
HEALING value

 

ELF SEEKER / LEVEL 2/ GOOD

“Yadda yadda forests, yadda yadda trespass. Long story short, You're screwed”

Elaine

LANGUAGES

VISION

Common, Elven

Low light

ABILITY SCORE MOD

STR 12 +1

CON 8 -1

DEX 16 +3

INT 10 +0

WIS 20 +5

CHA 10 +0

 SPEED INIT

7 +4

Passive Insight 16
Passive Perception 23

HIT POINTS
(Bloodied 12) 25 Action 

Point
Second 
Wind

Defenses

AC 16

FORT 12

REF 15

WILL 16

Skills
+9 ACROBATICS

+1 ARCANA
+2 ATHLETICS

+1 BLUFF
+1 DIPLOMACY
+6 DUNGEONEERING
+0 ENDURANCE
+6 HEAL

+1 HISTORY

+6 INSIGHT

+1 INTIMINDATE

+13 NATURE

+13 PERCEPTION

+1 RELIGION

+9 STEALTH
+1 STREETWISE
+4 THIEVERY

SURGES    6

Elf
As an elf you may ignore difficult terrain when you shift.
All of your allies gain a +1 to perception checks when you are within
10 squares of them.

EQUIPMENT

Leather Armor
+1 Greatbow
Endless Quiver



 

Biting Swarm Standard / Ranged Weapon 25/  At-Will

+10 vs AC; 1d12+6 thunder damage, the target is deafened, and it and every 
enemy adjacent to it take a -2 penalty to all attack rolls until the end of your 
next turn

Possessing Spirits Standard /Ranged Weapon 25 / Encounter

+10 vs Will; 1d12+6 thunder damage and the target is deafened until the end of your 
next turn. It then makes a melee basic attack against an enemy adjacent to it. If the 
attack hits then both the target and the enemy it hit are dazed until the end of your next 
turn.

Screaming Bow Free/Ranged Weapon 25/Daily

Trigger: You hit an enemy with this weapon. 
Effect: That enemy gains vulnerable 5 thunder (save ends). Each 
creature adjacent to that enemy is deafened and gains vulnerable 
5 thunder until the end of your next turn.

Elven Accuracy Free / Personal/ Encounter

Trigger: You make an attack roll and dislike the result
Effect: Reroll the attack roll and use the second result 

Grappling Spirits Standard / Ranged Weapon 25 /  At-Will

+10 vs AC; 1d12 + 6 thunder damage and the target is slowed, deafened, 
and cannot shift until the end of your next turn.
Special: You may use this power as a ranged basic attack

Inevitable Shot Free /Personal/ Encounter

Trigger: You miss with an attack
Effect: Make a ranged basic attack against another creature within 5 squares of the 
target you missed
Special: You regain use of this power when you use an action point

Bow Expertise
When you hit an enemy with no creatures adjacent to it you deal 1 extra damage

Seeker's Step
You may shift as a minor action

Encaging Spirits Minor /Close Burst 1/ Encounter

Effect: Each enemy in burst is pushed one square and slowed until the end of your 
next turn

Swarm of Bats Standard/Area Burst 2 within 25 /Daily

Each enemy in burst;+10 vs Reflex: 1d12+6 thunder damage 
and the targeted is deafened until the end of your next turn.
Effect: You slide each target 1 square. The burst creates a zone 
of difficult terrain that lasts until the end of your next turn. The 
zone is also difficult terrain for flying creatures. While within the 
zone, enemies grant combat advantage. As a move action, you 
can move the zone 4 squares.
Sustain Minor: The zone persists.

Nature Sense Free/Personal/Daily

Trigger: You would make an initiative check in a natural 
environment
Effect: You make a Nature check in place of your initiative check. 
In addition, you and your allies gain a +4 bonus to all defenses 
until the end of the first round of the encounter.



Character Play Tips Elaine the Seeker:Complexity: 2
Elaine is a controller, she imbues arrows with elemental power and the launches them at her enemies. Her attacks can stop her 

enemies in their tracks and blast groups enemies with fire, cold, or lightning. Her Greatbow enables her to attack enemies as far 
as 125 feet away (25 squares) with ease. As long as she can line up a clear shot the distance doesn't matter. This is important as 
she is more fragile than other character, with lower defenses and hitpoints. Death at a distance is her motto. 
●

●As mentioned above she will not fair well if stuck in melee combat. She doesn't have any melee attacks, and using her ranged 
powers point blank will draw opportunity attacks from her enemies. That doesn't mean she is easily pinned down though. Her 
Seeker's Step class feature lets her shift as a minor action, giving her the opportunity to shift one square and then take a move 
action in order to put as much distance between her and her attack as possible. Since she is an elf difficult terrain does not 
prevent her from shifting. If multiple foes surround her she can use her Encaging Spirits power to push them all away,slowing 
them leaving her a path for escape. 
●

Her at-will powers are both good for different situations. Biting Swarm can drop attack penalties on groups of enemies who are 
bunched up. Grappling Spirits can either be used to slow enemies who are far away from the party, keeping them from 
engaging. Or it can be used to prevent enemies from disengaging by taking away their ability to shift. Both of her at-will powers 
are also  ranged basic attacks and can be used when Inevitable Shot is triggered. 
●

●
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