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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 @ 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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The Wonderful World of NPCs

NPC classes in Pathfinder provide a simplified
class that can be easily applied to provide a
means of representing the various “typical”
roles that may be found in a fantasy

world. These classes allow the GM to flesh
out the roles of typical NPCs that may be
encountered in a social environment (towns,
cities, etc.) and generally only grant the NPC
bonuses to base attacks, saving throws, and
specific class skills and limits proficiency to
weapons and armor. Of the five standard
NPC classes the only one that offers an
additional class ability is the Adept that grants
limited divine spell casting.

Of the five standard NPC classes only the
Adept and Warrior appear to offer simplified
versions of standard core classes (the Cleric
and Fighter respectively). Experts may be
seen as simplified rogues with their wide

NPC Classes

Ascetic

For some, the life of self-discipline and denial
is not just a matter of life style but one that
transcends sublime enlightenment. The
ascetic prefers the cloistered life and those
that have the same beliefs or ideals form
monasteries in which they may practice their
austere lifestyle together.

Alignment: The ascetic may be of any
lawful alignment.

Hit Die: d8

Class Skills

Climb, Craft, Heal, Knowledge (history),

Knowledge (religion), Perception, Perform,
Profession, Sense Motive, and Swim

Skill Ranks per Level: 4 + Int modifier

Class Features

Weapon and Armor Proficiencies: The ascetic
is proficient with simple melee weapons and
a monk weapon of her choice. The ascetic

is not proficient with armor or shields. In
addition, the ascetic loses any benefit of

selection of class skills and use of light armor
and all simple weapons. The aristocrat
class appears to be a mix between fighter
and rogue with access to all simple and
martial weapons and armor while a fairly
comprehensive class skill list. Leaving the
commoner class as the most generic not
really patterned on any particular class.

So this begs the question, what about the
other classes? Are there NPCs that have
areverence for nature but never gain the
ability to wild shape or tfraveling minstrels
that may be inspiring but lack the ability to
cast spellse So this supplement hopes to fill
that gap by offering NPC classes that are
modeled after core Classes but do not offer
the breadth or power of the full class but can
be used to represent those that fill a societal
role within the fantasy world.

Gary Dupois
her class abilities while wearing armor or
carrying a shield for defense.

Empathic Defense (Ex): Af 15'level the
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C/g Ascetic Progression Table g/, ‘.
: ¢ % Level Base Attack Fort Ref Will Special Abilities Flurry of Blows F/ ¢ %
C7/;3 1 +0 +2 +2 +2 Empathic Defense, Unarmed Strike — C//%Ej
@ % 2 +1 +3 +3 +3  Flumry of Blows -1/-1 @ %@
N2 3 +2 +3  +3 +3 0/0 W
o B +3 +4  +4  +4 AT o5
NS CUNE
r'// 5 +3 +4 +4  +4 +1/+1 ///
€ ,/ 2 6 +4 +5 +5 +5 +2/+2 € /’;j
SN2 THNS
X / 7 +5 +5 +5 45 +3/+3 4 /
”7// > B +6/+1 +6  +6  +6 +4/+4/-1 ?:7/; ¢

7
%, 9 +6/+1 +6 +6 +6 +4/+4/-1 R4
% N +7/+42 +7  +7  +7 +5[+5/40, /3
el 1 +8/+3 +7 47 +7 +6/+6/+1 el
e e +9/+4 +8 +8 +8 RRE2 Y2
ol 13 +9/+4 +8 +8 +8 714742 e/
SN2 NS
1, W F10/+5 +9 +9 +9 YeEeEs >
g2 |15 +11/+6/+1 +9  +9  +9 +9/+9/+4/-1 & /3
7, 16 +12/+7/+2 +10 +10 +10 wiojiofsio 7
(A9 N/
67/;\; 17 +12/+7/+2 +10 +10 +10 +10/+10/+5/+0 c//cj
%, 18 +13/+8/+43 +11 +11 +11 +11/+11/+6/+1 %
N2 19 +14/49/+4 +11 +11 +11 +12/+12/+7/+2 G5
e/ 20 +15/+10/+5 +12 +12 +12 +13/+13/+8/+3 = /5
THNS 2 o - o CHN2)
C/// “  ascetic may add her Wisdom bonus (if any, Flurry of Blows (Ex): At 29 level the ascetic %/ ¢
@ //@ minimum of 0) to her AC. This bonus increases may make a flurry of blows as a full attack @ /9
'57/;‘51 by +1 at 4, 101, 14", and 18™ level. action. This has the same effect as the Two- @/,‘“'J
7/  Unarmed Strike (Ex): At 1% level the ascetic Weapon Fighting feat, allowing the ascetic %
@/// 2 gains Improved Unarmed Strike as a bonus to make an extra attack while suffering a @///\@
e/, feat. Anascetic’s attacks may be made with -2 penalty on all of her atfack rolls when %
r_7/; \3) any appendage and may even attack while using unarmed attacks or h(—;-r chosen monk _///\g
/%  attacks, none of the ascetic’s attacks are ascefic does notf use her ascetfic level as her J &
/// considered off-handed and she gains base aftack bonus, but she does apply her /y
2 2 herfull Strength bonus to the attack. The full strength modifier to all attacks and she g :;ZJ
%yy ascetic may choose to make either lethal or ~ MAy substitute disarm, sunder, or frip combat ‘//
© 72  nonlethal (or a combination) while making maneuvers in place of an unarmed atfack 7
77 Unarmed attacks. as part of the flurry of blows. The ascetic % 3
% Th He e . may not use a natural attack other than her %
Q%Q SLASC Sl QIS0 QO Rl = normal unarmed attack as part of the attacks z/@

/V substantial than a normal unarmed attack made with this ability //
© 72 andat I*'level each attack causes 1d6 h & i . , 9 é
77 points of damage. At 6" level this damage Stunning Fist (Ex): The.osce’rlc may sognﬂce % e

rd y/

e/ increases to 1d8 points of damage, 1d10 at her 3¢ level feat to gain the Stunning Fist %
@7/; 2 12" level, and 1d12 at 18" level. Her attacks  feaf without needing to meet any of the 2
e/, are treated as both manufactured and prerequisites. She may atfempt a sfunning %
C// 2 natural in regards to any enhancements that ~ @ffack a number of times equal to her e
Ly may be cast on ascetic. ascefic level, plus one addifional fime &
,;% ,j for every four levels possessed in other £

%
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@7/;/\«J
classes. sacrifice her 13™ level feat to gain this class g/;
Fatiguing Fist (Ex): If the ascetic has the ability as long as she possesses the Stunning "7//\”
Stunning Fist feat (either as part of her normal ~ Fist feat (as above). She may stagger the g/@
feat selection or gained at 3¢ level as part of ~ OPPonent for 1dé+1 rounds with a successful /AN
her class abilities) then she may sacrifice her  Sfrike, the atfack must be declared prior to %
5th level feat to gain this ability. The ascetic  the actual aftack. SN2
may replace the stun effect of the Stunning - %
fist with the fatigued condition for 1d4 rounds, Battle Mage 67// o
declared before the attack is made. Multiple  While flinging fireballs and lightning bolts ,/%

| @
against enemy forces may have a temporary @

PN
but will extend the duration of the fatigue affect to the tide of baftle, there are those ///y
condition. that work behind the lines, enhancing troops g2
Sickening Fist (Ex): The ascetic may sacrifice  With subfle arcane benefits, magically //y
her 7" level feat to gain this class ability as repairing broken equipment and providing e :;j
long as she possesses the Stunning Fist feat (as other logistical enhancement to their units. “//y
above). She may sicken the opponentfor 1 Alignment: The battle mage may be of 9
minute with a successful strike after declaring  any alignment. 7//
that the attack is a sickening first prior to Hit Die: dé (2 /9
the attack. Multiple sickening strikes will not LY VAN
nauseate an opponent, but it will extend the ~ Class Skills @ /@
duration of the sickened condition. Craft, Heal, Intimidate, Knowledge '7/; 2
Staggering Blow (Ex): The ascetic may (arcana), Profession, Ride, Spellcraft, @ //

TR T Survival, and Use Magic Device /\ﬂ
attle Mage Progression Table :
3 = AN Skill Ranks per Level: 2 + Int /w
ReIS T erbay modifier % S
Level Base Atk Fort Ref Will 0 1 20nd 3d gth 5t @ /»
> Class Features b e
| 042 +0 +0 3 1 — — — — Weapon and Armor Proficiencies: A /
2 +1 48 +0 +0 3 1 — — — — The battle mage is proficient with all e ’%
3 +1 43 +1  +] 3 2 — — — — simple weapons and a single light or ’///
4 +2 +4  +1  +] 3 2 0 — — — one-handed martial weapon. He is 9 /§
5 0 44 +]1 +] 3 2 1 — _ __ hot proficient with any type of armor "’///\”
or shield and will suffer the normal %
6 ¥ #5 +2 42 3 2 1 — — — chance of arcane spell failure if the A’
/ +t3 +6 +2 +2 3 3 2 — — — battle mage wears armor. v/
8 +4 +6 +2 +2 3 3 2 0 — — Sspells (Sp): The battle mage casts 2
9 +4 +6 +3 +3 3 3 2 1 — — arcane spells from the Battle Mage @ /@
10 +5 47 +3 +3 3 3 2 1 _— _ spelllistaslong as his Inteligence is 2
- 15 47 43 43 3 3 3 o9 equal to at least 10 + the spell level. /%
—____ The difficulty class for any saving E%Ej
12 t6/=1 t8 +4 +4 3 3 3 2 0 — throws for his spellsis equal o 10 + //,
13 +6/+1 +8 +4 +4 3 3 3 2 1 — thespelllevel+the battle mage'’s g 3
14 +7/+2 +9 +4 +4 3 3 3 2 1 — Inteligence modifier. The enchanter //
__may cast a certain number of spells 72
15 Y//*2 49 45 +5 3 3 3 3 2 per day and gains additional spells ’///\“J
16 +8/+3 +10 5 +5 3 3 3 3 2 0 pased on his Infeligence as given %
17 +8/43 +10 +5 +5 3 3 3 3 2 1 inthe Table: Ability Modifiers and r7/;\‘
18 +9/+4 +11 +6 +6 3 3 3 3 2 1 BonusSpellsinthe Pathfinder Core -
19 +9/+4 +11 +6 +6 3 3 3 3 3 o Rulebook
20 +10/+5 +12 +6 +6 3 3 3 3 3 2 Thebatliemage must
NG [RIGPNLG 6 6 © 6 (D15 (216 © @ (16 © @ ©6 ©6 @©
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@ yg maintain a spell book with his spells and
r'-//” spend an hour studying the ones he wishes
@ % to prepare each day after a full 8 hours of
@7/; \2  rest. The standard rules regarding spell books
- //@ apply and the battle mage begins with
5_7// 2 aspell book with four cantrips and a two
P/% arcane spells from the battle mage spell list.
/5 The battle mage gains one additional spell
//y per class level thereafter that he is able to
f/,% cast (or two cantrips) as his efforts in research
7// and continual study, though he may gain
f/@ other spells through other means as well.
S\

/// Cantrips: The battle mage may prepare a
g«/ 2 number of cantrips -- 0 level spells -- per day
'////”’ based on his class level. These spells are not
© /@ expended when cast and the enchanter may
“2  cast them as desired.

/ ’ .

f /EJ Hard Hitter (Ex): The battle mage gains Spell
:7//\" Focus (Evocation) as a bonus feat at 2™ level.
ﬁ’;/g Battle Mage Spell List

/// 0: Acid Splash, Arcane Mark, Daze, Detect
& g Magic, Flare, Light, Mending, Ray of Frost,
7//// Read Magic, and Spark
f/,/% 5. Alarm, Animate Rope, Ant Haul, Burning
7// Hands, Endure Elements, Enlarge Person,
f, 2 Expeditious Retreat, Flare Burst, Gravity Bow,
%/“J Mage Armor, Magic Missile, Magic Weapon,
@ /@ Mount, Obscuring Mist, Reduce Person, Shield,
@///‘*J Shocking Grasp, and Unerring Weapon
@ EN
4>
(F7/N®)
%>
THNS
%

7
@ S
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274 Ant Haul [Communal], Bear'’s Endurance,
Bull's Strength, Cat's Grace, Darkvision,
Endure Elements [Communal], Fire Breath,
Flaming Sphere, Fog Cloud, Magic Siege
Engine, Make Whole, Mount [Communal],
Protection from Arrows, Resist Energy,
Returning Weapon, Scorching Ray, and
Shatter

39 Darkvision [Communal], Daylight, Dispel
Magic, Fireball, Flame Arrow, Haste, Lightning
Bolt, Magic Weapon [Greater], Protection
From Arrows [Communal], Resist Energy
[Communal], Slow, Stinking Cloud, Versatile
Weapon, and Wind Walll

4t Ball Lightning, Detonate, Dragon’s Breath,
Enlarge Person [Mass], Fire Shield, Flaming
Sphere [Greater], Globe of Invulnerability
[Lesser], Make Whole [Greater], Minor
Creation, Reduce Person [Mass], Shout, Stone
Shape, Stoneskin, and Wall of Fire

5™: Cloudkill, Cone of Cold, Energy Siege
Shot, Fabricate, Lightning Arc, Magic Siege
Engine [Greater], Major Creation, Sending,
Stoneskin [Communal], Wall of Force, and
Wall of Stone

Berserker

Either born of fury or evoked through personal
conviction or fragedy, the berserker flies into
a state of bestial tenacity and fervor when
diving into battle. Berserkers are seen as
savage and crude, generally avoided by
those deemed more civilized.

