Archer

 
	When it comes to shooting a bow, no one does it better than an archer.  Not simply a soldier with a longbow, the archer has trained to master the art of marksmanship.  Most archers are trained by a mentor though a few are self-taught.  Archers can fulfill many different roles from simple hunting or open warfare, to more sinister activities like assassination.


 
 
	Requirements

Feats: Weapon Focus (any bow except crossbows), Point Blank Shot, Precise Shot, Far Shot
Skills(Ranks): Balance(4), Concentration(4), Spot(4)
Base Attack +5

	Hit Die: 1d8

	Skill Points: 2 + Int modifier

	Class Skills

Balance (Dex), Concentration (Con), Climb (Str), Craft (Int), Jump (Str), Profession (Wis), Spot (Wis)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+0
	+2
	+0
	Hit Bonus (+2)

	2
	+1
	+0
	+3
	+0
	Uncanny Accuracy (1/day)

	3
	+2
	+1
	+3
	+1
	Greater Far Shot

	4
	+3
	+1
	+4
	+1
	Piercing Damage

	5
	+3
	+1
	+4
	+1
	Hit Bonus (+3)

	6
	+4
	+2
	+5
	+2
	Uncanny Accuracy (2/day)

	7
	+5
	+2
	+5
	+2
	Rapid Fire

	8
	+6
	+2
	+6
	+2
	Penetrating Shot

	9
	+6
	+3
	+6
	+3
	Hit Bonus (+4)

	10
	+7
	+3
	+7
	+3
	Uncanny Accuracy (3/day)


 
	Class Features

Weapon and Armor Proficiency: none
 
Hit Bonus - The archer gains the listed bonus to attack rolls with bows (except crossbows).
 
Uncanny Accuracy - The archer may roll the d20 twice for an attack roll with bows (except crossbows), taking the most favorable result.  The player must declare that he using this ability before the rolls are made.  This ability may only be used the listed number of times per day.
 
Greater Far Shot - The archer doubles his range increment with bows (except crossbows).  This replaces the one-half range increase provided by the Far Shot feat with respect to bows.
 
Piercing Damage - The archer deals an additional 1d6 points of damage with bows (except crossbows).  In the event of a critical this damage is multiplied normally.
 
Rapid Fire - The archer gains an additional attack at his highest base attack bonus with bows (except crossbows) when using the full-attack action.
 
Penetrating Shot - The archer may use a full-round action to make a single shot with a bow (but not a crossbow) that negates his target’s armor.  This effectively allows the archer to make ranged touch attacks.


