
Belgos 
Male Drow Hunter 

Level 1        Good 
 

ABILITY   SCORE  

STRENGTH  11  
Athletics +5 
 

CONSTITUTION 14  
Endurance +2 
 

DEXTERITY  18  
Acrobatics +4, Stealth +11, Thievery +4 
 

INTELLIGENCE 10  
Arcana +0, History +0, Religion +0 
 

WISDOM  16  
Dungeoneering +8, Heal +3, Insight+3, Nature 

Passive Insight 13, Passive Perception 18 
 

CHARISMA  10  
Bluff +0, Diplomacy +0, Intimidate +2, Streetwise 
 

AC   16 

FORTITUDE 13 

REFLEX  15 

WILL   13 

HIT POINTS 26  BLOODIED 

SURGES 8  HP HEALED

SECOND WIND  ACTION POINT
 

INITIATIVE +4  SPEED

VISION DARKVISION, NORMAL 

LANGUAGES COMMON, ELVEN 

 

OTHER ABILITIES (Bonuses inc. in stats 

Ambush Expertise: Whenever you make a Stealth

each ally within 10 squares of you gains a +2 bonus to their 

next Stealth check before the end of your next turn.

Mountain Guide: Whenever you succeed on an Athletics 

check to climb, you reduce the DC of that climb by 2 for your 

allies until the end of the encounter. Only allies who can see 

you make the climb gain this benefit. 

Bow Expertise: You gain a +1 bonus to the damage roll of 

any weapon attack you make with a bow against a single 

creature that is not adjacent to any other creature.
 

EQUIPMENT 
longbow, longsword, leather armour, 60 arrows, adventurer’s 

kit, climbing kit, and 3 gp. 
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CLASS ADVICE  
Rangers are at home among the trees and open fields, keeping the peace 

along the farthest frontiers of civilization. While keeping 

staying far away from the battle, use your bow to rain down attacks that 

scatter or hinder your enemies. Use rapid shot to strike clusters of enemies, 

but switch to clever shot to prevent foes from fleeing or hinder their attacks if 

you can’t hit several foes. 

 

BACKGROUND 
You were born and raised in the forest of Cormanthor, where you lived 

among drow who came to the surface after being kicked out of their houses 

for various reasons. You and your extended family managed to establish an 

uncomfortable but lasting truce with some surface dwellers.

Your frequent forest explorations quickly taught you how t

woodlands as easily as your ancestors did the caverns of their homeland. 

Eventually, you gained a reputation as a skilled hunter and tracker, and you 

struck out on your own, accepting work as a guide, hunter, and mercenary.

Lately, you have begun exploring caverns and underground tunnels. While 

you love the forest, you are beginning to appreciate the underground realm 

your forebears called home. You have come into contact with a handful of 

Underdark-dwelling drow and learned a bit about that 

and intrigues. 

A priestess of Amaunator, Her Radiance Dareen Travaskyr, recently hired you 

to track down a rare ruby that was within a treasure cache rumoured to have 

been lost in the forest. Using the directions the priestess provided

found the treasure and pocketed the ruby.

During your journey back to Dagger Falls, you encountered drow trekking 

through the forest. You hid before they could see you, watching and listening 

as they passed. You could tell these drow were not 

people are, and it sounded like they were speaking of an attack. You believe 

they are members of House Jaelre, a community of dark elves that left the 

surface several years ago to return to the Underdark and take its self

proclaimed rightful place among the greatest houses. You know that House 

Jaelre drow are ruthless and conniving. 

 

PERSONALITY 
You are keenly aware that most surface dwellers think 

to be cruel and duplicitous. For that reason, you make every attempt to be 

jovial, likable, and kind to others. You keep your word, and you seek out 

those who do the same. 

However, when you are injured or see evil forces bullying or hurting 

creatures, the darkness in your soul bleeds into your countenance and 

actions. Your former allies in arms have learned that when life is on the line, a 

terrifying and vicious fighter usurps control of the pleasant comrade they 

thought they knew. 

 

QUOTE 
“I hunt the most exotic prey the surface world has to 
offer.” 
 