Alignment: The berserker may be of any
non-lawful alignment.

Hit Die: d12
Class Skills

Acrobatics, Climb, Craft, Handle Animal,
Intimidate, Perception, Profession, Ride,
Survival, and Swim

Skill Ranks per Level: 4 + Int modifier

Class Features

Weapon and Armor Proficiencies: The
berserker is proficient with simple weapons
and a number of martial weapons equal to
his Intelligence modifier (minimum of 1).
Berserkers are proficient with light and
medium armors and all shields (except
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AP 5 B2 S R A S B S B S H B S B p e s o )
LD e
@//7@ The cutthroat has learned from an early : F//y/g
éj/;@ age that taking a victim out unawares is the e e Cj; \
e/, easiest and best way to relieve them of their Level) EasepatckaForly Rl i ek @ %
“2  personal goods and possibly their lives. 1 +0 +0 +2 +0 1d6 @7;\«5
© /9 Alignment: The cutthroat may be of any 2 140 3 40 :/9
7.  non-good alignment. 3 2 41 43 4] v/
©%  Hit Die: d8 4 #3 41 44+ 2d6 %
CUND) . @4 \3)
2y Class skills 5 +3 41 4 4] /@ﬁ
N2 ' . . 6 +4 +2 +5 42 § 2
2 Appraise, Bluff, Climb, Craft, In’nmdo’rez 5 45 40 45 40 2
%, Knowledge (local), Perception, Profession, %
©2  Sense Motive, and Stealth 8 +6/+1 +2 +6  +2 3d6 ,7/;\
- ’/g Skill Ranks per Level: 6 + Int Modifier ? T/ 43 +6 43 %
F7// Class Features L e / S
e /\ 2  Weapon and Armor Proficiencies: The 11 t8/+3 +3 +7 43 e //v
7/ cutthroat is proficient with all simple weapons, 12 +9/+4 +4 +8 +4 4dé /AN
?/9 with light and one-handed martial slashing 13 +9/+4 +4 +8  +4 %
'7//‘4 and piercing melee weapons, opd ’r.he hand 14 +10/+5 +4 +9  +4 %
@ /@ crossbow. He is also proficient with light armor 15 F11/+6/+1 +5 49 +5 J
67/; & but not with shields. f% &)
e 7.  Sneak Attack (Ex): Beginning at 1+ level L& +12/47/+2 +5. +10 +55de %
”7// 2 the cutthroat may catch an opponent 17 +12/+47/+42 +5 410 +5 /\a
/ unaware and strike a vital spot to cause 18 +13/+8/+3 +6 +11 +6 /y
f7// exira damage. Whenever the cufthroat’s 19 +14/+9/+4 +6 +11 +6 %\v
e /':J victim is denied their Dexterity b‘onus ’ro.AC 20 +15/+10/+5 +6 +12 +6 6dé e %
D (regardless of the actual dexterity modifier) @/ 3
//// or being flanked by the cutthroat, the attack  Advanced Rogue Talents: Crippling /y
f/é causes an additional 1dé points of damage. Strike, Deadly Cocktail, Deadly Sneak, 2 g
//// The damage increases to 2dé at 4 level and  Entanglement of Blades, Stealthy Sniper, ’///
g/w increases an additional 1d6 every four levels and Unwitting Ally. The cutthroat must meet 9 /9
“/\‘J thereafter (maximum of 6dé at 20™ level). This  any pre-existing talent requirements that an "’//\”
@ / damage is not multiplied for critical hits and advanced talent may have as arequirement. @ %J
O/’ certain creatures may be immune to this type "%‘9
@ /v) of precision damage. The cutthroat may use  Druid Aspirant e ///QJ
,7, this ability with aranged attack aslong asit  For some, the call and power of the wild fills AN
% is wi"rhin 30 fee’r or the first range increment their very soul and they seek a lifetime of %
o//\ (wWhichever is shorter). communion with mother nature though they %:}
2 The cutthroat may not cause nonlethal lack the true faith to accept the true blessings o %
o// j damage while performing the sneak attack she may bestow. These individuals fake on E%Ej
/_ unless the weapon is classified as nonlethal. the role of caretakers and administrators, /A
f/\,j Cutthroat Talents: The cutthroat may fulfiling the duties of preservation and &3
K ) sacrifice a normal feat beginning at 3¢ level cul’qvo’nop of the faith and ng’rure itself. : /A
Yy \j to gain one of the following Rogue Talents: Druid aspirants congregate in small segrehve g ¢
/ Befuddling Strike, Bleeding Attack, Distracting ~ 9roups. often led by a full blooded druid or %y
e ,\v Attack, Fast Stealth, Offensive Defense, DQEISIPO SARINS OEREINEY S0 aliac 90 QLTSS o i
///v Powerful Sneak, Slow Reactions, Sniper's Eye, O SATYr. /oY
¢ {’3 and Swift Poison. Alignment: The druid aspirant must

/ Beginning at 11" level the cutthroat may have a neutral aspect to her

./3 sacrifice a feat to gain one of the following alignment.
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@LNS f; NS
¥/yJ .7//J
€ /2  Druid Aspirant Progression Table number of spells per day based e
Y/ A\ Spells Per D on her level, though she does /A
% RElS & el gain additional spells based on %,
@7/;\@ Level Base Attack Fort Ref Will 0 1 2 3 4% 5h o Wisdom score as givenin @//; 2
- 73 1 +0 +2 +0 +2 3 1 — — — — theTable: Ability Modifiers and - y@
f7/; Y B +]1 43 +0 +3 3 1 — — — — BonusSpellsin the Pathfinder 67/; 2
% 3 +2 43 +] 43 3 2 — — — _ Core Rulebook. The druid %
D aspirant may select her spells @/ &
//,/ 4 *3 #4 1 +#4 3 2 0 — — — from all of the spells found in the /y
& % 5 +3 +4 +1 +4 3 2 1 — — — druid aspirant spell list, but must ¢ /%
7/¢ 6 4 45 42 45 3 2 1 — — _ prepare them after 8 full hours of '///
f/% 7 +5 +5 +2  +5 3 3 9 — _ __ frest during on‘hour‘of meditation ;"//9
/i and communion with nature. y/AN
% B To/rl 46 #2463 3 2 0 = = She does not gain the normal %
SN2 9 +6/+1 +6 +3 +6 3 3 2 1 — — druid ability to spontaneously ”’-/ 2
% 10 +7/+2 +7 +3 +7 3 3 2 1 — — castSummon Nature's Ally and %
@7/;; 11 +8/+3 +7 +3 +7 3 3 3 2 — _— ?s the ncirrmol erlJliOJlrri\S rTes’rric’red %9
YA o from casting spells that opposes YA
%/\Ej = e e B N N NN her own moral and ethical beliefs g//éj
//% 13 +9/+4 +8 +4 +8 3 3 3 2 1 — thatinclude chaos, evil, good, or //
e I +10/+5 +9 +4 +9 3 3 3 2 1 — lawfulspels. 3
/// 15 +11/+6/+1 +9  +5 +9 3 3 3 3 2 — Orisons (Sp): The druid aspirant ///
e% %
Y& 16 +12/+7/+2 +10 +5 +10 3 3 3 3 2 0 mayprepare anumber of O-level Y&
7% 4
e/l 17 +12/+7/+2 410 +5 +10 3 3 3 3 2 | %
VN +13/+8/+3 +11 +6 +11 3 3 3 3 2 1 2
el 19 +14/+9/+4 +11 +6 +11 3 3 3 3 3 2 %
(TA® THNS
‘////J 20 +15/+10/+5 +12 +6 +12 3 3 3 3 3 2 %/J
</ it Die: d8 e
SN2 SN
7, Class skills //y
(V2o . . (V2o
é//\:j Climb, Craft, Handle Animal, Heal, Ghd
AYA Knowledge (nature), Knowledge ﬁ/%
o// 5 (religion), Perception, Profession, Ride, 1/5
r///» Spellcraft, Survival, and Swim r/f//‘
(AVES)) AVES
67;\9 Skill Ranks per Level: 4 + Int modifier ://\5
@ 7@ Class Features . y@
"2  Weapon and Armor Proficiencies: Druid %\
@ V@ aspirants are proficient with the club, dagger, @& /;J
@7/; 2 quarterstaff, sickle, and sling. They are also %5
o % proficient with light armor as long as it has no - %
e/  metal components but not with shields. CAD
4 g, . 4
@ V@ Spells (Sp): The druid aspirant may cast divine @ %
@7/;\@ spells from the druid aspirant spell list derived @%\9
4/ from the Druid spell list. She must have a 4
V) /
AVES) . (VS
/o  Wisdom score of at least 10 + the spell level %\g

(&

//, to be cast and the DC tfo resist the effects of
2 3 spells cast is equal fo 10 + the spell level + the
/ druid aspirant’s wisdom modifier.

5%9 The druid aspirant may only cast a certain

NS
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spells -- orisons -- per day as given on her Ally 1. f/’f’
progression table. However, unlike normal 2nd: Animal Messenger, Animal Trance /AN
spells fhe spell s not expended and she may gy, Chill Metal, Delay Poison, Eagle /2
cast them as desired. i ) i P ©ND
, _ Eye, Fog Cloud, Gust of Wind, Heat Metal, ///y
Bonus Languages (Ex): Druid aspirants may  Hold Animal, Reduce Animal, Restoration @72
choose Druidic as a bonus language ifher 1) gsser], Scent Trail, Summon Nature'’s Ally Yo
Intelligence grants additional languages or if I, and Wood Shape - /@
she has taken a rank in the Linguistics skill. ' i b é% D
i . . » .. 3% Cloak of Winds, Cure Moderate @
Animal Companion (Ex): At 2"?level the druid NeUeE Demlici oty Co @ /@
aspirant with a Charisma of 12 or higher gains C . ' Iy 8 " n F}I/ g, 67/;\9
an animal companion as described in the [ el el ], Diminis Sl biolf p. /@
druid’s Nature Bond class ability. The druid Animal , Feather Step [Mass], Meld Info C/// D
aspirant's effective class level for this ability is ~ Sfone, Neq’rrohze Poison, Plant Growth, //7
treated as a druid of % her level. Remove Disease, Snare, §ummon Nature's 2%55
Woodland Stride (Ex): The druid aspirant Ally i, qnd Water Bre.o’rhlng. ﬁ/%
may sacrifice her 3¢ level feat to gain the 4t: - Antiplant Shell, Blight, Command g/;j
ability to move through any sort of natural Plants, Control Water, Cure Serious /y
undergrowth (briars, thickets, etc.) at her Wounds, Dispel Magic, Freedom of £x3
normal speed without suffering any ill effects.  Movement, Life Bubble, Moonstruck, %/
Magically enhanced areas designed to hamper  Reincarnate, Summon Nature's Ally IV, f 2
movement affect the druid aspirant normally. and True Form. ‘J///
. i i . (VS
Trqckless Step (Ex): The druid qsplron’r may 5t Animal Growth, Afonement, Awaken, c/\:j
sacrifice her 5™ level feat to gain the ability to o mmune with Nature. Control Winds /y
th h natural i ithout " ! y o/
moveghrotd M IERIE U S o Cure Critical Wounds, Hallow, Plant Shape £ /2
leaving a trail and she may not be tracked. |, Rest Eternal, Summon Nature's Ally V. //
However, she may choose to leave a trail if 4 - . ’ %
R Treestride, Unhallow, and Wall of Thorns g//\:j
Resist Nature’s Lure (Ex): The druid may Enchanter @e: @ ys,
sacrifice her 7" level feat to gains a +4 bonus Whether just using his 0ozing charisma or @///‘@
on saving throws against the spell-ike and casting mind-affecting spells, the enchanter %
supernatural abilities of fey and spells that loves to mess with the psyche of others. fr_///@
farget plants. The enchanter typically takes the role of a %
Venom Immunity (Ex): The druid aspirant may confidence man or snake-oil salesmen, using @///@
sacrifice her 111 level feat to gain immunity his skill and spells to bilk others of their fortune. = %
to all non-magical poisons. She gains a +4 While most work within the lower social strata, CAD
bonus versus magical poisons. some notorious enchanters have gained r/7
. Y/
Druid Aspirant Spells pOS'ITIOI"IS of real wealth and power over a @/@
. period of time. //
0: Create Water, Detect Magic, Detect , Y e
Poison, Know Direction, Light, Mending, Alignment: The SICIeTer aEbegcle) '//“
Purify Food and Drink, and Read Magic non-good alignment. %
1s: Alter Winds, Call Animal, Calm Hit Die: dé '/%7
Animals, Cure Light Wounds, Detect Class Skills 7
. o y X SHND)
Animals or Plants, Detect Snares and Pits, Bluff, Craft, Diplomacy, Handle Animal, %/
Endure Elements, Faerie Fire, Feather Intimidate, Knowledge (arcana), o5

Step, Goodberry, Hide from Animals,
Keen Senses, Longstrider, Magic Stone,
Obscuring Mist, Pass without Trace,
Produce Flame, and Summon Nature’s

