Anya
Level  4 - Dreamblade
	Strength
	10
	(+0)
	
	Armor Class
	18

	Constitution
	14
	(+2)
	
	Fortitude Defense
	15

	Dexterity
	18
	(+4)
	
	Reflex Defense
	19

	Intelligence
	11
	(+0)
	
	Will Defense
	17

	Wisdom
	10
	(+0)
	
	
	

	Charisma
	18
	(+4)
	
	Initiative
	+6

	
	
	
	
	Speed
	6

	
	
	
	
	
	

	Hit Points
	41
	
	Bloodied
	20
	

	Healing Surges
	9
	OOOOO  OOOO
	
	
	

	HP Healed
	10
	
	
	
	


	Skills
	
	Feats

	Passive Insight
	15
	Extra Power (Encounter): Land of Confusion

	Passive Perception
	22
	Human Perseverance (+1 to saves)

	Acrobatics
	+11
	Lethal Dreams

	Athletics
	+7
	

	Bluff
	+11
	

	Diplomacy
	+11
	Race and Class Features

	Endurance
	+4
	Confusing Target (Concealed until first hit)

	Heal
	+2
	Dream Hunter  

	Insight
	+7
	Dream Step (+4 AC vs. Opportunity Attacks)

	Perception
	+7
	Shadow Walk (concealed if move 3 squares)

	Stealth
	+6
	

	Streetwise
	+11
	Normal Vision



Equipment
+1 Longsword, leather armor, dagger, adventurer’s kit, writer’s kit, 3 healing potions

Basic Attack

Attack


Damage
Range/Properties
+1 Longsword
    
+5 vs. AC    

1d8+1


Dagger


+6 vs. AC (+9 thrown)
1d4 (1d4+4)
5 squares normal / 10 squares maximum





At-Will Powers
Dream Hunter
    
Dreamblade Feature
You make an adjacent enemy more vulnerable to your powers. 
At-Will 




Minor Action 1/round

Close 1
Target: One creature
Effect: You designate the target as your quarry. Once per round you may add +1d8 psychic damage to an attack that hits your quarry. The target remains your quarry until you use this power against another target, your quarry is defeated, or the encounter ends. 

Dream Strike


Ranger Attack 1
You study the enemy, looking for a gap in his defenses. Only when you find it do you strike. 
At-Will



Martial, Weapon
Standard Action


Melee weapon
Target: One creature
Attack: +9 vs. Will
Hit: 1d8 + 5 psychic damage.

Nimble Strike


Ranger Attack 1
At-Will



Martial, Weapon
Standard Action


Melee weapon
Target: One creature
Special: Shift 1 square before or after you attack
Attack: +9 vs. AC
Hit: 1d8 + 5 damage. 

Shadow Strike


Ranger Attack 1
At-Will



Martial, Weapon
Standard Action


Ranged weapon
Target: One creature
Attack: +9 vs. Will
Hit: 1d8 + 5 damage and you are invisible to target until start of your next action.

Encounter Powers
Moving Target


Ranger Utility 2
You are not, in fact, where they think you are.
Encounter



Martial
Immediate Reaction


Personal
Trigger: Enemy moves adjacent to you.
Effect: Slide 2 squares.

 Positioning Strike


Ranger Attack 1
You strike an enemy and confuse its movement. Encounter


Martial, Weapon
Standard Action


Melee weapon
Target: One creature
Attack: +9 vs. Will
Hit: 2d8 + 6 damage and target slides 4.

Land of Confusion

Attack 3
You create an area where illusions overwhelm reality and dreams seem made flesh.
Encounter
            
Standard Action
Area burst 1 within 10 squares
Target: Any creature within burst
Attack: +6 vs. Will
Hit: Target is blinded until start of its turn.
Effect: You create a zone of illusion. The zone is treated as difficult terrain and any creature other than you attacking from or ending its movement in the zone is treated as blind.
Sustain Minor: You may sustain up to 5 minutes.

Dream Puppet            

Ranger Attack 1
You use illusions to move someone where you wish.
Encounter 


Martial, Weapon
Standard Action


Ranged 10
Target: One creature
Attack: +6 vs. Will
Hit: Target slides 4.
Miss: Target slides 1.

Distracting Dreams
Encounter
Standard Action
Target: One creature
Attack: +6 vs. Will
Hit: 2d6 + 4 psychic damage and target takes a -4 to attack rolls until the start of your next turn.

Daily Powers
Dazing Strike

        
Ranger Attack 1
Daily  


 Martial, Reliable, Weapon
Standard Action            

Ranged weapon
Target: One creature
Attack: +9 vs. Reflex
Hit: 2d8 + 6 damage and target is dazed (save ends).
Miss: Half damage and target is dazed until the start of your next turn.

