Indra Volari – Abilities & Gear
Deadly Aim -2/+4

Feat

Rapid Shot

Feat

You can make exceptionally deadly ranged attacks by pinpointing a
foe's weak spot, at the expense of making the attack less likely to
succeed.

You can make an additional ranged attack.

Prerequisites: Dex 13, base attack bonus +1.

Benefit : When making a full-attack action with a ranged weapon,
you can fire one additional time this round. All of your attack rolls
take a –2 penalty when using Rapid Shot.

Benefit : You can choose to take a –1 penalty on all ranged attack
rolls to gain a +2 bonus on all ranged damage rolls. When your
base attack bonus reaches +4, and every +4 thereafter, the penalty
increases by –1 and the bonus to damage increases by +2. You
must choose to use this feat before making an attack roll and its
effects last until your next turn. The bonus damage does not apply
to touch attacks or effects that do not deal hit point damage.

Endurance

Feat

Prerequisites: Dex 13, Point-Blank Shot.

Cold and Calculating

Trait

You are adept at tricking favored enemies of your race or those
related to your race. You gain a +1 trait bonus on all Bluff checks
against favored enemies that share one of your subtypes. You also
gain a +1 trait bonus on attack rolls made against such favored
enemies during the surprise round.

Harsh conditions or long exertions do not easily tire you.
Appears In : Ultimate Campaign
Benefit : You gain a +4 bonus on the following checks and saves:
Swim checks made to resist nonlethal damage from exhaustion;
Constitution checks made to continue running; Constitution checks
made to avoid nonlethal damage from a forced march; Constitution
checks made to hold your breath; Constitution checks made to
avoid nonlethal damage from starvation or thirst; Fortitude saves
made to avoid nonlethal damage from hot or cold environments;
and Fortitude saves made to resist damage from suffocation.
You may sleep in light or medium armor without becoming fatigued.
Normal: A character without this feat who sleeps in medium or
heavier armor is fatigued the next day.

Manyshot

Feat

You can fire multiple arrows at a single target.

Benefit : When making a full-attack action with a bow, your first
attack fires two arrows. If the attack hits, both arrows hit. Apply
precision-based damage (such as sneak attack) and critical hit
damage only once for this attack. Damage bonuses from using a
composite bow with a high Strength bonus apply to each arrow, as
do other damage bonuses, such as a ranger's favored enemy
bonus. Damage reduction and resistances apply separately to each
arrow.

Feat

You are especially accurate when making ranged attacks against
close targets.
Benefit : You get a +1 bonus on attack and damage rolls with
ranged weapons at ranges of up to 30 feet.

Precise Shot

Feat

You are adept at firing ranged attacks into melee.
Prerequisite: Point-Blank Shot.
Benefit : You can shoot or throw ranged weapons at an opponent
engaged in melee without taking the standard –4 penalty on your
attack roll.
Appears In : Not New Paths Option: Use Scaling Feats

Trait

Appears In : Ultimate Campaign

Knowing the Enemy (Knowledge [dungeoneering])

Trait

You know a good deal about your most dire enemies. You gain a
+1 trait bonus on checks with the Knowledge skill corresponding to
your first favored enemy choice, and that Knowledge skill is always
a class skill for you.
Appears In : Ultimate Campaign

Prerequisites: Dex 17, Point-Blank Shot, Rapid Shot, base attack
bonus +6.

Point-Blank Shot

Frontier-Forged (Any Frontier Area)

A hard life on the edge of civilization has made you resourceful but
has also given you a streak of self-preservation bordering on
paranoia. You receive a +1 trait bonus on Perception checks and a
+1 bonus on Survival checks made to get along in the wild.

Animal Companion Link (Ex)

Class Ability (Ranger)

Masters can handle their animal companion as a free action, or
push it as a move action, even if they doesn't have any ranks in
the Handle Animal skill. The link grants a +4 circumstance bonus
on all wild empathy checks and Handle Animal checks made
regarding an animal companion.

Favored Enemy (Orcs +4) (Ex)

Class Ability (Ranger)

At 1st level, a ranger selects a creature type from the ranger
favored enemies table. He gains a +2 bonus on Bluff, Knowledge,
Perception, Sense Motive, and Survival checks against creatures of
his selected type. Likewise, he gets a +2 bonus on weapon attack
and damage rolls against them. A ranger may make Knowledge
skill checks untrained when attempting to identify these creatures.
At 5th level and every five levels thereafter (10th, 15th, and 20th
level), the ranger may select an additional favored enemy. In
addition, at each such interval, the bonus against any one favored
enemy (including the one just selected, if so desired) increases by
+2.
If the ranger chooses humanoids or outsiders as a favored enemy,
he must also choose an associated subtype, as indicated on the
table below. (Note that there are other types of humanoid to
choose from—those called out specifically on the table below are
merely the most common.) If a specific creature falls into more than
one category of favored enemy, the ranger's bonuses do not stack;
he simply uses whichever bonus is higher.
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Favored Enemy (Strix +2) (Ex)