Linguistics, Perception, Perform, Profession,
and Use Magic Device

Skill Ranks per Level: 2 + Int
modifier
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Vi / Y/ /
€72  Enchanter Progression Table ones he wishes fo prepare each e
y/ A\ spells Per D day after a full 8 hours of rest. The /A
% Rels ! Clgay standard rules regarding spell %,
@7/;\@ Level Base Attack Fort Ref Will 0 1 27 39 4" 5" ,40ks gpply and the enchanter @7% &)
- 73 1 +0 +0 +0 +2 3 1 — — — — beginswith a spell book with four - y@
f7/; Y B 41 40 +0 +3 3 |1 — — — _ cantripsand atwo arcane spells 67/; 2
YA 3 1 41 +] 43 3 2 — — — _ from the enchanter spell list. The YA
Y& enchanter gains one additional C/ 3
//,/ 4 2 +1 #1 #4432 0 — — — spellperclass level thereafter that /%
e S +2 41 +1 +4 3 2 1 — — — heisable tocast (or two cantrips) gx2
7/¢ 6 ¥3 42 +2 45 3 2 1 — — — oshiseffortsinresearch and '///
g/ % 7 +3 42 +2  +5 3 3 92 — — _ cop’rmuol study, though he may f//%
/i gain other spells through other Y/;

¢ 8 +4 42 42 +6 3 3 2 0 y
% ~ 7 means as well. %
@7/;\4 ? t4 43 43 46 3 3 2 1 — — Cantrips: The enchanter may @// \¥
% 10 +5 3 #3 +7 3 3 2 1 — — prepare a number of cantrips -- 0 %
@7}\9 11 +5 +3 +3 +7 3 3 3 2 — — levelspells--perday based on %‘*J
?/9 12 +6/=1 +4 +4 +8 3 3 3 2 0 — hlsTcIoss Ie\éelaThﬁse speIJ:s org e %J
N2 not expended when cast an NS
r//y: 13 +6/+1 +4  +4 48 3 3 3 2 1 — the enFc):hon’rer may cast them as /y:
;//,;j 14 +7/+2 +4 +4 49 3 3 3 2 1 — desied. 57 ¢
Y Y.
@///@ 15 +7/+2 +5 +5 +9 3 3 3 3 2 — rgmiliar: The enchanter may ﬁ//@
67//\; 16 +8/+3 +6 +5 +10 3 3 3 3 2 0 sacrifice his 5th level feat to gain é%@
£ ) 17 +8/+43 +5 +5 +10 3 3 3 3 2 1 afamiiar. The famiiar's abilfies @’%
@7//@ 18 +9/+4 +6 +6 +11 3 3 3 3 2 1 and features gained based on @/@

// the level of the wizard use the /y
e 19 t9/+4 +6 +6 411 3 3 3 3 3 2 gnchantfer'sclass level - 4. ’:/ 2
y/AN +10/+45 +6 +6 +12 2 ; [}
F///% 20 10f w6 *¢ 2 5 5 5 ° Enchanter Spell List ﬁ/yk
rf;/\éj Class Features AN ) iy g O e3
‘//// Weapon and Armor Proficiencies: The o rcgﬂe TSOr ‘ doEe,meMec i gic. %/
© 72  enchanteris proficient with light simple & S5 IP- 2 IO, EQEilS) ¢ 2
%7 weapons, light crossbows, rapiers, and short Message, Prestidigifation, Read Magic, AN
e/  swords. He is not proficient with any type of and Resistance %
“\2  armor or shields and if the enchanter wears 1st: Cause Fear, Charm Person, Color A
@ %;) armor he will suffer the normal chance of spell  Spray, Comprehend Languages, Crafter’s @ %
67;@ failure while doing so for spells with somatic Curse, Crafter’s Fortune, Disguise Self, g/@
ez Components. Flare Burst, Hypnotism, lllusion of Calm, %)
<2 Spells (Sp): The enchanter casts arcane Lock Gaze, Memory Lapse, Moment of %\
p. y,@ spells from the Enchanter spell list as long as Greatness, Negative Reaction, Obscuring A\ /;J
67/; 2  hisIntelligence is equal to atf least 10 + the Mist, and Sleep @%:
3 y@ spell level. _The dlfﬂ;ul’ry class for any saving 2nd: Adoration, Daze Monster, Detect - %
/5  throws for his spells is equal to 10 + the spell Thauahts. Edale® selhdofiFociClotd Y&
/y level + the enchanter’s Intelligence modifier. Fox’ gC » £A9 Hid P L ' h’rg v //
% /2  The enchanter may cast a certain number 20 WA Gl P il gé
7// of spells per day and gains additional spells Hypnotic Pattern, Misdirection, Owl's %/
@/9 based on his Intelligence as given in the Wisdom, Quolm., Scare, Share Language, @ /gJ
¥  Table: Ability Modifiers and Bonus Spells in the ~ and Touch of Idiocy %‘"
@ @ Pathfinder Core Rulebook. 3rd: Deep Slumber, Dispel Magic, 7‘
@// ¥ The enchanter must maintain a spell book Heroism, Hold Person, Locate
e% with his spells and spend an hour studying the ~ Weakness, Pain Strike, Rage, Ray
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CHND 0 i |n e an 4 :;J
7 stion, See studying thave an In rto study ¢ Y&
%  of Exhau hing d she mus el in orde ving v/
7 ues ion, Crus an he spell leve lass for sa /
SN  Gnd Tong Confusion, C il difficulty ¢ + the %
Y4 Monster, Malicious least spell. The diffic val to 10 K&
/5 4th: Charm s [Lesser], Mali retain the lls cast is eq ligence Y
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%Y Rolnb%\g\/[CommUnO” minate e hedge witch may onlz:hough o GOS8 P
e/  Tongu K Enchon’fmer‘lz E\)/\%nSTer' Magic Thfnber of spells per 2%élls for levels S::eore '////
A\ : Brea ; Ho iNg, nu itional bonu ligence e/
/i Sth: blemind, ss], Sendi in addition her Intellig d Y&
% Person, Fee in Strike [Mass], S gai based on her | odifiers an %
AR , , Pain atigue ccess : Ability M ok. /
W L Fog and Waves of Fatig yase) nin the Table: Aﬁnder Core RU'eblo e /';3
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. % Whether prOV'd_'ngoogood horves’f’;grehelp Ondl 6OCr two cantrips) permee fashion as a wizard. %,
(@ S 2 BIRI pagiexjp o nearly e RN % b2
:/Ej witch prOVIdeSeighbors. While nCT)S with g ssion Table lls Per Day %
Vi hinder her n hat seek pac Witch Progre Spe S L &
Y& as owers, th Wi —_ = — oY/
C7// otherworldly p s fo entice the ut se Attack Fort Ref 2 3 1 — - E/\Sj
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@7// mdly B Ofes 5 . TS 2 — — — f//\5’
z F m +2 _ w
& > Hit Die: (316 é - 2 +2 +5 3 3 2 0 — — %
N/ Heal, Intimi / +4 42 4+ 3 3 2 — Y
@ Knowledge (ar Knowledge 4+ e — &3
43 wledge (history), ature), 9 +5 43 43 3 3 3 2 )
?/@ K|ngol) K”OW|edgef(fnond Vs I YO 43 43 47 e e
ye; écr)ofession' Pl '] 6/=1 +4 +4 +8 S A 2,
7// Magic Device D 12 * +4 +4 +8 3 3 2 1 — @/\5
@ /’:‘J K per Level: +6/+1 4 +9 3 3 2 — /'//
D Skill Ranks 13 +2 +4 + 3 3 Ve
// o r +7/ +9 3 3 2 O CHND)
o5 modifie tutes 14 +7/+2 +5 45 10 3 3 3 2 1 %/
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: Gary Dupois
a spell slot, allowing her to cast them as
desired.

Hexes: Beginning at 3@ level, the hex witch
may sacrifice her feat to instead choose
one of the following hexes: Blight, Cauldron,

Coven, Evil Eye, Fortune, Misfortune, Tongues,

Unnerve Beasts, and Ward. The hedge witch
freats her class level as the effective witch
level.

Familiar (Ex): The hedge witch may sacrifice
her 5™ level feat to gain a familiar. The
familiar’s abilities and features gained based
on the level of the wizard use the hedge
witch's class level - 4.

Hedge Witch Spell List

0: Arcane Mark, Bleed, Dancing Lights,
Detect Magic, Detect Poison, Light,
Mending, Message, Read Magic, and
Stabilize

1s": Air Bubble, Beguiling Gift, Cause Fear,
Charm Person, Command, Comprehend
Languages, Cure Light Wounds, Dancing
Lantern, Identify, Inflict Light Wounds,
Mask Dweomer, Mount, Obscuring Mist,
Peacebond, Sleep, and Unseen Servant.
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279 Alter Self, Augury, Blindness/Deafness,
Cure Moderate Wounds, Delay Poison,
Enthrall, Fester, Find Traps, Fog Cloud,
Glitterdust, Inflict Moderate Wounds, Mask
Dweomer [Communal], Pox Pustules,
Qualm, Scare, See Invisibility, and
Summon Swarm

3. Arcane Sight, Bestow Curse,
Clairaudience/Clairvoyance, Deep
Slumber, Delay Poison [Communal], Dispel
Magic, Fly, Glyph of Warding, Locate
Object, Pain Strike, Remove Blindness/
Deafness, Remove Curse, Remove
Disease, Speak with Dead, Stinking Cloud,
Suggestion, and Tongues

4™ Arcane Eye, Charm Monster,
Confusion, Cure Serious Wounds, Death
Ward, Detect Scrying, Discern Lies,
Divination, Fear, Geas [Lesser], Inflict
Serious Wounds, Locate Creature,
Neutralize Poison, Poison, Scrying, Solid
Fog, and Tongues [Communal]

St: Baleful Polymorph, Blight, Break
Enchantment, Cloudkill, Contact Other
Plane, Cure Critical Wounds, Dominate
Person, Feeblemind, Inflict Critical
Wounds, Magic Jar, Mind Fog, Minor
Creation, Overland Flight, Reincarnate,
Suffocation, Symbol of Pain, and Waves of
Fatigue

Hedge Wizard

While the mundane veil may hide the secrets
of ultimate power, there are many who
dabble in the study of the arcane to do many
mundane tasks. The hedge wizard may or
may not have studied at an arcane university
but rarely do any actually graduate from
there. Preferring to learn simple magical
formula and spells to provide some comfort
to his daily life or offering it for sale to others in
the main focus of the hedge wizard.

Alignment: The hedge wizard may be of
any alignment.

Hit Die: d6
Class Skills
Appraise, Craft, Knowledge
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C/;; (arcane), Knowledge Hedge Wizard Progression Table
O =R
@7/;\@ (hls.l.ory), LingUiSﬁCS, PrOfeSSion, Level Base Atk Fort Ref Will O Tsth 2ndiigrd . 4the fth
e/ Sense Motive, Spelicraft, and Use ! 0 40 +0 +2 3 1 — — — —
“%\?  Magic Device 2 +1 40 +0 +3 3 1 — — — —
/
://9 Skill Ranks per Level: 2 + Int 3 1 41 41 43 3 2 — — — —

'///‘J modifier 4 +2 +1 +1 +4 3 2 0 — — —
¢ /2 Class Features 5 +2 +1 +1 +4 3 2 1 — — —
4 7 Weapon and Armor Proficiencies: 6 +3 +2 +2 +5 3 2 1 — — —
f//, 2 The hedge wizard is proficient 7 +3 42 42 +5 3 3 9 __ _ __
r////» with the club, do.gger, dart, gnd 8 442 42 +6 3 3 2 0 — —
72 quarterstaff. He is not proficient 9 4 43 43 +6 3 03 o
7/ with any type of armor or shield and I
@/  suffers the normal chance of arcane |10 +5 43 +3 +7 3 3 2 1 — —
"27/;‘9 spell failure if the hedge wizard 11 +5 43 +3 +7 3 3 3 2 — —
© /E’ decides to wear armor. . 12 +6/=1 +4 +4 +8 3 3 3 2 0 —
7// Spe:ls (Sp); The he%ge V\f/IZOrd may 13 +6/+1 +4 +4  +8 3 3 3 2 ] —
@75  casta certain number of arcane w
’:7/;\2 spells per day as listed on the hedge ) FOUVZ CE
~ /L wizard spell list. The hedge wizard 15 +7/+2 +5 +5 +9 3 3 3 3 2 —
ri/// :j must have an Intelligence of at least 16 +8/+3 +5 +5 +10 3 3 3 3 2 O
[§ / 10 + the spell level in order to cast 17 +8/+3 +5 +5 410 3 3 3 3 2 ]
o, the spell and the DC for any spell 18 19/+4 +6 +6 +11 3 3 3 3 2 ]
/// cast is equal to 10 + the spell level
€/2  +the hedge wizard's Inteligence 19 tO/+4 46 +6 +11 3 3 3 3 3 2
// modifier. The hedge wizard may 20 +10/+5 +6 +6 +12 3 3 3 3 3 2
;:7//@ only cast a certain number of expended when cast and the hedge wizard
7// N spells per day based on his level, though may cast them as desired.

