Special Hunter Variant

This variant is for those who want their hunters to be a bit more like the MMO, as well as the DnD Ranger (and Rexxar too, who follows the two-weapon combat style). This also introduces a great deal of spells meant only for hunters (and elven rangers). This variant is not suggested to be used with the Melee Hunter variant, and the Scout class is removed from the game as well. Any race that has Scout as a favored class (such as Night Elves) may choose Hunter as a favored class instead.
Replaces: The hunter looses all Special Abilities except for his Aspects. This variant also renders the Scout class all but pointless.
Benefits: The hunter’s class features are drastically changed. Check the chart, below:
	Table: The Hunter

	
	
	—Spells per Day—

	Level
	Special
	1st
	2nd
	3rd
	4th

	1st
	Track, wild empathy
	—
	—
	—
	—

	2nd
	Combat style
	—
	—
	—
	—

	3rd
	Aspect of the monkey, endurance
	—
	—
	—
	—

	4th
	Animal companion
	0
	—
	—
	—

	5th
	
	0
	—
	—
	—

	6th
	Aspect of the hawk, improved combat style
	1
	—
	—
	—

	7th
	
	1
	—
	—
	—

	8th
	Swift tracker
	1
	0
	—
	—

	9th
	Aspect of the beast
	1
	0
	—
	—

	10th
	
	1
	1
	—
	—

	11th
	Combat style mastery
	1
	1
	0
	—

	12th
	Aspect of the cheetah
	1
	1
	1
	—

	13th
	Camouflage
	1
	1
	1
	—

	14th
	
	2
	1
	1
	0

	15th
	Aspect of the pack
	2
	1
	1
	1

	16th
	
	2
	2
	1
	1

	17th
	Hide in plain sight
	2
	2
	2
	1

	18th
	Aspect of the wilds
	3
	2
	2
	1

	19th
	
	3
	3
	3
	2

	20th
	
	3
	3
	3
	3


Class Features:

Weapon and Armor Proficiency: A hunter is proficient with all simple and martial weapons, firearms, and with light and medium armor.

Track: A hunter gains Track as a bonus feat.

Wild Empathy (Ex): A hunter can improve the attitude of an animal. This ability functions just like a Diplomacy check to improve the attitude of a person. The hunter rolls 1d20 and adds his hunter level and his Charisma bonus to determine the wild empathy check result. The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly.

To use wild empathy, the hunter and the animal must be able to study each other, which means that they must be within 30 feet of one another under normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it might take more or less time.

The hunter can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but he takes a –4 penalty on the check. 
Combat Style (Ex): At 2nd level, a hunter must select one of two combat styles to pursue: archery or two-weapon combat. This choice affects the character’s class features but does not restrict his selection of feats or special abilities in any way.

If the hunter selects archery, he is treated as having the Rapid Shot feat, even if he does not have the normal prerequisites for that feat.

If the hunter selects two-weapon combat, he is treated as having the Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

The benefits of the hunter’s chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Endurance: A hunter gains Endurance as a bonus feat at 3rd level.

Animal Companion (Ex): At 4th level, a hunter gains an animal companion selected from the following list: badger, camel, dire rat, dog, riding dog, eagle, hawk, horse (light or heavy), owl, pony, snake (Small or Medium viper), wind serpent, or wolf. If the campaign takes place wholly or partly in an aquatic environment, the following creatures may be added to the hunter’s list of options: crocodile, porpoise, Medium shark, and squid. This animal is a loyal companion that accompanies the hunter on his adventures as appropriate for its kind.

This ability functions like the druid ability of the same name, except that the hunter’s effective druid level is one-half his hunter level. A hunter may select from the alternative lists of animal companions just as a druid can, though again his effective druid level is half his hunter level. Like a druid, a hunter cannot select an alternative animal if the choice would reduce his effective druid level below 1st.

Spells: Beginning at 4th level, a hunter gains the ability to cast a small number of divine spells, which are drawn from the hunter spell list. A hunter must choose and prepare his spells in advance (see below).

