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Alertness: A party containing a Ranger is unlikely to be surprised, with only a 1 in 6 chance.

Giant-Slayer: When fighting bugbears, giants, goblins, and hobgoblins, a ranger may add his Base Hit Bonus to his weapon damage in combat

Two-Weapon Fighting: a ranger may fight with a one-handed melee weapon in each hand. This grants him a second attack each combat
round, with the damage inflicted determined by the weapon wielded.

	Text27: Spells at 5th levelForestry: 2 out of 6Rangers are most at home in the wilderness, among the flora an fauna of the world. His forestry ability may be used to track both humanoids and animals in natural environments. When in these natural environments, forestry may also be used to remain both unseen and silent. Finally, when a ranger encounters a natural wild beast he may utilize this ability in an attempt to sooth and calm such an animal. To use the ability, the referee rolls 1d6. If the number rolled is equal to or below the ranger's forestry ability, he has succeeded.
	Text28: BackpackWolfsbane, I bunch    Rope 50'    Flint & Steel w/9 torches    2 waterskins    6 trail rations    2 small sacks (15lbs)    Thieves Tools    Crowbar    20 Arrows    
	Text29: 1d6 Skill Checks:
3/6 Strength  
2/6 Intelligence 
4/6 Wisdom (ranger bonus����������������)
3/6 Dexterity
2/6 Constitution 
2/6 Charisma
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	Text35: Larry Longbow
	Text51: BTB + STR = +3 to hit melee
BTB + DEX = +3 to hit range

Chainmail/Helmet
2 X Silver Longswords 1d6
Hand Axe 1d6
Magic Dagger +1 1d6                  
Longbow 1d6+1
Quiver, 20 arrows
Quiver, 20 Silver Arrows
�
Two-Weapon Fighting  (2 attacks round)
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