?/v he does gain additional spells based on his s ribe Scroll (Ex): The hedge wizard gains the

//‘4 In’relllgence score as given in the Table: Ability Scribe Scroll feat as a bonus feat at 204 level.
@ / Modifiers and Bonus Spells in the Pathfinder 3 . i
S Core Rulebook Familiar (Ex): The hedge wizard may sacrifice
// > = _ his 5™ level feat to gain a familiar. The
f//v) The hedge wizard may cast a certain number ¢y mijiigr's abilities and features gained based
7 2 of spells per ploy based on hls_ C|O§S level. He on the level of the wizard use the hedge
~ _J must maintain a speI.I book with his spglls and ¥ il N LA
o//\ spend an hour studying the ones he wishes - ‘

to prepare each day after a full 8 hours of Hedge Wizard Spell List
g, ; rest. The standard rules regarding spell books  0: Arcane Mark, Detect Magic, Dancing
/ apply and the hedge wizard begins with a

F//«-J
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spell book with four cantrips and a single
arcane spell from the hedge wizard spell list.
The hedge wizard gains one additional spell
per class level thereafter that he is able to
cast (or two cantrips) as his efforts in research
and continual study, though he may gain
other spells through other means as well.

Cantrips (Sp): The hedge wizard may prepare
a number of cantrips -- 0 level spells -- per day
based on his class level. These spells are not
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Lights, Detect Poison, Ghost Sound, Light,
Mage Hand, Mending, Message, Open/
Close, Prestidigitation, and Read Magic

1s": Air Bubble, Alarm, Animate Rope,
Comprehend Languages, Crafter’s
Fortune, Disguise Self, Endure Elements,
Erase, Feather Fall, Grease, Hold Portal,
Hypnotism, Identify, Jump, Magic
Aura, Magic Weapon, Mount,
Obscuring Mist, and Silent Image
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2nd: Arcane Lock, Bear’'s Endurance, Bull's
Strength, Cat’'s Grace, Continual Flame,
Darkness, Darkvision, Endure Elements
[Communal], Fog Cloud, Hypnotic
Pattern, Knock, Locate Object, Make
Whole, Minor Image, Mount [Communal],
Pyrotechnics, and Rope Trick

39 Arcane Sight, Clairaudience/
Clairvoyance, Darkvision [Communal],
Daylight, Dispel Magic, Fly, Heroism,
lllusory Script, Magic Weapon [Greater],
Major Image, Suggestion, Tiny Hut,
Tongues, Water Breathing, and Wind Wall

4™ Arcane Eye, Darkvision [Greater],
Dimension Door, Dimensional Anchor,
Globe of Invulnerability [Lesser],
Hallucinatory Terrain, Make Whole
[Greater], Minor Creation, Remove
Curse, Scrying, Secure Shelter, Stone
Shape, Summon Monster IV, Tongues
[Communal], and True Form

Sth: Contact Other Plane, Fabricate, Life
Bubble, Mage's Faithful Hound, Mage’s
Private Sanctum, Magic Jar, Major

@
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Creation, Mind Fog, Overland Flight,
Planar Adaptation, Polymorph, Seeming,

Sending, Summon Monster V, and
lllusionist @F

Teleport

Nothing is ever what it seems in the world

of the illusionist. Focusing on energies the
can fool nearly all of the senses, the illusionist
paints the world as he sees it rather than

the way it actually is. By their very nature
lllusionists fend to be deceptive while
captivating at the same time, finding employ
in a wide variety of fields from entertaining
locals to espionage.

Alignment: The illusionist may be of any
alignment.

Hit Die: dé
Class Skills

Bluff, Craft, Disguise, Knowledge (arcana),
Linguistics, Perception, Perform, Profession,
Spellicraft, and Use Magic Device

Skill Ranks per Level: 2 + Int modifier

Class Features

Weapon and Armor Proficiencies: The
illusionist is proficient with all simple light
and one handed weapons, simple ranged
attacks, and martial light weapons. The
illusionist is not proficient with any type of
armor or shield and will suffer the normal
chance of arcane spell failure if he wears
armor.

Spells (Sp): The illusionist casts arcane spells
from the lllusionist spell list as long as his
Intelligence is equal to at least 10 + the spell
level. The difficulty class for any saving throws
for his spells is equal to 10 + the spell level

+ the illusionist’s Inteligence modifier. The
illusionist may cast a certain number of spells
per day and gains additional spells based on
his Intelligence as given in the Table: Ability
Modifiers and Bonus Spells in the Pathfinder
Core Rulebook.

The illusionist must maintain a spell book with
his spells and spend an hour studying the ones
he wishes to prepare each day after a
full 8 hours of rest. The standard rules
regarding spell books apply and the
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://% Illusionist Progression Table Detect Magic, Flare, Ghost 94
/i Sound, Haunted Fey Aspect, '//
Y Spells Per Day p V. %
7 level Base Atk _Forl Ref WIll 0. 1 ‘ond 3@ 4t sh Light, Message, Prestidigitation, 72
57//”’ EYE" ££0°E, OFL e 2' and Read Magic "7//“’
f//gj ] *0 +0 0+ S 1 — — — — 1% Animate Rope, Cause Fear, f/,/gj
///7 2 PR H0 S8 1= = = = Color Spray, Dancing Lantern, '///y
://9 3 1+ +1 +3 3 2 — — — — Disguise Self, Grease, Hypnotism, f//’;‘)
v, W +2 +1 +1 +4 3 2 0 — — — Magic Aura, Memory Lapse, ‘///“J
€ /@ 5 +2 +] +1 +4 3 2 1 — — — Obscuring Mist, Silent Image, € /@
CHN0) . . b CHN2)
'//y 6 +3 42 42 45 3 2 1 — — _ Vanish, and Venfriloquism '//y
g2 7 +3 42 42 +5 3 3 92 _ _ __ 2 Blur, Continual Flame, g2
///A 8 Y4749 49§43 '3 3o Darkness, Darkvision, Dust of ///yﬁ
e 9 +4 43 43 46 3 3 2 1 — — Twilight, Fog Cloud, Glitterdust, e
1y Hypnotic Pattern, Invisibility, Minor 7,7
:/9 10 #3347 3.3 2 1 = = |mage, Mirror Image, Misdirection, 3 /9
O J +5 +3 +3 47 3 3 3 2 — — gnd See Invisibility %/
g I to/=1 +4 +4 #8633 3 2 0 — 39 Arcane Sight, Blink, Daylight, £x3
7@ 13 +6/+1 +4 +4 +8 3 3 3 2 1 — Dispel Magic, Displacement, '//y
gR2 14 +7/+2 +4 +4 +9 3 3 3 2 1 — Enferimage, lllusory Scripft, 2/%
~/y 15 +7/+2 +5 +5 +9 3 3 3 3 2 — Invisibility Sohere, Majorimage, ‘//%
f/% 16 +8/+3 45 45 410 3 3 3 3 2 0 Nondetection, Phantom Steed, f/f»j
/o)) Secret Page, and Twilight Knife Y i
2//% 1; :Zii :2 :2 :? 2 2 2 2 2 1 4™:  Arcane Eye, Darkvision ::///g
//7 o 0 /44 ” [Greater], Hallucinatory Terrain, /y
e ] *9/+4 +6 46 +11 3 3 3 3 3 llusory Wall, Invisibility [Greater], e
7///' 20 +10/+5 +6 +6 +12 3 3 38 3 3 2 Phantom Chariotf, Rainbow %y
g/g iIIusiopis’r begins with a spell book with four Pattern, Shadow Conjuration, g \;;)
‘/// cantrips and a two arcane spells from the Shadow Projection, and Wandering Star “///
@//@ illusionist spell list. The illusionist gains one Motes @//g
RAS ong CHND)
77 additional spell per class level thereafter & o g . /AN
@/ thatheis able fo cast (or two canfrips) as o Dreom: False Vision, Mmd Fog, Mirage %
©\2  his efforts in research and continual study, Arcana, Nightmare, Persistent Image, @//\9
r_j// 5 other means as well. Shadow Evocation 5/5
@/% Cantrips (Sp): The illusionist may prepare a Minstrel :@9: @/73
Q%g number of cantrips -- 0 level spells -- per day Entertaini e tural i é/@
F/% based on his class level. These spells are not fn . Om'?ﬁ R ﬁfrsh's olnokufrk? c(:qupu sgn h/%
9 5  expended when cast and the illusionist may gy OISy [FECTNC SNG S 2 >
/A AT thears: Ot o discipline to study the esoteric arts of the //
@ V@ . ) .V bardic colleges. The minstrel wraps skill and o /VJ
@/@ IIIU§|onary Grandeur (]Ex). The illusionist talent in one or more performing arts and %Q
L gans Spell Focus (lllusion) as a bonus feat makes a profession using those skills for the A
c/éj at 2n¢level. In addition, for every four levels benefit of others (oftfen while benefiting ;/5
/y possessed by the illusionist an illusion with himself). ///
© 72  aduration of concentration will last an ) . 79
‘%/\“J additional round after the illusionist stops Alignment: The minstrel may be of any Y/ A\

@ /@ concentrating on the effect.

(TP

'//,/J lllusionist Spell List

0: Arcane Mark, Dancing Lights, Daze,

alignment.
Hit Die: dé
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Minstrel Progression table

Level Base Attack Fort Ref Will
1 +0 +0 +2  +2
2 +1 +0 +3  +3
3 +1 +1 +3  +3
4 +2 +1 +4  +4
5 +2 +1 +4  +4
6 +3 +2 +5 +5
7 +3 +2 +5 +5
8 +4 +2 +6  +6
9 +4 +3 +6  +6
10 +5 +3 +7  +7
11 +5 +3 +7 +7
12 +6/=1 +4 +8 +8
13 +6/+1 +4 +8 +8
14 +7/+2 +4 +9 +9
15 +7/+2 +5 +9  +9
16 +8/+3 +5 +10 +10
17 +8/+3 +5 +10 +10
18 +9/+4 +6 +11 +11
19 +9/+4 +6 +11 +11
20 +10/+5 +6 +12 +12

Class Skills

Acrobatics, Bluff, Craft, Diplomacy,
Disquise, Escape Artist, Infimidate,
Knowledge (history), Knowledge
(local), Knowledge (nobility), Linguistics,
Perception, Perform, Profession, Sense
Motive, and Sleight of Hand

Skill Ranks per Level: 6 + Int modifier

Class Features

Weapon and Armor Proficiencies: The minstrel
is proficient with all light and one handed
simple melee weapons, simple ranged
weapons, and light martial weapons. The
minstrel is not proficient with any type of
armor or shield.

Oral Tradition (Ex): The minstrel takes the

time to learn many stories and songs while
perfecting his performances. As aresult, he
can add half his class level to any Knowledge
skill checks for any skill in which he has at least
1 one rank.

Inspiring Performance (Ex): At 1¢'level the
minstrel may use his performance to inspire
others and regale crowds. As a standard
action he may begin a performance that
grants certain benefits and he may maintain
it as a move action each round thereafter.
He may use this ability a total number

of rounds per day equal to his Charisma
modifier + his class level. Any effects
granted by the minstrel’s performance is lost
if he is incapacitated (killed, paralyzed, or
unconscious). If a saving throw is required,
the DC is equal to 10 + half the minstrel’s class
level + his Charisma modifier.

Inspire the Crowd (Ex): The minstrel may
influence the attitude of a crowd of people
(treat as a swarm) as the Diplomacy skill.
Individuals within the crowd that actively seek
to resist this ability are allowed a Will save.

The crowd must be able to see and hear the
minstrel and any obvious threat to the crowd
as a whole will negate this ability. The minstrel
may attempt to shift the attitude of the
crowd by one step each round. Once the
crowd is tfreated as friendly the minstrel may
end this ability, though he may need to
continue with his performance. Once
the performance ends whether or not
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the crowd’s aftitude worsens depends on the
situation and the actions of the minstrel or any
possible associates. This is a mind affecting
ability that requires those affected to be able
to both see and hear the minstrel.

Inspire Courage (Ex): The minstrel may use his
Inspiring Performance to encourage friends
and associates (as well as himself) while
facing danger. Each ally that can see and
hear the minstrel gains a +1 morale bonus
against fear and charm effects and attack
rolls. This bonus increased to +2 at 10th level.

Suggestion (Su): At 12" level the minstrel
may make a suggestion as part of his
performance, similar to the spell with
following differences. The effect can be
used on crowds of individuals for simple
actions that can be explained by a single
sentence or phrase with an action that may
be completed while the minstrel is using this
inspiring performance. The crowd must have
a friendly aftitude and individuals within the
crowd are allowed a Will saving throw if
desired and the crowd as a whole is allowed
a saving throw if the action may cause them
injury or perform actions that they normally
would not do. Those in the crowd that are
affected by this ability must be able to see
and hear the minstrel. This is an enchantment
(compulsion) language dependent ability.

Pickpocket

There are a thousand ways to fleece a mark
and the pickpocket spends his spare time
trying to learn them all. For some it is more
enterprising to try and relieve others of their
hard earned gold than to find an honest
means to do the same. Whetheritis a
momentary distraction or a quick nick of the
blade to empty an easily accessible pouch,
the pickpocket thrives both in the application
of his skill along with the thrill of possibly
getting caught in the act.

Alignment: The pickpocket may be of
any non-lawful alignment.

Hit Die: d6
Class Skills

Bluff, Craft, Disable Device, Disguise, Escape
Artist, Knowledge (local), Perception,
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Level Base Attack Fort Ref Will F/ %
1 +0 40 +2 +0 27/;5
2 +1 +0 +3 +0 @ /@
3 +1 +1 +3  +] "57/;@
4 +2 41 +4 4] %
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5 +2 +] +4  +] ‘////J
6 +3 42 45 +2 ¢ %
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7 +3 42 +5 42 //y
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Perform, Sleight of Hand, and Stealth
Skill Ranks per Level: 4 + Int modifier

Class Features

Weapon and Armor Proficiencies: The
pickpocket is proficient with all simple
weapons. He is not proficient with armor or
shield.

