
SSoommmmeerrlluunndd  BBoorrddeerr  RRaannggeerr  
  

Sommerlund is the biggest thorn in the side of 
the Darklords, having beaten back their 
incursions again and again. Sharing a border 
with the Darklands in the west, constant 
vigilance is the price to pay for such victory. 
While the Knights of the Realm are 
Sommerlunds mightiest force of arms on the 
battlefield, and the Kai are unparalleled at 
combating the secret evils among humanity, the 
task of guarding Sommerlund’s borders from 
the infiltrations of the foul spawn of Naar falls 
to the Border Rangers. 
 
While not as prestigious as the Order 
Triumphant, and as mysterious as the Order of 
the Kai Lords, the Border Rangers fulfil 
multiple roles within the armed forces of 
Sommerlund. Their primary task is that of 
scouting the border with the Darklands, 
tracking and hunting down small groups of 
darkspawn and preventing them from entering 
the kingdom proper, and reporting any sign of a 
larger invasion force to the royal armies in 
order to quickly muster a defense. In wartimes, 
they serve as scouts as well as mounted 
skirmishers, their mobility and special combat 
abilities ideal for harrying or ambushing an 
opponent and vanishing again before a 
counterstrike. They also have the habit of 
escorting important persons or messages 
through extremely rough terrain, keeping the 
wilderness from devouring Sommerlund’s 
nobles. 
 
Adventures: While most Border Rangers are 
attached to a certain area, doing patrol duty in 
pairs or small groups, it is common to find one 
tracking some creature across Sommerlund, or 
accompanying nobles or knights on dispatch to 
the more wilder corners of the kingdom. Others 
work as messengers between the Ranger camps 
and the fortified bastions of the royal army 
further inland. 
 
Characteristics: A member of the Border 
Rangers is first and foremost tenacious in his 

dedication to his duty, be it tracking a group of 
Giaks across the Durncrag Mountains for a 
week, or delivering an urgent message to a 
Knight outpost at all cost. Along with that 
mental stubbornness comes a physical 
toughness that lets the Ranger survive even in 
the wildest surroundings and keeps him moving 
even on the brink of death. It is said that once a 
Border Ranger has set teeth in his prey, even 
death will not make him let go. 
 
Religion: While Sommerlund revers Kai and 
Ishir as the main deities, most Border Rangers 
have little time for organized worship, their 
dutoes keeping them constantly on the move 
and allowing little free time. Also, many 
Rangers develop a certain bond with the natural 
world with time and experience, leading them 
to keep a certain reverence for Nature itself. 
 
Background: Border Rangers come from all 
levels of Sommlending society. They usually 
are recruited from the royal armies by 
experienced Rangers, who select them through 
a series of tests. Others apply directly to the 
Border Rangers, and are subjected to a thorough 
examination before accepted into basic training. 
Sometimes, a young noble seeks a bigger thrill 
than serving as a page and squire of a Knight, 
and joins the Border Rangers, but that is 
uncommon, since there is less prestige to be 
won that way. 
 
Other Classes: Border Rangers are a very 
practical lot, and generally cooperate with 
anybody who has the right skills for a task at 
hand. They most often find the company of 
those in the service of Sommerlund, Knights of 
the Realm and Kai Lords, with whom they 
share the service to the kingdom. It is also 
common for them to escort a Brother of the 
Crystal Star through the wilderness to some 
obscure place of research. They have 
difficulties relating to a Shadaki Buccaneer, 
since their flashy and carefree way of life is 
completely opposite to theirs. 
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Their strong bond with the natural world makes 
them trust those who have a similar bond with 
nature, like Herbalish Druids or the very rare 
Kundi Mystic who might cross their path, while 
deeply distrusting those who abuse or misuse 
nature. 
 

Game Rule Information 
The Border Ranger has the following statistics. 
 
Racial Note: The Sommerlund Border Ranger 
is almost always of Sommlending descent. Only 
in very rare cases is a foreign applicant taken in 
and trained, and only after making sure that his 
loyalty is firmly towards Sommerlund. 
 
