Chapter Four: Character Classes

ARCHER 
The archer is a master with ranged weapons. Though the name of this class indicates a close connection to bows, many “archers” prefer to fight with thrown weapons, crossbows, or slings. 

The archer excels at long-range combat. If you choose to play an archer, you should focus on keeping away from the enemy. You are at your best when your enemy cannot reach you—and you can rain arrows, daggers, or bolts upon him. Either find adventuring companions who can occupy your opponents while you fight at range, or seek out inaccessible firing points, such as in a tree, atop a boulder, behind cover, and so on. 

Dexterity is the archer’s most important ability, as it improves your chances of hitting with ranged weapons. 

Hit Die: 1d4+4/level 


SKILL GROUPS 

Archers learn to fight on the run, and their long hours of practice with ranged weapons hone their senses to a fine edge. They gain access to the Agility, Athletics, and Perception skill groups and may purchase skills from other groups as normal. 

An archer needs good Spot and Listen skill ranks to notice enemies before they can draw too close. Agility and Athletics allow her to escape from dangerous situations or reach spots that offer excellent sniping opportunities. 

Skill Points at 1st Level: (4 + Intelligence modifier) ×4
Skill Points at Each Additional Level: 4 + Intelligence modifier 

	
	ARCHER  CLASS  FEATURES
	
	

	
	
	
	
	
	
	
	
	
	
	

	
	Level
	Base Attack
	Ranged Base Attack
	Base Defense
	Special Abilities
	Projectile Mastery
	Defense Mastery
	Finesse Mastery
	Other Mastery
	

	
	1
	+0
	+1
	+1
	Aim pool, deadeye shot
	2
	1
	-
	-
	

	
	2
	+1
	+2
	+2
	Bonus feat
	2
	1
	-
	-
	

	
	3
	+2
	+3
	+3
	Deadeye shot
	3
	2
	1
	-
	

	
	4
	+3
	+5
	+4
	-
	3
	2
	1
	-
	

	
	5
	+3
	+6
	+5
	Deadeye shot
	4
	3
	2
	1
	

	
	6
	+4
	+7
	+5
	Bonus feat
	4
	3
	2
	1
	

	
	7
	+5
	+8
	+6
	Deadeye shot
	5
	4
	3
	2
	

	
	8
	+6
	+10
	+7
	-
	5
	4
	3
	2
	

	
	9
	+6
	+11
	+8
	Deadeye shot
	6
	5
	4
	3
	

	
	10
	+7
	+12
	+9
	Bonus feat, Improved Aim
	6
	5
	4
	3
	

	
	11
	+8
	+13
	+10
	Sniper shot
	7
	6
	5
	4
	

	
	12
	+9
	+15
	+10
	-
	7
	6
	5
	4
	

	
	13
	+9
	+16
	+11
	Sniper shot
	8
	7
	6
	5
	

	
	14
	+10
	+17
	+12
	Bonus feat
	8
	7
	6
	5
	

	
	15
	+11
	+18
	+13
	Sniper Shot, Supreme Aim
	9
	8
	7
	6
	

	
	16
	+12
	+20
	+14
	-
	9
	8
	7
	6
	

	
	17
	+12
	+21
	+15
	Killing shot
	10
	9
	8
	7
	

	
	18
	+13
	+22
	+15
	Bonus feat
	10
	9
	8
	7
	

	
	19
	+14
	+23
	+16
	Killing shot
	10
	9
	8
	7
	

	
	20
	+15
	+25
	+17
	Legendary shot
	10
	9
	8
	7
	


FEATS 

Archers focus on ranged combat and, as such, they gain excellent mastery with Projectile feats. They gain average mastery with Defense feats, as they learn to avoid blows and flee melee for a safe firing position. They gain some mastery in Finesse, too—when they must fight in melee, they generally prefer light weapons that take advantage of their excellent agility. 

[image: image1.jpg]


CLASS FEATURES 

The archer’s class abilities revolve around access to the aim token pool. The aim pool represents an archer’s genius at locking onto one target, taking careful aim, and firing a single dart with incredible precision. A skilled archer not only hits her target, she strikes him at the exact point she chooses. 

Weapon and Armor Proficiency: Archers are proficient with all simple weapons, all thrown and projectile martial weapons, and light armor. As an archer, you trained to hit opponents from a distance. You studied melee combat only as a tactic of last resort. 

Ranged Base Attack Bonus: Archers focus much of their training on bows, crossbows, slings, and thrown weapons. When using a projectile or thrown weapon, use the ranged base attack bonus on the Archer Class Features and Mastery table (see page 1). When armed with any other sort of weapon, use the normal base attack bonus. If you take levels of other classes, add the ranged base attack bonus to your other class’ base attack bonus to determine your modifier when using projectile and thrown weapons. Add in the archer’s normal base attack bonus for all other circumstances. 