Nimble Fingers (Ex): The pickpocket receives
Deft Hands as a bonus feat at 15 level. In
addition, beginning at 29 level he may add
half his class level to all skill checks involving
Sleight of Hand skill checks as long as he has
at least 1 rank in that skill.

Pickpocket Talents: Beginning at 3 level
the pickpocket may sacrifice his feat to gain
one of the following Rogue Talents: Canny
Observer, Deft Palm, Fast Getaway, Fast
Stealth, Hard to Fool, Honeyed Words, Quick
Disguise, Rogue Crawl, and Stand Up.

Beginning at 11" level the pickpocket

may sacrifice a feat to gain one of the
following Advanced Rogue Talents: Another
Day, Defensive Roll, Master of Disguise,

Skill Mastery, Slippery Mind, Thoughtful
Reexamining and Weapon Snatcher.

Soothe-Sayer

Whether by star or by entrails the soothe-
sayer attempts to divine the future for profit

or prophet. Focusing on divination magics,
the soothe-sayer typically offers his services

to those that wish to know their fortune or
misforfune. From the palm reader in the street
to the king's personal augury, soothe-sayers
can be found in nearly every strata of society.

Alignment: The soothe-sayer may be of
any alignment.

Hit Die: d6

Class Skills

Appraise, Bluff, Craft, Diplomacy,
Knowledge (arcana), Knowledge
(history), Knowledge (local), Knowledge
(religion), Knowledge (planes), Linguistics,
Perform, Profession, and Spellcraft

Skill Ranks per Level: 2 + Int modifier
Class Features

Weapon and Armor Proficiencies: The soothe-
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sayer is proficient with the club, dagger, sap,
and sling. The conjuror is not proficient with
any type of armor or shield and will suffer the
normal chance of arcane spell failure if he
wears armor.

Spells (Sp): The soothe-sayer casts arcane
spells from the Soothe-Sayer spell list as long
as his Wisdom is equal to at least 10 + the
spell level. The difficulty class for any saving
throws for his spells is equal to 10 + the spell
level + the soothe-sayer’'s Wisdom modifier.
The soothe-sayer may cast a cerfain number
of spells per day and gains additional spells
based on his Wisdom as given in the Table:
Ability Modifiers and Bonus Spells in the
Pathfinder Core Rulebook.

The soothe-sayer may choose any spell

from the Soothe-Sayer spell list, but he must
prepare them ahead of fime by spending an
hour in mediation after 8 hours of full rest.

Cantrips (Sp): The soothe-sayer may prepare
a number of cantrips per day that he may
cast without expending a spell slot, allowing
him to cast them as desired.

Divinational Access (Sp): Af 15'level the
soothe-sayer gains Spell Focus (Divination) as

Gary Dupois
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a ) Weapon and Armor Proficiencies: The // /
f/ :23 thaumaturge is proficient with simple ’rf: g
'/// “ weapons. They are not proficient with armor "///J
@ /f;; or shields. The thaumaturge may wear light @ /»:J
"2 armor without effecting their class abilities Matt Morrow A
r@/’g} including the ability fo make extracts. If the chosen from the Thaumaturge extract listand @ %J
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@/,  Alchemy (Sp): The thaumaturge gains a per day if he has a high Intelligence score as %
@7/; 2  competence bonus to any Craft (alchemy) given in the Table: Ability Modifiers and Bonus %\9
VA checks equal to his class level as long as he Spells in the Pathfinder Core Rulebook. Y/
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R y@ use hls.CrofT (olchemy) sI§|II to identify po’rlqns create an extract and will typically have R y@
'i/\@ as if using Detect Magic if he holds the potion 4 tormulae list book o store them (see ;’%@
F/yp for atleast 1 round. Thaumaturge Formulae List below). It takes ﬁ/%
E/\Ej The thaumaturge may also use his alchemy one minute to create an extract, though the C/5
// skills to produce temporary potions known as  thaumaturge may prepare his extracts at 4
;': g extracts each day. Exiracts are susceptible the beginning of the day after 8 hours
"/// to Dispel Magic using the thaumaturge's class  of rest. The thaumaturge begins with
(& /é level as the caster level. Extracts may be three 1 level formulas in his formulae
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NS
C/// )]
3 //g, list book and he gains an additional formula
77  foreach level attained. He may also seek out
@/  other formulae from other thaumaturges or
‘27/; 2 alchemists to add to his formulae list book.
@ 7@ The extracts only function for the
r17/;‘9 thaumaturge, once it leaves his possession
@/ it becomesinert until he regains possession
67/;\2 of it. Extracts expire after twenty four hours
YA regardless and the thaumaturge must spend
/5  time daily to create the extracts he needs.
@//% The thaumaturge may use spell-trigger magic
@//\; items that is on his formulae list but may not
r////» use spell-completion items except through
e/ the Use Magic Device skill.
m/// Brew Potion (Sp): The thaumaturge gains
/5  Brew Potion as a bonus feat at 15 level. He
/// may use this feat to create potions for any
& /2  formula he knows (up to 39 level), using his
’//y thaumaturge level as his effective caster
© 72  level. The formula must be one that can be
Y\ made into a potion. The thaumaturge does
@ 7@ not need to meet the prerequisites for this
”7/’ 2 feat.
/ Poison Resistance (Ex): Af 2@ level the
r7// thaumaturge gains some resistance to poison,
@ /,;J gaining a +2 bonus to all saving throws
%w involving them. This bonus increases to +4 at
e ///c, 12" level.
"7/;‘4 Discoveries: The thaumaturge may choose
@/  one of the following alchemist discoveries
r‘,//\,) by sacrificing a normal feat at any level he
- / normally receives a feat: Combine Extracts,
S Enhance Potion, Extend Potion, and Infusion.
/ / The thaumaturge must meet any prerequisites
g, 2 for the discovery, treating the thaumaturge's
/ class level as 2 the effective alchemist level.
:/// 5  Thaumaturge Formulae List
@ ) 15 Ant Haul, Cure Light Wounds, Detect
O/’ 2 Secret Doors, Disguise Self, Endure
/ Elements, Enlarge Person, Jump, Keen

2
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(“/// o)

r/ e
%\

e

N2

Y4

/

/’JJ
«(r

—
’_/(_J) /()

Senses, Longshot, and Reduce Person

2nd: - Aid, Alter Self, Bear's Endurance, Bull's

Strength, Cat’s Grace, Darkvision, Delay
Poison, Eagle’s Splendor, Fox’'s Cunning,
and Owl’'s Wisdom

39 Arcane Sight, Beast Shape |, Cure
Moderate Wounds, Fly, Gaseous Form,
Rage, Remove Blindness/Deafness,

)
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Hit Die: dé6
Class Skills

Bluff, Craft, Disguise, Knowledge (arcana),

Perform, Profession, Spellcraft, and Use
Magic Device

Skill Ranks per Level: 2 + Int modifier

Class Features

Weapon and Armor Proficiencies: The
transmorgifier is proficient with all simple
weapons. He is not proficient with any
type of armor or shield and will suffer the
normal chance of arcane spell failure if the
transmorgifier wears armor.

Spells (Sp): The transmorgifier casts arcane
spells from the Transmorgifier spell list as long
as his Intelligence is equal to at least 10 +

the spell level. The difficulty class for any
saving throws for his spells is equal to 10 + the
spell level + the transmorgifier’s Intelligence
modifier. The transmorgifier may cast a
certain number of spells per day and gains
additional spells based on his Intelligence as
given in the Table: Ability Modifiers and Bonus
Spells in the Pathfinder Core Rulebook.

The transmorgifier records his spells as
tattoos upon his person so he is never
without his spell book. He must

