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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.

3.0ffer 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 #96

BY THE KNOTTY-WORKS

‘Welcome to issue ninety-six of the Player
Paraphernalia series, short supplements designed
to offer players new options for use with the
Pathfinder RolePlaying Game (©Paizo, Inc.).

This issue introduces alternate archetypes for

the cavalier and a new order. Special thanks

to Rodney Sloan for his contributions of the
Revolutionary archetype and the Order of Ancient
Horror for those that wish a more Lovecraftian or
occult theme.

Duel Master (Cavalier Archetype)

While images of a metal clad knight astride
a mighty warhorse riding forth to save
the princess inspire most to join orders of
chivalric pride, many find that true nobility
and honor comes from their ability to face
their enemies on an even playing field. The
duel master is trained in arts of fencing and
finesse rather than handling larger bulky
weapons and stomping around in heavy
iron shells.

Class Skills

The duel master does not gain Handle
Animal as a class skill, but it is replaced by
Escape Artist.

Weapon and Armor Proficiency

The duel master is only proficient with light
armor and shields (except tower shields).
However, he does gain Dodge as a bonus
feat at 1¢' level regardless of his Dexterity
score.

In regards to weapons, the duel master
is proficient with all simple weapons and
all light and one handed martial melee

weapons. He gains Weapon Finesse as a
bonus feat at 15 level as well.

Uncanny Dodge (Ex)

At 1 level, the duel master gains a sense
of impending attack. As a result, the duel
master cannot be caught flat-footed, nor
does he lose his Dex modifier to his AC if
the attacker is invisible. He does lose his
Dex modifier to his AC if he is immobilized or
helpless.

At 8" level, the duel master may no longer
be flanked and does not suffer sneak attack
damage from a character flanking him
unless that attacker has at least four more
class level granting the sneak attack than
the duel master’s class level.

If the duel master gains uncanny dodge
from another class, the levels stack in
determining the level required to overcome
the duel master’'s immunity to sneak attack
damage while being flanked.

This class feature replaces the cavalier's
Mount class feature.
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Feinting Expert (Ex)

At 34 level, the duel master gains Improved
Feint as a bonus feat. He does not need
to meet the prerequisites for the feat, but
any other related feats will require the duel
master to meet any prerequisites as listed.

This class feature replaces the Cavalier's
Charge class feature.

True Sense (Ex)

At 4" level, the duel master adds 'z his class
level when he uses Sense Motive in order to
avoid being feinted in combat. The duel
master may attempt to “read” someone
by hunch or to detect an enchantment as
a full round action, suffering a +10 to the
DC (normally using Sense Motive to sense
enchantments or reading people is at least
1 minute in length).

This class feature replaces the cavalier's
Expert Trainer class feature.

Feint Master (Ex)

At 11" level, the threat range of any melee
weapon wielded by the duel master against
an opponent denied its Dexterity modifier is
doubled. This increase does not stack with
any ofher effect that increases the threat
range of the weapon. If the opponent is
the target of the duel master's challenge,
he gains a +4 bonus to confirm any critical
threats as well.

This class feature replaces the cavalier's
Mighty Charge class feature.

Supreme Feint (Ex)

At 20" level, the duel master deals double
damage when he successfully feints an
opponent. If the duel master’s feint causes
critical damage, the target must make a
Will save or be stunned for 1d4 rounds. If the
target makes its Will save, it is still staggered
for 1d4 rounds. The DC for the Will save is
equal to 10 + the duel master’s base attack
bonus.

This class feature replaces the cavalier's
Supreme Charge class feature.

Revolutionary (Cavalier Archetype)

To the revolutionary, there is no greater
ideal worth fighting for than the common
people and their cause. Ready to die for
drastic political change in the hopes of a
new dawn for every man, the revolutionary
sounds a call to arms that cannot easily go
unanswered.

Class Skills

A revolutionary gains Knowledge (history)
and Knowledge (local) as class skills instead
of Handle Animal and Ride.

Weapon and Armor Proficiency

A revolutionary is proficient with all simple
weapons and with light armor. He gains
Catch Off-Guard and Throw Anything as
bonus feats at 1+ level.

This modifies the cavalier's normal weapon
and armor proficiency.

Powerful Persuader (Ex)

At 1¢ level, the revolutionary becomes a
powerful orator, able to swing the opinions
of others. When the revolutionary makes a
Diplomacy or Intimidate check, he can roll
twice and take the higher result. Using this
ability is a free action. He can use this ability
once perday at 1stlevel, plus one additional
time per day for every 3 levels thereafter.

This class feature replaces the cavalier's
Mount feature.

Charge the Barricade (Ex)

At 379 level, the revolutionary's charge
inspires his allies fo storm defended positions.
When charging, a revolutionary may
charge through difficult terrain and does
not take the -2 penalty to AC for attacking
on a charge. Until his next turn, any of the
revolutionary's allies within 60 feet gain the
same benefits while charging.