To prepare or cast a spell, a hunter must have a Spirit score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a hunter’s spell is 10 + the spell level + the hunter’s Spirit modifier.

Like other spellcasters, a hunter can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: The Hunter (above). In addition, he receives bonus spells per day if he has a high Spirit score. When Table: The Hunter indicates that the hunter gets 0 spells per day of a given spell level, he gains only the bonus spells he would be entitled to based on his Spirit score for that spell level. The hunter does not have access to any domain spells or granted powers, as a healer does.

A hunter prepares and casts spells the way a healer does, though he cannot lose a prepared spell to cast a spontaneous spell in its place. A hunter may prepare and cast any spell on the hunter spell list, provided that he can cast spells of that level, but he must choose which spells to prepare during his daily meditation.

Through 3rd level, a hunter has no caster level. At 4th level and higher, his caster level is one-half his hunter level.

Improved Combat Style (Ex): At 6th level, a hunter’s aptitude in his chosen combat style (archery or two-weapon combat) improves. If he selected archery at 2nd level, he is treated as having the Manyshot or Spreadshot feat (depending on his weapon preference), even if he does not have the normal prerequisites for that feat.

If the hunter selected two-weapon combat at 2nd level, he is treated as having the Improved Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the hunter’s chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Swift Tracker (Ex): Beginning at 8th level, a hunter can move at his normal speed while following tracks without taking the normal –5 penalty. He takes only a –10 penalty (instead of the normal –20) when moving at up to twice normal speed while tracking.

Combat Style Mastery (Ex): At 11th level, a hunter’s aptitude in his chosen combat style (archery or two-weapon combat) improves again. If he selected archery at 2nd level, he is treated as having the Improved Precise Shot feat, even if he does not have the normal prerequisites for that feat.

If the hunter selected two-weapon combat at 2nd level, he is treated as having the Greater Two-Weapon Fighting feat, even if he does not have the normal prerequisites for that feat.

As before, the benefits of the hunter’s chosen style apply only when he wears light or no armor. He loses all benefits of his combat style when wearing medium or heavy armor.

Camouflage (Ex): A hunter of 13th level or higher can use the Hide skill in any sort of natural terrain, even if the terrain doesn’t grant cover or concealment.

Hide in Plain Sight (Ex): While in any sort of natural terrain, a hunter of 17th level or higher can use the Hide skill even while being observed.

Hunter Spell List

1st-Level Hunter Spells:
Alarm: Wards an area for 2 hours/level.

Arcane Shot: Fires an arcane missile at a target.

Charm Animal [An]: Makes one animal your friend.

Magic Fang: One natural weapon of subject creature gets +1 on attack and damage rolls.

Moonglaive: You fling a conjured moonglaive at multiple opponents.

Hunter’s Mark: You mark a target, making it easier to hit.

Shadow Meld: Remaining motionless near shadows, you become invisible.

Speak with Animals: You can communicate with animals.

2nd –Level Hunter Spells:

Bear’s Endurance: Subject gains +4 to Sta for 1 min./level.

Beast Sight: See through your companion's eyes.

Bull’s Strength: Subject gains +4 to Str for 1 min./level.

Eagle’s Splendor: Subject gains +4 to Cha for 1 min./level.

Hold Animal [An]: Paralyzes one animal for 1 round/level.

Mend Pet: Heal 1d6 damage/round to pet.

Owl’s Wisdom: Subject gains +4 to Spt for 1 min./level.
3rd-level Hunter Spells

Clairaudience/Clairvoyance: You hear or see at a distance for 1 min./level.

Frost Trap: Creates an arcane trap which freezes targets for 1 min/level

Immolation Trap: Creates an arcane trap which explodes, 1d6 points of damage/level.

Locate Creature: Indicates direction to familiar creature.

Magic Fang, Greater: One natural weapon of subject creature gets +1/4 levels on attack and damage rolls (max +5).

Nondetection M: Hides subject from divination, scrying.

See Invisibility: Reveals invisible creatures or objects.

4th –Level Hunter Spells

Animal Growth [An]: One animal/two levels doubles in size.