Aim Pool: At the start of your turn, you may designate a single opponent that you can see (a creature or object) as the target of your aim token pool. You earn 1 aim token against him if you spend a move action doing nothing but aiming at him. You earn 2 aim tokens if you spend a standard action doing nothing but aiming at him. You earn 4 aim tokens if you spend a full-round action drawing a bead on him, doing nothing but aiming. 

In addition, you automatically earn an additional aim token if your target did not move between your last action and your current one. You can take aim against a motionless enemy with ease. You gain this token at the start of your action. 

You spend aim tokens to power various archer class abilities, described below. The longer you aim, the better your shot. In other words, if you spend more aim tokens on an attack, it garners more powerful effects. 

You keep building up aim tokens until you select a different opponent as the target for your aim pool. You can never have more tokens than 10 + your level in a pool at once. You lose any extra tokens you build up above this limit. At some point, additional aiming fails to improve your accuracy. 

When you select a new foe as your target, you lose the aim tokens you have built up and must start accruing them again. Aim tokens that go unspent upon a particular target grant you no special benefits; you must discard them and may begin accumulating new tokens against a different target. You cannot carry aim token pools against more than one target at a time.

	Action Spent
	Aim Tokens Gained

	Move
	1

	Standard
	2

	Full Round
	4

	Target Remains Still
	1


Deadeye Shot: Each time you gain deadeye shot (at 1st, 3rd, 5th, 7th, and 9th levels), you select a new ability from those listed below. Each deadeye shot ability costs a number of aim tokens to use. You spend aim tokens as a free action and apply the effects to the shots you take for the rest of your turn. You must complete this free action before taking a shot, but you cannot use aim tokens to benefit from more than one deadeye shot ability in a given round. 

Unless otherwise stated, a deadeye shot ability costs 1 aim token to use; you cannot spend more than one aim token on an ability to gain its benefits multiple times; you cannot reduce a penalty beyond 0 to turn it into a bonus; you inflict normal damage in addition to the effect described. Where noted below, certain abilities are not available to use on more than one attack in a round. 

You can gain the benefits of deadeye shot abilities only against the target of your aim pool. 

Accurate Shot: If you make a ranged attack as part of an attack action or a full attack action, you gain a +1 bonus to your attack roll for every aim token you spend on this ability. You may spend up to 5 tokens in this way, to gain a +5 bonus. This bonus applies only to one attack roll, but you can spend additional tokens to extend the bonus to subsequent attacks in the round for 2 tokens per attack after the 1st. You cannot use this ability in conjunction with a Manyshot attack. 

Armor Piercing Shot: If you make a ranged attack as part of an attack action or a full attack action, you can decrease your target’s damage reduction (if any) by 3 points per aim token spent. You may spend up to 5 tokens in this manner, the decreased DR applies only to one attack roll, but you can spend additional tokens to extend the bonus to subsequent attacks in the round for 2 tokens per attack after the 1st. You cannot use this ability in conjunction with a Manyshot attack. 

Close-Quarters Archery: You must have the Point Blank Shot base mastery feat and be using a projectile weapon to use this ability. You may use your ranged weapon as a melee weapon for 1 round. You threaten spaces up to your normal reach and make attacks of opportunity as normal. You may not make ranged attacks in the round in which you use this ability. Upon spending tokens to use this ability, you lose half of any aim tokens you have remaining in your pool. 

Distant Shot: You must have the Far Shot base mastery and be using a projectile weapon to use this ability. You may spend 1 token to reduce an attack penalty due to range by 2. You may spend up to 5 tokens in this manner. 

Hamstring Shot: By spending 2 aim tokens, you may make an attack that slows down your target in addition to causing injury. If your next attack successfully deals damage, your target must make a Fortitude save (DC 10 + 1/2 your archer level + your Wisdom modifier + additional tokens spent). If he fails, your target can only move at half normal speed until the end of his turn. You may spend up to 5 additional tokens to increase the DC of the save. 

Improved Rapid Shot: You must have the Rapid Shot base mastery feat to use this ability. You can spend 2 tokens to reduce the attack penalty on the target of your aim pool by 2 when you use Rapid Shot. 

Improved Manyshot: You must have the Manyshot base mastery feat to use this ability. When you make a Manyshot attack on the target of your aim pool, you can spend 2 tokens to reduce the attack penalty by 2. 

Improved Precise Shot: You must have the Precise Shot base mastery feat to use this ability. By spending 1 aim token, you gain +1d8 points of precision-based damage on your next ranged attack. You can spend additional aim tokens for extra damage, at 1 token per extra 1d8 points. The maximum number of tokens you can spend is 5 or half your Projectile feat mastery level, whichever is lower. You only get the extra damage on your next attack. 

