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	One Unique  Thing 3: are female dragonborn and you,
	One Unique  Thing 4: with your blue scales, represent lightning.
	ATTACK: +16
	HIT: 10d8+15
	MISS: 20
	Icon Relationships 1: 3 Positive The Crusader
	Icon Relationships 2: 2 Positive Emperor
	Icon Relationships 3: 
	Icon Relationships 4: 
	ATTACK_2: +14
	HIT_2: 10d6 + 9
	MISS_2: 10
	Backgrounds 2: 
	Backgrounds 3: 
	Backgrounds 4: 
	Backgrounds 5: 
	powers  spells 3: Double Attack (At-Will) +16 10d6+15 DMG
	powers  spells 4:     if rolled even, make a 2nd atk
	powers  spells 5: 
	powers  spells 6: (9)LIGHTNING FORK: +15 vs PD rng; rechrg 16+
	powers  spells 7:      1 enemy takes (2d8 x 10)-1 lightning
	powers  spells 8:      miss=1/2; nat+ = atk new target
	powers  spells 9: 
	powers  spells 10: (9)BREATH OF BLUE: +15 vs PD close; 1/day
	powers  spells 11:      (2d10 x 10)-1 lightning & start turn 1d6 near take 25 dmg
	powers  spells 12:      miss=1/2 dmg; 16+ @ turn start to reuse
	equipment GP 3: Compass, Telescope, Binoculars,
	equipment GP 4: 1x black robe, 1x forest camo robe, 
	equipment GP 5: 1x urban camo robe, License To Kill
	equipment GP 6: 
	magic items 3:      1/2 dmg on melee miss this battle.
	magic items 4:      any dmg die < esc die are = esc die
	magic items 5: 
	magic items 6: HEAL: quick close 1/Fight, you or 1 adj ally
	magic items 7:      target can heal using a recovery
	magic items 8: 
	magic items 9: 
	magic items 10: 
	magic items 11: 
	Ability Score Bonus: Off
	undefined: Off
	Extra Magic Item: 
	undefined_2: 
	undefined_3: 
	undefined_4: 
	Feat: Off
	Skills 1: Off
	Hit Points: Off
	Racial Power 2: hit: 1d3 near enemy takes 10d6 Lightning DMG
	Racial Power 1: Breath Weapon: 1/Fight +15 vs PD
	One Unique  Thing 2: employed by The Crusader. All members
	One Unique  Thing 1: You are 1 of 10 elite elemental assassins
	Backgrounds 1: 3 Weather Oracle
	Backgrounds 0: 5 Elemental Assassin (Lightning)
	equipment GP 2: 4x Javelins, Snake leather armor
	equipment GP 1: 1x Machete & 1x Trident
	magic items 2:      melee dmg dice are d12 (d10 w/double atk)
	magic items 1: (9)HAMMER OF FAITH close quick 1/day
	Text48: 
	0: Lethal Hunter Crit Range is 17-20
	1: Duel wield for triple lvl miss dmg
	2: Sorcerer Spell uses STR stat
	3: Toughness +14 HP
	4: breath weapon vs 1d3 enemies
	5: Can Learn Sorcerer At-Will Spell
	6: 1/day use Lethal Hunter on 2 enemies
	7: Can learn 2nd Sorcerer Spell
	8: Cleric Heal 1/Fight
	9: Lethal Hunter Crit x3 if esc die 3+
	10: 

	Text49: 
	0: 
	1: 

	Text50: 
	0: Two Weapon Mastery
	1: Lethal Hunter  1/Fight
	2: Double Melee Attack duel wield = 2 atks
	3: Fey Queen's Enchantment
	4: RANGER EX CATHEDRAL

	Text51: 
	0: +1 ATK with 1 handed weapons
	1: Crit on 17-20 vs 1 enemy for entire battle
	2: dmg die drops to d6, if 1st atk is even, make 2nd atk
	3: Know 1 limited sorcerer spell
	4: Know 1 limited cleric spell

	Text52: 
	0: 5
	1: 4
	2: 3
	3: 0
	4: 1
	5: -1

	Text53: 
	0: 15
	1: 14
	2: 13
	3: 10
	4: 11
	5: 9

	Text54: 27
	Text55: 25
	Text56: 20
	Text57: 
	Text58: 278
	Text59: 
	Text60: 8
	Text61: 10d8
	Text62: 4
	Text63: 
	Text65: Ranger
	Text64: Deedra Bloodwind 
	Text66: Dragonborn
	Text67: 10
	Text68: 
	powers  spells 2: 
	powers  spells 22: Lethal Hunter Quarry 1/Fight
	Text1: 
	0: 21
	1: 18
	2: 16
	3: 10
	4: 12
	5: 8