Beast Link: You may take mental possession over your animal companion.

Volley: Rain arrows down on your enemies.
Commune with Nature: You learn about terrain for 1 mile/level.

Dominate Animal [An]: Subject animal obeys silent mental commands.

Revive Pet: Raises your pet back to life.

Sting: Fires a poisonous arrow or bullet at an enemy.

New Spells

Arcane Shot

Evocation [Force]

Level: Hunter 1, Elven Ranger 1

Components: V, S, F

Casting Time: 1 swift action
Range: Medium (100 ft. plus 10 ft./lvl)

Target: One creature.

Duration: Instantaneous

Saving Throw: None
Spell Resistance: Yes
The hunter fires a shot made purely of arcane energy out of his weapon.  The hunter must succeed on a ranged touch attack to strike the target with the arcane shot. This shot deals 1d4 points of damage per 2 caster levels (maximum 5d4). This spell is so fast that the hunter may fire an arcane shot along with his normal attacks per round with his ranged weapon.

Focus: Your bow, crossbow, or firearm.

Beast Link

Transmutation

Level: Hunter 4, Druid 4

Components: V, S

Casting Time: 1 standard action

Target: Your animal companion

Duration: 1 min/level (D)

Saving Throw: None

Spell Resistance: No

You temporarily gain control of your animal companion, directing its actions with your thoughts. 
While controlling your pet, you gain the Strength, Agility, and Stamina scores of your animal companion but retain your own Intellect, Spirit, and Charisma scores. You also gain access to all extraordinary and supernatural special attacks and qualities of your animal companion, as well as racial skill bonuses. You have your pet’s hit points, as well as Fortitude and Reflex saves, but retain your Will save. You do not gain access to your animal companion’s skill ranks or spell-like abilities, however, nor do you benefit from any special abilities granted to your pet by being an animal companion, such as improved evasion. 

If your companion is damaged while you control it, you suffer nonlethal damage equal to half the damage done to your companion. If your companion dies while this spell is in effect, you must make a Fortitude save (DC 15) or be rendered unconscious, ending the spell’s effect as well.
While this spell is in effect, your own body lays comatose, and you are unable to sense the world around your body. You do feel any damage done to your body, however, and may end this spell at will, returning to your body instantly. If your pet is far away when this spell ends, it must make its way back to you; however, the link ensures that the pet will always know where to find you. It may be easier to cast summon pet, however, to retrieve your errant friend.
Frost Trap

Conjuration (Creation) [Cold]

Level: Hunter 3

Components: V, S

Casting Time: 1 round

Range: Touch
Effect: 1 conjured trap

Duration: Special

Saving Throw: Reflex save

Spell Resistance: Yes

The hunter creates an arcane trap and places it on a surface. If an enemy comes within 10 feet of the trap, it goes off. The target must succeed on a Reflex save, or be frozen in ice for five rounds. While frozen, the target is unable to move, and all physical and energy attacks strike the ice first (hardness 10, 10 hit points per caster level). If the ice is broken, the spell fades prematurely.

Hunter’s Mark

Evocation

Level: Hunter 1, Elven Ranger 1

Components: V, S

Casting Time: 1 standard action
Range: Medium (100 ft. plus 10 ft./lvl)
Target: One creature.

Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

The hunter marks the target, making it easier to damage the foe. All ranged attacks against the target gain a bonus on attack and damage equal to the hunter’s caster level/4 (maximum +5).

Immolation Trap

Conjuration (Creation, Fire)

Level: Hunter 2

Components: V, S

Casting Time: 1 standard action
Range: Touch
Effect: 1 conjured trap
Duration: 1 minute.

Saving Throw: Reflex half
Spell Resistance: Yes
The hunter conjures an arcane trap and places it on a surface. If an enemy comes within 10 feet of the trap, it goes off, setting the target on fire and dealing 1d6 points of fire damage per level, to a max of 10d6 damage.

Mend Pet

Conjuration (Healing)

Level: Hunter 2, Druid 1

Components: V, S

Casting Time: 1 standard action.