Abilities: While the Border Ranger is a 
fighting profession, it is not his main task, 
so Strength, while being of good use in 
melee combat, is not the biggest focus of 
this class. Dexterity helps with ranged 
combat and riding, two strong suites of the 
Border Ranger, while Constitution aids in 
resisting the hardships of the wilderness 
and battle. A good Wisdom score is helpful 
in tracking any quarry across the wilderness 
as well as surviving there. 
 
Endurance Die: d10 
 
Base Speed: The base speed is 30 feet, 
although that changes for every Ranger 
depending on his choices of Favorite 
Terrain (for more details, see the 
description of the class ability). 
 
Class Skills 
The Sommerlund Border Ranger’s class skills 
(and the key ability of each skill) are Athletics 
(Str), Craft (any, taken as separate skills) (Wis), 
Handle Animal (Cha), Heal (Wis), Knowledge 
(nature, warfare) (Int), Perception (Wis), 
Persuasion (Cha), Ride (Dex), Sense Motive 
(Wis), Stealth (Dex), Survival (Wis). 
 
Skill Points at 1st Level: (5 + Int modifier) x 4 
Skill Points at each additional Level: 5 + Int 
modifier 
 

Class Features 
All of the following are class features of the 
Sommerlund Border Ranger. 
Armour and Weapon Proficiency: Border 
Rangers prefer mobility and flexibility over 
better protection, and employ weapons suitable 
to the wilderness areas they patrol in. They are 
proficient with all light and medium armour, 
but not with shields except buckler shields. 
They are proficient with all one-handed 
weapons, all bows, and with spears. 
 
Combat Styles: Over time, the Border Rangers 
have developed certain combat styles 
characteristic for the weapons they use most 
often, and incorporated them into their basic 
training. They represent the Border Ranger’s 
penchant for light weaponry and armour, 
mobility, and hit-and-run battle tactics. 
 
Favoured Terrain (Ex): A Sommerlund 
Border Ranger may choose a type of terrain 
from the list below as a favoured terrain, 
representing specialized training and familiarity 
with that environment. He gains a +2 bonus to 
Perception, Stealth and Survival checks in his 
favoured terrain, and this ability also reduces 
movement penalties in his favoured terrain to 
the next highest fraction (x ¼ becomes x ½, x ½ 
becomes x ¾ and x ¾ becomes x 1). At 6th, 12th 
and 18th level, Border Rangers may select a new 
favoured terrain. In addition, the bonus of any 
one favoured terrain (including the one just 
chosen, if so desired) goes up by 2, and the 
movement penalties are reduced another 
fraction. 
Favoured Terrains: arctic, desert, forest, hills, 
jungle, mountains, plains, scrub, and swamp. 
 
Along with the bonuses from his Favoured 
Terrain, a Border Ranger also learns how to use 
the terrain to his advantage, life off the land, 
and converse with its natural beasts. At 6th level 
and afterwards, each time the Border Ranger 
gains a new Favoured Terrain he may also 
choose one of the following special abilities. 
These abilities only work on the Ranger’s 
favoured terrains. 
Ambush (Ex): The Border Ranger knows how 
to use the terrain to its best, setting up  
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ambushes that enable him to hit his targets at 
their most vulnerable. If a Ranger manages to 
stay unnoticed before his attack, he causes 1d6 
points of additional damage on each successful 
attack. This ability requires a Stealth check 
before the Ranger attacks, and is useless after 
his first attack on the target. If the ranger wears 
armour heavier than medium, this ability does 
not work. 
Calm the Beast (Ex): Border Rangers tracking 
and stalking their prey often run afoul of 
animals, and risk either detection, or worse, an 
attack. To avoid this, they have developed a 
special technique that lets them calm down 
angry or frightened animals. With a successful 
opposed Handle Animal check against the 
animal’s Will save, the Border Ranger can calm 
down an animal for a number of rounds equal to 
his Charisma score, keeping it from either 
attacking him or from fleeing in fear. 
Camouflage (Ex): Once the Border Ranger has 
mastered this ability, he is practically 
unnoticeable in his favoured terrain. He can 
move up to his normal speed while using his 
Stealth with no penalty. If he moves up to twice 
his speed while using Stealth, he incurs a –5 
penalty. It is a challenge to use Stealth while 

running, attacking or charging, incurring a –15 
penalty on his check. 
Great Forager (Ex): Having learned every way 
to survive in his favoured terrains, a Border 
Ranger can move at his normal overland 
movement speed while foraging for food (see 
Survival skill description for details). Also, he 
automatically succeeds if he only forages for 
himself in that manner. He still has to roll a 
Survival check if he wants to feed other persons 
beside him, with a DC of 10 + 1 per additional 
person. If he fails that check, he still forages 
enough to barely feed himself. 
 
