Ranger Powers and Abilities

	Ranger Abilities

	Ranger Level
	Hide in Shadows
	Move Silently
	Casting Level
	Priest Spell Levels

1      2       3

	1
	10%
	15%
	~
	~
	~
	~

	2
	15%
	21%
	~
	~
	~
	~

	3
	20%
	27%
	~
	~
	~
	~

	4
	25%
	33%
	~
	~
	~
	~

	5
	31%
	40%
	~
	~
	~
	~

	6
	37%
	47%
	~
	~
	~
	~

	7
	43%
	55%
	~
	~
	~
	~

	8
	49%
	62%
	1
	1
	~
	~

	9
	56%
	70%
	2
	2
	~
	~

	10
	63%
	78%
	3
	2
	1
	~

	11
	70%
	86%
	4
	2
	2
	~

	12
	77%
	94%
	5
	2
	2
	1

	13
	85%
	99%
	6
	3
	2
	1

	14
	93%
	99%
	7
	3
	2
	2

	15
	99%
	99%
	8
	3
	3
	2

	16
	99%
	99%
	9
	3
	3
	3


	Ranger Experience Levels

	Level
	XP
	Hit Dice (D10)

	1
	0
	1

	2
	2,250
	2

	3
	4,500
	3

	4
	9,000
	4

	5
	18,000
	5

	6
	36,000
	6

	7
	75,000
	7

	8
	150,000
	8

	9
	300,000
	9

	10
	600,000
	9+3

	11
	900,000
	9+6

	12
	1,200,000
	9+9

	13
	1,500,000
	9+12

	14
	1,800,000
	9+15

	15
	2,100,000
	9+18

	16
	2,400,000
	9+21

	17
	2,700,000
	9+24

	18
	3,000,000
	9+27

	19
	3,300,000
	9+30

	20
	3,600,000
	9+33

	Ranger Melee Attacks Per Round

	Ranger Level
	Attacks per Round

	1-6
	1 / round

	7-12
	3 / 2 rounds

	13 & up
	2 / round


	Ranger Special Bonuses & Penalties

	1) The ranger must be good. 

	2) Tracking as bonus non-weapon proficiency.   

     Receives a +1 bonus to check for every 3 levels.

	3) Must have a hated species enemy at 2nd level, the 

     ranger receives a +4 to hit his hated enemy and 

     the ranger suffers a –4 to all encounter reactions

     with the specified enemy. Further more the ranger

     will seek to destroy this first in combat.

	4) When dealing with domestic or non-hostile 

    creatures, the ranger can automatically befriend it.

	5) Wild or trained attack animals must make a save

     vs. rods to resist the rangers overtures, with a –1

     for every 3 levels of experience of the ranger. If 

     the creature fails, the ranger can shift the animals

     reaction one category in either direction.
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