Archer (Ranger Variant Class)

Foreword

This conversion is largely based on the Baldur’s Gate II: Shadows of Amn CRPG, though the Fighter’s Complete Handbook inspired me as well. I decided to eliminate some old abilities (as the rather unbalanced bonus to ranged attacks’ attack rolls and damage) and add some new ones  (bonus feats, guidance) to better incorporate the class into the system and give some space to vary its abilities . Feel free to change some class features if you don’t like them, but keep in mind that every effort has been made to balance those abilities. 

Variant Class Peculiarities

It is NOT the same as a prestige class, for it has no special  requirements. A variant class is just a little bit specialized version of the standard one, e.g. the specialist wizard is a version of the standard wizard.  Remember that you MAY NOT take the standard version  once you have taken a variant class, likewise, you may not combine variant classes; there is no such thing as a ranger\archer, necromancer\conjurer, abjurer\illusionist\wizard,  rogue\archer\ranger, and so on.. 

A variant class is identical to the standard except for a few moments described below. If something is not mentioned (base attack bonus, skills, spells, etc.), it is simply the same as in standard class. 
Class Features:

 The archer is proficient with all simple weapons, all kinds of bows, plus one martial or exotic melee weapon of his choice. 

 The archer is proficient with light armor and with wooden shields. 

Bonus Feats: At  the  1st ,3rd,  6th,  9th,  12th , 15th, and 18th levels  the archer can gain bonus feats from the following list (provided he meets the prerequisites).: 

Alertness, Dodge, Endurance, Exotic Weapon Proficiency *, Improved Critical *, Improved Initiative, Far Shot, Point Blank Shot, Precise Shot, Quick Draw, Rapid Shot, Run, Shot on the Run, Track,Weapon Focus *, Weapon Specialization* . 

* - with ranged weapons only.

 Note: The rules for those bonus feats are the same as the fighter bonus feats rules, except for the following fact: Weapon Specialization is available only to archers of 6th level or higher, and the damage bonus of the feat applies at any range.  

Favored Enemy: As standard ranger, but while using a ranged weapon, the archer can deal extra damage to a favored enemy at any range. 

Called Shot (Su): At 4th level, the archer gains the  called shot supernatural ability, usable once per day every four levels (once at the 4th, twice at the  8th, thrice at the 12th, four times at the 16th and five times at the 20th ). 
When activated, this ability affects every ranged attack made within 2 rounds and improves them in the following fashion, according to level:

4th Level: if hit, the target suffers a  –1 penalty to all attack rolls for 6 rounds.

8th Level: if hit, the target suffers a – 2 penalty to saves against spells and spell-like effects for 6 rounds.

12th Level: if hit, the target takes 1 permanent Strength damage. 

16th Level: the damage gains a +4 competence bonus. 

20th level: if hit, the target takes 2 permanent Constitution damage. 

All effects save for extra shot damage can be avoided if a Fortitude save is made (DC 15 + damage dealt by the attack).

The archer must declare a called shot before making a ranged attack; also he must choose the effect of the called shot, according to his level. Once the effect is declared, it may not be changed. 

Shortcomings:

Unlike a standard ranger, the archer does NOT gain Ambidexterity and Two-Weapon Fighting while wearing light armor or no armor. 

The archer does NOT receive the Track feat for free.

The archer CANNOT cast divine spells, but has access to the guidance orison, which is cast as a spell-like ability, using no components. This ability is usable three times a day since the 1st  level.
