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Pathfinder Ranger
Handbook

Mastering the
Wilds: The
Ultimate
Pathfinder
Ranger
Handbook

The ranger is one of
the  most  versatile
and enduring classes
in  Pathfinder,
offering  a  unique
b lend  o f  mart ia l
prowess,  wilderness
survival,  and  divine
magic.  Whether  you
a r e  a  s e a s o n e d
player  looking  to
optimize  your  build
or a newcomer trying

to  understand  the
c l a s s ' s  c o r e
mechan ics ,  th i s
c o m p r e h e n s i v e
Pathfinder  Ranger
Handbook will guide
you  through  every
aspect  of  creating
a n d  p l a y i n g  a
memorable  ranger.
From  choosing  the
right  favored enemy
to mastering combat
styles, we will  cover
everything you need
to know to become a
true  master  of  the
wilds.

In this handbook, we
will  break  down the
r a n g e r  c l a s s
features,  explore



powerful  archetypes,
d i scuss  opt ima l
ability  scores,  and
offer  strategies  for
both  combat  and
exploration.  By  the
end, you will have a
clear  roadmap  for
building  a  ranger
that  excels  in  your
campaign,  whether
you  are  tracking  a
dragon  through  the
mountains or leading
a  party  through  a
treacherous swamp.

Core Class
Features: The
Foundation of
Your Ranger

Before  diving  into
builds and strategies,
i t  i s  essent ia l  to
understand the  core
features  that  define
the  ranger  class.
These  mechanics

shape your character
from  level  one  and
influence  every
decision  you  make
moving  forward.

Favored Enemy:
The Heart of the
Ranger

T h e  r a n g e r ' s
signature  ability,
Favored  Enemy,
allows you to select a
specific  creature
t y p e  a n d  g a i n  a
significant  bonus  on
Bluff,  Knowledge,
Perception,  Sense
Motive,  and Survival
checks  against  that
enemy. You also gain
a +2 bonus on attack
and damage rolls. At
5th  level  and  every
five levels thereafter,
you  can  select  an
additional  favored
enemy and increase
the  bonus  against
one  existing  enemy
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by +2.

Choosing  the  right
favored  enemy  is
c r i t i c a l  t o  y o u r
effectiveness.  While
i t  i s  tempt ing  to
focus  on  common
enemies like  goblins
or orcs, consider the
campaign setting.  In
a  game  focused  on
undead,  selecting
"undead"  as  your
pr imary  favored
enemy will pay huge
dividends. A versatile
ranger might choose
"humanoid  (human)"
for  the  first  pick,  as
humanoids appear in
n e a r l y  e v e r y
campaign .  For  a
more  special ized
approach,  consider
"magical  beasts"  or
"dragons" if your GM
h i n t s  a t  s u c h
encounters.

Track and Wild
Empathy

The  Track  abil ity
adds  your  half  your
r a n g e r  l e v e l  t o
Surv iva l  checks
m a d e  t o  f o l l o w
tracks.  This  makes
t h e  r a n g e r  a n
unparalleled  tracker,
capable  of  following
even  the  faintest
trails through difficult
t e r r a i n .  W i l d
Empathy allows you
t o  i m p r o v e  t h e
attitude of an animal,
essential ly  using
Diplomacy on beasts.
T h i s  c a n  t u r n  a
potential  combat
encounter  into  an
alliance  or  help  you
gather  information
about the local area
f r o m  n a t i v e
creatures.



Combat Style:
Choose Your

Path

At  2nd  level ,  the
ranger  se lects  a
Combat  S ty le ,
which grants a bonus
combat  feat  at  2nd,
6th, 10th, 14th, and
18th  levels,  even  if
you do not meet the
prerequisites.  The
two  primary  styles
are Archery and Two-
Weapon  Fighting.  A
r a n g e d  r a n g e r
focusing  on  Archery
can rapidly gain feats
like  Rapid  Shot  and
Manyshot,  while  a
melee  ranger  using
Two-Weapon Fighting
can  quickly  access
D u a l  S l i c e  a n d
I m p r o v e d  T w o -
Weapon  Fighting.
Your choice here will
define  your  combat
role  for  the  entire

campaign.

Spells and
Favored Terrain

Rangers gain access
t o  a  l i m i t e d  b u t
potent  spe l l  l i s t
starting at 4th level.
S p e l l s  l i k e
Longstrider,  Resist
Energy, and Barkskin
provide  excellent
u t i l i t y  a n d
s u r v i v a b i l i t y .
Favored  Terrain
functions similarly to
Favored  Enemy  but
applies  to  specific
e n v i r o n m e n t s ,
granting  bonuses  to
initiative, Perception,
Stealth, and Survival
checks .  Choose
terrains  that  match
your  campa ign :
forest  is  a  solid  all-
r o u n d e r ,  b u t
underg round  o r
urban may be more
a p p r o p r i a t e
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depending  on  your
adventures.

