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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

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 of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product identity by the owner 
of the Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” 
means 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.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of 
the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the 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 ParaPhernalia #28
By the Knotty-Works

Welcome to the twenty-eighth 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 ranger archetype, the old 
school ranger.  It rolls the favored enemy back to 
its roots, but the benefit is just as meaty.  Other 
abilities are also adjusted or replaced to give the 
ranger more of his original feel and texture from 
days of ole.

Old School Ranger (Archetype)
In days long past, rangers hunted goblins and giants 
that threatened their realms, learning to cut down 
the most fearsome with just a single blow.  These 
men were cut with a different cloth, seemingly to 
vanish from view with little more than a thought yet 
able to see the slightest breeze in the air.  The old 
school ranger was more than a simple wilderness 
fighter, he was a protector of the woodlands and 
defender of the innocent, scourging goblins and 
other vile creatures from the land.
Alignment:  The old school ranger must be good 
in alignment.

Class Abilities
Giant Hunters (Ex):  When facing creatures of 
either goblinoid or giant humanoid sub types, 
the old school ranger add his class level to 
the damage caused from his melee attacks 
beginning at 1st level.  This ability replaces the 
ranger’s Favored Enemy class ability gained at 
1st, 5th, 10th, 15th and 20th level.  For other class 
abilities that refer to the ranger’s Favored Enemy 
class ability, goblinoids and giants are treated as 
the ranger’s favored enemies.
Hyper Vigilant (Ex):  The old school ranger gains 
a +2 circumstance bonus to both perception 
and stealth checks and +1 to his Initiative roll 
at 1st level.  This bonus increases by +2 for 
perception and stealth and +1 for initiative 
every four levels beyond 1st level.

At 7th level the Ranger may still take either a 
move or standard action during a surprise round 
even if he fails his perception check.
At 12th level the old school ranger may move up 
to his normal movement rate in a single round 
while using stealth with no penalties.
This ability replaces Wild Empathy, Woodland 
Stride, and Camouflage class abilities.
Two Weapon Mastery (Ex):  The old school 
ranger gains Two Weapon Fighting at 2nd level, 
Improved Two Weapon Fighting at 6th level, and 
Greater Two Weapon Fighting at 10th level.  The 
old school ranger does not need to meet the 
prerequisites for these feats.  In addition, he may 
choose from the following feats at 8th, 12th, and 
16th level but must meet any listed prerequisites 
for them:  Bashing Finish, Break Guard, Combat 
Reflexes, Double Slice, Improved Off Handed 
Opportunity*, Improved Shield Bash, Off Handed 
Opportunity*, Shield Master, Shield Slam, Two 
Weapon Defense, Two Weapon Feint, and Two 
Weapon Rend.  This ability replaces the ranger’s 
normal Combat Style Feat class ability gained at 
2nd level and every 4 levels thereafter.
Durable (Ex):  The ranger gains the Toughness 
feat as a bonus feat at 3rd level. This ability 
replaces the Endurance feat gained at 3rd level.
Track Identification (Ex):  Beginning at 3rd level 
the old school ranger may make Knowledge skill 
checks while untrained when trying to determine 
a creature based on any visible tracks.  
First the old school ranger must identify the 
creature type (and sub type as applicable) using 
the  DC to identify the tracks based on the same 
DC calculation for tracking based on the ground 
conditions, number of creatures, size of creatures, 
etc.  The target creature’s CR is added to the 
tracking DC and if multiple creature types are in 
the general vicinity the DC in increased by +2 per 

additional creature type that comingles within 
the original tracks.  The old school ranger may 

