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This supplement reimagines the classic Paladin and Ranger subclasses for the SWORD & SPELL game. 
 
Character-Types (Additions) 

There are two subtypes of Fighters: Knights and Warders. 

FIGHTERS 

Knights 

Fighters with a Charisma score of 17 may elect at any time to accept the status of Knight. The abilities of a 
Knight differ, according to the faction they serve. In any case, they must not have changed their faction from 
the start of play, and they lose their Knight status (which they can never regain) should they change factions.  

 Lawful Knights have the following abilities. Once a day, they can cure with a touch 2 hit points of 
damage for each level they have. Once a day, they can cure disease, like the spell. Lawful Knights are 
immune to normal and magical diseases. They enjoy +2 to all saving throws. At 8th level, a Lawful 
Knight can detect evil (range 60) and dispel evil at will. 

 Neutral Knights have the following abilities. Once a day, they can hold person, like the spell. Neutral 
Knights are immune to all charm effects. They enjoy +2 to all saving throws. At 8th level, a Neutral 
Knight can detect thoughts (range 60) and quest at will. 

 Chaotic Knights have the following abilities. Once a day, they can inflict with a touch 2 hit points of 
damage for each level they have. Once a day, they can cause disease, like the reverse spell. Chaotic 
Knights are immune to normal and magical diseases. They enjoy +2 to all saving throws. At 8th level, 
a Chaotic Knight can conceal evil (range 60) and dispel good at will. 

Knights can obtain a gifted horse at any time but may do so only once every 10 years. The horse is considered 
a Heavy Warhorse (MV 180, AC 5, HD 5+1, high intelligence). 

All Knights may possess not more than six magical items, including arms and armor. They must give away 
their wealth to a nonplayer-character cause, except they may retain enough to pay their support and upkeep, 
pay the support and upkeep of any hirelings, and maintain a modest stronghold (at a cost of no more than 
200,000 GP, with no more than 200 human guards). Knights associate only with characters of their faction. 

Warders 

Fighters with a Constitution score of 16 may elect at any time to become a Warder. A Warder must be Lawful 
and must be so from the start of play. They lose their Warder status (which they can never regain) should they 
change factions. They have the following abilities. 

 They have a 3-in-6 chance to surprise others, while others have -1 to surprise Warders.  

 They have a 5-in-6 chance of tracking creature when outdoors, with -1 to the roll for each day that 
lapses. When indoors, Warders have a 4-in-6 chance to track creatures if no more than 6 turns lapse 
since they see them, with -1 for tracking through normal doors, -2 for tracking through trap doors, and 
-3 for tracking through secret doors or chimneys/wells.  

 They ignore movement penalties for when moving in Wilderness.  

 They need to rest but one day in 10, rather than one day in seven when traveling in Wilderness.  

 They never get lost in the Wilderness.  

 They have +1d6 to damage when they hit Kobolds, Goblins, Orcs, Hobgoblins, Gnolls, Ogres, Trolls, 
Giants, Gnomes, Dwarves, Elves, or Treants.  

Warders may never adventure in a party with more than one other Warder. They donate any wealth they can’t 
carry on their body to a worthy nonplayer cause. They may not employ hirelings until 8th level. They associate 
only with characters of their faction. 
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Product Identity: The following are Product Identity, as defined in the Open Game License version 1.0a, Section 1(e), and are not Open Content: All 
trademarks, registered trademarks, Sword & Spell, OSR Hobbies, World of Harkangraf, Crag Keep, proper names (characters, icons, spell names, 
item names, place names, new deities, and so on), dialogue, plots, story elements, locations, characters, maps, artwork, and trade dress.  

Open Content: Except Product Identity (see above), the game mechanics of this work are Open Game Content, as defined in the Open Gaming License 
version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may be reproduced in any form without 
written permission. Sword & Spell is published by OSR Hobbies under the Open Game License version 1.0a Copyright 2000 Wizards of the Coast, 
Inc. Sword & Spell is a trademark of OSR Hobbies. ©2019 OSR Hobbies. All rights reserved. 

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. 

15. COPYWRITE NOTICE. 

Sword & Spell. Copyright 2019, OSR Hobbies; Authors J. Alexander Lloyd.  

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

System Reference Document. Copyright 2000-2003, Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson. 