Range: Close (25 ft. plus 5 ft./2 lvls)

Duration: 1 round/level or Concentration

Saving Throw: Will half (harmless)

Spell Resistance: Yes (harmless)

You channel healing energies into your animal companion, mending it of its wounds. Every round, your animal companion heals 1d6 hit points. This spell lasts either to a maximum of 1 round per caster level, or until your concentration breaks.

Revive Pet

Conjuration (Healing)

Level: Hunter 4, Druid 4

Components: V, S, M, DF

Casting Time: 1 round

Range: Touch

Target: Dead animal companion touched

Duration: Instantaneous

Saving Throw: None

Spell Resistance: Yes (harmless)

As Raise Dead (see WoW RPG), but you may only use this spell to revive your animal companion.

Material Component: Rare natural herbs worth 500 gp total, crushed when casting the spell.

Sting

Conjuration (Creation)

Level: Hunter 4, Elven Ranger 4

Components: V, S, F

Casting Time: 1 swift action.

Range: Medium (100 ft. plus 10 ft./lvl)

Effect: One poisoned arrow or bullet.

Duration: Instantaneous.

Saving Throw: Fortitude negates.

Spell Resistance: Yes.

The hunter conjures a poisoned shot, then fires it at the target. The hunter must succeed on a ranged touch attack. If he succeeds, the target must make a Fortitude save, or become poisoned (Initial/Secondary damage: 1d2 Con). This spell is so fast that the hunter may fire an arcane shot along with his normal attacks per round with his bow or gun.

Focus: Your bow, crossbow, or firearm.

Volley

Conjuration (Force)

Level: Hunter 4, Elven Ranger 4

Components: V, S, M, F

Casting Time: One standard action
Range: Medium (100 ft. + 10 ft./level)

Area: 20-ft.-radius spread

Duration: 1 round/caster levels (D)

Saving Throw: Reflex half

Spell Resistance: Yes

To cast this spell, you begin by firing a shot into the sky. Upon reaching its destination, the shot explodes, releasing a rain of arcane ammunition over an area. All creatures within this area suffer 2d6 damage plus an additional +1 per caster level each round, or half with a successful Reflex save. Each round you may fire an additional shot into the air as a standard action, continuing the volley raining down on the area. This spell continues for one round per caster level, or when you cease firing into the air.

Material Component: One ammo shot per round of firing.

Focus: Your bow, crossbow, or firearm.

New Feats
Extra Animal Companion

You may bond with more pets than normal, though you may only have one active at a time.

Prerequisite: The ability to bond animal companions.

Benefit: You may bond with an additional animal companion.

Normal: You may only have one animal companion at any time.

Special: You may only have one animal companion active at a time; other pets remain as normal pets until you activate the link. Changing your animal companion is a standard action. Once switched, your current animal companion gains all the benefits of your level, while previous animal companions return to normal specimens of their type.

You may take this feat multiple times; each time you take this feat, you may bond an additional animal. You still may only have one animal companion active at a time, however.
Improved Animal Companion

Your animal companions gain special abilities.
Prerequisite: Animal companion.
Benefit: Your animal companion gains a new ability, based on its race. If a creature is not described below, choose an ability that most closely relates to its species.
Ape — Thunderstomp (Ex): Apes gain War Stomp as a bonus feat, even if they do not meet its prerequisites.

Avian — Screech (Ex):  Birds and bats gain Intimidating Shout as a bonus feat.
Badger/Wolverine — Ferocity (Ex): The badger or wolverine is such a tenacious combatant that it continues to fight without penalty even while disabled or dying.
Bear — Crush (Ex): On a successful grapple check, a bear deals 1d8 plus twice its Strength bonus points of damage. Larger bears deal more damage with a crush.
Boar — Charge (Ex): If the boar successfully hits during a charge, it deals double damage with its gore attack.
Canine — Furious Howl (Ex): Canines (including hyenas) gain Battle Shout as a bonus feat.

