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1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)’Derivative Material’ means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted;
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)’Open Game Content’ means the game mechanic and
includes the methods, procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor, and means-any work
covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity” means product and
product line names, logos and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions
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the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself
or its products or the associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game Content. (h) “You” or
“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content distributed using
this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance
of the terms of this License.
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exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You
have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, ‘except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered Trademark. The
use of any Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You-may use any authorized version of this License to copy,

modify and distribute any Open Game Content originally distributed under any version
of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content
using the name of any Contributor unless You have written permission from the Contributor
to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order,
or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.
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PLAYER PARAPH

MAY SPECIAL
By the Knotty-Works

Welcome to a special May issue of Player
Paraphernalia, a hodge podge of character
ideas and alternate rules that may be used

with the Pathfinder Roleplaying Game (Paizo,
Inc®). This issue introduces a new base class,
the opportunist. Focusing on some of the more
finesseable combat maneuvers, the opportunist
finds ways to inconvenience an enemy, opening
defensive holes for his allies to finish the job.
Somewhat roguish and somewhat martial, this
class is truly a support class that really knows how
to take advantage of any opportunity life gives
him.

The Opportunist

To the Opportunist, life is nothing but a series

of opportunities that be taken advantage.
Focusing on combat skills that may be used o
inconvenience others, the opportunist does not
pretend to be something he is not but instead
seeks spends his time harassing his enemies

while letting stronger more martially inclined
individuals take down the opponent. Over time
the opportunist becomes quite talented in taking
advantage of almost any situation.

Role: The opportunist is the epitome of a support
personnel class. He is nearly as skilled as the
rogue while gaining nearly as many combat
feats as the fighter. The opportunist’s main job

in life is to harass and inconvenience one or
more opponents while others do the heavy lifting
whittling down their enemies.

The opportunist is at a disadvantage on his own,
though he may call upon several skills to distract
or tfemporarily disable a target to make an
effective refreat.

'Alignment: Any
Hit Die: d8

Starting Wealth: The opportunist begins with
4d6 x 10 gp (average 140 gp). The :

opportunists also begins play with an outfit
worth 10 gp or less.

Class Skills

Acrobatics (Dex}, Appraise (Int), Bluff (Cha),
Craft (Int), Disguise (Cha), Escape Artist (Dex),
Infimidate (Cha), Knowledge (dungeoneering)
(Int), Knowledge (local) (Int), Perception (Wis),
Profession (Wis), Sense Motive (Wis), Sleight

of Hand (Dex], Survival (Wis), and Use Magic
Device (Cha)

Skill Ranks per Level 8 + Int modifier
Class Abilities

Weapon and Armor Proficiencies: The
opportunist is proficient with all simple one
handed and light weapons, martial one
handed and light weapons, and bows. In
addition the opportunist may select a number
of simple or martial reach weapons equal to his
Intelligence modifier or a single exotic weapon
with one at least one of the following special
attributes: disarm, reach, or trip.

The opportunist is proficient with light armor,
bucklers, and light shields. If the opportunist
wears medium or heavy armor or uses a heavy
or fower shield he applies the armor check
penalty to his CMB when using maneuvers
listed as part of his martial expertise.

Martial Expertise (Ex): The opportunist gains
Combat Expertise as a bonus feat even if he
does not meet the prerequisite Intelligence
score at 15" level. In addition, the opportunist
applies his Intelligence modifier to his Combat
Maneuver Bonus when performing the
following combat maneuvers: armor cutting®,
dirty trick, disarm, feint, reposition, steal, and
frip), regardless of wither the modifier is positive
or negative.

Bonus Feats: The opportunist may choose from

the following combat feats as bonus feats

‘beginning at 2" level and every other level
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Strike, Disengaging Feint, Drag
Down, Gang Up, Greater Armor
Cutting, Greater Dirty Trick,
Greater Disarm, Greater Feint,
Greater Reposition, Greater Steal,
Greater Trip, Improved-Armor
Cutting, Improved Dirty Trick,
Improved Disarm, Improved Feint,
Improved Reposition, Improved
Second Chance, Improved Stedl,
Improved Trip, Repositioning
Strike, Second Chance, Swift

Aid, Team Up, and Tripping

Strike. ' The opportunist must meet 10
prerequisites for pre-existing feats, 1
but otherwise may ignore any
other prerequiste listed.

