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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. () “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. ldentification: 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.

15 COPYRIGHT NOTICE

Open Game License v 1.0 © 2000, Wizards of the Coast, Inc.

System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Pathfinder RPG Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn,
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

The Book of Experimental Might. © 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.

The Book of Fiends. © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona,
Chris Pramas, and Robert J. Schwalb.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.
Pathfinder Player Companion: Dungeoneer’s Handbook © 2013, Paizo Publishing, LLC;
Authors: Amanda Hamon, Gareth Hanrahan, David Ross, and Jerome Virnich.

Pathfinder Player Companion: Melee Tactics Toolbox © 2015, Paizo Inc.; Authors: Paris
Crenshaw, Ron Lundeen, and David Schwartz.

Pathfinder Campaign Setting: Pathfinder Society Field Guide. © 2011, Paizo Publishing,
LLC. Authors: Erik Mona, Mark Moreland, Russ Taylor, and Larry Wilhelm.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Publishing, LLC; Authors:
Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen
Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Equipment ©2012, Paizo Publishing, LLC; Authors:
Dennis Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello,
Mike Ferguson, Matt Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith,
Michael Kenway, Hal MacLean, Jason Nelson, Tork Shaw, Owen KC Stephens, and Russ
Taylor.

Axe Beak from the Tome of Horrors Complete ©2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Author; Scott Greene, based on original material by
Gary Gygax.

Genie, Marid from the Tome of Horrors Complete ©2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Grippli from the Tome of Horrors Complete ©2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Author: Scott Greene, based on original material by
Gary Gygax.

Iron Cobra from the Tome of Horrors Complete ©2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Philip Masters.

Marid from the Tome of Horrors lil. © 2005, Necromancer Games, Inc.; Author: Scott
Greene.

Rot Grub from the Tome of Horrors, Revised. © 2002, Necromancer Games, Inc.; Authors:
Scott Greene and Clark Peterson, based on original material by Gary Gygax.

Russet Mold from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Yeti from the Tome of Horrors Complete ©2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.

Vegepygmy from the Tome of Horrors, Revised. © 2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by Gary Gygax.

Player Paraphernalia #21 The Sword Saint (Cavalier Archetype) ©2015, The Knotty-Works;
Author: John Buckley

d20pfsrd.com. Copyright 2010, John Reyst.



P]LAY]ER PARAPHERNALIA #21

By the Knotty-Works

Welcome to the twenty-first 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 cavalier archetype, the Sword
Saint. A new Order is also provided, the Order of
the Holy Sacrament.

The Sword Saint (Cavalier Archetype)

The Sword Saint strives to become one with

his weapon of choice, the sword. While many
warriors of noble birth or heart that take on a
cause hone both martial and riding skills, the
sword saint forgoes such expertise in order to
forge his link with his chosen sword. The sword

is more than just a tool to the sword saint, it
becomes an extension of his own body and
often has links to the sword saint’s ancestral past
or a sacred bond that resounds through the spirit
of the sword saint.

Class Abilities

Sacred Sword (Ex): The sword saint gains an
ancestral sword (the type of his own choosing
but he must be proficient) with which he is
entfrusted and bonded. The sword itself is not
magical but is of master-work quality.

The sword saint may call upon the spirit of the
sword that grants a +1 enhancement bonus to
the weapon for a total number of minutes per
day equal to the level of the sword saint as a
swift action. This duration does not have to be
consecutive, but may only be broken down

info one minute increments. At 4" level and
every three levels thereafter the sword gains

an additional +1 enhancement bonus (to a
maximum of +7 at 19" level). If the sword is given
magical properties the bonuses do stack, though
the maximum to hit and damage bonus cannot
exceed +5. Beginning at 8" level

the sword saint may use some or all of the
enhancement bonuses fo apply one

POV

of the following special abilities to the sword:
Advancing, Agile, Allying, Benevolent, Breaking,
Countering, Courageous, Culling, Defending,
Defiant, Exhausting, Fortuitous, Ghost Touch,
Glorious, Guardian, Impact, Keen, Menacing,
Merciful, Mighty Cleaving, Repositioning,
Shattering, Speed, Vorpal, and Wounding;
expending the magical enhancement bonus
granted by this ability as the cost for gaining the
special abilities. The sword must have at least

a +1 enhancement bonus to hit and damage
before any special abilities may be applied. If
the sword has other magical special abilities,
these additional abilities may be added, but
identical abilities confer no additional benefit to
the weapon.

At 11" level, half of the bonus gained from the
ability may be applied to the sword without limit
to duration, chosen at the beginning of the day
as part of a 10 minute ritual of preparation. If the
sword saint decides to change the sword'’s abilities
while enchanted in this fashion, it consumes one
minute of his fime allowed for the day.