This class feature replaces the Cavalier’s
Charge feature.
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The People’s Champion (Ex)

At 4" level, the revolutionary draws like-
minded people to fight for his cause. He
gains Leadership as a bonus feat, but may
not gain a cohort until he has reached 7"
level. For the purposes of gaining followers,
the revolutionary gains a +2 bonus to his
Leadership score if he has a publicly known,
well defined agenda for fast and drastic
political change. He gains a minimum
number of 1 level followers equal to his
Charisma bonus (minimum 1).

At 12" level, in a seftlement (see the
Pathfinder RPG Game Mastery Guide™)
with a population of more than 2,000 the
revolutionary may make a Diplomacy check
once per day to draw a crowd and gain
additional followers. If the general alignment
of the settlement is more than one step
from the revolutionary’'s alignment, then
the population size required for this ability is
instead more than 5,000. The revolutionary
uses the result of the Diplomacy check as
his effective Leadership score and gains
followersin additionto those already allowed
to him by the feat. These additional

(

S\

followers accompany the revolutionary for
1 hour per 4 class levels.

This class feature replaces the cavalier's
Expert Trainer feature.

Revolutionary Oath (Ex)

Beginning at 11" level, the revolutionary can
swear a powerful oath before his allies and
followers, steeling himself for the coming
battle and bolstering their resolve. Once per
day, during a speech of 5 minutes or more,
the revolutionary swears an oath. Until the
next day or the fulfillment of his oath, the
revolutionary gains the Diehard feat.

All of the revolutionary’s allies that hear the
oath gain temporary hit points equal to the
revolutionary's Charisma bonus until the
next day, or until the revolutionary fulfills his
oath or dies.

This class feature replaces the cavalier's
Mighty Charge feature.

Revolution! (Ex)

At 20" level, the revolutionary sounds
a deadly cdll 1o arms. He may choose
Improvised Weapon Mastery as a
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bonus feat or he gains proficiency with all
marfial melee weapons, once this choice
is made it cannot be changed. The critical
threat range for all the revolutionary’s melee
weapons, and for the melee weapons of
allies within 30 feet, increases by 1. Apply
this threat range increase after any bonuses
from feats such as Improved Critical.

This class feature replaces the cavalier's
Supreme Charge feature.

Order of the Ancient Horror

Cavaliers who join the order of the ancient
horror dedicate themselves to a mysterious
creature from beyond the edge of sanity.
Cavaliers of this order tend to be champions
of secretive cults, or power hungry general’s
eager to further the unfathomable designs
of a powerful, unseen master.

Alignment: The cavalier must choose a
benefactor to venerate and his alignment
must be within one step of his benefactor’s,
along either the law/chaos axis or the
good/evil axis.

Edicts

The cavalier dedicates himself in service
to a being from another plane and to the
furthering of that being’'s aims. He must
submit to his master’s every wish, further its
designs and seek out new agents to bolster
his master's cult. He must strive to protect
his master at all cost.

Challenge

An order of the ancient horror cavalier
moves with otherworldly swiftness against
his foes. He gains the Spring Attack feat
against the target of his challenge, even if
he does not meet the feat’s prerequisites. If
he already has the Spring Attack feat, the
cavalier's speed increases by 5 feet while
his challenge is active.

Skills

An order of the ancient horror cavalier
adds Knowledge (planes) and Linguistics
tfo his list of class skills. An order of the
ancient horror cavalier can make

Knowledge (planes) skill checks untrained.
Whenever the cavalier uses Bluff to oppose
a Sense Motive check regarding his
master, he receives a competence bonus
on the check equal to 2 his cavalier level
(minimum +1). In addition, the order of the
ancient horror cavalier receives one bonus
language from his master’s list of known
languages.

Order Abilities

An order of the ancient horror cavalier
receives the following abilities as he
increases in level.

Terrible Revelation (Ex)

At 2" level, the cavalier can sow fear
amongst his enemies by describing the
terrible fate that awaits them at the
hands of his master. The cavalier receives
a competence bonus on Intimidate skill
checks to demoralize a target equal to 2 his
cavalier level (minimum +1). Furthermore,
at the cavalier’s choice, if a demoralized
target’s HD is lower than the cavalier’s
level, then the target is frightened rather
than shaken.

Dark Calling (Sp)

At 8" level, the cavalier can call forth
servants of his master to aid him in baftle.
He gains the ability to cast the Summon
Monster IV spell. The type of creature
chosen must not oppose the cavalier’s or
his master’'s alignment. Regardless of the
cavalier's alignment, if given the choice,
the summoned monster must use the
fiendish template. The cavalier can use this
ability once per day, plus one additional
time per day at 12" level and every four
levels thereafter.

All Shall Kneel (Ex)

At 15" level, the cavalier learns to bring
his enemies low with his aftacks. When he
confirms a critical hit against a foe of the
same size or smaller, that creature falls
prone and provokes an immediate aftack
of opportunity from the cavalier.
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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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