Talzeen Arrowshift

Male Elf Ranger 8
HD: 8 [16 and 1d4+6 each level after+11 Toughness]

HP:  85
Speed: 8 squares [Elf] 
Statistics: Strength 12 (1/5), Dexterity 20 (5/9), Constitution 15 (2/6), Intelligence 11 (0/4), Wisdom 16 (3/7), Charisma 16 (3/7)

Armor Class: 23[10+5 Dexterity+4 level+4 Swift Chain Shirt] 

Armor Class [Ranged]: 23
Fortitude: 17 Reflex: 21 Will: 17
Base Attack/Damage: +4 
Physical: +9
Customization: 6
Attack: Shocking Longsword +7 vs. AC [1d8+5 and 1d6 electricity, 19-20 Critical Hit FOLLOW UP: +1d6 electricity] and Flaming Shortsword +7 vs. AC [1d6+5 and 1d6 fire, 19-20 Critical Hit FOLLOW UP: +1d6 fire]
Ranged Attack: Feywild Bow of Reiterative Strike, Range 12, +9 vs. Ranged AC [1d8+5, Critical Hit +2d6, Once per encounter, reroll missed ranged attack]
Special Actions:
Second Wind, 2/day [12 hp at Bloodied]

At Will:
Aimed Shot: Standard, +13 vs. Ranged AC [As Ranged Attack]

Dual-Shot: Standard, +5 vs. Ranged AC [2d8+10]
Compromising Shot: Standard, +9 vs. Ranged AC [Ranged Attack, FOLLOW UP: +9 vs. Reflex, -2 to Armor Class for 1 round]

Dual Strike: Standard, Make one melee attack with both weapons.

Advantageous Shot: Standard, +9 vs. Ranged AC [Ranged Damage, subject is subject to Combat Advantage]
Per Encounter (3)
Elven Accuracy [Racial]: Re-roll one attack roll at a +2 bonus.

Hamstring Shot: Standard, +9 vs. Ranged AC [Ranged Damage, FOLLOW UP: +9 vs. Fortitude, Half Movement Speed]

Expertise Strike: Standard, +9 vs. AC Requires Combat Advantage [Both weapons hit, add wisdom damage to roll]

Finesse Shot: Standard, +9 vs. Ranged AC [Add dexterity to damage]
“Feather Me Yon Oaf!”: Standard, Area 5, Allies make 1 ranged attack.
Whirlwind Attack: Full-round, Area 1, +9 vs. AC [Harm all in area with melee attack if roll is equal to or greater than AC]

Favored Foe: Swift, Range 10, +9 vs. Will [Subject suffers -4 to defenses against the ranger’s attack for the encounter, as do all of the same type as the subject]

Finishing Shot: Standard, +9 vs. Ranged [Bloodied Target suffers critical hit]
Sleeper Shot: Standard, +9 vs. Ranged [Ranged Damage, FOLLOW UP: +9 vs. Fortitude, Fatigued, otherwise Exhausted]

Shot On The Run: Full-Round, SEQUENCE: move half speed, make +9 vs. AC ranged attack, move half speed
Per Day (2)

Arrow Volley: Full-Round, Cone 6, +9 vs. Ranged [Ranged Damage]
Parrying Blades: Immediate, Negate one melee attack

Immobilizing Shot: Standard, +9 vs. Ranged [Ranged Damage, +9 vs. Fortitude, Target cannot make move actions for 1d4 rounds]

Tracker’s Sense: Ritual, 1 Hour, pick up trail of foe encounter 8 or less hours ago.

Beast Pact: Ritual, 8 Hours [Call upon a Level 4 Animal to serve you indefinitely, you  may not use this ability more than once a day and if your companion dies you may not call upon a new one for 24 hours

Feats: Extra Second Wind, Martial Study [“Feather Me Yon Oaf!”], Toughness, Alertness, Survivor [Suffer no penalties while bloodied until ¼ hp], Weapon Focus [Longbow], Martial Study [Shot on the Run]

Skills: Related Skills: 9 + Skill Mod, Unrelated Skills: 2 + Skill Mod, +3 Perception [1 for elf, 2 for alertness]
Possessions: 100 gold pieces, Armor, Weapons, Amulet of Greater Beast Pact, Headband of Accuracy [1/day Recharge a per encounter power as a swift action]