Class Ability (Ranger)

At 1st level, a ranger selects a creature type from the ranger
favored enemies table. He gains a +2 bonus on Bluff, Knowledge,
Perception, Sense Motive, and Survival checks against creatures of
his selected type. Likewise, he gets a +2 bonus on weapon attack
and damage rolls against them. A ranger may make Knowledge
skill checks untrained when attempting to identify these creatures.
At 5th level and every five levels thereafter (10th, 15th, and 20th
level), the ranger may select an additional favored enemy. In
addition, at each such interval, the bonus against any one favored
enemy (including the one just selected, if so desired) increases by
+2.
If the ranger chooses humanoids or outsiders as a favored enemy,
he must also choose an associated subtype, as indicated on the
table below. (Note that there are other types of humanoid to
choose from—those called out specifically on the table below are
merely the most common.) If a specific creature falls into more than
one category of favored enemy, the ranger's bonuses do not stack;
he simply uses whichever bonus is higher.

Favored Terrain (Plains +2) (Ex) Class Ability

(Ranger)

At 3rd level, a ranger may select a type of terrain from the Favored
Terrains table. The ranger gains a +2 bonus on initiative checks
and Knowledge (geography), Perception, Stealth, and Survival skill
checks when he is in this terrain. A ranger traveling through his
favored terrain normally leaves no trail and cannot be tracked
(though he may leave a trail if he so chooses).
At 8th level and every five levels thereafter, the ranger may select
an additional favored terrain. In addition, at each such interval, the
skill bonus and initiative bonus in any one favored terrain (including
the one just selected, if so desired), increases by +2.
If a specific terrain falls into more than one category of favored
terrain, the ranger's bonuses do not stack; he simply uses
whichever bonus is higher.

Improved Empathic Link (Su)

Class Ability (Ranger)

The beast master gains an empathic link with all of his animal
companions. This functions like an empathic link with a familiar,
except the ranger can also see through a companion’s eyes as a
swift action, maintaining this connection as long as he likes (as long
as the companion is within 1 mile) and ending it as a free action.
The ranger can only see through the eyes of one companion at a
time, and is blinded while maintaining this connection. This replaces
the 6th-level combat style feat.

Share Spells with Companion (Ex)

Class Ability (Ranger)

The druid may cast a spell with a target of "You" on her animal
companion (as a spell with a range of touch) instead of on herself.
A druid may cast spells on her animal companion even if the spells
normally do not affect creatures of the companion's type (animal).
Spells cast in this way must come from a class that grants an
animal companion. This ability does not allow the animal to share
abilities that are not spells, even if they function like spells.

Track +3

Class Ability (Ranger)

A ranger or slayer adds 1/2 his level (minimum 1) to Survival skill
checks made to follow tracks.

Wild Empathy +5 (Ex)

Class Ability (Ranger)

A character can improve the attitude of an animal. This ability
functions just like a Diplomacy check made to improve the attitude
of a person. The character rolls 1d20 and adds her class level and
her Charisma modifier to determine the wild empathy check result.
The typical domestic animal has a starting attitude of indifferent,
while wild animals are usually unfriendly.
To use wild empathy, the druid and the animal must be able to
study each other, which means that they must be within 30 feet of
one another under normal conditions. Generally, influencing an
animal in this way takes 1 minute but, as with influencing people, it
might take more or less time.
A character can also use this ability to influence a magical beast
with an Intelligence score of 1 or 2, but she takes a -4 penalty on
the check.

Bane (+1 bane composite longbow)

Weapon Power

A bane weapon excels at attacking one type or subtype of
creature. Against its designated foe, its effective enhancement bonus
is +2 better than its normal enhancement bonus. It deals an extra
2d6 points of damage against the foe. Bows, crossbows, and slings
so crafted bestow the bane quality upon their ammunition.
Construction
Requirements: Craft Magic Arms and Armor,
Cost +1 Bonus

summon monster I ;

Compass

Gear

An ordinary compass that points to the magnetic north pole grants
its user a +2 circumstance bonus on Survival checks made to avoid
becoming lost. It also can be used to grant the same bonus on
Knowledge (dungeoneering) checks made to navigate underground.
Appears In : Advanced Player's Guide, Adventurer's Armory,
Ultimate Equipment

Ring of protection +1

Ring

This ring offers continual magical protection in the form of a
deflection bonus of +1 to AC.
Construction
Requirements: Forge Ring, shield of faith , caster must be of a
level at least three times the bonus of the ring;
Cost 1,000 gp

Amulet of natural armor +1

Wondrous Item

(Neck)

This amulet, usually containing some type of magically preserved
monster hide or other natural armor - such as bone, horn,
carapace, or beast scales - toughens the wearer's body and flesh,
giving him an enhancement bonus to his natural armor of +1.
Construction
Requirements: Craft Wondrous Item, barkskin, creator’s caster level
must be at least three times the amulet’s bonus;
Cost 1,000 gp
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Bracers of armor +1

