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Light Crossbow +7 1d8+3 Pierc  80/320, Slow: -10’ to foe
Longbow +7 1d8+3 Pierce

Shortsword (Left Hand) +5 1d6+3 Slash = Vex: After dealing dmg,
Shortsword (Right Hand) +5 1d6+0 Slash Advantage on next attack

- *Hail of Thorns +1d10 Piere dmg 1st Lvl Bonus

against that foe for 1 rnd.
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Favoured Enemy: Cast Hunter’s
Mark 2/day for free.

Weapon Mastery: 1)Light
Crossbow, 2) Shortsword

Deft Explorer: Perception

Umbral Sight: Darkvision 60’
-While in Darkness, gain
Invisibility vs. any creature that
is using Darkvision to see you.

Ambusher: On your first turn of
each combat encounter, gain
+10’ movement.

Dread Strike: 3/LR, you can deal
an extra 2d6 Psychic damage to
any one attack per turn.

the Frightened condition.
Nimble: Move without penalty
through any Large (or bigger)

creature’s space.

Luck: Re-roll any Natural 1
rolled with d20. Use new roll.

Stealthy: Can Hide behind

creature of Medium+ size.
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