Building Your
Ranger:
Ability Scores
and Races

Opt imiz ing  your
ability  scores  is  the
first  step  to  creating
an  effective  ranger.
While  the  class  is
flexible,  certain
attributes  are  more
valuable than others
depending  on  your
chosen combat style.

Ability Score
Priorities

For  most  rangers,
Dexterity  is  the
mos t  impo r tan t
ability. It boosts your
ranged  a t tacks ,
Armor  Class,  Reflex
saves,  and  several

key  skills.  Strength
i s  secondary  for
melee-focused builds
or if you plan to use
composite  bows.
Wisdom  i s  your
spellcasting  ability
a n d  e n h a n c e s
P e r c e p t i o n  a n d
Survival,  making  it
v e r y  v a l u a b l e .
Constitution  i s
always important for
h i t  p o i n t s  a n d
Fort i tude  saves.
Inte l l igence  and
Char isma  can  be
lower,  but  do  not
dump  them  to  the
point where you lose
skill  points  or  face
penalties  in  social
encounters.

A  solid  array  for  an
archery ranger would
be:  Strength  14,
D e x t e r i t y  1 8 ,
Const i tut ion  14,
In te l l igence  10,
W i s d o m  1 4 ,



Charisma  8.  For  a
two-weapon  fighting
ranger,  consider
S t r e n g t h  1 4 ,
D e x t e r i t y  1 6 ,
Const i tut ion  14,
In te l l igence  10,
W i s d o m  1 4 ,
Charisma  8.

Best Races for
Rangers

S e v e r a l  r a c e s
s y n e r g i z e
exceptionally  well
with the ranger class.
H u m a n s  g a i n  a
bonus feat and extra
skill  point  per  level,
which  is  incredibly
useful for feat-heavy
builds.  Elves  offer  a
+2 to Dexterity  and
immunity  to  sleep
effects, making them
excellent  archers.
Half-Elves  gain  a
bonus  to  Perception
and access to the Elf
Favored Class Bonus

for additional combat
style feats. Halflings
offer  +2  to  Dexterity
and a size bonus to
AC  and  a t tacks ,
which can make for a
surprisingly  effective
ranger.  Half-Orcs
are less common but
can  work  well  for
m e l e e - f o c u s e d
rangers  who  want
extra  survivability
and  damage.

Ranger
Archetypes:
Specializing
Your Build

Pathfinder  offers  a
wealth  of  ranger
archetypes  that
replace  or  modify
core  class  features.
C h o o s i n g  a n
a r c h e t y p e  c a n
dramatically  change
how  your  ranger
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plays.  Below  are
some  of  the  most
popular and effective
options.

The Guide:
Master of
Tactical
Advantage

The Guide archetype
replaces  Favored
Enemy with  a  more
flexible  system.
Instead of selecting a
specific  enemy  type,
you  gain  a  pool  of
"focus"  points  that
you  can  spend  to
gain bonuses against
any foe. This is ideal
for  players  who  do
n o t  w a n t  t o  b e
locked into fighting a
single creature type.
You  also  gain  the
ability to grant allies
bonuses against your
focused  ta rge t ,
m a k i n g  y o u  a
v a l u a b l e  t e a m

player.

The Skirmisher:
No Magic, All
Skill

The  Skirmisher
archetype  replaces
spellcasting  with  a
se t  o f  "hunte r ' s
tricks" that mimic the
effects  of  ranger
spells. This is perfect
f o r  p l aye r s  who
p r e f e r  a  m o r e
martial,  magic-free
experience.  Tricks
like  Defensive  Bow
S t a n c e  a n d
Hamstring  provide
powerful  combat
opt ions  w i thout
requiring  spell  slots.
This  archetype  is
particularly strong in
l o w - m a g i c
campaigns  or  for
players  who  dislike
tracking  spells.



The Trapper:
Setting the

Perfect Ambush

T h e  T r a p p e r
archetype grants the
abi l i ty  to  create
traps,  essentially
turning  the  ranger
into a combination of
rogue  and  hunter.
You  gain  trapfinding,
which rogues usually
monopolize, and can
s e t  a  v a r i e t y  o f
mechanical  traps.
T h i s  a r c h e t y p e
excels  in  defensive
scenarios,  such  as
protecting a camp or
s e t t i n g  u p  a n
ambush point. It also
adds  significant
utility  to  exploration
by disabling magical
traps.

