
Grimlock, AC 17, Fortitude 18, Refex 16, Will 14

Large Chaotic Evil Ogre Hunter (ranger 3)

STATISTICS
Initiative +3, Speed 8
Passive Checks 18 Perception (tremor-sense 10), 12 
Intuition
Special: Sounding Boots, Choker of Unsettling 
Resttlessness
Languages Giant, Goblin (poorly)

HP 42, Bloodied 21; 11 Healing surges (10 hp each)
Defenses AC 17, Fortitude 18, Refex 16, Will 14
Armor +1 magic tleather, +1 Choker of Unsettling 
Resttlessness
Saves +2 (Resilient Focus)

Abilities  Str 21, Con 20, Dex 16, Int 4, Wis 15, Cha 7
Trained Skills  +13 Athletics, +8 Dungeoneering, 
+10 Nature, +8 Perception, +9 Stealth
Special: Sounding Boots, Choker of Unsettling 
Resttlessness
Feats Cunning Stalker
Equipment Hemp rope, rations, water skin x2

TRAITS

Cunning Stalker: You gain combat advantage 
against enemies that have no creatures adjacent to 
them other than you.
Mountain Guide: When 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 that see you make the climb gain this beneft.
Primitive Hunter: You gain a +1 feat bonus to 
weapon atack rolls that you make with a thrown 
weapon. In addition, you gain a +1 bonus to the 
damage roll of any weapon atack that you make 
with a thrown weapon against a single creature that 
is not adjacent against any other creature.

Resilient Focus: You gain a +2 feat bonus to saving 
throws.
Weapon Talent: You gain a +1 bonus to the atack 
rolls of weapon atacks.
Wilderness Tracker: During a short rest, you can 
make a Perception check to inspect the area around 
you. If the check succeeds, you determine the number 
and nature of the creatures that have moved through 
the area in the past 24 hours. You ascertain when and 
where they entered the area as well as when and 
where they lef.

STANDARD

Greatclub Basic Atack

At-Will * Weapon (2-handed)
Standard Action * Melee weapon

Target: One adjacent creature
Attack: +9 vs AC
Hit: 2d4 +5 damage

Unstoppable Javelin +1 Basic Atack

At-Will * Weapon (heavy thrown)
Standard Action * Range 10/20

Target: One creature
Attack: +11 vs AC
Hit: 1d6 +6 damage
Critical: +1d8 damage

Efect: Te Unstoppable Javelin returns to your 
hand.

Javelins (3) Basic Atack

At-Will * Weapon (heavy thrown)
Standard Action * Range 10/20

Target: One creature
Attack: +10 vs AC
Hit: 1d6 +5 damage

Aimed Shot Ranger Atack

At-Will * Martial
Standard Attack * Personal

Efect: You make a ranged basic atack with a 
weapon, ignoring the penalty to atack rolls imposed 
by partial cover and partial concealment. In 
addition, the penalty for superior cover and total 
concealment is no worse than -2 for this atack.

Clever Shot Ranger Atack

At-Will * Martial
Standard Attack * Personal

Efect: You make a ranged basic atack with a 
weapon. If the atack hits, the target is also subject 
to one of the following efects of your choice:

• You slide the target up to 2 squares.
• Te target falls prone.
• Te target is slowed (save ends).

Rapid Shot Ranged Atack

At-Will * Martial
Standard Attack * Personal

Efect: You make a ranged basic atack with a 
weapon against each creature in or adjacent to a 
square within an atack's range. You take a -2 
penalty to the atack rolls.
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Disruptive Shot Ranger Atack

Encounter (special) * Martial, Weapon
Standard Action * Ranged weapon

Target: One creature
Attack: (javelin) +10 vs. AC
Hit: 1d6 +3 damage and you choose for the target 
to be either immobilized (save ends) or dazed (save 
ends).

Improved Disruptive Shot: You gain one more use 
of Disruptive Shot per encounter, but you can still 
only use it once per turn.

MOVE

Hurling Charge Racial Power

Encounter * Primal, Weapon
Standard Action * Personal

Efect: Te ogre atacks with a javelin. If the atack 
hits, the ogre charges atack as a free action.

MINOR

Aspect of the Lone Wolf Ranger Utility

At Will * Primal, Stance
Minor Action * Personal

Efect: You assume a stance, the Aspect of the Lone 
Wotlf. Until the stance ends, you gain the following 
benefts:

• When you make a basic atack against a 
bloodied enemy, you gain a +2 power 
bonus to the atack roll.

• At the start of each of your turns, you learn 
the location of every hidden, bloodied 
enemy within 5 squares of you.

Aspect of the Lurking Spider Ranger Utility

At Will * Primal, Stance
Minor Action * Personal

Efect: You assume a stance, the Aspect of the 
Lurking Spider. Until the stance ends, you gain the 
following benefts:

• You gain a +2 power bonus to Stealth 
checks.

• You gain a +2 power bonus to Athletics 
checks made to climb.

• While you have combat advantage against 
an enemy, you gain a +2 power bonus to 
damage rolls against it.

Stalker's Mist Ranger Utility

Daily * Primal, Zone
Minor Action * Area burst 1 within 10 squares

Efect: Te burst creates a zone that lasts until the 
end of the encounter. Squares in the zone are 
heavily obscured to your enemies.
Move Action: You move the zone up to 5 squares.

ITEMS

+1 Choker of Unsetling 
Restlessness 

Level 2 Common

Item Slot: Neck
Enhancement: +1 to Fortitude, Refex, and Will

Property: While unconscious or dead, your eyes 
continue to function normally, allowing you to blink 
and make Perception checks and knowledge checks.
Property: While dead, your soul continues to linger 
close to your physical form as though afected by 
the Gentle Repose ritual (Player's Handbook pg 305).

Sounding Boots Level 3 Uncommon

Item Slot: Feet
Property: Gain tremorsense 10.

Power (At-Will * Illusion): Minor Action. Choose 
a creature you have heard walking. Until you use 
this power again, your footsteps sound exactly like 
those of the chosen creature.

+1 Unstoppable Javelin Level 3 Uncommon

Weapon: Javelin (+2 prof bonus, heavy thrown, 1d6 
damage)
Enhancement: +1 to atack and damage rolls
Critical: +1d8 damage

Power (Encounter * Weapon): Standard Action. 
Trow the unstoppabtle javetlin and make the 
following atack: Atack: Close line 40 (creatures in 
line). +6 vs Refex. Hit: 1d6 + 6 damage. On a critical 
hit, the target is pushed to the last square of the line 
(or the last unoccupied square in the line) and 
restrained (save ends). Efect: If there are no 
creatures restrained by the javetlin, it returns to your 
hand.
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