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NOTES

At level 1, this hero can attack most creatures without having to
move, using their mighty Heavy Bow. This means they can shoot
two arrows, and if they have to move, they can use the Step free
action to move 10 feet. Otherwise, with a single move action, this
hero can swiftly get away from enemies.

Out of combat, this character is both swift and perceptive, able to
notice potential dangers, as well as track and forage in the wilds.
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