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SPECIAL ABILITIES
–– RACIAL ABILITIES ––
× Dexterity+4, Charisma+2 × Base land speed of 40 feet. × +1 Natural Armor bonus. × 
Low-Light Vision × +2 racial bonus on Listen and Move Silently checks. × Favored 
Class: Ranger –– CLASS ABILITIES ––
× Proficient in light armor
× Proficient with all simple       weapons, and with Throwing Axe, Handaxe, Shortbow, 
Composite Shortbow,       Short Sword.
× Uncanny Dodge (Ex): You retain your Dexterity bonus to AC even       if flatfooted or 
struck by an invisible attacker. × Trackless Step(Ex): You leave no trail in natural 
surroundings; and cannot be       tracked unless you choose to. × Evasion(Ex): On a 
successful Reflex save against a magical attack, you take no       damage. × Fast 
Movement(Ex): Your speed increases (limited by armor and encumbrance) × 
Camouflage(Ex): You can use the Hide skill in any sort of natural terrain; even if the       
terrain doesn't grant cover or concealment. × Trapfinding(Ex): You can use the Search 
skill to locate traps when the task has a       DC higher than 20. You can use the Disable 
Device skill to disarm magic traps. × Skirmish(Ex): For any round in which you move at 
least 10', you gain 3d6 damage       and a +2 competence bonus to AC. × Battle 
Fortitude(Ex): You gain a +0 competence on Fortitude saves and initiative       checks. × 
Flawless Stride(Ex): You can move through any terrain that slows movement at full       
speed and without suffering damage or impairment. Magically manipulated areas       
still hamper you. × Always Ready(Ex): You gain a +1 bonus on initiative checks. × 
Streetwise(Ex): You gain a +2 competence bonus to Gather Information and       
Knowledge (local). –– FEATS ––
× Blind-Fight(PH 89) : Reroll miss chance for concealment × Combat Expertise(PH 92) : 
Trade attack bonus for AC (max 5 points). × Improved Feint(PH 95) : Feint in combat as 
move action. × Dodge(PH 93) : +1 dodge bonus to AC against selected target. × 
Mobility(PH 98) : +4 dodge bonus to AC against some attacks of opportunity. × Spring 
Attack(PH 100) : Move before and after melee attack. × Weapon Finesse(PH 102) : Use 
Dex modifier instead of Str modifier on attack rolls       with light melee weapons. × 
Brachiaton : Swing through trees at normal land speed × Improved Skirmish(CS 78) : 
Move 20ft to gain +2d6 points of damage and +2 to AC. –– TRAITS ––
× Easygoing (UA Pg 87) : Gain +1 on Gather Information checks, -1       on Intimidate. × 
Relentless (UA Pg 90) : Gain +1 on Constitution checks made to continue tiring       
effects. If ever you would become fatigued you instead become exhasted. 
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If your cleric level is double 
the HD of the undead or more, 

the undead are 
destroyed/commanded rather 

than turned/rebuked. 
Dispelling rebuking/turning 
works like turning/rebuking, 

but you must equal or exceed 
the check result of the cleric 

who rebuked/turned.
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