
ARCANE MASTERS I: CRITIQUED MCAS 
This document contains all the Multiclass Archetypes that have been critiqued for the Arcane Masters I pdf, but were never added to the final document. 
These MCAs are in alphabetical order, and contain MCAs with Alchemist, Arcanist, Magus, Witch, and Wizard as their primary class.  

 
 

ALCHEMIC KNIGHT (LongKnave) 
An alchemic knight is master of creating and using alchemical concoctions during combat. Using their unique arcane and alchemical talent, they mix 

alchemical potions and weapon blanches right on the field of battle. Thanks to their unrelenting combat drills, they are able to adapt to their current situation 
and apply these concoctions to themselves (or their weapons) in at a moment’s notice. Alchemic knights combine their martial skills with the use of 

alchemical weapons to such perfection that they can rain down blows upon their enemies, and enhanced with alchemical fire, freezing ice , electrical shocks, 

or caustic alchemic goo. 
Primary Class: Magus. 

Secondary Class: Alchemist.  

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The alchemic knight may select three alchemist skills to add to his class skills in addition to the normal magus class skills. The 

alchemic knight gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The alchemic knight is proficient with all simple and martial weapons, with light armor, but not with shields.  

Alchemy: At 1st level, an alchemic knight gains the alchemist’s alchemy ability and can create mundane alchemical substances and extracts, but not 

bombs or mutagens. When using Craft (alchemy) to create an alchemical item, an alchemic knight gains a competence bonus equal to his class level on 
the Craft (alchemy) check. In addition, an alchemic knight can use Craft (alchemy) to identify potions as if using detect magic. He must hold the potion for 1 

round to make such a check.  

An alchemic knight can create only a certain number of extracts of each level per day. His base daily allotment of extracts is given on Table: Alchemic 
Knight. In addition, he receives bonus extracts per day if he has a high Intelligence score.  

An alchemic knight can study a wizard’s or magus’s spellbook to learn any formula that is equivalent to a spell the spellbook contains. A wizard or 

magus, however, cannot learn spells from a formula book. An alchemic knight does not need to decipher arcane writings before copying them. This ability 
replaces the magus’s regular spellcasting ability.  

Alchemical Pool (Su): At 1st level, a reservoir of arcane energy that he can use as a catalyst to create his unique weapon blanches and other alchemical 

items. This alchemical pool has a number of points equal to 1/2 his alchemic knight level (minimum 1) + his Intelligence modifier. The pool refreshes once 
per day when the alchemic knight prepares his extracts. 

At 1st level, an alchemic knight can spend 1 point from his alchemical pool to create a weapon blanch as a swift action. He still needs to use a standard 

action to apply it. Like an extract, this weapon blanch goes inert if it leaves the possession of the alchemic knight, unless he has the infusion discovery. 
Applied or not, the blanch is extremely unstable and only lasts or one minute before becoming useless. 

A weapon treated with the blanch gains a +1 enhancement bonus. For every four levels beyond 1st, the weapon gains another +1 enhancement bonus, to a 

maximum of +5 at 17th level. These bonuses can be added to the weapon, stacking with existing weapon enhancement to a maximum of +5. Multiple 
blanches do not stack with themselves. 

At 5th level, these bonuses can be used to add any of the following weapon properties: dancing, flaming, flaming burst, frost, icy burst, keen, shock, 

shocking burst, speed, or vorpal. 
Adding these properties consumes an amount of bonus equal to the property’s base price modifier. These properties are added to any the weapon already 

has, but duplicates do not stack. If the weapon is not magical, at least a +1 enhancement bonus must be added before any other properties can be added, or 

the blanch does not work with that weapon. These bonuses and properties are decided when the blanch is made. This ability otherwise functions as and 
replaces arcane pool.  

Alchemic Combat (Ex): At 1st level, an alchemic knight learns to use potions, extracts, and other alchemical items, and wield his weapons at the same 

time. This functions much like two-weapon fighting, but the off-hand is used to draw and use the item. To use this ability, the magus must have one hand 
free (even if the extract being used does not have somatic components), while wielding a light or one-handed melee weapon in the other hand. As a full-

round action, he can make all of his attacks with his melee weapon at a –2 penalty and can also use the alchemical item. If using this item provokes an attack 

of opportunity, he can decide to take an additional penalty on his attack rolls, up to his Intelligence bonus, and add the same amount as a circumstance bonus 
to his AC against this attack of opportunity. This ability modifies spell combat. 