Longbow 

At-Will   Weapon 

Standard Action Ranged

Target:  One creature  

Attack:  1d20 + 8 vs. AC  

Hit:  1d10 + 5 damage. 

 

Longsword 

At-Will   Weapon 

Standard Action Melee 

Target:  One creature  

Attack:  1d20 + 3 vs. AC  

Hit:  1d8 damage. 
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POWERS 
All weapon attack powers assume use of the longbow as the main weapon. 
 

Longbow Ranged Basic Attack 

At-Will   Weapon  

Standard Action Ranged weapon (10/20) 

Target:  One creature  

Attack:  1d20 + 8 vs. AC  

Hit:  1d10 + 5 damage. 
 

Aimed Shot Ranger Attack 

Your mastery of the bow allows you to disregard cover, 

concealment, or some other hindrance. 

At-Will   Martial 

Standard Action Personal  

Effect:  You make longbow attack and ignore the 

penalty to attack rolls imposed by partial cover and partial 

concealment. In addition, the penalty to attack rolls imposed 

by superior cover and total concealment is no worse than -2 

for this attack. 
 

Clever Shot Ranger Attack 

By carefully judging your target’s stance, you unleash a shot 

that sends the enemy tumbling. 

At-Will   Martial 

Standard Action Personal  

Effect:  You make a longbow attack. If the attack hits, the 

target is also subject to one of the following effects of your 

choice: 

• You slide the target up to 2 squares. 

• The target falls prone. 

• The target is slowed (save ends). 
 

Rapid Shot Ranger Attack 

You take careful aim at a group of enemies before unleashing 

a succession of arrows. 

At-Will   Martial 

Standard Action Personal 

Effect:  You make a longbow attack against each 

creature in, or adjacent to a square within the attack’s range. 

You take a –2 penalty to the attack rolls. 
 

Aspect of the Dancing Serpent Ranger Utility 

You move like a snake, darting here and there, never 

remaining within reach of your foe. 

At-Will   Primal, Stance 

Minor Action  Personal 

Effect:  You assume a stance, the aspect of the dancing 

serpent. Until the stance ends, you gain the following 

benefits. 

• You can take a free action at the end of each of your 

turns to shift 1 square. 

• You gain a +1 power bonus to attack rolls and 

damage rolls against enemies that have none of 

their allies adjacent to them. 
 

 

 

 

 

 

 

Aspect of the Pack Wolf Ranger Utility 

You fight as a member of the pack, turning your allies’ 

positions to your advantage. 

At-Will   Primal, Stance 

Minor Action  Personal 

Effect:  You assume a stance, the aspect of the pack 

wolf. Until the stance ends, you gain the following benefits. 

• You do not provoke opportunity attacks when 

leaving squares adjacent to your allies. 

• When you attack an enemy adjacent to two or more 

of your allies, you gain a +1 power bonus to the 

attack roll. You also gain a power bonus to damage 

rolls against that enemy. The bonus equals the 

number of your allies adjacent to the enemy. 
 

Second Wind Utility 

You take a moment to catch your breath and gather yourself. 

Encounter   

Standard Action Personal 

Effect:  Spend a Healing Surge and gain a +2 bonus to 

all defenses until the start of your next turn. 
 

Disruptive Shot Ranger Attack 

Through a combination of careful aim and perfect timing, 

your shot ruins your foe’s plans. 

Encounter  Weapon, Martial 

Standard Action Ranged weapon 

Target:  One creature 

Attack:  1d20 + 8 vs. AC  

Hit:  1d10 + 5 damage and you choose for the target 

to be either immobilized (save ends) or dazed (save ends). 

Miss:  Half damage, and the target is slowed until the 

end of your next turn. 
 

DarkFire Drow Racial Utility 

A flickering halo of purple light surrounds the target, making 

it easier to hit. 

Encounter   

Minor Action  Ranged 10 

Target:  One creature 

Attack:  1d20 + 7 vs. Reflex  

Hit:  Until the end of your next turn, all attacks against 

the target have combat advantage, and the target cannot 

benefit from invisibility or concealment. 

 