The Freebooter:

A Pirate's Life

The  Freebooter
a r c h e t y p e  i s
designed for  aquatic
or  pirate-themed
campaigns. You gain
b o n u s e s  w h e n
fighting on ships or in
w a t e r y
environments,  and
you  can  share  your
combat bonuses with
nearby allies. This is
a niche but powerful
choice for campaigns
set on the high seas.

Skills and
Feats:
Maximizing
Your Potential

S k i l l  a n d  f e a t
selection  can  make
or  break  a  ranger
build.  While  combat
feats  are  obvious
choices,  utility  skills
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and supporting feats
are equally important
for  a  well-rounded
character.

Essential Skills

Perception  is  the
most-used skill in the
game,  and  rangers
a r e  n a t u r a l l y
e x c e l l e n t  a t  i t .
Always max out your
Perception.  Survival
is crucial for tracking
and foraging,  and it
synergizes  directly
w i t h  y o u r  c l a s s
abilities.  Stealth  is
vital  for  setting  up
a m b u s h e s  a n d
avoiding  detection,
especially for ranged
rangers. Knowledge
( N a t u r e )  a n d
K n o w l e d g e
(Dungeoneering)
help  you  identify
creatures and exploit
their  weaknesses.
Climb and Swim are

useful for navigating
difficult terrain, while
Heal  can  save  a
party  member  in  a
pinch.

Key Combat
Feats

For  archery-focused
r a n g e r s ,  t h e
following  feats  are
essential:  Point-
Blank Shot, Precise
Shot,  Rapid  Shot,
Many  Shot ,  and
Improved  Precise
Shot.  These  feats
allow  you  to  fire
multiple  arrows  at
close  range  without
penalty  and  ignore
cover  bonuses.  For
two-weapon  fighting
rangers,  prioritize
T w o - W e a p o n
Fighting,  Double
Slice ,  Improved
T w o - W e a p o n
F i g h t i n g ,  a n d
G r e a t e r  T w o -



Weapon Fighting.

Support  feats  like
Power  Attack  for
me lee  bu i l d s  o r
Deadly  A im  f o r
ranged  builds  add
significant  damage
a t  t h e  c o s t  o f
accuracy, which your
f a v o r e d  e n e m y
bonuses  can  offset.
Improved Initiative
i s  a lways  a  so l id
c h o i c e ,  a n d
Toughness can help
squishier  rangers
survive  longer.

Utility Feats

Do  not  over look
utility  feats.  Skill
Focus (Perception)
c a n  p u s h  y o u r
Perception to absurd
heights.  Endurance
is  a  classic  ranger
feat  that  helps  with
long  marches  and
e n v i r o n m e n t a l

hazards,  and it  is  a
prerequisite for other
usefu l  feats  l ike
Diehard .  Se l f -
Sufficient  boosts
b o t h  H e a l  a n d
Survival,  reinforcing
the ranger's role as a
wilderness expert.

Ranger Spells:
A Tactical
Toolkit

Ranger spells are not
about direct damage
but about enhancing
your capabilities and
c o n t r o l l i n g  t h e
battlefield.
Understanding which
spells to prepare can
dramatically increase
your effectiveness.

First-Level
Spells

L o n g s t r i d e r
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increases  your  base
speed  by  10  feet,
making  it  invaluable
for kiting enemies or
cover ing  ground
qu ick ly .  Resist
Energy  provides
protection  from  a
single  energy  type
and  can  save  your
life  against  dragons
o r  e l e m e n t a l s .
Endure Elements is
useful  in  extreme
climates.  Hunter's
Howl can demoralize
a  s i ng le  ta rge t ,
giving you a tactical
advantage.

Second-Level
Spells

Barkskin  grants  a
natural  armor bonus
that stacks with most
other sources of AC,
making it a staple for
m e l e e  r a n g e r s .
Spider Climb allows
you to traverse walls

and ceilings, opening
up  unique  tactical
p o s i t i o n s .
Protection  from
Energy is a stronger
version  of  Resist
Energy  and  lasts
longer.  Wind  Wall
creates a barrier that
deflects  arrows  and
bolts,  which  can  be
devastating in archer
duels.

Third-Level
Spells

Animal  Growth  is
excellent if you have
a n  a n i m a l
c o m p a n i o n .
Neutralize  Poison
can save a poisoned
ally. Greater Magic
Fang boosts your or
your  companion's
natural  weapons.
Commune  with
Nature  provides
i n v a l u a b l e
information  about



the  surrounding
t e r r a i n  a n d
creatures.

Fourth-Level
Spells

At  higher  levels,

spells  like  Freedom
of Movement make
y o u  i m m u n e  t o
grappling,  paralysis,
and other movement
impairments.  Tree
Stride  allows  rapid
travel between trees


