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16 Rgr8/SorB or WizB +12

1l Rgrg/Sor8 or Wiz8 +r3

rB Rgrg/Sorg or Wizg +r3

rg Rgrro/Sorg or Wizg *t4

20 Rgrro/Sorro or Wizlo +r5
tEeer,Fbats of ,f{Uiiter's, belenr;

class is simple: Arcane spells and a
more lavorable Will saving throw
bonus progression. The ranger sacri-
fices hit points, skill points, and base

attack bonus progression for those
two advantages. ln addition, he suffers
an arcane spell failure chance when
wearing armor. Fortunately, since the

ranger wears light armor anyway, this
chance is lairly small (many learn
mage armor and shield and use those
instead of conventional armor). In

addition, characrers pursuing rhis
combination typically lollow the ranged
combat style, since somafic compo-
nents require a free hand and that
puts a crimp in the melee combat
style. Sorcerers also get familiars, and

those magical beasts have sufficient
intelligence and communication skills to
enhance the ranger's already impres-
sive scouting abilities.

{*rnp;xrcef t* a $i*f;l*-fli*s* S"*ng*r
Advanta$es: Ability to cast arcane
spells, better Will saving throw bonus
progression, ability to freely use arcane
magic items, access to familiars.
Disadvantages: No access to ranger's
high-level abilities, fewer hit points and

slower base aftack bonus progression.

{trara*[*r' filt*ices
Rangers, sorcerers, and wizards share
Concentration (Con), Craft (lnt), and

:,ig:. ,:

::+B',',,

,r'$.,
,'i1l .1'
.+1O.,:

Prolession (Wis) as class skills.

Characters pursuing this combinafion
typically spend sorcerer skill points on

Concentration and Spellcraft (lnt).

They typically spend ranger skill points
on Concentration, Handle Animal
(Cha), Hide (Dex), Move Silently (Dex),

Survival (Wis), and either Knowledge
(dungeoneering) (lnt), Knowledge
(geography) (lnt), or Knowledge
(nature) (lnt).

Most prefer bats, hawks, owls, or
ravens for their lamiliars, because fly-
ing familiars make excellent scoufs. A
few, however, preler cats lor improve-
ment to the master's stealth. Almost all

choose animal companions for the ani-
mal's melee fighting ability, using rhat
animal as a guardian. Most prefer the
largest animal they can acquire, faking
cover behind it whenever possible.

Those with cats as familiars often
choose big cats as companions. Mosf
characters pursuing fhis occupation
choose one or more kinds of outsider
as their lavored enemy. @
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