Opportunist Level Progression Table

Base Attack Fort Ref  Will
+0 +0 +2 +0
+1 +0 #3 +0
+2 +1 +3 +1
+3 +1 +4 +1

Level Speical

Martial Expertise
Bonus Feat
Opportunity Knocks
Bonus Feat
Opportunity

Bonus Feat

+3 +1 +4 1
+4 +2 +5 +2
+5 +2 +5 +2
+6/+1 et 6 +2
+6/+1 15, +6 +3
+7/+2 +3 +7 +3
+8/+3 +3 54 +3
12 +9/+4 +4 +8 +4
13 +9/+4 +4 +8 +4

Uncanny Dodge

Bonus Feat

Opportunity

Bonus Feat

Improved Uncanny Dodge
Bonus Feat

Opportunity
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Opportunity Knocks (Ex): Af 3™
level, the opportunist gains an
opportunity pool equal to 'z his 15
class level plus his Intelligence 16
modifier. He may use these points 17
to empower his Opportunities 18
(see below) or he may spend 1 19
point to gain a +1 circumstance
bonus to either his Combat

14 +10/+5
tel el =i 4k +5
+12/+7/+2 +5
|y £/ 2 v kb
+13/+8/+3 +6
+14/+9/+4 +6
20, st o105 p kb

+4 +9 +4 Bonus Feat

Combined Opportunity
Bonus Feat
Opportunity

Bonus Feat

+10 +5
#hlim vy
+] +6
+11 +6
s e e

Opportunity Master
Bonus Feat

Maneuver Bonus as a swift

action or +2 circumstance bonus his Combat
Maneuver Defense as an immediate action,
but only against the maneuvers listed under his
Martial Expertise ability.

These points get replenished each day after

8 hours of rest and he be awarded a point for
successfully performing a combat maneuver
against a foe whose hit dice is equal to or
greater than his class level. The opportunist’s
opportunity pool may never exceed that
granted by this ability equal to Y2 his class level
plus his Intelligence modifier except for feats,
magic items, or spells that grant additional
overall points.

Opportunities: Beginning at 5™ level, the
opportunist may select one opportunity from
those listed below, gaining an additional
opportunity every 4 levels thereafter. The
opportunist may only choose an opportunity
once unless the description states otherwise.
'Some opportunities may require that the
opportunist possess a prior opportunity or have
achieved a minimum class level.

Opportunity Pool

The opportunist’s opportunity pool works

on the same inner reserves as the magus’
arcane pool and the monk’s ki. If the
opportunist has class levels in either of these
classes, the opportunist may use points from
any of these pools to empower his class
abilities fueled by points.

Feats, magic items, and spells that increase
the arcane pool or ki may be used for the
opportunist’s opportunity pool. Though, if the
opportunist has class levels in the relevant
class for which the feat, magic item, or spell
was designed, he must specify which class
feature he is applying the effect.

Aid Others (Ex): If the opportunist is adjacent
to a opponent being threatened by more
than one ally he may spend a single point
from his opportunity pool and use a standard
action to perform an Aid Another maneuver.
If successful, up to two allies gain a +2 bonus
on their next melee attack roll against the
opponen’r or either of the two allies
selected gains a +2 bonus fo AC if the
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opponent attacks them (the opportunist may
choose either but it applies to both, i.e. either
both get the AC bonus or the attack bonus) as
long as it occurs before the beginning of the
opportunist’'s next furn. For each additional
point spent, the opportunist may grant this
bonus to another ally threatening the same
opponent.

Arcane Dabbler (Sp): The opportunist

has picked up the ability to cast either
prestidigitation or mage hand as a spell like
ability by spending 1 point from his opportunity
pool. The opportunist’s effective caster level is
equal fo 2 his class level.

Artful Dodger (Ex): If the opportunist has at
least 1 point in his opportunity pool he gains a
+2 dodge bonus to his AC. If the opportunist
is denied his Dexterity bonus he also loses this
bonus. The opportunist may spend 1 point
from his opportunity pool as an immediate
action his dodge bonus increases to +4 until
the beginning of his next turn. The opportunist
may treat this opportunity as the Dodge feat
to fulfill the requirements for other feats. If the
opportunist already possesses the Dodge feat
he does not gain the +2 dodge bonus while
having at least 1 point in his opportunity pool,
but does gain +4 to his dodge bonus from the
Dodge feat when spending 1 point from his
pool.

The opportunist may spend 1 additional point
at 5th level and every five levels thereafter

to increase the dodge bonus granted by this
power by +2.

Evasive (Ex): The opportunist may avoid any
damage from spells that do 2 damage from a
failed reflex save if he has at least 1 point in his
opportunity pool and he is wearing no armor or
light armor and carrying nothing more than a
light load. If the opportunist is helpless, he loses
the ability to use this opportunity.

Extended Feint (Ex): If the opportunist has
at least 1 point in his opportunity pool and

successfully makes a feint against an opponent,

any ally that was threatening the opponent
when the opportunist made the feint also may
ignore the opponent’s Dexterity bonus for

any attacks made until the beginning of the
opportunist’s next turn.