? 6‘:: 6'(?/ mfr‘, r ? r:'F (f‘n?) @A

IALIALAL920922092092209090024
e e e S R st
@CLNE)
1y
Remove Disease, and Water Breathing f;//\@
4™: Beast Shape I, Cure Serious Wounds, //y
Death Ward, Elemental Body |, Freedom N
of Movement, Neutralize Poison, and ///y
Restoration e
7y
Transmorgifier g/;
Being able to alter one’s own body has YA\
several applications from entertainment to @ %
espionage. The tfransmorgifier focuses on @7/‘3
arcane spells that allows him to alter his own %
appearance and body, likening himself to a f7/;\
living canvas of art. For the transmorgifier it is y
all about expressing his own creativity and will /\,J
typically be adorned with tattoos or piercings /
to draw attention to himself in his unaltered O/j
appearance, but has no qualms altering ///
himself magically to fit in with the masses as /
needed. %
Alignment: The transmorgifier may be of & \j
any alignment. //,/
F
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O 2ZAC AL 20 28 2A 8 2A 8 2 8 2 8 A 8 2A 8 2 8 2A 8 24 824 8 2. 8 2 8 2 82 0 2
APISS S S AS SIS $S 5 S S S A AS SIS SIS 5 5SS S H)
t’;J/ \5 f; 4 \‘5
s / Y/ /
e Woodsman Progression table f//, ¢
:/ /. Level Base Attack Fort Ref Will F/ ¢ /.
fj/;o 1 +1 42 42 +0 r7/;3
% 2 +2 +3 +3 40 %
2 3 +3 +3 43 +] SN2
et B t4 44 44 4] o5
NS CHS
/s / 5 +5 +4  +4  +] Vs /
& Ej 6 +6/+1 +5 2 ¢ /’;‘j
(@ 7 ¥7/+2 +5 45 42 @
N/ (V&
g2 B +8/+43 +6 46 +2 FP &
/)% «
YA % +9/+4 +6 +6 +3 A4
D 10 +10/+5 +7  +7 43 &
% 11 +11/+6/+1 +7  +7  +3 %
%N B +12/+7/+2 +8  +8  +4 "’~7/§/‘“‘J
/
o 13 +13/+8/+3 +8  +8 +4 %
FN® N2
/// 14 +14/+9/+4 +9  +9  +4 a /
gR2 15 +15/+10/+5 +9  +9  +5 3
//Q 16 +16/+11/+6/+1 +10  +10 +5 F/@ﬁ
7/; & 17 +17/+12/+7/+2 +10  +10 +5 % &
% 18 +18/+13/+8/+3 +11  +11 +6 /S
O/; & 19 +19/+14/+49/+4 +11  +11 +6 Favored Terrain gnd the woodsman selects C// 2
2 y@ 20 +20/+15/+10/+5 +12 +12 +6 from the Ranger’s ngored Terrain list. While 3 y@
CAD in his selected terrain, the woodsman D
//// Skill Ranks per Level: 6 + Int modifier gains a +1 bonus on initiative checks and //y,
€X2 Class Features a +2 circumstance bonus on Knowledge, g3
'/// [ W Perception, Stealth, and Survival skill checks. '//
Y/ Weapon and Armor Proficiencies: The " . Y/
(VS = . . ; In addition, the woodsman leaves no trail (V)
e/  woodsman is proficient with all simple and 4 . p . CHND
Y2 . 2 - : while moving through his favored terrain and //
/ martial weapons. He is also proficient with A %
@ /g light armor and shields cannot be fracked unless he desired to do so. Ve
N2 : o The woodsman may select another favored A
- y@ Tra‘c!(: The woodsman odqls /2 hI‘S class level terrain by sacrificing his 9™ level feat or 15" - //@
@/;@ (minimum of 1) fo any Survival skill checks level feats as well. Unlike the ranger, previous C//@
g made fofoliow iracks at Ievel. favored terrains gain no additional benefits YA
r_7//2j Combat Savvy: The woodsman may select when another terrain is selected. %Ej
CJ/, 5  his normal feat selection: Deadly Aim, Double  sqcrifice his 7! level feat to gain the ability to é/ >
//yﬁ Slice, Focused Shot, Improved Precise Shof, move at his normal speed while using Survival /yﬁ
¢ /%  ImprovedTwo-Weapon Fighting, Many Shot, o track others without the -5 penalty. If he e
'/// Point Blank Master, Point-Blank Shot, Precise moves up fo twice his normal speed, the ‘/y
77  Defense, and Two-Weapon Fighting. The q Ex): Th g Y\
/. woodsman does not need to meet any ability Camoutiages (EX)ayThe s i by o %
e72 . ifice his 11" level feat and have at least 72
©“/\2  requirements for these feats but must meet e . ) - ) NS
/// o oheffequiien el one favored terrain to gain the ability to hide 4
3 /’g} 4 q. i in any of his favored terrains, using his
g//\'“’ Favored Terrain: The woodsman may Stealth skill even if the terrain does not
~ //@ sacrifice his 3 level feat to select a favored grant cover or concealment.
e/2  terrain. This ability is similar to the Ranger's
i
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O 2ZALZA0 2A 0 2 0 28 24 0 2 8 2 8 24 8 24 8 2 8 2 8 24 0 2 8 24 824 824 024 0 2
S TS5 6565652656565 765265765265 265265265 265265 Tk
'7:// \53 f;;// 2
4 4
% %
o) e
(TN /D
\Y/A ).
R R
CAND 3 5 ChHND)
Y/ NPC Archetvpes Deafness, Blood Biography, Contagion, /i
@ 7@ yp Deeper Darkness, Healing Thief, Inflict Serious © 7@
&\  Even NPC classes may apply archetypés. Wounds, Phantom Steed, Ray of Exhaustion, SN2
/) ~ However, fhese always come af a cost of Speak with Dead, Stinking Cloud, and YA
%5 |The ll\lPSC class fek?TsJr golnegl$T every oddI Vampiric Touch @7/; &
% Svel. Some Archelype ablllies MAy Tepidee = 4. negth ward, Dispel Magic, Enervation, %
s @ single feat while others may require multiple False Life [Greater], Fear, Inflict Critical &
Vi feats as the ability itself grows in power. NPC ’ ' Vi
A\ het filEs TG Wounds, Locate Creatfure, Moonstruck, %
S - o el S g Poison, Shadow Projection, and Unholy Blight &
7/ Player Character archetype counterpart, - ’ ‘ ‘ y/AN
@/ and often do not duplicate all of the same 5" Contagion [Greater], Feeblemind, Inflict /S
“\2  abilities as the original. However, these Light Wounds [Mass], Insect Plague, Magic AN
%,  archetypes are easily applied to an existing Jar, Raise Dead, Unhallow, and Wave of %
© 2 NPC character of the required class by simply Fatigue N
AL replacing the character’s current feats with Dead Bob: At 5" level the bone doctor may V4
/5  the archetype abilities. Note that feats that raise one zombie from a specially prepared r_/ &
//7, are required prerequisites for other feats corpse through a special ritual. The zombie ‘///ﬁ
€72  cannot be replaced unless the feat with the  acts in all ways as the bone doctor's familiar, o2
(4 P Rrereauisieys ERgEEEREEREEL freating the bone doctor’s effective level ¥4 )
e/ equal to a wizard - 4. The zombie grants W
PUNS NS
C7// g Adept Archetypes no special benefit to the bone doctor, its %/ b
F/g) Intelligence does not change from mindless, @ /9
@/ \g Bone Doctor and it retains the staggered condition C’//‘J
4 : 4
2/\9 Rites and rituals of the dead hearken back common to all zombies. fj/?
‘/// 7 to ancient times and there are those within If the zombie should be destroyed, the bone 7/;)
@ /9 even modern societies that still practice these ~ docfor may perform the ritual again after @ /9
@7/;/‘4 primitive and often taboo magics. 30 days or attaining a new level, whichever @///ﬂ
2/\? Alignment: Bone Doctors may be of any non- cc?mes‘ﬁrs’r. f//g
7/ 7  good alignment. This ability replaces the feat the adept v/ A\
/4 i th /4
f//% Alternate Bone Doctor Spell List: The bone S T 2/9
'/// doctor gains the following spells rather than 1 %@I ‘///J
2/’9 the standard adept spell list. ?%g};'naLi%T?IaTr [Jeme A @ ° e /::j
SN2 <
%4 0: Bleed, Detect Magic, Disrupt Undead, - R i TSy =Uve //
A\ : - arcane study, the doctrinal scholar spends %
r_7/;2j %TJ%S:] Z?L;gﬁ’gt/\eendmg’ RES AN long days in study and formulating doctrines %3
/) relating to his faith. /)
(A a9 ste i ili CN/T
Y& I*: Cause Fear, Chill Touch, Compel Hostility, Religious Focus (Ex): At 1% level the doctrinal é/ >
i Deathwatch, Detect Undead, Endure . 7
/. : : : scholar gains a +3 bonus for all Knowledge YA
o P el Telslgl ™ ol LIl Bigee? skill checks for the history and religion fields of 2
“2 Inflict Light Wounds, Obscuring Mist, Ray of b 9 %2
p study as long as he has at least 1 rank. The /
e/ Enfeeblement, Sculpt Corpse, and Touch of oo Y e = ko knowledae skl /A
s AN ew octrinal scholar may make knowledge ski ad
///V _ checks for all fields of study as an untrained ///
7 2" Buming Gaze, Command Undead, skill, representing the amount of time spent Ve
2  Darkness, Death Knell, Desecrate, False Life,  stydying various sources as part of his tenure W2
%, Fog Cloud, Genftle Repose, Ghoul Touch, as a scholar.
@ %) .
vz// 2  Inflict Moderate Wound;, Scare, Summon At 51 level the doctrinal scholar may
/). Swarm, and Touch of Idiocy .
R . , take 10 on any Knowledge skill check
’% 2 39 Animate Dead, Bestow Curse, Blindness/
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YA\ occupants and assisting in the resolution of the price for the week (skill check result X the % .
5 //g any disputes or issues that may arise. DC). @ %
NS j @\
'7// “  Race: The warden of the shires must be of This ability replaces the feat the commoner '7///\'0
f//% halfling stock. . : norrrjolly receives at 1¢ level. g/g
//y Mount (Ex): The warden of the shires gains Less is More (Ex): At 5" level the master ////
g/ 2 ariding dog or pony as a mount at 1¢ level. craftsman learns to more effectively use the f/ 2
y/\g The mount acts in all ways as the animal raw materials, and the raw material cost is ‘7//\”
@ 7@ companion to the warden, treating the reduced from 1/3 to 1/4 the cost of the item @ 7@
@/}"9 warden'’s (?Iqss level as his effegtiye druid level being crafted. 5%9
@/  fordetermining the mount's abilities. If the This ability replaces the feat the commoner %
/D mount should expire or be lost, the warden ains at 5™ level CHND
ﬁ//yﬁ may not receive another one for 30 days or f Master (Ex): At 11" level th ; ﬁ//ﬁ
/5 untilhe gains a class level, whichever comes orgs s BR) GBS - Y&
'//y first craftsman can effectively run a forge with a '/y
oY) o 1 number of apprentices equal to his Charisma oY)
@// D Th|§ oblll’rystreploces the feat the aristocrat modifier (minimum of 1). These apprentices g/g
Sg gains at 1level. gains a +2 bonus to their craft checks while a%

@// 2 Pulse of the Shire (Ex): At 3“level the warden under the supervision of the master craftsman. @/;\9

% of shires gains a +3 bonus to any Knowledge s gpility replaces the feat the commoner

r_///g .(hls’ror.y) or Knovyledgg (local) §I<|II chec;ks gains at 11" level. ”
/ involving the shire he is attending. He is

© 72  considered trained in these skills even if he
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A\Y/A . ] . AV
:,/:j Expert Archetypes TTZSme :e]Eallocesl the feats the expert gains :/ &
//% a an evel. ///7
(V) Pop Lock (Ex): When dealing with (VS
/5 Bureaucrat . . CAD
///7 Running the government either at the PeshQPACOégCE.S TlhTOT”'.ndUde y k?’}; Thfe ’%y
% /2 locallevel or broader expanses requires T(;C S'T”' hO kS:r ISR Jlr%er?cekm?s:hlfr OI & ¢
7/7 knowledge, experience, and the ability to A’re9fh II c |e’rﬁ‘ ob?.ﬁ)e_n Iedoc I?’r evfe : V//
@ /:, boldly lie to everyone else to get things done. ES! TGO RS EEie . ClgPE @ /CJ
@//@ . mechanical locks that involve some type of f:/// \©)
//// Class Skills: The bureaucrat must choose BIUff, 1+ pler. ////
://9 Diplomacy, Knowledge (local), and Profession This abilit | the feats th t aai @//’:J
/o) (bureaucrat) as four of his ten selected class 'th] [y rip eSS SOV s Ol Yo%
ot el at 5" and 9™ level. %
P& : S 5 . Y&
2, " The Art of Denial (Ex): At 3¢ level the Tlﬁclrsmlgih i;ubncahor; (KSP). kAT 15t Iev”ell_|< i ) =
g//g bureaucrat may add 'z his class level to e'Hoc P moyfc;os pOSt & J SpeH' eh. € /EJ
77  any BIuUff or Diplomacy skill checks while IOk’rDI '”.y 2 numbe:j? oS perdoyfe]quo 'S /A%
@ Vg performing his duties as a bureaucrat as long nteligence modifier (minimum of 1). @ /@
@7/;\9 as he has at least 1 rank in the skill. This ability replaces the feat the expert gains @7/;@
th

@ /g This ability replaces the feat the expert gains at 15" level. g/@
CHN2 rd N2
Y/; at 34 level. @6 v/
g/;, Crowd PleasertEx)y TG i T8C IS hwoergrg(;as;ﬁrrwe obscure and obtuse is a wa E/EJ
¢) dttempt to diter the affifude of a group of life fory’rhe loremaster, spending days at oy 1)
€ /@ of people by JFingigploFlasdi L Vet time frenching through ’mgunds (3‘ onéien’r € /@
©/\2  For every ten people in the group the DC &S . A
/4 Y peop group /i
@/, increasesby 1 to amaximum of +10. Rules ]’E%r:qeésn;rgngo’rgrough sigleidgginowledge %
fj/; 2 regarding influencing attitude apply including g. Peel C7/; 2
Sy time requirements, typically at least a minute Class Skills: The loremaster must choose at YA
@/5  ormore of being able to address the crowd.  least one Knowledge skill as a class skill. &
////k Most of the crowd must be able fo see the Field of Study (Ex): At 3¢ level the loremaster //A
f//,;j bureaucrat and all of them must be able to may select one field of study granted by the ",f/gj
w hear him. Knowledge skill that he has at least 1 skill rank V4

Y/ ; Z2N'E . /A
fj/,/;j This ability replaces the feat the expert gains ~ CS h'ijsé?fC'Ohlnglon- The kI)ErerEGSTe’rr Ig|gms ﬁ;/,/gj
V4 at 5t level an additional bonus equal to his Intelligence /&)

%ﬁ : k ] q //‘
() modifier to any skill check rolls regarding that @ /@
LD : /D
Y/; Locksmith particular field of study. If the loremaster has 7

/ . . . . /
2/\9 In a society where securing ones valuables fr]hf Iefosl’(rjor}ef’ro(;nehwﬂh mformod’non refgcnjrdmg f,//?
'///” has become common place, individual = Ide B! 9t y’rhe rTnoy sper:j Tol?e]g ‘////J
e/ trained at creating and breaking locks = R = G- 1e TNGRICES 4y sl ® /@
@/x\g becomes a necessity. single Knowledge skill check regarding that c%g
/// ) ‘ tome of study. The tome may not necessarily /y
o3 aslosSklglne LogCuuiigniEET CiIgEsR hold the relevant information but acts as the g2
7// Disable Device as one of his class skills. catalyst fo trigger the information within the -///J
© 72  Break Tumbler (Ex): The locksmith may loremaster’s mind. e
SN N
///y use sunder on any fype of non permonerrwd’r At 9" level the loremaster may select a //
g,\% lock (such as manacles or pad lock) at 3 different field of study and gain the same g g
/i level. The locksmith may add his Intelligence 515 to skill checks involving that field of //
/4 modifier fo his or the sunder attemp - g th Y/
G yJ difier t h. CMB for th d ft f study. He may do this a final fime at 15" level G yu)
’:7/; 2 and he may ignore the hardness equal to as well. @7/;\3
%, half his class level. At 11" level the locksmith i (T
& may use this ability with more permanent X
C/// 3 V& I o P gained at 3¢, 9™, and 15" level.

locks including those found on doors, built into
chests, etc.

Language Master (Su): At 7" level
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The bread and butter of any large scale army,
archers are rigorously trained to accurately
fire the bow at amazing distances.

damage reduction stacks when used
in conjunction with adamantine
armor, but no other types. Damage
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C////«J
the loremaster may cast Comprehend Hawkeye (Ex): At 3<level the archer gains @ /EJ
Languages as a spell-like ability a number of a +1 Perception check and the range @7/; \g
fimes per day equal to the number of ranks increment of any bow he uses increases by @ Vg
he possesses in Linguistics. At 19 level the 5 feet. These bonuses increase by +1 / 5 feet @/;\9
loremaster gains the ability to cast Tongues respectively every six levels thereafter to a - %J
as well, each use consuming two ranks of the  maximum of +3 and +15 foot range bonus at NS
total Linguistics for the total number of uses 15" level. ?//yn
per day between the two spell-like abilities. This ability replaces the feats the warrior gains r7/; >
This ability replaces the feats the expert gains  at 3¢, 9", and 15™ level. - //@
at 7" and 19" level. Trick Shot (Ex): At 5" level the archer may SN
perform one of the following maneuvers while %
Scout firing a bow up to a range of 30 feet (suffering &
The success of an army relies on logistics and @ -4 penalty to his CMB): disarm, sunder, //y,
information just as much as it does brute or frip. Arrows used for these abilities are D€ -
force. The scout is responsible for both of automatically spent when fired. The archer “///
those roles. may choose another maneuver at 11" level. Y. ';3
Supply Scrounger (Ex): The scout gains a +3 This ability replaces the feats the warrior gains //
bonus to any Survival skill checks to forage at 5" land 11" level. fj %
for food and vyo’rer at 1t level. ]n addition, Volley (Ex): At 17 level the archer may fire %//
for every 2 poinfs over the required 10DC o 4 gjley of arows as a full round action. He e
get along in the wild, the scout may provide 1, qkes g single attack at his highest base V/ﬁ
sustenance to 2 additional people. attack bonus, attempting to strike any f /'i?
This ability replaces the feat the scout number of creatures within a 15-foof radius %\”
receives at 1¢ level. burst within range of his bow. A separate roll @ 79
Favored Terrain (Ex): At 5™ level the scout is made for each target for both attack and %>
may choose a single terrain (based on the damage rolls. @ /9
list given for the Ranger’s favored terrain). This ability replaces the feat the warrior gains Cf/’f 2
While in that environment the scout gains a at 17" level. %
+2 bonus to his Initiative checks, Knowledge @//@
(geography), Perception, Stealth, and Survival  Armor Master %,
skill checks. The Survival bonus stacks with the  Focyusing on a heavy defense, those trained é//@
bonus gained at 1+ level as far as locating as armor masters learn effective ways of %
food and water in the wild. being maneuverable on the battlefield while 67// D
This ability replaces the feat the expert gains wearing the heaviest of armors. ?///6
at 5" level. Deflective Shield (Ex): At 3@ levelthe armor €3
Master Scout (Ex): Af 111 level the scout may  master learns to keep his shield between - y@
hide in his favored terrain even if it doesn’t himself and his enemy more effectively, c%g
grant cover or concealment. At 17" level this  granting him the ability to apply +1 from his /A
ability allows the scout to hide in plain sight shield bonus for his touch AC. The armor g &
while in his favored terrain. master must be using a shield for this ability’s ///
This ability replaces the feats the expert gains ~ Penefi. P E:
at 11" land 17" level. This ability replaces the warrior’s 3 level feat. /y,
. Armored Defense (Ex): At 5™ level the armor Z 3
Warrior Archetypes master gains a DR 1/- while wearing light ///
armor, DR 2/- while wearing medium armor, (-":,2
Archer and DR 3/-while wearing heavy armor. This 4
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This ability replaces the feat gained by the
warrior at 71" level.

