A Pathfinder Roleplaying Game Beginner Box class

You are a skilled woodsman, a dedicated hunter and an implacable foe to your enemies. In time you’ll learn how to harness the
power of nature to cast spells.

Place your highest ability score into Wisdom. Place your next highest score into Strength for a two-weapon ranger or Dexterity for
an archery ranger.

1°T Level Ranger Class Features

F Write these numbers in the Class boxes of Section F:

Fortitude Save +2 Hit Points 10
Reflex Save +2 Attack Bonus +1
Will Save +0 Skill Ranks 6

D Mark these class skills in Section D of your character sheet:

Climb Perception
Heal Ride
Knowledge (Dungeoneering) Spellcraft
Knowledge (Geography) Stealth
Knowledge (Nature) Swim

E ARMOR AND WEAPONS

In Section E of your character sheet, mark off light armor, medium armor, shields, simple weapons and martial weapons.

F FAVORED ENEMY

Write Favored Enemy in Section F of your character sheet. Pick one favored enemy from the list below. You gain +2 to attack and
damage rolls against your selected enemy. You also gain +2 to Knowledge, Perception and Sense Motive checks against your
favored enemies.

Favored Enemy Type Favored Enemy Type
Aberration Monstrous Humanoid
Animal Ooze

Construct Outsider

Dragon Undead

Humanoid Vermin

Magical Beast

F TRACKING

Write Tracking in Section F of your character sheet. You may make Perception checks to follow tracks (in the Core rules you'll use
the Survival skill for this). The DCis 10 for soft ground, 15 for firm ground and 20 for hard ground. Tracking requires a standard
action and you move at half rate while tracking.

F WiLD EMPATHY

Write Wild Empathy in Section F of your character sheet. Per the Diplomacy skill (pg. 36 of Hero’s Handbook) you may attempt to
improve the initial attitude of an animal that is visible to you and within 30 feet. Roll 1d20 and add your level and CHA modifier.

J STARTING WEALTH

Rangers start with 175 GP to purchase initial armor, weapons and equipment.

You are done with 1*-Level Ranger. Turn to Page 32 of the Hero’s Handbook.



2"° LEVEL RANGER HIT POINTS + 1D10 + CON

Add the following bonus feat to Section | of your character sheet:

COMBAT STYLE: Select either Archery to Two-Weapon Fighting style (see below).

TRACKING: You gain a +1 bonus to your tracking checks.

Attack Bonus Add +1
Fortitude Save Add +1
Reflex Save Add +1
Will Save CHﬁgGE

COMBAT STYLE

e Archery: Select a bonus feat from Far Shot, Point Blank Shot, Precise Shot or Rapid Shot.
¢ Two-Weapon Fighting: You may wield a light melee weapon (i.e. a dagger, light hammer, light mace, short sword, starknife
or throwing axe) in your off-hand, giving you a second melee attack each combat round; apply a -2 penalty to each attack roll.

RD
3™ LEVEL RANGER HIT POINTS + 1D10 + CON Attack Bonus Add +1
ENDURANCE FEAT: You gai in I i Fortitude Save NO
: gain Endurance as a bonus feat. You may sleep in light or medium armor
without becoming fatigued. You also gain +4 bonus to CON checks and Fort saves related to Cold, Heat, CHANGE
Starvation and Thirst and Suffocation (pg. 47 of the Game Master’s Guide). R efI ex Save NO
FAVORED TERRAIN: Choose one favored terrain from the list below. You gain a +1 bonus to all checks CHANGE
made while in your favored terrain, or that are made in relation to your favored terrain (such as a knowledge .
check). This includes initiative, attack and damage rolls. WI” Save Add +1
FAVORED TERRAIN TYPES
e Desert Terrain
e  Forest Terrain
e Mountain Terrain
e  Swamp Terrain
e  Urban (City) Terrain
th
4" LEVEL RANGER HIT POINTS + 1D10 + CON Attack Bonus Add+1
Write the following new class feature in Section F of your character sheet: Fo rtitUde Save Add +1
HUNTER’S BOND: You may spend a move action to grant your allies a +1 bonus to attack and damage
rolls against a single creature. The bonus lasts for a number of rounds equal to your WIS modifier Reflex Save Add +1
(minimum 1). Multiple Hunter’s Bonds do not stack on the same target.
TRACKING: You gain a +1 bonus to your tracking checks. Will Save NO
CHANGE
TH
5" LEVEL RANGER HIT POINTS + 1D10 + CON Attack Bonus Add +1
FAVORED ENEMY: Y. Fortitude Save NO
: You may select a second favored enemy from the favored enemy table. CHANGE
FAVORED TERRAIN: You gain a +1 bonus to your favored terrain. Reflex Save NO
CHANGE
Will Save NO

CHANGE




FEATS
ENDURANCE

BENEFIT

You may sleep in light or medium armor without
becoming fatigued. You also gain +4 bonus to CON
checks and Fort saves related to Cold, Heat, Starvation
and Thirst and Suffocation (pg. 47 of the Game Master’s
Guide).




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b) “Derivative Material” means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) “Open Game
Content” means the game mechanic and includes the methods, procedures, processes
and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically
excludes Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts, creatures, characters,
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use,
Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material
of Open Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute
a challenge to the ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of
the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial
order, or governmental regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document. © 2000. Wizards of the Coast, Inc; Authors: Jonathan
Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave
Arneson.

Pathfinder Roleplaying Game Beginner Box. © 2011, Paizo Publishing, LLC; Authors:
Jason Bulmahn and Sean K Reynolds.

Product Identity: The following items are hereby identified as Product Identity, as
defined in the Open Game License version 1.0a, Section 1(e), and are not Open
Content: All trademarks, registered trademarks, proper names (characters, deities,
etc.), dialogue, plots, storylines, locations, characters, artwork, and trade dress.
(Elements that have previously been designated as Open Game Content or are in the
public domain are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the game
mechanics of this Paizo Publishing game product are Open Game Content, as defined in the
Open Game License version 1.0a Section 1(d). No portion of this work other than the material
designated as Open Game Content may be reproduced
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