Fortuitous Advantage(Ex): The opportunist
gains a +2 circumstance bonus to all

Fortitude saving throws as long as he has

at least 1 point in his opportunity pool. The
opportunist may spend 1 point from his pool as
an immediate action to increase this bonus to
+4 until the beginning of his next turn.

Free Fall (Ex): The opportunist may spend a
number of points in his opportunity pool equal
to "4 his class level as an immediate action. For
each point spent the opportunist may reduce
the effective falling distance by 10 feet. The
opportunist may not use this ability while
helpless or unconscious.

Opportunity of Stealth (Ex): The opportunist
gains Stealth as a class skill and gains a +2
circumstance as long as he has at least 1
point in his opportunity pool. The opportunist
may increase the bonus to +4 for a number of
rounds equal to his class level by expending 1
point from his opportunity pool.

Progressive Rogue: The opportunist may
choose from a limited list of rogue advanced
talents. The following rogue advanced talents
may be chosen as an opportunity: Defensive
Roll, Fast Tumble, Skil Mastery, and Thoughtful
Reexamining. If the opportunist has the Evasive
opportunity, he may choose the Improved
Evasion advanced talent. The opportunist must
have at least 1 point in his opportunity pool

to gain the benefits of the chosen advanced
talent.

In addifion the opportunist may choose from
Another Day, Opportunist, or Weapon Snatcher
but must spend 1 point from his opportunity
pool in order to initiate the talent.

The opportunist may take this opportunity
multiple times, selecting another rogue
advanced falent each time. The opportunist
must be at least 11" level before he may
choose this opportunity.

Quick Witted (Ex): If the opportunist has at least
1 point in his opportunity pool he gains a +2
circumstance bonus to any charisma based
skill checks or charisma ability checks. By
spending 1 point from his opportunity pool the
opportunist gains a +4 circumstance bonus to a
single charisma based skill check.

Reflexive (Ex): The opportunist gains the
benefits of the Combat Reflexes feat as long

as he has atf least 1 point in his opportunity

_pool. Once the oppor’runisf takes a
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number of attacks of opportunity equal to

his Dexterity bonus, he may take additional
attacks of opportunity by spending 1 point
from his opportunity pool for each attack. The
opportunist may freat this opportunity as the
Combat Reflexes feat to fulfill the requirements
for other feats. The opportunist gains no
additional benefits from the Combat Reflexes
feat if possessed when he takes this opportunity
or vice versa.

Remedial Rogue: The opportunist may choose
from a limited list of rogue talents. The following
Rogue Talents may be chosen but initiating
the talent requires spending 1 point from the
opportunist’s opportunity pool. Deff Palm, Fast
Fingers, Hard to Fool, Positioning Attack, Quick
Disguise, Resilieney,-and Starnd 8p: -Octhe
opportunist may choose the following rogue
talents that function as long as he has at least
1 point in his opportunity pool: Assault Leader,
Canny Observer, Coaxinformation, Esoteric
Scholar, Expert Leaper, Hard to Fool, Nimble
Climber, Peerless Maneuver, Rogue Crawl,
Rope Master, and-Surprise Attack.

The opportunist may choose this opportunity
more than once but must select another talent
from the lists given.

Willful Mind (Ex): The opportunist gains a +2
circumstance bonus to all Will saving throws
versus mind-affecting effects including
compulsions and fear as long as he has at
least 1 point in his opportunity pool. The
opportunist may spend 1 point from his pool as
an immediate action to increase this bonus to
+4 until the beginning of his next turn.

Uncanny Dodge (Ex): The opportunist gains
the ability to react to danger much more
quickly than others beginning at 7" level. The
opportunist cannot be caught flat-footed
and does not lose his Dexterity bonus even

if the attacker is concealed or invisible. The
opportunist does lose his dexterity bonus.if
helpless, immobilized, or is successfully feinted
by an opponent.

If the opportunist already has uncanny dodge
from another class, he instead gains Improved
‘Uncanny Dodge at 7" level.

Improved Uncanny Dodge (Ex): The
opportunist cannot be flanked once he
reaches 111 level unless attacked by
opponent with the Improved Uncanny

Dodge and has at least four more levels than
the opportunist. If the opportunist gained
Improved Uncanny Dodge at 7 level he may
add the class levels from the class that originally
granted him Uncanny Dodge to his effective
class level in regards to determining the level
required to flank him.

Combined Opportunity (Ex): At 15" level the
opportunist gains the ability to use two of the
following combat maneuvers as a full round
action: armor cutting, dirty frick, disarm, feint,
reposition, steal, or frip. The opportunist must
roll for each maneuver and takes a -4 penalty
to his Combat Maneuver Bonus for each
maneuver. If the opportunist does not have the
Improved feat for one or both maneuvers, he
does provoke one attack of opportunity by his
target and any penalties gained from damage
is applied to both attack rolls.

