	Archers are pretty much fighters who have spent all their training in the art of bows instead of in the art of melee fighting.  An archer's main ability scores are Dex, Str, and Con.  They need their Dex for the obvious reason of getting the bigger bonus to attacks with the bow.  They would want Strength just in case someone sneaks up behind them.  And the Constitution is so they can have the HP for just such a sneak attack.  


The Kit:





Hit Die: 1d8





Alignment: Any





Skill : Balance (dex), Climb (str), Craft (int), Hide (dex), Knowledge (int), Listen (wis), Move Silently (dex), Profession (int), Ride (dex) Spot (wis),


Class Skill : ( 2 + INT mod) x 4 





Weapons: All Simple, All Bows





Special : 


    Attck Bonus		   Fort	Ref         Will		Special


			  Save    Save       Save


1	+1		+2	+2	+0		Bonus Feat, Weapon Focus any Bow of 								Choice


2	+2		+3	+3	+0		


3	+3		+3	+3	+1		Bonus Feat


4	+4		+4	+4	+1		+1 to Hide and Move Silently Checks


5	+5		+4	+4	+1		


6	+6/+1		+5	+5	+2		Bonus Feat


7	+7/+2		+5	+5	+2		


8	+8/+3		+6	+6	+2		+2 to Hide and Move Silently Checks


9	+9/+4		+6	+6	+3		Bonus Feat


10	+10/+5		+7	+7	+3		


11	+11/+6		+7	+7	+3		


12	+12/+7/+1	+8	+8	+4		Bonus Feat, +3 to Hide and Move Silently 								Checks


13	+13/+8/+2	+8	+8	+4		


14	+14/+9/+3	+9	+9	+4		


15	+15/+10/+4	+9	+9	+5		Bonus Feat


16	+16/+11/+5	+10	+10	+5		+4 to Hide and Move Silently Checks


17	+17/+12/+6/+1	+10	+10	+5		


18	+18/+13/+7/+2	+11	+11	+6		Bonus Feat


19	+19/+14/+8/+3	+11	+11	+6		


20	+20/+15/+9/+4	+12	+12	+6		+5 to Hide and Move Silently Checks






























