Focus (Ride) as a bonus feat.

Spear Training (Ex): Af 5" level
the dragoon gains the benefit of
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reduction is lost if the armor master is helpless  Crossbowman %e: ?,/9
. f_/ \‘;
Or Unconscious. While many consider the crossbow the ///
This replaces the feat the warrior gains at 5™ weapon of choice for the unskilled, the @72
level. crossbowman proves them wrong by showing '7///"
Fortified (Ex): At 11" level the armor master fhem what skill really means. 2//9
may use his armor more effectively in Deadshot (Ex): At 3 level the crossbowman '////“J
protecting his core. As a result the armor adds Y2 his Dexterity modifier (minimum of 1) @ /9
worn is freated as having the light fortification  on all damage rolls from a successful strike @7/; \\g
special ability. This fortification does not with a crossbow. This ability improves to his full @ ’/@
stack with any other special abilities that Dexterity modifier at 13" level. -7;9
grant fortification, the better of the two is This replaces the feats the warrior gains at 3¢ @ y@
automatically applied. and 13" level. c7/;g
This replaces the feat the warrior gains af 11" crossbow Expert (Ex): At 5" level the @ 7@
level. crossbowman gains a +1 bonus to attack A2
. and damage rolls while firing a crossbow. This @ /@
Corsair bonus increases by +1 at 11", and 17" levels. 67/;9
As long as there are sea-faring battles, there  qhic gpility replaces the feats the warrior gains e 74,
will be those that are specially trained in at5h 111" and 17" levels r%\:,
shipboard tactics. Y = '

P . ] . . Improved Deadshot (Ex): At 9™ level the @ //@
Class Skills: The corsair gains the Acrobatics crossbowman may prepare a readied @7// 3
skill as a class skill but loses the Ride skill. action with his crossbow and if friggered the @/y@
Pirate Weapons (Ex): At 1 level, the corsair opponent is denied its Dexterity bonus to its A
gains a +1 bonus to attacks made with any AC. YA

TG q AV
weapon found within the pirates weapon This ability replaces the feat the warrior gains AN
group (boarding axe, boarding gaff, at 9hlave| /
boarding pike, crossbow, cutlass, dagger, ) : e
hook hand, rapier, and shortsword). Meteor Shot (Ex): At 197 Ievgl the YO

Y - ) : crossbowman may make a single attack A%
This ability replaces the feat the warrior gains with a -4 penalty as a standard action. If the ,:/5

st
at 1 level. attack is successful the target is subject to a ,!L
Deck Fighting (Ex): At 3™ level the corsair bull rush or trip maneuver, using the attack c/&j
gains the Cleave feat and does not suffer roll as the combat maneuver check. The //%
the -2 AC penalty while using Cleave. He crossbowman must decide which maneuver 2,2
does not need to meet the Power Attack to attempt before making the attack roll. 7///
prerequisite for Cleave. This ability replaces the feat the warrior gains ; .
At 9™ level the corsair gains the Great Cleave  at 19t level. //
feat and does not suffer the -2 AC penalty f/ 2
while using it. He does not need to meet the Dragoon %e: %/J
prerequisites for the feat. To serve the elite of the mounted vanguardis & 72
This ability replaces the feat the warrior gains both an honor and a duty, and the dragoon '///
at 39 level and 9" level. was born to lead and the proven master of € /9
NS
Armored Pirate (Ex): The corsair may ignore fhe mounted charge. /yJ
any armor check penalties while performing Weapon and Armor Proficiencies: The 732
activities that require Acrobatics, Climb, or dragoon is not proficient with the tower shield. ’///\”
Swim checks while wearing light or medium Skilled Rider (Ex): At 1+ level the dragoon (5,/’23
armor once he reaches 7™ level. may choose either Mounted Combat or Skill Y/
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3 //g, weapons training with the spear weapon
77 group, gaining a +1 to attack and damage
e/,  with those weapons. This bonus increases by
”7/;\@ +1 at 9™, 13", and 17" level with a maximum
- 73 of +4 to attack and damage rolls.
"17; 2 This ability replaces the feats the warrior gains
@2, atsh 9n 13" and 17" levels.
2 spinning Lance (Ex): At 7" level the dragoon
%, may alternate attacks with both ends of
?7/;\5» the lance, using the piercing end for reach
- yg and the butt end against adjacent targets
rij/;\g using it as a club. If the lance is masterworks
YA or magical, the bonus or enhancement is
/5  granted for either attack unlike a normal

/ﬂ double weapon, except for any special
C/ % abilities that apply only to bladed weapons.
//ﬂ This ability replaces the feat the warrior gains
X2 at@cvel

//7, Banner (Ex): At 11" level the dragoon may
2,\}’ aftack a banner to his lance, granting the
‘// similar benefits as a cavalier’'s banner. As
g/ ’;3 long as the dragoon's banner is clearly visible
Vi all allies within 60 feet receive a +1 morale
@ //9 bonus on saving throws against fear and on
@/;; attack rolls made as part of a charge.
/A

73 This ability replaces the feat the warrior gains
Y at 111 level.

g‘;///\? Piercing Lance (Ex): Af 15" level the dragoon
y/\y may make two attacks as part of a charge

@ //@ against a mount and its rider, using his highest
“?  base attack bonus. If the opponent attempts
% touse Mounted Combat to deflect the attack
f7/;9 on the mount, the dragoon’s attack roll gains
% O +2 bonus when calculating the Ride check
@/;@ DC to negate the attack.

@ /@ This ability replaces the feat the warrior’s gains
@7/;@ at 15" level.

@ /c

% > Free Hand Warrior %9:
~y, ~ Forsome, the shield is more a hindrance

/5 than ahelp and they frain in fechniques

//y of wielding a weapon in one hand and

g,\% using the other for balance, blocking, and

7/V otherwise distracting the opponent.

f/ % Deceptive Strike (Ex): At 39level the free

'//y hand warrior gains a +1 bonus to his CMB and
"f/ 2 CMD on disarm checks and on Bluff checks
'///'“J to feint an opponent or create a diversion to

@ /9 hide. This bonus increases by +1 at 9" and

22.09220922092092209209 0920902
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////
15" level. %
C/ND

This ability replaces the feats the warrior gains ///
at 3¢, 9m, and 15" levels. e
Elusive (Ex): At 5™ level the free hand warrior 7///J
gains a +1 dodge bonus to his AC as long f/ 2
as he is only wearing light or no armor and Y/
carrying nothing heavier than a light load. @ /@
This bonus increases by +1 at 11" and 17" S\
levels. %
This ability replaces the feats the warrior gains AN
at 50, 11", and 17™ levels. @ 7@
Timely Tip (Ex): At 13" level the free hand 2
warrior may attempt to knock an opponent’s @ 7@
shield away as a disarm combat maneuver A2
with a move action as long as the free @ /@
hand warrior is threatening the opponent. If 67//9

- ] 7

successful, the free hand warrior may ignore A%
the opponent’s shield bonus for his next r_/ &
attack. ?///ﬁ
This ability replaces the feat the warrior gains C/// 3

at 13" level. 9
Gladiator @? O
For some, battle for survival becomes a r:/ &

means of entertainment for others. Whether //
by choice or by lot, the gladiator quickly & g

learns it is not how fast you can kill an 7//
opponent but how to finish him off with 9 /9
grandeur and panache. g///”
Skills: The gladiator gains Perform (act, € /’gl
9 (F7/N®
comedy, and dance) as class skills. '///J
Weapon and Armor Proficiencies: The 2/9
gladiator loses proficiency with heavy armor 7//,
and tower shields but gains the Performance @ /9
Weapon Mastery feat at 1t level. If the @//”J
gladiator is wearing piecemeal armor, he is @ /@
treated as if wearing a suit of armor as long %9
as two or three pieces remain, gaining the +1 Y4

armor bonus but still suffering the +5% chance é/ @)

of arcane spell failure if they are mixed. P/yﬁ

AV,
Performance Feats: The gladiator must take @/@

. 7/

a performance feat at least every other time YA
a feat is taken as part of his class progression @/\5
starting at 5™ level. F’yp
Fame (Ex): At 3¢ level the gladiator begins a 7/;\5

performance combat with at least 1 victory
point. He he already has victory points,
he gains an extra point.

This ability replaces the feat the

% €) (&
N BN
OGO
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://9 warrior gains at 3¢ level.

/%
c 7%  Phalanx Soldier @?
7/ Training in formations is essential when it
@/  comes to producing effective armies that
"27;‘9 directly engage the enemy. The phalanx
- %J soldier focuses on working with his allies to
f?.;/;\; create a living bulwark.
® % Stand Firm (Ex): Af 15" level the phalanx soldier
fE;;@ gains a +1 bonus to his CMD against bull rush,
> y@ drag, overrun, and frip attempts as well as
e/  saving throws against trample attacks. This
:///» bonus increases to +2 at 10th level.
7/; 5 This ability replaces the feat the warrior gains
Sy atTlevel.
fj/;zj Phal.anx Fighting (E)Q: At 3rd. level the phalanx
A4 soldier gains the ability to wield a spear or
/5  pole arm appropriately sized for him as a one-
//7, handed weapon while using a shield.
:7/; 5 This ability replaces the warrior's 3¢ level feat.
- /@ Ready Pike (Ex): At 5" level the phalanx
67/;\2 soldier may ready a weapon with the brace
R y/, property as an immediate action and gains a
o// 5 +1 bonus on the attack and damage roll.
?//yc This ability replaces the feat the warrior gains
r7/;:j at 5 level.
" //@ Shield Ally (Ex): At 9" level the phalanx fighter
67/;\@ wielding a heavy or tower shield may provide
YA partial cover to both himself and adjacent
/5  dallies as a move action. This bonus lasts until
/%% the beginning of his next turn.
2/ % This ability replaces the feat the warrior gains
//y, at 9" level.

/y Polearm Master @?
% /2  Regiments schooled in infricate maneuvers
7// while wielding a polearm can provide an
g/} effective infantry vanguard that may drive

‘/// “  through the toughest of enemy defenses.
2/\’2 Pole Fighting (Ex): At 1*level the polearm
'////JJ master may shorten the grasp of his polearm
f //g or spear to attack adjacent targets as an
77  immediate action. Attacking in this fashion
@ V@ causes a -4 penalty to all attacks with the
’17/; Y2 polearm until the polearm master spends
=%  anotherimmediate action to return to the

normal polearm grip.
This ability replaces the warrior’s 15 level feat.

220920920909209209090902+
/N2

///
Pole Maneuverability (Ex): At 3 level the © /9
polearm master learns to shift his hand holds G2
to wield the polearm as a double weapon as %
an immediate action. As part of a full round ’%\9
attack the polearm master may make an - y@
aftack with both the head of the pole arm f7/; o
and the butt end of the pole arm against A %
adjacent opponents. He still suffers penalties Y&

for wielding it in this fashion as found in two- //,/
weapon combat and the butt end causes @//’:J
1d6 points of bludgeoning damage. He loses '/// Y
the reach of the weapon until the polearm @ /9
master shifts back to the normal position as AN
another immediate action. %
This ability replaces the feat normally gained ﬁ’// \¢
at 39 level by the warrior. @® %9
Flexible Flanker (Ex): At 9™ level the polearm @7/;/\,)
master may choose an adjacent area @ /9
and treats that square as his location for VAN
determining the benefits of flanking. The %,
area may be occupied by another creature, 'i///; 2
object, or solid barrier. A /@
This ability replaces the feat the warrior gains 2
at 9" level. %
Sweeping Fend (Ex): At 13" level the polearm @7/; 2
master may use his polearm or spear to make @ /@
a bull rush maneuver, suffering a -4 penalty to C7/j \"
his CMB. When someone attempfs to bullrush y@
or overrun the polearm master he gains a +2 @/g
bonus to his CMD while wielding his polearm ,;/f/n
or spear. Y&
This ability replaces the feat the warrior gains ﬁ///%
at 13" level. Y&

////
Roughrider %6: S

The mounted calvary has always been a ////
staple of any mobile army and there are e

those that become one with their mount %/
whether it is a domesticated animal or a wild @ /EJ
monster that hunts the wild woods. ‘////”J
Steadfast Mount (Ex): At 1¢ level the f/ /g
roughrider gains Mounted Combat as his '//J
first feat, In addition, he also grants a +1 (2 /9
dodge bonus to his mount’s AC as long as C’//‘J
the roughrider has spent at least an hour of %
training with it and he is astride or adjacent to @7/;\3

the mount.

