Archer-Ranger Kit

Ranger kit: The Archer

Racial Requirements:  Elf, Half-Elf

Ability Requirements: Str 12, Dex 15, Con 13,Wis 14.

Prime Requisite: Strength, Dexterity, Wisdom

Hit Die Type: D10

Attack as: Ranger

Save as: Ranger

Advance as: Ranger

Spell Ability: Ranger

Exceptional Strength: No

Exceptional Constitution: Yes

Weapon Slots: 4

Additional Slot: 3

Nonproficiency Penalty:  -3 (melee), -1 (bows)

Nonweapon Proficiencies: 3

Additional NWP Slot: 3

Available Categories: General, Warrior, Wizard

Bonus Proficiencies: Bowyer, Hunting, Tracking

Recommended Proficiencies: Animal Lore, Endurance

Starting Funds: 5d4x10 gold pieces

Description:

The Archer is the epitome of elven skill with the bow. If there is a difficult shot to make, he will make it.

Incredibly skilled in the use of bows and stealthy as a shadow, the Archer is a skilled infiltrator and spy.

He can make a handsome living as a hunter and as a forest guide. Archers are known for decorating their bows and arrows, and therefore often take the Artistic Ability (woodcarving) proficiency. Bows and arrows made by an Archer are often elaborate works of art as well as being of a very high quality, and fetch high prices. The Archer is also a deadly addition to any adventuring band as he is often able to take out more enemies than a skilled swordsman, given some distance and some cover. A slight, moving shadow and a flurry of arrows are usually the last things invaders and hostile creatures see….

Archers usually get along well with druids, bards, rangers, and other persons who respect nature. Few Archers come from cities; they most often hail from small towns or villages, or elven settlements deep in the woods.  As do most rangers, Archers will work for the good of both nature and civilisation. Archers most often worship gods of archery, hunting, nature/forests, and rangers. No self-respecting Archer will ever be seen using a crossbow!

Special Abilitie:

1: The Archer may increase his rate of fire to 3/1.

2: Normal Called Shots are penalised with +1 to initiative and -4 to hit.

The Archer, however is so good with a bow that he gains a +1 to hit with Called Shots for every four experience levels. This bonus applies to those Called Shots that can be done with a bow.

3: The Archer gains a bonus of -2 on Speed Factor with bows. (Longbow speed 6, for example). This is in addition to other bonuses, magical or otherwise.

4: The Archer’s Dexterity bonus to hit applies to damage rolls as well.

5: Due to his extensive woodland training, the Archer recieves an additional 5% bonus to his Move Silently and Hide in Shadows abilities. This bonus is in addition to those granted by race, armour and Dexterity.

Special Hindrances:

1: The Archer is limited in his choice of melee weapons, since he disdains them so much. Initially, he may only choose short swords and daggers. Later weapon proficiencies may be devoted only to small or medium sized weapons of speed factor 4 or less. If his enemies do come in close, the Archer is enough trouble without attempting a parry with a two-handed sword! All attack rolls in close combat are made with a -2 penalty. Strength bonuses and special elven bonuses may negate this penalty, but the Archer will never get a bonus to hit in melee. The nonproficiency penalty is -3 with melee weapons, -2 with bows.

2: The Archer may wear leather armour or no armour at all, other types of armour are too restrictive. Due to the Archer’s extensive woodland training he considers even elven chain mail to be too cumbersome, so he cannot wear it. If the Archer does wear types of armour other than leather, he loses all kit benefits but still suffers all the hindrances. He cannot use shields. Many Archers choose not to wear armour because of the bonuses to their Move Silently and Hide in Shadows abilities they gain by not wearing armour.

3: If the Archer rolls a fumble with serious implications (hit friend, hit self, etc.), he is so shocked by his ineptitude that he is at -2 to hit for the rest of the battle. This is in addition to any other penalties. This rule only applies to bows, the Archer already knows that he is no good with a sword!

4: The Archer cannot have exceptional (percentile) Strength. By nature, the Archer is more of a stealthy shadow than a brawling warrior. The maximum Strength score is a straight 18.