Alchemical Strike (Su): At 2nd level, whenever an alchemic knight uses an alchemical substance or an alchemical bomb (see new arcana), he can deliver 
the effect through any weapon he is wielding as part of a melee attack. An alchemic knight can make one free melee attack with his weapon (at his 

highest base attack bonus) as part of using the substance (or bomb). If successful, this melee attack deals its normal damage as well as the effects of the l 

bomb or substance. If the alchemic knight makes this attack in concert with alchemic combat, this melee attack takes all the penalties accrued by alchemic 
combat melee attacks. This attack uses the weapon’s critical range (20, 19–20, or 18–20 and modified by the keen weapon property or similar effects), but 

the alchemical bomb or substance effect only deals ×2 damage on a successful critical hit, while the weapon damage uses its own critical modifier. This 

ability replaces spellstrike. 
Magus Arcana: This is exactly like the magus ability of the same name, except that whenever the alchemic knight could choose a magus arcana, he can 

select a discovery that he qualifies for instead. The alchemic knight treats his level as his alchemist level for the purpose of qualifying for discoveries. If the 

alchemic knight has selected the alchemical bombs arcana, he can choose any discovery that modifies bombs and apply it to his alchemical bombs. Any 
arcana that provides a new way to use the arcane pool can instead be used to create alchemical items with the same effects by spending points from his 

alchemy pool, and only affect the user once used (as a standard action). Arcana that require an immediate action to use (like arcane edge) are applied as 

weapon blanches and take effect on the next successful hit. This ability otherwise functions as and replaces magus arcana. 
Extract Recall (Su): At 4th level, the alchemic knight learns to use his alchemical pool to recreate extracts he has already used. With a swift action he 

can recreate any single extract that he has already prepared and used that day by expending a number of points from his alchemical pool equal to the 

extract’s level (minimum 1). The extract is prepared again, just as if it had not been used. This ability replaces spell recall.  
Swift Alchemy (Ex): At 4th level, an alchemic knight gains the alchemist’s swift alchemy ability, This ability replaces cantrips.  

Knowledge Pool (Su): At 7th level, when an Alchemic knight prepares his extracts, he can decide to expend 1 or more points from his alchemical pool, 

up to his Intelligence bonus. For each point he expends, he can treat any one extract from the alcheist extract list as if it were in his formulae book, and can 
prepare that extract as normal that day. He can also recreate extracts in this way using his recreate extracts ability, but only until he prepares extracts again. 

This ability modifies knowledge pool. 

Improved Alchemic Combat (Ex): At 8th level, the alchemic knight’s ability to use alchemical items and make melee attacks improves. When using the 
alchemic combat ability, the alchemic knight receives a +2 circumstance bonus to his AC, in addition to any bonus granted by taking an additional penalty 

on the attack roll against the attacks of opportunity he provokes. This ability modifies improved spell combat. 



Improved Extract Recall (Su): At 11th level, the alchemic knight’s ability to recreate extracts using his alchemical pool becomes more efficient. 

Whenever he recreates an extract with extract recall, he expends a number of points from his alchemical pool equal to 1/2 the extract’s level (minimum 1). 
Furthermore, instead of recreating a used extract, as a swift action the alchemic knight can prepare an extract of the same level that he has in his formulae 

book. He does so by expending a number of points from his alchemical pool equal to the extract’s level (minimum 1). The alchemic knight cannot apply 

metamagic feats to an extract prepared in this way. The alchemic knight does not need to reference his formulae book to prepare the extract. This ability 
modifies improved spell recall. 

Greater Alchemic Combat (Ex): At 14th level, the alchemic knight gains the ability to seamlessly use alchemical items and make melee attacks. 

Whenever he uses the alchemic combat ability, his AC bonus equals double the amount of the attack penalty taken. This ability modifies greater spell 
combat. 

Persistent Strike (Su): At 16th level, whenever an alchemic knight makes an alchemical strike with a substance or alchemical bomb, if the attack fails, 

the substance or bomb persists for 1 minute or until he makes a successful attack, whichever comes first. This ability replaces counter strike.  
Instant Alchemy: At 18th level, an alchemic knight gains the alchemist’s instant alchemy ability. This ability replaces greater spell access. 