Cat — Prowl (Ex): When attacking an opponent whose denied his Dex bonus to AC or flanked, the cat deals an extra +2d6 damage with each hit. This ability is identical to the rogue’s backstab ability.
Crab/Turtle — Shell Shield (Ex): When using total defense, a crab or turtle gains +6 to its AC, rather than +4, as it hides in its shell.
Crocodile/Raptor — Bleed (Ex): These creatures gain Bloodletter as a bonus feat.
Scorpion/Spider — Virulent Venom (Ex): Venomous vermin gain Ability Focus (poison) as a bonus feat.
Snake, viper — Spit Poison (Ex): Venomous snakes may spit their poison as a ranged touch attack up to 30’ away. 
Snake, constrictor — Grappling Coils (Ex): A constrictor who grapples a foe gains a +4 bonus on grapple checks, including those to constrict.
Tallstrider — Sprint (Ex): Once per hour, a tallstrider can move ten times its normal speed (500 feet) when it makes a charge.

Wind Serpent — Lightning Breath (Ex): The wind serpent gains the ability to generate and spit balls of lightning from its mouth at targets up to 60’ away as a standard action, dealing 2d6 points of damage with a successful ranged touch attack.
Natural Bond

Your bond with your animal companion is exceptionally strong.

Prerequisite: Animal companion.

Benefit: Add three to your effective druid level for the purpose of determining the bonus Hit Dice, extra tricks, special abilities, and other bonuses that your animal companion receives. This bonus can never make your effective druid level exceed your character level.

Improved Natural Bond

Your bond with your animal pet is of epic proportions.

Prerequisite: Character level 21+, animal companion, Natural Bond.

Benefit: Your effective druid level is equal to your class level for the purpose of determining the bonus Hit Dice, extra tricks, special abilities, and other bonuses that your animal companion receives. 

Spreadshot

By double loading your firearm, you can fire multiple bullets simultaneously at a target.
Prerequisite: Agy 17, Exotic Weapon Proficiency (firearms), Point Blank Shot, Rapid Shot, base attack bonus +6.
Benefit: As a standard action, you may fire two bullets at a single opponent within 30 feet. Both bullets use the same attack roll (with a –4 penalty) to determine success, and deal damage normally (see “Special,” below).

For every 5 points of base attack bonus you have above +6, you can add one additional bullet to this attack, to a maximum of four bullets at a base attack bonus of +16. Each bullet after the second, however, adds a cumulative –2 penalty on the attack roll (for a total penalty of –6 with three bullets and –8 with four). Damage reduction and other resistances apply separately against each bullet fired.

Special: Regardless of the number of bullets you fire, you apply precision-based damage only once. If you score a critical hit, only the first bullet fired deals critical damage; all others deal regular damage.

You may make spreadshots only with flintlock pistols, long rifles, and other firearms that fire bullets. Special attack guns like blunderbusses, flamethrowers, and mortars receive no additional benefit from this feat. If you roll a Malfunction when attempting to do a spreadshot, the DC to clear the jam increases by +2 per additional bullet. If the firearm explodes due to a malfunction, it deals an extra die of damage per extra bullet loaded.

You may also use this feat with crossbows (requiring proficiency in crossbows instead). If you roll a natural 1 when attempting to use this feat with a  crossbow, the cord snaps and must be replaced. This feat otherwise works as normal for crossbows.
Warriors can select Spreadshot as one of their warrior bonus feats.

Half-Ogre Hunter Variant Revisited
Half-ogre hunters do not receive proficiency in bows or crossbows, and must choose the Two-Weapon Combat Style. Instead, he receives the following class features, at the indicated levels:

• 4th Level — Summon Nature’s Ally (Sp): Half-ogre hunters are friends with wild beasts and can call on them in times of need. A half-ogre hunter adds the summon nature’s ally I-IV spells to his spell list, at the appropriate levels.
• 4th Level — Call Companion (Su): Using her supernatural connection to the animal world, a half-ogre hunter can call her animal companion to her side. At 4th level she can call her animal companion to appear in any adjacent square. Her animal companion can be anywhere; this ability works even across planes. Calling a companion is a standard action that does not provoke attacks of opportunity. Doing so exhausts the hunter’s highest level spell slot available.