either use his Survival Skill or any pertinent 

http://www.d20pfsrd.com/classes/core-classes/ranger#TOC-Favored-Enemy-Ex-
http://www.d20pfsrd.com/skills/perception
http://www.d20pfsrd.com/skills/stealth
http://www.d20pfsrd.com/skills/perception
http://www.d20pfsrd.com/skills/stealth
http://www.d20pfsrd.com/skills/perception
http://www.d20pfsrd.com/skills/stealth
http://www.d20pfsrd.com/classes/core-classes/ranger#TOC-Wild-Empathy-Ex-
http://www.d20pfsrd.com/classes/core-classes/ranger#TOC-Woodland-Stride-Ex-
http://www.d20pfsrd.com/classes/core-classes/ranger#TOC-Woodland-Stride-Ex-
http://www.d20pfsrd.com/classes/core-classes/ranger#TOC-Camouflage-Ex-
http://www.d20pfsrd.com/feats/combat-feats/two-weapon-fighting-combat---final
http://www.d20pfsrd.com/feats/combat-feats/improved-two-weapon-fighting-combat---final
http://www.d20pfsrd.com/feats/combat-feats/greater-two-weapon-fighting-combat---final
http://www.d20pfsrd.com/feats/combat-feats/bashing-finish-combat
http://www.d20pfsrd.com/feats/combat-feats/break-guard-combat
http://www.d20pfsrd.com/feats/combat-feats/combat-reflexes-combat
http://www.d20pfsrd.com/feats/combat-feats/combat-reflexes-combat
http://www.d20pfsrd.com/feats/combat-feats/double-slice-combat---final
http://www.d20pfsrd.com/feats/combat-feats/improved-shield-bash-combat---final
http://www.d20pfsrd.com/feats/combat-feats/shield-master-combat---final
http://www.d20pfsrd.com/feats/combat-feats/shield-slam-combat---final
http://www.d20pfsrd.com/feats/combat-feats/two-weapon-defense-combat---final
http://www.d20pfsrd.com/feats/combat-feats/two-weapon-defense-combat---final
http://www.d20pfsrd.com/feats/combat-feats/two-weapon-feint-combat
http://www.d20pfsrd.com/feats/combat-feats/two-weapon-rend-combat---final
http://www.d20pfsrd.com/feats/combat-feats/two-weapon-rend-combat---final
http://www.d20pfsrd.com/classes/core-classes/ranger#TOC-Combat-Style-Feat-Ex-
http://www.d20pfsrd.com/feats/general-feats/toughness---final
http://www.d20pfsrd.com/feats/general-feats/endurance---final
http://www.d20pfsrd.com/skills/knowledge
http://www.d20pfsrd.com/skills/survival
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Knowledge skills that may apply to identify the 
creature type.  The old school ranger does not 
add 1/2 his class level to the check to determine 
the creature type.  If the old school ranger fails the 
skill check by 5 or less, he misidentifies the creature 
type and will come to the wrong conclusion as to 
the target creature’s identity.
Once the old school ranger identifies the type of 
creature he may attempt to make a monster lore 
check, though the base DC is increased by 5, 
even if he has no ranks in the relevant knowledge 
skill.  If successful the old school ranger correctly 
identifies the creature and if he has 1 or more 
ranks in the Knowledge skill used for the monster 
lore he may gain more information based upon 
how well he rolled above the DC.
At 8th level and every five levels thereafter the old 
school ranger adds +1 competence to both the 
roll to identify the creature type by tracks and 
then identifying the creature itself.
This ability replaces the Favored Terrain class 
ability gained at 3rd, 8th, 13th, and 18th level.
Spell Casting:  The old school ranger may choose 
spells from the Druid list or the Sorcerer/Wizard list.  
The old school ranger uses Wisdom as his primary 
ability in regards to additional spells gained and 
the ability modifier used when calculating the DC 
of his spells regardless of the type of spell cast.
The old school ranger gains 2 1st level wizard 
spells and his own spell book at 4th level.  He gains 
one additional wizard spell every other level 
thereafter in addition to any spells he finds or 
purchases to transcribe in his spell book.  The spell 
book is the standard wizard spell book and all 
normal rules apply including the size and number 
of spells the old school ranger’s book may hold.  
The old school ranger may prepare either druid 
or wizard spells—or a combination of both—as 
part of his daily hour of preparation.  Druid spells 
may be chosen from the druid list and he does 
not need to record them in a spell book as he 
does for the wizard spells.  The old school ranger’s 
effective caster level is equal to his class level -3.
This ability modifiers the ranger’s normal Spell 
casting ability.
Divine Attunement (Su):  At 9th level the old school 
ranger may attempt to use magic items involving 
divination magic (including scrolls, wands, and 
staves) as if he possessed the Use Magic Device 

skill.  The old school ranger’s effective rank is 
equal to his class level plus his Charisma modifier.
At 16th level the old school ranger may use 
Detect Scrying at will though the range of 
detection around the old school ranger is only 10 
feet and is a standard action to actively detect 
any active magical sensors.  If the old school 
ranger detects the scrying attempt, his opposed 
roll is equal to 1d20 + 1/2 his class level to gain a 
sense of the individual attempting to scry within 
the area of effect.  
This ability replaces Evasion and Improved 
Evasion class abilities.

New Feats
Improved Off Handed Opportunity
Your off handed blade flashes beyond 
perception when enemies slide past.
Prerequisites:  Off Handed Opportunity, Base 
Attack +11
Benefits:  You can take up to one extra attack of 
opportunity with your off handed weapon per 
opponent that passes through your threatened 
area for a number of total attacks equal to your 
Dexterity bonus per round.  Normal penalties for 
attacking with the off handed weapon apply, using 
your highest base attack bonus for each attack.

Off Handed Opportunity
You are just as quick with your off handed 
weapon as you are your primary weapon when 
looking for advantages to strike an enemy. 
Prerequisites:  Two-Weapon Fighting, Combat 
Reflexes, Base Attack +6
Benefits:  If an opponent passes through more 
than one threatened square, you may attack 
him with your off handed weapon as a second 
attack of opportunity after the opponent has 
passed through the first threatened square.  This 
is in addition to extra attacks of opportunity 
gained from the Combat Reflexes feat.  Only 
one opponent may be attacked with your off-
handed weapon per round, and all normal 
penalties for attacking with the off handed 
weapon apply though you do use your highest 
base attack bonus while attacking.
Normal:  A character without this feat may not 
take attacks of opportunity with an off handed 

weapon in addition to the primary weapon.
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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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