Unerring Shot: Spend 1 aim token to use this ability. Before you make your attack, your target must make a Reflex save (DC 10 + 1/2 your archer level + additional tokens spent). If he fails, he loses his active bonus to defense against your next attack; this does not apply to your subsequent shots. You may spend up to 5 additional tokens to increase the DC of the save. 

Bonus Feats: At 2nd, 6th, 10th, 14th, and 18th levels, you gain a bonus feat from the Projectile feat category. 

Improved Aim Pool: You can now fill your aim pool faster than before:

	Action Spent
	Aim Tokens Gained

	Free
	1

	Move
	2

	Standard
	3

	Full Round
	5

	Target Remains Still
	2


Sniper Shot: Each time you gain sniper shot (at 11th, 13th, and 15th levels), you may select one of the abilities described below or one of the deadeye shot abilities above. You spend your aim tokens on sniper shots in the manner described for deadeye shot abilities. You may spend tokens on both a deadeye shot and sniper shot ability at the same time. 

Arrow Ladder Shot: Unlike other aim pool-based abilities, you can use this option only against objects or creatures at least one size category larger than you. You earn your aim tokens against such targets as normal. In the case of objects, you earn aim tokens as normal if they are motionless. 

When you make your attack, you may spend 1 aim token for every 5 feet of the creature’s height to create a “ladder” of arrows. You perforate the target with projectiles that you and your allies can then use as rungs to climb up the target (Climb check, DC 5). You use 2 arrows per 5 feet of height; completing this attack requires a full-round action. If your attack misses, the “rungs” are spaced too far apart to be usable, or perhaps some of the arrows loosen and fall. You can start an arrow ladder on one round and complete it on the next. 

This attack inflicts damage for one ranged attack as normal. If the damage fails to beat an object’s hardness, you fail to form the ladder. Your weapon must inflict piercing damage to use this ability. You can choose to create a persistent ladder, or it can fall apart after one use. 

As a tactical note, when planning an ambush, you can use this ability to sow arrow ladders around the area in advance. This option also ensures that you almost always have a convenient escape route. 

Critical Shot: Using this ability requires an expenditure of 8 aim tokens. Make a single attack as a standard action. If your attack succeeds, you automatically cause a critical threat. You cannot use this ability more than once on a given attack. If you have the Improved Critical 4 feat, reduce the cost of this ability by 1 token. If you have the Improved Critical 8 feat, reduce the cost by an additional 1. 

Daunting Shot: By spending 2 aim tokens, your next shot, if it hits, forced your target to make a Will sace (DC 10 + damage dealt) or become shaken for 2d4 rounds. You may use this ability multiple times per round, but it cannot be used create a condition of worse than shaken. This effect is a fear effect and is thus does not affect mindless creatures or those otherwise immune to fear. 

Deadly Shot: By spending 2 aim tokens, you gain a bonus to damage equal to half your Dexterity bonus to all your ranged attacks on the target of your aim pool for 1 round. 

Disrupting Shot: To use this ability, you must ready an action to fire at your target. If you hit and successfully deal damage, your target must make a Fortitude save (DC 10 + 1/2 your archer level + your Wisdom modifier + additional tokens spent) or lose their actions for the rest of the round. You may spend up to 10 additional tokens to increase the DC of the save. 

Greater Armor Piercing Shot: If you make a ranged attack as part of an attack action or a full attack action and spend 4 aim tokens, you can ignore your target’s damage reduction for 1 round. This bonus applies only to one attack roll, but you can also spend tokens to extend the bonus to subsequent attacks in the same round on the same target, at 2 tokens per attack after the 1st. You cannot use this ability in conjunction with a Manyshot attack. 

Greater Manyshot: You must have the Manyshot base mastery feat to use this ability. When you make a Manyshot attack on the target of your aim pool, you can spend 2 tokens to reduce the attack penalty by 2. 

Greater Rapid Shot:You must have the Rapid Shot base mastery feat to use this ability. You can spend 2 tokens to reduce the attack penalty on the target of your aim pool by 2 when you use Rapid Shot. 

Greater Precise Shot: You must have the Precise Shot base mastery feat to use this ability. By spending 2 tokens, your ranged attacks ignore the defense bonus granted to your target by anything less than total cover, and the miss chance granted by anything less than total concealment. In addition, if your target is in a grapple, you can ignore the chance of hitting another grappler. 

Greater Shot on the Run: When using the Shot on the Run base mastery feat, you gain an additional 3 damage per token spent. You may spend up to 5 tokens in this manner. 

Sundering Shot: As a standard action, you can spend 2 tokens to make a ranged sunder attempt on your target. You take a -4 penalty to your Combat Maneuver check. 
Killing Shot: Each time you gain a killing shot (at 17th and 19th levels), you can select one of the abilities described below or one of the deadeye or sniper shot abilities above. You spend aim tokens on killing shots in the manner described for deadeye shot abilities. You may spend tokens on a deadeye, sniper, and killing shot ability at the same time. 

