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Bushfighter

The Bushfighter is a non-magical variant of the Ranger
class.

Game Rule Information
Bushfighters have the following game statistics:

Abilities: Dexterity is important for Bushfighters because
they tend to wear light armor and strike from stealth. Several
of their abilities are based upon Dexterity. Several of
Bushfighter’s abilities are based on Wisdom.

Alignment: Any.

Hit die: d10

Class Skills

The Bushfighter’s class skills (and the key ability for each
skill) are Animal Empathy (Cha, exclusive skill), Bluff (Cha),
Climb (Str), Concentration (Con), Craft (Int), Handle Animal
(Cha), Heal (Wis), Hide (Dex), Intimidate (Cha), Intuit
Direction (Wis), Jump (Str), Knowledge (nature) (Int), Listen
(Wis), Move Silently (Dex), Profession (Wis), Ride (Dex),
Search (Int), Spot (Wis), Swim (Str), Use Rope (Dex), and
Wilderness Lore (Wis).

Skill Points at First Level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int modifier.

Table BF-1: Bushfighter Class Progression

Class Features

All of the following are class features of the Bushfighter.

Starting Package: A Bushfighter starts with the following
feats:

Light Armor Proficiency

Martial Weapon Proficiency (all)
Medium Armor Proficiency
Simple Weapon Proficiency
Shield Proficiency

Tracking

Trailblazing: At 1st level, the Bushfighter gains the ability
to find the best route through unfamiliar areas or difficult
terrain.

When traveling overland, the Bushfighter can make a
Wilderness Lore check to reduce travel time. With a result of
15 or better, the total travel time is reduced by 25%. On a 25
or better, the time is reduced by 50%.

Up to three individuals may be guided by the Bushfighter
with no penalty. For every additional three individuals (or
fraction thereof), apply a -2 penalty to the Bushfighters
Wilderness Lore check.

Uncanny Dodge: Starting at 2™ level, the Bushfighter gains
the extraordinary ability to react to danger before his senses
would normally allow him to do so. At 2™ level and above, he
retains his Dexterity bonus to AC (if any) regardless of being
caught flat-footed or struck by an invisible attacker. (He still
loses his Dexterity bonus to AC if immobilized.)

At 6" level, the Bushfighter can no longer be flanked; he
can react to opponents on opposite sides of him as easily as he
can react to a single attacker. This defense denies an enemy
the ability to use a flank attack to sneak attack the Bushfighter.

Base Fort Ref Will
Level | Attack Bonus Save Save Save | Special
1 +1 +2 +2 +0 Starting package, trailblazing
2 +2 +3 +3 +0 Uncanny dodge (Dex bonus to AC)
3 +3 +3 +3 +1
4 +4 +4 +4 +1 Chosen Prey +1
5 +5 +4 +4 +1
6 +6/+1 +5 +5 +2 Uncanny dodge (can’t be flanked)
7 +7/+2 +5 +5 +2
8 +8/+3 +6 +6 +2 Chosen Prey +2
9 +9/+4 +6 +6 +3
10 +10/+5 +7 +7 +3 Sneak Attack +1d6
11 +11/46/+1 +7 +7 +3 Master of the Wilderness
12 +12/+7/+2 +8 +8 +4 Chosen Prey +3
13 +13/+8/+3 +8 +8 +4 Master of Reconnaissance
14 +14/+9/+4 +9 +9 +4 Sneak Attack +2d6
15 +15/+10/+5 6 6 +5 Master of Stealth
16 +16/+11/+6/+1 +10 +10 +5 Chosen Prey +4
17 +17/+12/+7/+2 +10 +10 +5
18 +18/+13/+8/+3 +11 +11 +6 Sneak Attack +3d6
19 +19/+14/+9/+4 +11 +11 +6 Damage Reduction 2/-
20 +20/+15/+10/+5 +12 +12 +6 Chosen Prey +5
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The exception to this defense is an opponent with sneak attack
abilities at least four levels higher than the Bushfighter; this
type of opponent can flank the Bushfighter and Sneak Attack
him.

Chosen Prey: At 4™ level, the Bushfighter becomes a
master hunter. He can study a particular opponent and
designate it as his prey. Against that opponent, the Bushfighter
gains a +1 bonus to Attack rolls and Bluff, Listen, Search,
Sense Moative, Spot, and Wilderness Lore (for tracking only)
checks. This bonus increases by +1 every four levels after 4™
level (+2 at 8™, +3 at 12", +4 at 16", and +5 at 20").

The chosen prey bonus normally applies to a single,
intelligent individual or a species of animal-intelligence
creature (Intelligence 3 or less, such as lions, tigers, or bears).
The bonus may also be applied to a small group of related
targets (total number of individuals cannot exceed the
Bushfighter’s class level), such as a team of bandits or a
particular family of monsters terrorizing the region.

The chosen prey bonus may be applied to a large group,
such as all the members of particular army or a type of
creatures (all undead, all aberrations). In this case, the bonus is
halved, round down.

Before a gaming session starts, the player of a Bushfighter
must declare his chosen prey. Generally, the prey must be a
creature or individual with which the Bushfighter is familiar.
If the character does not know about a particular group, he
cannot choose it. The chosen prey cannot be changed until a
particular adventure ends; usually, a couple of weeks are
necessary for the Bushfighter to change his focus. (The referee
approves all chosen prey selections.)

A Bushfighter may not have more than one chosen prey at a
time.

Sneak Attack: At 10" level, a Bushfighter acquires the
ability to perform sneak attacks on his enemies.

If a Bushfighter is able to catch an opponent when she is
unable to defend herself effectively from an attack, he can
strike her in a vital spot for extra damage. Any time a
Bushfighter’s target would be denied her Dexterity bonus to
AC (if any) or when the Bushfighter flanks the target, the
Bushfighter’s attack deals extra damage. The extra damage is
+206 at 10" level. If the Bushfighter scores a critical hit, the
extra damage for the sneak attack is not multiplied.

Ranged attacks count as sneak attacks if the target is within
30 feet. The Bushfighter cannot strike with deadly accuracy
from beyond that range.

At 14" level, the extra damage increases to +2d6. At 18"
level, it increases to +3d6.

Master of the Wilderness: At 11" level, a Bushfighter
masters survival skills. When making a skill check with Intuit
Direction or Wilderness Lore, he may take 10 even if stress
and distractions would normally prevent him from doing so.

Master of Reconnaissance: At 13" level, a Bushfighter
masters observation skills. When making a skill check with
Listen or Spot, he may take 10 even if stress and distractions
would normally prevent him from doing so.

Master of Stealth: At 15" level, a Bushfighter masters
stealth-related skills. When making a skill check with Hide or

Move Silently, he may take 10 even if stress and distractions
would normally prevent him from doing so.

Damage Reduction: At 19" level, a Bushfighter has
become toughened by constant life in the “bush.” He acquires
Damage Reduction 2/- as an extraordinary ability.
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Open Gaming License
THIS LICENSE IS APPROVED FOR GENERAL USE. PERMISSION TO DISTRIBUTE THIS LICENSE IS MADE BY
WIZARDS OF THE COAST!

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. ldentification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.
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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 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc.
Grim-n-Gritty Hit Point and Combat Rules Copyright 2001, Kenneth S. Hood
Bushfighter: A Non-magical Ranger Copyright 2001, Kenneth S. Hood

[ end of License ]
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