Alchemic Champion: At 20th level, the alchemic knight becomes master of both combat and alchemy. He never provokes an attack of opportunity for 

using items or drinking extracts and potions. When using alchemic combat, he can use an alchemical item at in conjunction with every attack he makes. This 
ability replaces true magus.  

 

 

NEW MAGUS ARCANA 
The following new magus arcana may be chosen by any class with the magus arcana class feature and compliment the Alchemic Knight multiclass 

archetype.  

Alchemical Bombs: You gain the ability to create and throw bombs like an alchemist half your level by spending 1 point from your alchemical pool. If 

you have levels in a class that grants the Bombs class feature, these levels stack for the purpose of determining the damage of your bombs. You also combine 

your bombs/day and alchemical pool points (adding points equal to the bombs you could use/day to your alchemical pool points, but you only add your 

Intelligence bonus once to this combined pool). 

 

 

Table: Alchemic Knight 
 Base  
Class Attack Fort Ref Will     Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Alchemy, alchemy pool, alchemic combat   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Alchemical strike   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Magus arcana   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Extract recall, swift alchemy   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Knowledge pool, medium armor   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved alchemic combat   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Fighter training   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bonus feat, improved extract recall   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Heavy armor   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater alchemic combat   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Magus arcana   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Persistent strike   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Instant alchemy   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Alchemic champion   5   5   5   5   5   5 
 
  



ARCANE FIST (ESOTERIC DISCIPLE/MYSTIC DISCIPLE) *Flak 
Arcane fists are specialized magi who eschew manufactured arms and armor in favor of getting up and close and personal with their enemies—and then 
darting away, unscathed. Their bodies are their weapons and armor, and magic flows through them. 

Primary Class: Magus. 

Secondary Class: Monk. 
Alignment: Any lawful. 

Hit Dice: d8. 

Bonus Skills and Ranks: The arcane fist may select three monk skills to add to his class skills in addition to the normal magus class skills. The arcane 
fist gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The arcane fist is proficient with the brass knuckles*, cestus*, club, crossbow (light or heavy), dagger, handaxe, 

javelin, kama, nunchaku, quarterstaff, sai, shortspear, short sword, shuriken, siangham, sling, spear, and temple sword*. He is not proficient with any armor 
or shields. Like any other arcane spellcaster, an arcane fist wearing armor or a shield incurs a chance of arcane spell failure if the spell in question has a 

somatic component. In addition, when wearing armor, using a shield, or carrying a medium or heavy load, an arcane fist loses his AC bonus, as well as his 

fast movement. (*Advanced Player’s Guide) 
Diminished Spellcasting: The arcane fist casts arcane spells drawn from the magus spell list, and gains one fewer spell of each spell level per day. If this 

reduces the number to 0, he may cast spells of that level only if his Intelligence allows bonus spells of that level. He also gains bonus spells for a high 

Intelligence score. He otherwise learns, prepares, and casts spells as a magus of equal level.   

Martial Sage: All magus abilities dependent upon Intelligence instead depend upon Wisdom. This includes his spells per day, spell DCs, arcane pool 

size, etc. In addition, the arcane fist can prepare one fewer spell per spell level per day, and gains only 1 free spell in his spellbook at each level after first 
instead of 2. He can still add spells to his spellbook as normal. The arcane fist is treated as a monk for the purposes of determining the effects and uses per 

day of feats like Stunning Fist.  

Arcane Defense: At 1st level, when wearing no armor and not using a shield, an arcane fist gains a +3 armor bonus to his Armor Class and a +3 bonus to 
his CMD. This bonus functions much like bracers of armor. These bonuses increase by +1 at 4th level and every four levels thereafter, up to a maximum of 

+8 at 20th level. If the arcane fist is caught flat-footed or otherwise denied his Dexterity bonus, he also loses his bonus to his CMD. This ability replaces the 

monk’s AC bonus. 

Unarmed Strike: At 1st level, an arcane fist gains the monk’s unarmed strike ability, but deals unarmed damage as shown on Table: Arcane Fist. This 

ability, fast movement, and arcane ki replace spells lost due to diminished spellcasting.   