Death Shot: You must have the Precise Shot base mastery to use this ability, and the target of your aim pool must have lost their active bonus to defense against you. Make a single attack as a standard action; if you hit and successfully deal damage, by spending 10 aim tokens you can force your opponent to make a Fortitude save or be dropped immediately. The DC on the save is 10 + 1/2 your archer level + your Wisdom modifier + additional tokens spent; failure means your opponent is immediately reduced to -1 hit points. You can spend up to 10 tokens to increase the DC of the save. 

Supreme Rapid Shot: You must have the Rapid Shot base mastery feat to use this ability. You can spend 4 tokens to reduce the attack penalty on the target of your aim pool by 4. 

Supreme Manyshot: You must have the Manyshot base mastery feat to use this ability. When you make a Manyshot attack on the target of your aim pool, you can spend 4 tokens to reduce the attack penalty by 4. 

Power Shot: For every aim token you spend, you may subtract 1 from your ranged attack rolls for the round and gain 1 point of bonus damage to your ranged damage rolls. This counts as precision-based damage, and the attack penalties apply even if your target is out of range for the damage bonus. You may spend up to 5 tokens in this way. 

Ranged Disarm: You fire an arrow to knock a weapon from an opponent’s hand. Spend 4 aim tokens and make a single attack as a standard action against your target’s Combat Maneuver Defense. If your result is higher, you knock his weapon to the ground in his current space. The target gains a +4 bonus if his weapon is two-handed. If his weapon is larger than yours, he gains an additional +4 bonus for each size category of difference between his weapon and yours. You do not gain a benefit if you wield a larger weapon. You cannot use this ability more than once on a given attack. 

Ranged Trip: As a normal attack, you may spend at least 4 aim tokens to attempt to trip a target. Resolve your attack as normal. If you hit and inflict damage, your target must succeed at a Reflex save (DC 10 + half your archer level + number of tokens spent) or be knocked prone. He gains the benefits of being prone (and the drawbacks, if applicable) against the rest of your attacks on your action. 
Supreme Aim Pool: As with the improved aim pool ability, above, you gain even more tokens for spending actions:

	Action Spent
	Aim Tokens Gained

	Free
	2

	Move
	4

	Standard
	6

	Full Round
	10

	Target Remains Still
	4


Legendary Shot: The legendary shot, gained at 20th level, is the stuff of epic tales. It is the ultimate expression of the archer’s talents, and those who witness these demonstrations of supreme mastery rarely forget them. 

To attempt a legendary shot, you must spend 20 aim tokens before your attack. You then may fire at your chosen target with one of the following special benefits: 

· All of your shots for the rest of your action hit, as long as you have line of sight to your target. Do not roll to resolve your attacks. 

· Any shot that hits automatically inflicts maximum damage. Treat all damage dice rolled as maximum values. 

· You may take a single shot at an opponent who is out of your line of sight by banking and ricocheting shots. You suffer a –4 penalty to all your attacks, and your opponent must have been in your line of sight on your previous action. This attack assumes that a clear, physical path exists between you and your target. 

· You may attack your target at up to double your weapon’s maximum range without range penalties. 

Choose one benefit from the list above; you cannot spend tokens to gain more than one of them at the same time. You may combine a deadeye, sniper, or killing shot ability with a legendary shot. 

PLAYING AN ARCHER 

Archers fit into almost any culture that develops ranged weapons, such as bows, crossbows, or even thrown weapons. Their expertise makes them valuable allies and deadly enemies. The archer’s talent for ranged fighting makes her stand out from the other classes. No one else is as good at launching an effective attack at long range. 

Some cultures might celebrate archery as the ultimate fighting art. On the open plains or desert, a warrior who engages her opponent at a distance has a tremendous advantage. The archer reigns supreme in areas with little cover or other obstructions. While you might think of the berserker as the best class to model a barbaric civilization, nomadic archers could use horses to swoop down on civilization, launch a deadly raid, and disappear before the town guard can engage them. 

ARCHER STRATEGY 

Playing an archer is a study in contrasts. As you will see in Chapter Six, many of the Projectile feats give you additional attacks as part of a full-attack action. Early in the encounter, identify your target and build up as many aim tokens as possible. When he draws near, and you no longer suffer a range penalty to attacks, pour your tokens into a powerful volley. Getting the drop on your foe is critical for an archer. 

In terms of position, find a spot where you can avoid melee attacks while dishing out volleys. While taking cover behind your friends may seem like an obvious tactic, it has its drawbacks. Any opponent with enough ranks in Tumble can slip by them to attack you, and there may be times when an ally must rush forward and leave you behind. Seek out high points in encounter areas, especially ones that require Climb checks to reach. Safe in your perch, you cut off easy approaches to you while gaining a bird’s-eye view of the action.
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