advantage. 
+2 (power) bonus on Stealth, +5 on climbing Athletics checks. 

Archer's Stairway Minor Action. Shoot a 'ladder' of arrows into a vertical surface of up to 5 continuous squares within range.  
The DC to climb that surface is reduced by 10 until the end of the encounter. 

Reactive Shift If a visible enemy ends its turn adjacent to you → (Immediate Reaction) shift 3 squares. 

Elven Accuracy If you do not like an attack roll you make  → (Free Action) re-roll the attack roll. 

Step of Morning Mist Move Action. Teleport up to 5 squares, then gain +5 (power) bonus on all defenses until the end of your next turn. 

 
MAGIC ITEM POWERS (at-will, encounter, daily, consumable) 

Potion of 
Invulnerability (2) 

Minor Action. You can lose a Healing Surge to gain resist 25 against all damage until the end of your next turn. 

Lesser Elixir of 
Invisibility 

Minor Action. You become invisible until the end of your next turn, or until you make an attack roll. 

 
WEAPON ATTACK  DAMAGE CRITICAL DISTANCE 

Crossbow ranged basic attack +14 1d8 + 11 max + 2d6 
+ restrain 15 / 30 squares 

Scimitar melee basic attack +7 1d8 + 2 max + 1d8 - 

 