Opportunity Master (Ex): At 19" level the
penalty for the Combined Opportunity ability
is reduced to -2 when he gains this ability. At
20" level the opportunist may either attempt
two maneuvers granted from the combined
opportunity with no penalty or attempt three
maneuvers with a -2 penalty when using his
Combined Opportunity ability. The opportunist
may also spend all the points within his
opportunity pool once he gains this ability

to attempt maneuvers against multiple foes
which he threatens. He may only use one
maneuver per foe and he must have at least 1
point in his opportunity pool per opponent. He
must roll separately for each maneuver being
used against each opponent. Once used,

the opportunist’s opportunity pool is empty
regardless of how many opponents were
attacked.

New Combat Maneuvers

Armor Cutting

You can only attempt this maneuver on an
opponent wearing manufactured armor and
you are wielding a slashing weapon or have
a natural slashing attack. You attempt slash
at any belts, buckles, or other connective
accoutrement used to keep the armor
fastened and held securely in place as a
standard attack action. If your CMB exceeds

the opponent’s CMD you manage

A to damage the armor, cousing the
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Maximum Dexterity Bonus to be reduced by
one point while increasing the armor check
penalty by one point. The general type of
armor grants a bonus to the target's CMD,
Medium armor grants a +1 bonus while Heavy
armor grants a +3 bonus. Magical armor grants
its enhancement bonus to the target's CMD.
This afttack does provoke attacks of opportunity
from the target unless you have Improved
Armor Cutting.

Multiple successful armor cutting attacks will
cumulatively decrease the maximum Dexterity
bonus (minimum of +0) and cumulatively
increase the armor check penalty (maximum
of -3 for light armors, -5 for medium armors,
and -8 for heavy armors). Once the maximum
Dexterity bonus and armor check penalties
have been reduced to the point of maximum
ineffectiveness (as listed above), additional
applications of this maneuver reduce the
armor bonus itself by 1 point (fo a minimum of
1). Damage can be repaired by either a single
application of the mending spell or spending
10 minutes of repairing the armor.

New Feats
Armor Cutting Strike

Your critical hits cut through the heaviest of
armor bindings

Prerequisites: Improved Armor Cutting, Base
Attack +9

Benefit: When you score a critical hit with a
slashing melee attack you may also reduce
your opponent’s maximum dexterity bonus

by 1 and increase his armor check penalty by
one if he is wearing manufactured armor. If
your confirmation roll exceeds your opponent’s
Combat Maneuver Defense (adjusted by
armor type as appropriate), he suffers the
effects of the armor cutting combat maneuver.

Special: You may only apply the effect of
this feat for a given critical hit if you are not
applying any other feat ability that modifies
your critical hit including Disarming Strike,
Repositioning Strike, or Tripping Strike.

Extra Opportunity

You may choose an additional opportunity.

Prerequisites: Opportunity class ability, 7™ level

Benefit: You may select another opportunity for
use with your opportunity pool. You may take
this feat more than once, selecting another
opportunity.

Greater Armor Cutting

You are very good at whittling away your
opponent’s armor.

Prerequisites: Improved Armor Cutting, Base
Attack +6

Benefit: You receive a +2 bonus on checks
when performing the armor cutting combat
maneuver. This bonus stacks with the bonus
granted from the Improved Armor Cutting

feat. Whenever you successfully increase

your opponent’s armor check penalty and
decrease his maximum dexterity bonus, your
opponent provokes attacks of opportunity from
your dllies within reach as he attempts to adjust
to the loosened armor.

Improved Armor Cutting

A little slit here, a little slash there, you know
how fo inconvenience your armored foe.

Prerequisites: Combat Expertise

Benefit: You gain a +2 bonus to all armor
cutting combat maneuver and do not provoke
attacks of opportunity. You also gain a +2
bonus to your Combat Maneuver Defense
when an opponent tries the armor cutting
maneuver against you.

Normal: Using the armor cutting maneuver
provokes an aftack of opportunity.
Insightful Reflexes

You can see the tells of your opponent when
he is about fo move and have learned to take
advantage as he passes by.

Prerequisites: Combat Reflexes

Benefit: You may make a number of additional
attacks of opportunity per round equal to your
Wisdom modifier. This replaces the number of
attacks gained from your Dexterity modifier,
they do not stack.

Special: As with Combat Reflexes, this feat only

allows a character possessing the opportunist

“advanced rogue talent once per round.
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OTHER KNOTTY WORKS

PATHFINDER COMPATIBLE PRODUCTS

If you enjoyed this product, please check out these other
Pathfinder supplements produced by the Knotty Works.

Each of the Spell Works Compendiums offer over
fifty new and unique spells. Advancing with Class
supplements offer new abilities for existing

- classes or introduce a new class with unique

mechanics for the Pathfinder game.
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