Spellfist (Su): At 2nd level, whenever an arcane fist casts a spell with a range of "touch" from the magus spell list, he can deliver the spell through his fist 

as part of an unarmed strike. Instead of a free melee touch attack normally allowed to deliver the spell, the arcane fist can make a free unarmed strike attack 
(with base attack equal to his arcane fist level) as part of casting this spell. If successful, this unarmed strike deals its normal damage as well as the effects of 

the spell. If the arcane fist makes this attack in concert with spellcombat, this melee attack takes all the penalties accrued by spell combat melee attacks. This 

ability replaces spellstrike.  

Fast Movement (Ex): At 3rd level, an arcane fist gains a +10 foot enhancement bonus to his land speed. This bonus increases by +10 at 6th level, and 

every third level thereafter. An arcane fist in armor or carrying a medium or heavy load loses this extra speed.  

Arcane Ki (Su): At 4th level, the arcane fist treats his arcane pool as a ki pool, and can spend points from it to activate any ki power he knows. He can 

still use it for everything for which he could use his arcane pool. If the arcane fist possesses levels in another class that grants points to a ki or arcane pool, 
arcane fist levels stack with the levels of that class to determine the total number of "arcane ki" points in the combined pool, but only one ability score 

modifier is added to the total. The choice of which score to use is made when the second class ability is gained, and once made, the choice is set. The arcane 

fist can use "arcane ki" points from this pool to power the abilities of every class he possesses that grants a ki or arcane pool.  

As long as the arcane fist has at least 1 point in his arcane ki pool, he can make a ki strike, as a monk. At 4th level, his ki strikes are magic weapons. At 

7th level, his ki strikes are cold iron weapons. At 10th level, his ki strikes are lawful weapons. At 16th level, his ki strikes are adamantine weapons. By 
spending 1 point from his arcane ki pool, an arcane fist can increase his speed by 20 feet for a round or give himself a +4 dodge bonus to AC for 1 round. 

This is a swift action.  

Bonus Feat: this is exactly like the magus ability of the same name, except that at 5th level, the arcane fist adds the 1st-level monk bonus feat list and the 
Stunning Fist feat to his list of feats he can select. At 11th level, the arcane fist adds the 6th-level monk bonus feat list to his list of bonus feats. At 17th level, 

the arcane fist adds the 10th-level monk bonus feat list to his list of bonus feats. He need not have any of the prerequisites normally required for these feats 

to select them..  

High Jump (Ex): At 5th level, the arcane fist gains the monk’s high jump ability. This ability replaces knowledge pool.  

Ki Power (Su): At 6th level, an arcane fist may select one ki power from the 4th–level list of qingong monk ki powers (see Ultimate Magic) in place of a 

magus arcana. He may select additional ki powers from each subsequent list or those of a lower level each time he gains a magus arcana. Thus, at 9th level, 

he may select a ki power from the 6th–level list or lower, the 8th–level list or lower at 12th level, the 10th-level list or lower at 15th level, and the 12th-level 
list or lower at 18th level. Ki powers selected in this manner use the arcane fist's level to determine their effects.  

Purity of Body (Ex): At 7th level, the arcane fist receives purity of body, which functions exactly like the monk ability of the same name. This ability 
replaces medium armor.  

Sudden Spellfist (Ex): At 10th level, the arcane fist may combine his spellfist ability with a charge or spring attack action. He may not use spellfist when 
charging if he does not have a full-round action to use on his charge. This ability replaces fighter training.  

Diamond Body (Ex): At 11th level, the arcane fist receives diamond body, which functions exactly like the monk ability of the same name. This ability 

replaces improved spell recall.  

Deadly Spellfist (Su): At 13th level, whenever an arcane fist strikes an opponent with his spellfist, he can choose for the spell to deal damage as if it were 

modified by the Maximize Spell feat a number of times per day equal to his Wisdom modifier. This does not increase the casting time or the level of the 
spell. This ability replaces heavy armor.  

Timeless Body (Ex): At 19th level, the arcane fist receives timeless body, which functions exactly like the monk ability of the same name. This ability 
replaces greater spell access. 