Follow the Trail (Ex): A Border Ranger is able 
to follow the tracks left by creatures, following 
them over long distances. For every mile the 
Ranger follows the tracks, he has to make a 
successful Survival check. An additional check 
has to be made when the tracks become more 
difficult to follow, e.g. when the ground 
switches from soft to firm, in order not to lose 
the trail. The Border Ranger can move up to 
half his movement speed while tracking with no 
penalty, or at up to his normal speed with a –5 
penalty to his check. Moving at twice his 
normal movement speed incurs a –20 penalty. 
On his Favoured Terrains, a Border Ranger 
suffers less penalties for fast movement. He 
may move up to his normal speed without 
penalty, up to twice his normal speed with a –5 
penalty, and run with a –15 penalty. 
 
The exact DCs and modifiers for the Survival 
check are given in the Lone Wolf RPG core 
book on page 40. 
 
A failed check may be retried after 1 hour (if 
outdoors), respectively 10 minutes (if indoors) 
of searching, adding a +1 to the DC. Three 
failed checks in a row loose the trail for one 
complete day before a new check can be tried. 
 
Favoured Enemy (Ex):  At 2nd level, a Border 
Ranger may select a type of creature from 
among those given on Table 1: Border Ranger 
Favoured Enemies. He is extremely familiar 
with the habits, fighting techniques, 
vulnerabilities and strengths of the selected 
creature. The Ranger gains a +2 bonus on 
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Perception, Persuasion, Sense Motive and 
Survival checks when using these skills against 
creatures of this type. Likewise, he gets a +2 
bonus on weapon damage rolls against such 
creatures. This damage also affects creatures 
usually immune to critical damage, since it 
represents the Ranger’s greater knowledge of 
how to effectively damage his favoured enemy. 
At 8th, 14th and 20th level, the Border Ranger 
may select an additional favoured enemy from 
those given on the table. In addition, the bonus 
against any one favoured enemy (including the 
one just selected, if so desired) increases by 2.  
If the scout chooses humanoids or outsiders as a 
favoured enemy, he must also choose an 
associated subtype, as indicated on the table. If 
a specific creature falls into more than one 
category of favoured enemy, the scout’s 
bonuses do not stack; he simply uses whichever 
bonus is higher. Since there are many humans 
in the forces of the Darklords, like the 
Drakkarim mercenaries, a Border Ranger may 
also choose his own race without having to be 
of evil alignment. 

 
Wolf’s Speed (Ex): At 3rd level, a Border 
Ranger has gained a measure of physical fitness 
that lets him break out in bursts of great speed, 
like a wolf when attacking his prey. When he 
runs, he moves with five times his normal 
movement speed instead of just four times. 
 
Evasive Riding (Ex): A Border Ranger 
depends on his horse for swift transportation 
along the border, and between stations. Often, 

the speed with which a message is delivered can 
make the difference between reinforcements 
arriving and a group of Rangers getting killed 
by giak. As such, at 4th level a Ranger learns 
how to keep his horse safe from enemy attacks. 
Once per round, if his horse was hit by an 
attack, a Border Ranger may make a Ride 
check. If the result is higher than the attack roll, 
he made his horse evade the attack, negating it 
completely. 
 
Reading the Quarry (Ex): At 5th level, a 
Border Ranger is so versed in tracking that he 
can glean more detailed information about his 
quarry from the tracks left. With a Survival 
check, a Border Ranger can determine the 
following details from the tracks: species, 
height, weight, injuries, encumbrance, armour, 
sex, Endurance Dice. For every 5 points beyond 
the original Survival DC, he gains one of the 
details about his quarry. On a failed check, the 
Ranger can retry only after his next successful 
Survival check one mile later. 

