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Ranger: +0 Circumstance bonus on crit confirmation w/ chosen weapon 

(doesn't stack w/ Critical Focus)

FAVORED CLASS RACIAL BENEFITS (not yet automated)

RANGER

- Favored Enemy (Ex): Gain bonus on 

Bluff/Knowledge/Perception/Sense Motive/Survival checks, weapon 

attacks and dmg rolls; may make Knowledge skill checks untrained 

when attempting to identify these creatures; +2 vs. Undead

- Track (Ex): Gain +3 on Survival checks to follow/identify tracks

- Wild Empathy (Ex): Spend 1 min and roll 1d20+6 to improve attitude 

animal w/in 30' as if using Diplomacy; influence magical beast w/ Int of 1 

or 2 at –4 penalty

- Combat Style Feat (Ex): Gain bonus feats related to Archery combat: 

Precise Shot, Rapid Shot

- Endurance: Gain Endurance as bonus feat

- Favored Terrain (Ex): Gain bonus on Knowledge 

(geography)/Perception/Stealth/Survival checks, initiative checks when 

in favored terrain; may leave no trail & cannot be tracked; + in Forest 

(coniferous and deciduous)

- Hunter’s Bond (Ex): Move Action; grant bonus vs. single target of 

appropriate type to all allies w/in 30' who can see or hear you; bonus 

lasts 1 rnd(s); +1 vs. Undead

- Ranger Spells: Casts divine spells from ranger spell list; must choose 

and prepare spells in advance; Wisdom is primary ability for bonus 

spells and DC; must spend 1 hour each day to regain daily allotment of 

spells: 1st level:  (DC 12): 2 spells per day

CLASS ABILITIES

• Elven Immunities: immune to magic sleep effects; +2 Racial bonus on 

saves vs. enchantment spells/effects

• Elven Magic: +2 Racial bonus on CL checks vs. SR; +2 Racial bonus 

on Spellcraft checks to identify properties of magic items

• Keen Senses: +2 Racial bonus on Perception checks

• Low-light Vision: see twice as far as humans in dim light, retaining 

ability to distinguish color/detail under these conditions

• Weapon Familiarity (Elven): proficient w/ Longbow, Longsword, 

Rapier, Shortbow; all "Elven" weapons are Martial

TRAITS

FEATS (feats marked with † are not yet fully automated)

- Alertness: +2 bonus on Perception and +2 bonus on Sense Motive

- Armor Proficiency, Light: No penalties on attack rolls while wearing 

light armor

- Armor Proficiency, Medium: No penalties on attack rolls while wearing 

medium armor

- Endurance: +4 bonus on Swim checks to resist nonlethal dmg from 

exhaustion; Con checks to (1) continue running, (2) avoid nonlethal dmg 

from forced march, (3) hold your breath (4) avoid nonlethal dmg from 

starvation/thirst; Fort saves to (1) avoid nonlethal dmg from hot/cold 

environs and (2) resist dmg from suffocation;  may sleep in 

Light/Medium armor w/out becoming fatigued

- Point-Blank Shot: +1 bonus on attack and dmg rolls w/ ranged wpn if 

foe is w/in 30'

- Precise Shot: No penalty for shooting into melee

- Rapid Shot: Full-attack Action; fire 1 additional time in a round but all 

attack rolls take a –2 penalty

- Shield Proficiency: No penalties on attack rolls when using a shield

RACIAL ABILITIES
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