At 20™ level, while the sword saint is using his
sacred sword as part of his challenge, the sword
deals double the normal amount of damage and
a critical strike damage is increased by one step.
In addition, if the challenged opponent is critically
sfruck by the sword saint it must make a Will save
or be stunned for 1d4 rounds. If the saving throw is
successful, the target is still staggered for the same
amount of time. The DC is equal to 10 + the sword
saint’s base attack bonus.

If the sacred sword is lost or destroyed, the sword
saint must find another sacred sword acceptable
to his cause and order. The sword must be of at
least masterwork quality and requires 30 days

if uninterrupted fraining and use with the new
weapon to become attuned to it and regain the
enhancement abilities. During this time the sword
saint suffers a -1 penalty on all attack and
weapon damage rolls with any weapon he
is wielding.
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This ability replaces the cavalier’'s mount,
cavalier's charge, mighty charge, and supreme
charge class abilities. If used with the samurai
alternate class, this ability replaces samurai’s
mount, mounted archer, demanding challenge,
and last stand class abilities.

Sword Mastery (Ex): The sword saint gains
weapon focus with his chosen sword as a bonus
feat at 3@ level. If the sword saint already
possesses weapon focus for his sword, he instead
gains dazzling display. He may also draw his
chosen sword as a free action as if possessing the
quick draw feat.

The sword saint also gains additional feats
specific to his chosen sword at higher levels, and
is freated as a fighter for meeting any of the
prerequisites listed for the feat.

At 6" level the sword saint gains the weapon
specialization feat for his chosen sword or the
shafter defenses feat if he already possesses the
weapon specialization feat for his chosen sword.

At 8" level he gains greater weapon focus with
his chosen sword.

At 12" level the sword saint may choose from
either the greater weapon specialization feat
with his chosen sword or the penefrating strike
feat.

At 18" level the sword saint gains the penetfrating
strike feat or the greater penetrating strike feat if
he already possesses the former.

This ability replaces the cavalier's expert trainer
class ability and the weapon expertise samurai

class ability as well as the bonus feats gained at
6™, 12" level, and 18th level.

New Order
Order of the Holy Sacrament

Cavaliers belonging to the order of the Holy
Sacrament dedicate themselves to the
protection of the innocent and the defense

of the righteous. These cavaliers also espouse
forgiveness and offering salvation to those willing
to accept it. However, this is moderated by the
understanding that only those that show true
signs of frue repentance and reparations for their
acts of evil deserve such forgiveness.

Edicts: The cavalier must show compassion to all,
providing aid to anyone that asks as long

as it does no evil or aid in the acts of evil. The
cavalier must show mercy to those that

ask, though those involved with evil are still
responsible for their own actions and must
provide atonement for them.

Alignment: Cavaliers that join the Order of the
Holy Sacrament must be Good in alignment.

Challenge: When the holy sacrament cavalier
issues a challenge, those being threatened

by the target of his challenge gain a +1
circumstance bonus to their armor class while
the cavalier is threatening the target. This bonus
increases by +1 for every four levels possessed by
the cavalier.

Skills: The holy sacrament cavalier gains Heal
and Knowledge (religion) as class skills. If

the cavalier uses his heal skill on an innocent
(anyone that did not participate in an attack
during the last encounter but was hurt during the
encounter), he may add half his class level to the
heal check.

Order Abilities

The cavadlier of the Holy Sacrament gains the
following abilities as he increases in level.

Lay On Hands (Su): Beginning af 2"dlevel, the
cavalier may heal wounds (his own or those of
others) by touch equal to a number of times per
day equal to half his class level plus his Charisma
modifier. The cavalier may use a standard action
to heal 1dé hit points of damage. At 6™ level and
every six levels thereafter the number of dice of
healing increase by 1dé.

Mercy (Su): At 8" level, the cavalier may use

his lay on hands ability to remove the following
effects: Dazed, Fatigued, Shaken, Sickened, or
Staggered. This ability uses up one of his daily lay
on hands ability and the recipient the number

of dice of his healing effect of the lay on hands
ability is reduced by half when the ability is used
to remove an effect. At 15" level the cavalier
may use this ability to remove either the effects
of nausea or exhaustion.

Aura of Compassion (Su): At 15" level, the
cavalier emits an aura of compassion while
conscious. Both the cavalier and all allies within
10 feet may make non-lethal melee attacks with
no penalty to the attack while using a lethal
melee weapon, natural attack, or unarmed
aftack. In addition, if anyone treats deadly
wounds or provides first aid within 10 feet of the
conscious cavalier gains a bonus o the heal
check equal to half the cavalier’s class level.
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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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