 
Wolf’s Stamina (Ex): At 7th level, a Border 
Ranger has learned to push his own physical 
endurance to the limit in pursuit of his goals, 

Table 1: Border Ranger Favoured Enemies
Type (Subtype) Type (Subtype) 
Aberration Humanoid (szall) 
Animal Magical beast  
Construct Monstrous humanoid 
Dragon  Ooze  
Elemental Outsider (air)  
Fey Outsider (earth)  
Giant Outsider (evil)  
Humanoid (aquatic) Outsider (fire)  
Humanoid (beastman)  Outsider (good) 
Humanoid (dwarf) Outsider (native) 
Humanoid (ghagrim)  Outsider (water)  
Humanoid (giak)  Plant  
Humanoid (human) Undead  
Humanoid (kundi) Vermin  
Humanoid (reptilian)   
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similar to a wolf running for long distances in 
pursuit of prey. His base speed increases by 10 
feet. Additionally, whenever he is required to 
make a check in order to continue a strenuous 
physical activity over longer time (e.g. running, 
diving), he may add half his class level 
(rounded down) to the check. 
 
Horseback Archery (Ex): Very often, a 
Border Ranger finds himself either in pursuit, 
or being pursued himself, on horseback, and the 
bow is the best weapon to either attack, or keep 
attackers, at a distance. By 9th level, a Border 
Ranger has learned how to mitigate the 
problems of shooting from horseback, and all 
penalties associated with mounted archery are 
halved. Also, he does not need to make a DC 5 
Ride check anymore to steer his mount with his 
knees while using a bow. 
 
Master Tracker (Ex): By 10th level, the Border 
Ranger is so familiar with natural surroundings 
that he cannot be distracted by anything once he 
has picked up a trail. If he succeeds in his 
Survival check to follow a trail, he only needs 
to roll again if the Tracking DC becomes more 
difficult, or if he desires a special result (like 
from the Reading the Quarry ability, see 
above). 
 
Wolf’s Toughness (Ex): Reaching 11th level, 
the Border Ranger has grown used to resisting  
the hardships of the wilderness so well, he can 
add half his class level (rounded down) to 
saving throws against natural diseases and 
poisons as well as against losing a Con point 
from sleeping in the wilderness without shelter. 
Furthermore, a border Ranger can go two days 
without a meal before losing one point of 
Constitution. 
 
Homing Pigeon (Su): With time, Border 
Rangers develop a sixth sense about directions 
in the wilderness, even without obvious signs to 
help them navigate, like stars or recognizable 
landscape. By 13th level, a Border Ranger can 
find the way to any place he has continuously 
spent at least one week in, no matter where he 
is at the present, except when underground. 
 

Mounted Skirmisher (Ex): At 14th level, a 
Border Ranger has been trained as a mounted 
shock trooper, able to harass opponents and 
vanish again with incredible speed.  With this 
technique, the Ranger can, while on horseback, 
move and attack, and then move again. While 
employing this technique, his total movement 
that round may not exceed twice his normal 
movement speed for one round. 
 
Duty before Death (Ex): At 15th level, a 
Border Ranger knows that his duty his more 
important than his own life, and has this 
conviction ingrained into his body. If he is ever 
reduced below 0 Endurance, he can still take 
one partial action each round instead of being 
unconscious. As soon as he has reached –10 
Endurance, he dies as per the rules. 
 
Trackless Step (Su): Being one of the best 
trackers of Sommerlund at 17th level, the Border 
Ranger himself does not leave any visible 
tracks while moving through the wilderness, 
provided he does not wear armour heavier than 
medium, is not encumbered, and not bleeding 
freely. This is less an effort on the Ranger to 
conceal any tracks, or to leave behind no tracks, 
but rather a favour of nature to refuse showing 
signs of his passing. This ability works even on 
snowy or muddy ground, or any other surface 
that might hold tracks easily. Creatures that 
track by other methods, e.g. scent, can still trail 
the Ranger. 
 
Horseless Travel (Ex): At 19th level, the 
Border Ranger’s stamina is enough to keep him 
going fast even without a horse. Whenever a 
Border Ranger hustles more than one hour 
while travelling, or when he is doing a Forced 
March, the resulting nonlethal damage is halved 
(rounded down), and he does not become 
fatigued by it. 
 
