Hunter’s Quarry
At-Will

“E

Minor Action

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.

Minor Action

Onee par turn, you ean designate the nearest enamy

“You can designate the nearest enemy you can see
nearest you can See as your quarry.

a8 YOUr quarry.

Once per round, when you hit your quarry with an attack,
you deal an extra +106 Lo your quarry. If you can make
multiple attacks in a round, you decide which attack to
apply the extra damage to after all the atiacks are rolled.

Once per round, when you hit your guarry with an
attack, you deal an extra +1d6 te your quarry. 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
Action designate a different target as your quarmy. Y ou can
Mi designate one enemy as your guarry at a fime. |f you
Lo B | have dealt Hunter's Quarry damage since the start of
your tum, you cannot deal it again until the start of your
next wrn.

The target you designate as your guarry remains your
quarry until the end of your next turn. If you have
dealt Hunter's Quarry damage since the start of your
turn, you cannot deal it again until the start of your
next tum.

Special: Increase damage to +2d6 at 11ih level and +3d6

Special: Increase damage to +2d6 at 11th level and | =t 21st level

+3d6 at 21st level.

Lethal Hunter feat: Use d8&'s rather than dé's. Lethisy Hun e o o

Your severe demeanor promises a
deadly conclusion to any enemy you
hunt,

Your severe demeanor promises a

deadly conclusion to a enem uh
deadly conclusi y you hunt, .

Ranger Feature

Hit and Run

At-Will + Martial, Weapon

Ranger (Multiclass) Feature

Careful Attack
At-Will + Martial, Weapon
Standard Action Melee/Ranged

Nimble Strike
At-Will + Martial, Weapon

Standard Action Standard Action Ranged weapo

Melee weapo

Requirement: Two melee weapons or
a ranged weapon

Target: One creature Target: One creature

Attack: Strvs. AC Special: Shift 1 square before or

Target: One creature after you attack
Hit: 1[W] + Str damage
peeoma| Attack: Str (melee) or Dex (ranged) Action PR Attack: Dex vs. AC

Standard | BEAGEA TP G || Increase damage to 2[W] + Strat 21st | PN el

level. Hit: 1[W] + Dex damage.

Hit: 1[W] damage.

(no added Str or Dex damage) Effect: If you move in the same turn
| | after this attack, leaving the first square
adjacent to the target does not provoke
an opportunity attack from the target.

Increase damage to 2[W] + Dex at

21st level.
Increase damage to 2[W] at 21st level.

You study the enemy, looking for a gap
in his defenses. Only when you find it do
you strike.

Let the fighter stand toe fo toe with the
monster. You prefer to make your attack,
then withdraw to safer ground.

You slink past your enemy’s guard to make
your attack, or you make your attack and then
withdraw to a more advantageous position.

Ranger Attack 1 Ranger Attack 1 Ranger Attack 1
Evasive Strike
| Encounter 4 Martial, Weapon
Standard Action  Melee/Rangec

Dire Wolverine Strike

| Encounter 4+ Martial, Weapon
————————__" &
Standard Action Close burst 1

Twin Strike
At-Will + Martial, Weapon
Standard Action Melee/Ranged
weapons

Requirement: Two melee weapons Target: One creature

Requirement: Two melee weapons or a
ranged weapon

Special: You can shift a number of
squares equal to 1 + your Wis either
before or after the attack.

Target: Each enemy in burst you can

Targets: One or two creatures see

FYSL | Attack: Two attacks FYTe O | Attack: Strvs. AC Action
S EN L | Str (melee; main weapon and off-hand Standard SEnL e | Attack: Str (melee) or Dex (ranged)
iWeapon) SEEK (FSR0CdINGIAC Hit: 1[W] + Str damage. vs. AC
Hit: 1[W] damage per attack.
| (no damage bonus)

Hit: 2[W] +
Str damage (melee) or

Increase damage to 2[W] at 21st level. Dex damage (ranged).

Enemies surround you—much to their
chagrin, as you slash them to pieces with
the ferocity of a wounded dire rine,

You confound enemies by weaving
through the battlefield unscathed as you
make your attacks.

If the first attack doesn't kill it, the second
one might.

Ranger Attack 1 Ranger Attack 1

Ranger Attack 1






