Wondrous Item

(Wrist)

These items appear to be wrist or arm guards, sometimes etched
with symbols of protection or depictions of vigilant-looking animals.
Bracers of armor surround the wearer with an invisible but tangible
field of force, granting him an armor bonus of +1, just as though he
were wearing armor. Both bracers of armor must be worn for the
magic to be effective.
Construction
Requirements: Craft Wondrous Item, mage armor , creator’s caster
level must be at least two times that of the bonus placed in the
bracers; Cost 500 gp
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Combat Reflexes (7 AoO/round)

Feat

You can make additional attacks of opportunity.
Benefit : You may make a number of additional attacks of
opportunity per round equal to your Dexterity bonus. With this feat,
you may also make attacks of opportunity while flat-footed.
Normal: A character without this feat can make only one attack of
opportunity per round and can't make attacks of opportunity while
flat-footed.
Special : The Combat Reflexes feat does not allow a rogue to use
her opportunist ability more than once per round.

Improved Natural Armor

Feat

This creature's hide is tougher than most.
Prerequisites: Natural armor, Con 13.
Benefit : The creature's natural armor bonus increases by +1.
Special : A creature can gain this feat multiple times. Each time the
creature takes the feat, its natural armor bonus increases by
another point.

Attack [Trick]

Animal Trick Trick

The animal attacks apparent enemies. You may point to a particular
creature that you wish the animal to attack, and it will comply if
able. Normally, an animal will attack only humanoids, monstrous
humanoids, giants, or other animals. Teaching an animal to attack
all creatures (including such unnatural creatures as undead and
aberrations) counts as two tricks.

Defend [Trick]

Animal Trick Trick

The animal defends you (or is ready to defend you if no threat is
present), even without any command being given. Alternatively, you
can command the animal to defend a specific other character.

Down [Trick]

Animal Trick Trick

The animal breaks off from combat or otherwise backs down. An
animal that doesn't know this trick continues to fight until it must
flee (due to injury, a fear effect, or the like) or its opponent is
defeated.

Fetch [Trick]

Animal Trick Trick

The animal goes and gets something. If you do not point out a
specific item, the animal fetches some random object.

Fighting [Trick]

+4 Stealth in Tall Grass (Ex)

Racial Ability

Evasion (Ex)

Racial Ability

Low-Light Vision

Racial Ability,Senses

A creature with low-light vision can see twice as far as a human in
starlight, moonlight, torchlight, and similar conditions of dim light. It
retains the ability to distinguish color and detail under these
conditions.

Scent (Ex)

Racial Ability

This special quality allows a creature to detect approaching
enemies, sniff out hidden foes, and track by sense of smell.
Creatures with the scent ability can identify familiar odors just as
humans do familiar sights.
The creature can detect opponents within 30 feet by sense of smell.
If the opponent is upwind, the range increases to 60 feet; if
downwind, it drops to 15 feet. Strong scents, such as smoke or
rotting garbage, can be detected at twice the ranges noted above.
Overpowering scents, such as skunk musk or troglodyte stench, can
be detected at triple normal range.
When a creature detects a scent, the exact location of the source
is not revealed - only its presence somewhere within range. The
creature can take a move action to note the direction of the scent.
When the creature is within 5 feet of the source, it pinpoints the
source's location.
A creature with the scent ability can follow tracks by smell, making
a Wisdom (or Survival) check to find or follow a track. The typical
DC for a fresh trail is 10 (no matter what kind of surface holds the
scent). This DC increases or decreases depending on how strong
the quarry's odor is, the number of creatures, and the age of the
trail. For each hour that the trail is cold, the DC increases by 2.
The ability otherwise follows the rules for the Survival skill.
Creatures tracking by scent ignore the effects of surface conditions
and poor visibility.

Trip (Ex)

Racial Ability

Animal Trick Trick

Animal Trick Trick

Animal Trick Trick

The animal moves into an area and looks around for anything that
is obviously alive or animate.

Stay [Trick]

Animal Trick Trick

The animal stays in place, waiting for you to return. It does not
challenge other creatures that come by, though it still defends itself
if it needs to.

Track [Trick]

(Cheetah)

A creature with the trip special attack can attempt to trip its
opponent as a free action without provoking an attack of opportunity
if it hits with the specified attack. If the attempt fails, the creature is
not tripped in return.

The animal follows you closely, even to places where it normally
wouldn't go.

Seek [Trick]

(Master)

If an animal companion is subjected to an attack that normally
allows a Reflex saving throw for half damage, it takes no damage if
it makes a successful saving throw.

An animal trained to engage in combat knows the tricks attack,
down, and stay. Training an animal for fighting takes three weeks.

Heel [Trick]

(Cheetah)

You gain a bonus to Stealth Checks under the listed conditions.

Animal Trick Trick

The animal tracks the scent presented to it. (This requires the
animal to have the scent ability).
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