Mounted Tracker (Ex): At 19th level, the 
Border Ranger has developed such a keen eye 
for tracks that he can follow them easily from 
horseback. He may substitute his mount’s basic 
movement speed for his own while tracking 
without penalty. 
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Ranger Combat Styles 
At 1st level, a Border Ranger starts out with Tier 
I in one of the combat styles described below. 
This is his primary style. Upon reaching level 4, 
8, 12, 16 and 20, a new Tier may be chosen. 
This Tier can be from the combat style selected 
at 1st level, or from one of the others, with the 
following limitations. A Border Ranger must 
have learned at least Tier III in his primary 
combat style before he chooses a new combat 
style to train in, and he must always have one 
Tier more in his primary style than in any other. 
 

Two-Weapon Style 
 
Tier I: Two-weapon Fighting 
The Border Ranger is trained to use a second 
weapon in his off-hand as effectively as in his 
weapon hand. As long as both weapons are 
light one-handed weapons (max. weight 2 lbs.), 
the penalties for using a second weapon are 
reduced to –2. 
 
Tier 2: Off-hand Parry 
Instead of using his second weapon to attack, a 
Border Ranger can use it to deflect attacks 
against him. Suffering a –2 penalty as normal 
for using two weapons, the Border Ranger can 
add the attack bonus of his secondary weapon 
as a Dodge bonus to his AC for one round 
instead. 
 
Tier 3: Flurry of Blades 
The Ranger has intensified his training with two 
weapons so much that he gains a second attack 
with his off-hand weapon at a –5 penalty to his 
attack roll. 
 
Tier 4: Synchronized Attack 
Moving both weapons as one, the Border 
Ranger increases the damage potential twofold. 
As a full attack action, he may make one attack 
at his highest Base Combat Skill (counting only 
the highest bonus to attack from his weapons). 
If he hits, he rolls damage for both weapons and 
selects the higher result, multiplying that by 2. 
If he confirms a critical hit, he applies that first 
before multiplying the damage. 
 

Tier 5: Bladestorm 
At his highest mobility, the Border Ranger may, 
as a full attack action, drop all his regular 
attacks with his two weapons and instead make 
one attack against every opponent within his 
reach at his highest Base Combat Skill. He 
attacks the highest AC, and causes the same 
damage for every opponent. 
 

Archery Style 
 
Tier 1: Close Quarters Shooting 
In the wilderness, a Ranger can often find 
himself in a tight spot, and has to be able to use 
his bow effectivel even at close range. 
Specializing in that, this ability grants a Ranger 
a +1 bonus to his attack rolls with a bow for 
every 4 class levels as long as the target is 
within the first range increment of his weapon. 
 
Tier 2: Shoot and Run 
Skirmisher tactics are part of the Border Ranger 
training, and that includes the bow. This ability 
grants the Ranger movement before and after he 
makes a ranged attack. The total distance 
moved may not exceed the normal movement 
speed allowed in a combat round. 
 
Tier 3: Leaf Shooting 
After this training unit is completed, a Border 
Ranger has learned to ignore the cover of 
branches, leaves and rocks to a certain extent. 
He may ignore 10% Concealment or 2 points of 
Cover AC per Wisdom modifier on a target of a 
ranged attack. 
 
Tier 4: Hail of Arrows 
Sacrificing precision for quantity, a Border 
Ranger can send a rain of arrows down on a 
group of foes close to him as a full attack 
action. He can attack more than one opponent 
in the same round, provided the opponents are 
all within a circle with 30 feet radius and in the 
first range increment of his bow. For every 
opponent in the group, the Ranger suffers a –2 
penalty to his attack roll. 
 
Tier 5: Crippling Shot 
As a full-round action, the Border Ranger can 
make one attack at his highest Base Combat 
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Skill against one target. If he hits, he causes his 
Wisdom modifier (at least 1 point) of 
Constitution damage with his attack in addition 
to the normal Endurance damage. 
 