Magus Arcana: The following magus arcana complement the arcane fist multiclass archetype: Arcane Accuracy*, Close Range*, Critical Strike*, Hasted 

Assault*, Maneuver Mastery*, Pool Strike*, Reflection*, and Spell Shield*. (*Ultimate Magic) 
 

 

Table: Arcane Fist 
 Base  
Class Attack Fort Ref Will  Unarm.  Fast   Spells per Day 
Level Bonus Save Save Save Special   Dmg*  Mov.   0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2 +0  +2  Arcane defense, arcane pool,  pool, cantrips,   1d4  +0 ft.   2   0  —  —  —  —  — 



     diminished spellcasting, martial sage,  
     spell combat 
2nd  +1  +3 +0 +3  Spellfist   1d4  +0 ft.   3   1  —  —  —  —  — 
3rd  +2  +3 +1 +3  Fast movement, magus arcana   1d4 +10 ft.   3   2  —  —  —  —   — 
4th  +3  +4 +1 +4  Arcane ki (magic)    1d6 +10 ft.   3   2   0  —  —  —  — 
5th  +3  +4 +1 +4  Bonus feat (monk), high jump   1d6 +10 ft.   3   3   1  —  —  —  — 
6th  +4  +5 +2 +5  Magus arcana, ki power   1d6 +20 ft.   4   3   2  —  —  —  — 
7th  +5  +5 +2 +5  Arcane ki (cold iron), purity of body   1d6 +20 ft.   4   3   2   0  —  —  — 
8th  +6/+1  +6 +2 +6  Improved spell combat   1d8 +20 ft.   4   3   3   1  —  —  — 
9th  +6/+1  +6 +3 +6  Magus arcana   1d8 +30 ft.   4   4   3   2  —  —  — 
10th  +7/+2  +7 +3 +7  Arcane ki (lawful), sudden spellfist   1d8 +30 ft.   4   4   3   2   0  —  — 
11th  +8/+3  +7 +3 +7  Bonus feat (monk)   1d8 +30 ft.   4   4   3   3   1  —  — 
12th  +9/+4  +8 +4 +8  Magus arcana  1d10 +40 ft.   4   4   4   3   2  —  — 
13th  +9/+4  +8 +4 +8  Deadly spellfist  1d10 +40 ft.   4   4   4   3   2   0  — 
14th  +10/+5  +9 +4 +9  Greater spell combat  1d10 +40 ft.   4   4   4   3   3   1  — 
15th  +11/+6/+1  +9 +5 +9  Magus arcana  1d10 +50 ft.   4   4   4   4   3   2  — 
16th  +12/+7/+2  +10 +5 +10  Arcane ki (adamantine), counterstrike   2d6 +50 ft.   4   4   4   4   3   2   0  
17th  +12/+7/+2  +10 +5 +10  Bonus feat (monk)   2d6 +50 ft.   4   4   4   4   4   4   4 
18th  +13/+8/+3 +11 +6 +11  Magus arcana   2d6 +60 ft.   4   4   4   4   4   3   2 
19th  +14/+9/+4 +11 +6 +11  Timeless body   2d6 +60 ft.   4   4   4   4   4   4   3 
20th  +15/+10/+5  +12 +6 +12 True magus   2d8 +60 ft.   4   4   4   4   4   4   4 
 
 

NEW SPELLS 
  

Devilish Demeanor, Lesser  
School transmutation [evil]; Level antipaladin 2, cleric 2, sorcerer/wizard 2  
CASTING  
Casting Time 1 standard action  
Components V, S  
EFFECT  
Range personal  
Target you  
Duration 1 minute/level (D)  
Saving Throw none; Spell Resistance no  
 
DESCRIPTION 
You take on an aspect of a diabolic being, including some of its physical characteristics. You gain low-light vision, resistance to fire 5, 
resistance to poison 5, and the benefits of detect thoughts. 
 
 

Devilish Demeanor  
School transmutation [evil]; Level cleric 5, sorcerer/wizard 5  
 
DESCRIPTION 
This spell functions like lesser devilish demeanor, except you gain darkvision 60’, resistance to fire and poison 10, and DR 5/good, and you 
sprout dark batlike wings allowing you to fly at a speed of 30 feet with average maneuverability. In addition, your natural weapons and any 
weapons you wield are considered lawful and evil-aligned for the purpose of overcoming damage reduction. 
 
