	Level 1
	Skill Focus (Knot use) Weapon Focus, Weapon Specialization, Unconscious Blow (= dex mod+d20 + lvl) vs fort.

	 Level 2
	Tracking, Trackless Step

	Level 3
	 Uncanny Dodge, Unconscious Blow + 1, Identify Spell 2/day.

	Level 4
	

	Level 5
	Unconscious Blow +1

	Level 6
	Uncanny Dodge (cannot be flanked), Identify Spell +1/day

	Level 7
	Unconscious Blow +1

	Level 8
	

	Level 9
	Unconscious Blow +1, Identify Spell +1/day

	Level 10
	Bonus Feat (fighter, rouge 1 only)

	Level 11
	Uncanny Dodge +1 vsTraps, Unconscious Blow +1

	Level 12
	Identify Spell +1/day

	Level 13
	Unconscious Blow +1 Bonus Feat (fighter, rouge 1 only)

	Level 14
	Uncanny Dodge +2 vsTraps

	Level 15
	Unconscious Blow +1, Identify Spell +1/day

	Level 16
	Bonus Feat (fighter, rouge 1 only)

	Level 17
	Uncanny Dodge +3 vs Traps, Unconscious Blow +1

	Level 18
	Identify Spell +1/day

	Level 19
	Bonus Feat (fighter, rouge 1 only) Unconscious Blow +1

	Level 20
	Uncanny Dodge + 4 vs. Traps


The Bounty Hunter.

	Level   
	Base Attack Bonus
	Fortitude Save
	Reflex Save
	Will Save



	 1
	1
	0
	2
	0

	2
	2
	0
	3
	0

	3
	3
	1
	3
	1

	4
	4
	1
	4
	1

	5
	5
	1
	4
	1

	6
	6/1
	2
	5
	2

	7
	7/2
	2
	5
	2

	8
	8/3
	2
	6
	2

	9
	9/4
	3
	6
	3

	10
	10/5
	3
	7
	3

	11
	11/6/1
	3
	7
	3

	12
	12/7/2
	4
	8
	4

	13
	13/8/3
	4
	8
	4

	14
	14/9/4
	4
	9
	4

	15
	15/10/5
	5
	9
	5

	16
	16/11/6
	5
	10
	5

	17
	17/12/7
	5
	10
	5

	18
	18/13/8
	6
	11
	6

	19
	19/14/9
	6
	11
	6

	20
	20/15/10
	6
	12
	6


Unconscious Blow:  The character can sufficiently render his victim unconscious and unable to perform voluntary functions

.



Description: The Bounty Hunter is a ruthless mercenary, worshipping little besides the price on his target's head, recognizing few laws save the contractual distinction between "kill" and "capture." He may be found serving the state, capturing criminals and bringing them to justice; or he may serve the shadowy lords of the underworld, avenging the twisted honor found among thieves and criminals. Pursuit of his quarry may take him through a thousand hostile environments, to foreign lands, even to alien planes. He is a hunter of men.

   
The Bounty Hunter's vocation is rigorous and demanding at every level: physical, psychological, and even moral. It requires a sure hand and a stable mind. To be a Bounty Hunter, a thief must have minimum scores of 11 in every ability except Charisma. One thing that doesn't really matter to a tough, independent thief like this is whether or not people like him.

   
A further requirement is that the Bounty Hunter be of a non-lawful alignment. The reasons for this are discussed below.

   
Role: It is important to draw a distinction between the Bounty Hunter and the Assassin, for their vocations are similar.

   
The Assassin is most often part of a larger network or organization—either a society of Assassins for hire, or a guild or crime family, or even a government. The Assassin is retained by that organization to discreetly eliminate its enemies; he is strictly a killer. The Assassin also is a predominantly urban figure, though his missions may take him out of that setting on occasion. Most organizations that have Assassins would deny their existence, because of the highly illegal and unpopular nature of their activities.

   
The Bounty Hunter, by contrast, is a loner. He may be solicited directly by an employer, but more often he simply learns of a price offered for the body (living or dead) of some person and goes after him.

   
While the Assassin requires secrecy and anonymity, the Bounty Hunter thrives on infamy. Fear leads his prey to make mistakes, and each such mistake brings the Bounty Hunter one step closer to success. While an Assassin is often hired to kill relatively normal, often unsuspecting people, the Bounty Hunter is tracking fugitives—people who know who's after them, and are therefore exceptionally desperate and dangerous.

   
Pursuit of such people may lead the Bounty Hunter to literally any place, even to other planes of existence (if the prospective reward will make the venture worthwhile), and so the Bounty Hunter becomes adept at survival and tracking in all manner of hostile environments.

   
Bounty Hunters do not track only fugitives. They may be hired to perform such tasks as kidnapping, freeing kidnapped persons, or (especially at lower levels, when they are still developing their skills) recovering stolen property.

   
The law and authorities do not always look kindly upon Bounty Hunters, though they will permit their existence so that they, too, may benefit from the man hunters' expertise. For the same reason, thieves' guilds tolerate the Bounty Hunters, despite the fact that almost no Hunter would ever join their ranks.

Weapon Proficiencies: The Bounty Hunter is permitted the use of any weapon. As part of his persona and fearsome public image, a Bounty Hunter will often gain proficiency in a rare or bizarre weapon, such as the khopesh sword or man-catcher. Only one weapon is to be chosen though there are no limitations on the type. They may also use and carry a dagger but they do not get any attack bonus in combat at any level, the dagger is for normal day to day activities or to slit the throats of their victims if necessary. (The player may choose to use a knife of any kind instead of a dagger). 

	Level
	Spells per Day

	1
	2

	2
	2

	3
	3

	4
	3

	5
	4

	6
	4

	7
	5

	8
	5

	9
	6

	10
	6

	11
	7

	12
	8

	After level 12 only 8 spells a day may be cast.


	The spells listed above refer to zero level only.


Bounty Hunters make little use of deadly poisons—that is more the province of the stealthy Assassin. If a Bounty Hunter is out to kill a fugitive, he probably won't be worrying about how messy it will be.

Special Benefits: All skills are open to them at no penalty.

Special Hindrances: Only one combat weapon is allowed to this class and armor is at normal for any dex or other types of check rolls.

Races: Members of any race could become Bounty Hunters. Among the nonhumans, however, those of mixed blood (e.g., half-elves) favor it most, since they are often outsiders, loners not accepted by either side of their ancestry.

Starting Package:

Armor: Scale mail +4 ac.


Weapons: Any one.


Skill selection: all are available. 8 + int.


Gear: Back pack, one days trail rations, bedroll, sack, water skin, 50 ft of rope and manacles.


Gold: 3d6.
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