Spear-Fighting Style 
 
Tier 1: Longspear Attack 
This is a basic technique that increases the 
threat range of the spear. The Border Ranger 
gains 10 foot Reach with a spear, threatening 
opponents at a distance while keeping the 
ability to use his weapon in close combat. 
 
Tier 2: Spearman’s Defense 
The spearfighter’s best chance 
at not getting hit is keeping 
his opponent away from him. 
Whenever his attack hits an 
opponent who is moving 
towards him, he can force an 
opposed Strength check. If he 
succeeds, his target has 
stopped moving and stands on 
the spot it was when it was 
attacked. Also, if he has not 
acted in a given round, the 
Border Ranger can drop any 
action planned for that round 
and instead set his spear to 
receive a charge. 
 
Tier 3: A Spear has Two 
Ends 
This technique enables the 
spear fighter to follow up on 
his jabbing strike with a swing from the blunt 
end of his spear at a –4 penalty to his attack, 
causing 1d6 points of bludgeoning damage to 
his target. If the Ranger has multiple attacks 
from high Combat Skill, he can use this follow-
up for each of his attacks, applying the  –4  
penalty to the respective Base Combat Skill of 
the attack used. 
 
Tier 4: Spear Rush 
Using a flurry of jabs and strikes at the 
vulnerable parts as a full attack action, a Border 
Ranger using this technique can drive his 
opponent to back away from him. On a 

successful attack roll, the opponent is forced to 
make a Strength check with the attack roll result 
as DC, or be forced back 10 ft. + 5 ft. per point 
of the Ranger’s Strength bonus. 
 
Tier 5: Boar’s Demise 
This technique enables the spear fighter to keep 
his opponent at a distance, under his control, 
and wound him at the same time. As a full 
attack action, the Border Ranger forces his 
opponent on a successful hit to make a Strength 
check against the attack roll total. If he fails, the 
Ranger has him pinned and unable to move 
away. The pinned opponent can make an 

opposed Strength check against 
the Ranger’s attack roll as a 
standard action once per round 
to free himself. As long as he 
has his opponent pinned, the 
Ranger automatically causes his 
weapon damage at his initiative 
count. This counts as a full 
attack for that round. 
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The Sommerlund Border Ranger 

Level Base Combat Skill 
Fort 
Save 

Ref 
Save 

Will 
Save Rank Special 

1st +1 +2 +1 +0 
Pathfinder Combat Style, 1st Favoured Terrain, 

Track 
2nd +2 +3 +1 +0 Scout 1st Favoured Enemy 
3rd +3 +3 +2 +1 Runner Wolf’s Speed 
4th +4 +4 +2 +1 Outrider Combat Style, Evasive Riding 
5th +5 +4 +3 +1 Master Scout Read the Quarry 
6th +6/+1 +5 +3 +2 Lance Scout 2nd Favoured Terrain 
7th +7/+2 +5 +3 +2 Lance Seargant Wolf’s Stamina 
8th +8/+3 +6 +4 +2 Ranger Combat Style, 2nd Favoured Enemy 
9th +9/+4 +6 +4 +3 Ranger Seargant Horseback Archery 
10th +10/+5 +7 +5 +3 Ranger Lieutenant Master Tracker 
11th +11/+6/+1 +7 +5 +3 Ranger Captain Wolf’s Toughness 
12th +12/+7/+2 +8 +6 +4 Master Ranger Combat Style, 3rd Favoured Terrain 
13th +13/+8/+3 +8 +6 +4 Sentinel Homing Pigeon 
14th +14/+9/+4 +9 +6 +4 Border Warden Mounted Skirmisher, 3rd Favoured 

Enemy 
15th +15/+10/+5 +9 +7 +5 Border Guardian Duty before Death  
16th +16/+11/+6/+1 +10 +7 +5 Lord Ranger Combat Style 
17th +17/+12/+7/+2 +10 +8 +5 Lord Sentinel Trackless Step 
18th +18/+13/+8/+3 +11 +8 +6 Lord Warden 4th Favoured Terrain 
19th +19/+14/+9/+4 +11 +9 +6 Lord Guardian Mounted Tracker, Horseless Travel 
20th +20/+15/+10/+5 +12 +9 +6 Lord General Combat Style, 4th Favoured Enemy 
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