This ability replaces the feat the warrior
gains at 1 level.
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energy drain and death effects at 3@ level. In

D

This ability replaces the feat the

220920920902090209209209090090209209220920900900902090902 4
@7/;/'4
Armored Charger (Ex): At 39 level the addition, he also gains a +1 bonus to his CMD € /9
roughrider no longer suffers any armor check  against bull rush, grapple, and trip maneuvers ('-7/; \g
penalties regarding his Ride skill no matter as long has he is not helpless or unconscious. @ %
what type of armor he is wearing. In addition,  1his ability replaces the warrior's feat at 3 ’%\9
his mount is not hampered or slowed while level. %,
carrying a me‘dlum or lighter load or wearing savage Charge (Ex): At 9" level the savage @7/; 3
medium barding. ! . . %
warrior may attack with all of his natural (V)
This ability replaces the warrior's 3¢ level feat.  \weaqpons at the end of a charge but suffers AN
Leap from the Saddle (Ex): At 7" level the an AC penalty equal to half his warrior class @ //@
roughrider may perform a fast dismount after  level for the charge. -7;2
fhe mount has faken a single move action This ability replaces the feat the warrior gains %
with a DC of 20 to succeed. If successful, the 4t 9t |avel. é///;@
roughrider may make a full-attack action. Piercing Claw (Ex): Af 13" level, if the savage . y@
This ability replaces the warrior's 7™ level feat. v qrrior makes a natural attack against an @// >
Relentless Steed (Ex): The roughrider’'s mount  opponent’s whose defenses automatically @ /@
no longer suffers any movement penalties damage the opponent, the savage warrior C7/;9
while wearing heavy armor or carrying a reduces the damage equal to half his class AV
heavy load once the roughrider reaches 111" level. r_7// >
level. This ability replaces the feat gained by the @%
This ability replaces the feat the warrior gains warrior at 13" level. C7// 3
at 11" level. 9
- (VS
Ride Them Down (Ex): Af 15" level the Shield Master %@: GhS
roughrider gains the ability to make a full Although armor offers some level of A %
attack action while his mount takes a single protection, many soldiers find their frue Y&
move action, attacking anywhere along the defense strapped to their other arm, offering //y
path taken by the mount. If the roughrider a more reflexive means of deflecting blows Z/%
has the Trample feat he may substitute one from the enemy and effective improvised Wy
attack for the overrun combat maneuver, weapon from time fo time. f; 2
though this does provoke attacks of Active Defense (Ex): At 3¢ level the shield %/4
opportunity against the roughrider (but not his  master gains a +1 dodge bonus to his f,/EJ
mount). AC while wielding a shield and fighting Y/ A\
This ability replaces the feat the warrior gains defensively, using Combat Expertise, or total @© %
at 15 level. defense. The shield master may share this A
bonus with one adjacent ally as a swift action @ //@
Savage Warrior @9: that lasts until the shield master’s next furn or @7/;\9
Many monstrous creatures have learned to the ally is no longer adjacent fo him. %
adapt and evolve their natural attacks to This ability replaces the feat the warrior gains %9
new levels of martial mastery that can equal if at 39 level. x /Q
not surpass those wielding and wearing steel.  shield Basher (Ex): At 5™ level the shield é/// )
Martial Prowess (Ex): The savage warrior gains master gains a +1 bonus on attack and @ /@
the Multiattack feat at 1+ level. If the savage  damage rolls with a shield bash. When @/@
warrior does not have enough natural attacks performing a full attack action the shield YA
" L 0 . \ 2
to qualify, he gains a +1 bonus to attack with  fighter may alternate between his weapon g/g
his natural weapon instead. and his shield without incurring penalties F’yp
This ability replaces the feat the warrior gains ~ for ftwo-weapon fighting as long as the I
at 1¢ level. shield master does not specifically make an 4
. . additional off-handed attack with the
Struggle for Life (Ex): The savage warrior shield
gains a +1 bonus on saving throws against '
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warrior gains at 5™ level.

Shield Buffet (Ex): At 9" level the shield master
may make a special combat maneuver

with his shield as a move action to impede

an adjacent opponent. If successful, the
opponent suffers a -2 penalty on its attack
rolls against the shield master until the
beginning of the shield master’s next turn.

This ability replaces the warrior’s 9™ level feat.

Tower Shield Specialist @6‘

While many scoff at the real effectiveness of
the tower shield, there are some that find new
ways to employ it to their advantage.

Burst Barrier (Ex): At 1¢ level the tower shield
specialist gains a +1 bonus on any Relfex
saving throw involving area affect attacks
that grant a saving throw while employing his
tower shield.

Tower Shield Training (Ex): Af 39 level the
tower shield specialist becomes more adept
at handling the tower shield. The armor check
penalty for the shield is reduced by 3 and the
maximum Dexterity bonus increases by 2.

This ability replaces the feat the warrior gains
at 34 level.

Tower Shield Adaptability (Ex): At 5™ level the
tower shield specialist no longer suffers the -2
penalty on attack rolls while hoisting the tower
shield due to its encumbrance.

This ability replaces the warrior's 5™ level feat.

Tower Shield Defense (Ex): At 9™ level the
tower shield specialist may apply the AC
bonus of the tower shield to any touch
aftacks made against him.

This ability replaces the feat the warrior gains
at 9™ level.

Town Guard j@?
Protecting the populace is a thankless job but
it does have some perks, including knowing

who belongs and who doesn’t and a sixth
sense for when something just isn’t quite right.

Class Skills: The town guard gains Knowledge
(local) as a class skill.

A Thousand Faces (Ex): At 15" level the town
guard gains a +3 bonus to any Sense Motive
or Perception checks when determining when

22092092092090909090900+
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///
if someone is attempting to lie about their g//g
identity or purpose. -7///\‘)
This ability replaces the feat the warrior gains : /g
at 19 level. vy
Nothing gets Past Me (Ex): At 5" level fj/?
the town guard gains a +3 bonus for any Y/
Knowledge (local) skill checks involving his (5 %
town or city as long as he has 1 rank in that Y2
skill. Even if he has no ranks, he may make %
Knowledge (local) skill checks untrained as -7;2
long as it is regarding his own town or city. @ y@
This ability replaces the feat the warrior gains '17/;‘@
at 5" level. %
| am the Law (Ex): At 9™ level the town guard 2
gains a +3 bonus to all Infimidate skill checks %
while performing his duties, even if he has C7/;9
no ranks in that skill. If the town guard has a AV
negative modifier for Charisma, the penalty eAD
is ignored for any Intimidate skill checks as //yf
long as the town guard has at least 1 rank in f/, ;j
Infimidate. ‘//y
This ability replaces the warrior's 9 level feat. ?7/; ’j;j

Two-Handed Warrior

N2

There are some that prefer the heft and

4
weight of overly large weapons that don't fj/g
grow on poles. The two-handed warrior 7//
excels and pounding his foes into the ground. f; /EJ
Shattering Strike (Ex): At 1 level the two- %yJ
handed warrior gains a +1 bonus on his f/é
CMB bonus and CMD involving the sunder /A%
maneuver while wielding a two-handed © %
melee weapon. He also gains a +1 bonus to A
damage caused while sundering an object. @ //@
This ability replaces the warrior’s 15" level feat. @7/;/@
Overhead Chop (Ex): At 3 level the two- € /§J
handed warrior may add twice his Strength %\”
modifier to the damage caused with his @ y@
two-handed melee weapon when making a 2
single attack as a standard action. @ /@
This ability replaces the warrior’s feat gained @/\9
at 39 level. %
Backswing (Ex): At 7™ level the two-handed C’//9
warrior may make a full-attack action with his @ y@
two-handed melee weapon, adding twice @7/;\9

his Strength modifier for damage rolls for alll
attacks after the first.

This ability replaces the feat the
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3 //g, warrior gains at 7™ level. sunder maneuver as an immediate action f//g
s / Piledriver (Ex): At 11" level the two-handed  if he successiully strikes the same opponent i /
© 72  warrior may make a single melee attack with with both weapons in a single action. The 7
7/ his two-handed weapon and if successful maneuver does not provoke an affack of y/\y
e/,  may then initiate a bull rusth or trip maneuver ~ OPPOrfuNity. %
“2  against the same target as a free action. The  This ability replaces the feat the warrior gains SN2
@ /s  bonus maneuver does not provoke an attack  at 17™ level. @ /@
fﬁ 2 of opportunity. @7/; 2
e 7,  This ability replaces the warrior's feat gained ~ \Weapon Master @9: %
f:;/;@ at 11t level. Focusing all of his training and time with a 7;2
4 single weapon allows the weapon master YA
rj/;;j Two-Weapon Warrior %e: to gain nearly supernatural powers with his C7/;3
=%,  Whether wielding a double weapon or a pair chosen weapon. /4
es2  of daggers, there are some that enter battles eapon and Armor Proficiencies: The LD
'/ fd th that enter bafttl w dA Proficiencies: Th /
r/V» as a whirlwind of fury, finding ease wieldinga  weapon master is proficient with all simple F/yﬁ
o//éj weapon in each hand. weapons and a single martial or exotic g//Ej
;/7» Two-Weapon Expert (Ex): The two-weapon weapon of his choice. Once made this ﬁ//lﬁ
@ /5 warrior gains Two-Weapon Fighting as his 1° decision ponnof be reversed and all of the C/ *-
//7 level feat and also gains a +1 attack bonus benefits listed below only apply when the /,/
2/ 2 with the off hand if he is wielding a light weapon master is wielding this chosen weapon. f/ %
‘// weapon. Weapon Guard (Ex): Af 15" level the weapon '/y
€/2  This ability replaces the warrior's feat gained ~ Mastergains a +1 bonus fo his CMD against g
7/// at 1¢ level. disarm and sunder attempts while wielding '//y
(oA A A . his chosen weapon. If the weapon is the oY)
&2 Defensn:i Ii;ur(rjy (E)é)' Thef’rwhc?—v/;/\((e:ovr\)/ﬁn WAMOT target of a spell effect (such as grease or 2
% gO'E.S d ; I? Tg’rle kon't’ili k;)oﬂlwsw ir; e heat metal), the weapon master may add %
eAd NIXING ATFHANCIC LRI 27 -5 the same +1 bonus to the saving throw for the A
/// level. This bonus lasts until the beginning of weapon //y
f;/@ the two-weapon warrior’'s next furn. A b'I"r. | Y] T, ! f/ 2
(FT/N® S NS
AN . . D e is ability replaces the 15" level feat normally CNE,
@/ //@ This ObI|ITy. replaces ’rhefhworrlor s 39 level feat. gained by the warrior. r»:/%;;
N2 Dou?lesirlke T(Eli( )'h'.A‘T if Leve(; Tg,reT TWI? —v_vfiohpon Reliable Strike (Ex): At 5" level the weapon 2
% s erl mf?y (k] = 'S? 'fgmf dofj Wl’r' = master may reroll a single attack roll, critical %
f7/;9 norrrllq - ﬂ?c osrrp])c;r . I’f’ or} =4 Hockl_on, hit confirmation, miss chance check or 67/; 2
/. appYINg, e N O N e 'S damage roll once per day as an immediate YA
f,\i’ with two weapons. This does not add any e f 2
77  additional attacks if he decieds to take a full- il _ AN
% round attack action This ability replaces the feat gained by the a%
& - - ' : : i th : &
C7/}/ “  This ability replaces the feat the warrior gains AR % -
e/ at9nlevel. Weapon Speak (Ex): At 9™ level, the weapon %,
D : master gains a +1 insight bonus to his AC from /D
Yz Equal Opportunity (Ex): At 13" level the two- - - : . /
e/ v:leo onp\?\/orrior r);\é ()]T’rock with both his gveng aiiacHno QI pamn-Chgl e ¢//6
e =ap Y chosen type. A
/i primary and secondary weapons as part of . . i ) /i
. y@ an attack of opportunity. He may only do This ability replaces the feat the warrior gains %
C//,/; 2 this for one attack of opportunity per round, at 9™ level. @//@
a V@ even if he is able to make multiple attacks of ~ Deadly Focus (Ex): At 13™ level the weapon - /©
e/\o  opportunity. master’s critical multiplier increases by 1 and AND
4 g il e h qi +11 firm the critical hit wh 4
e/, This ability replaces the warrior's 13" level feat. "€ ?dg '”;_O : O CQIEIW (G CORE-C Qg "ol
':’//9 Deft Doublestrike (Ex): At 17" level the two- Wl.e mg o W IR )
- //@ weapon warrior may perform a disarm or Thls_ ability replaces the feat the warrior
r% 5 gains at 13" level.
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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

y classes or introduce a new class with unique

mechanics for the Pathfinder game.
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