 

Devilish Demeanor, Greater  
School transmutation [evil]; Level cleric 8, sorcerer/wizard 8  
 
DESCRIPTION 
This spell functions like lesser devilish demeanor, except you gain a devil’s see in darkness ability; DR 10/good; immunity to fire and poison; 
resistance to acid and cold 10; and telepathy for the duration of the spell. Also, your wings give you a fly speed of 60 feet with good 
maneuverability. Once within the spell’s duration, you can try to summon 3 erinyes (like with summon monster VI, 35%). The summoned 
devils only stay for 1 minute, and disappear anyway when the spell expires. 
 
 

Object Shape I  
School transmutation (polymorph); Level alchemist 2, sorcerer/wizard 2  
CASTING  
Casting Time 1 round  
Components V, S, M (a small sample of the chosen substance)  
EFFECT  
Range personal  
Target you  
Duration 1 hour/level (D)  
 
DESCRIPTION 
When you cast this spell, you can assume the form of any Small or Medium object made of a material with 0–2 hardness. You gain that 
hardness while in object form but retain your own hit points. You can see, hear, and smell normally, but you do not need to eat or breathe. 



Feeling is limited to those sensations that can affect the substance of your body. Damaging the object damages your body too. You can return 
to your normal state, act, and then return instantly to be an object if you so desire as long as the spell duration is in effect. 
 
 

Object Shape II  
School transmutation (polymorph); Level alchemist 4, sorcerer/wizard 5  
 
DESCRIPTION 
This spell functions as object shape I, except that it allows you to assume the form of any Tiny to Large object made of a material with up to 
hardness 5. 
 
 

Object Shape III  
School transmutation (polymorph); Level alchemist 5, sorcerer/wizard 7  
 
DESCRIPTION 
This spell functions as object shape I, except that it allows you to assume the form of any Diminutive to Huge object made of a material with 
up to hardness 8. 
 

 

Object Shape IV  
School transmutation (polymorph); Level alchemist 6, sorcerer/wizard 9  
 
DESCRIPTION 
This spell functions as object shape I, except that it allows you to assume the form of any Diminutive to Huge object made of any material. 
 
  



ARCANE LEXICON (Bandw2)  
While most arcane wizards focus on mathematics and understanding to make their spells work, those who are less mathematically inclined seek other ways 
to make their spell function. One of these alternate branches of magic is a school of wizardry that focuses on the lexicon of the universe. It is arcane lexicons 

who study this form of magic, using logic in an attempt to force the universe to obey carefully written rules. The memorization of these rules is nigh 

impossible, and as such, must they must be kept in written form and spoken while casting for the spells to be successful.  
Primary Class: Arcanist. 

Secondary Class: Bard.  

Alignment: Any. 
Hit Dice: d6.  

Bonus Skills and Ranks: The arcane lexicon may select three bard skills to add to her class skills in addition to the normal arcanist class skills. The 

arcane lexicon gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The arcane lexicon is proficient with all simple weapons, plus the longsword, rapier, sap, short sword, shortbow, and 

whip. She is also proficient with light armor, but not with shields. An arcane lexicon can cast arcane spells while wearing light armor without incurring the 

normal arcane spell failure chance. 
Spellcasting: The arcane lexicon learns, prepares, and casts spells like an arcanist and gains bonus spells if she has a high Intelligence score. However, 

every spell the arcane lexicon casts has a verbal component (singing, reciting, or music). In addition, the arcane lexicon adds the following bard spells to her 

list of spells at the indicated spell level: 0th–lullaby, unwitting ally; 1st–chord of shards, confusion (lesser), fumbletongue, restful sleep, solid note, timely 
inspiration; 2nd–allegro, anonymous interaction, bladed dash, cacophonous call, distressing tone, focused scrutiny, hidden speech, honeyed tongue, 

marching chant, muffle sound, piercing shriek, resounding clang, silence, sound burst; 3rd–coordinated effort, haunting choir, thundering drums; 4th–kiss of 

the first world, zone of silence; 5th–bard’s escape, bladed dash, dance of a hundred cuts, deafening song bolt, disconcordant blast, friend to foe, frozen note, 
hymn of mercy, primal scream; 6th–brilliant inspiration, cacophonous call (mass), music of the spheres, song of discord; 7th–dance of a thousand cuts, pied 

piping, sympathetic vibrations; 8th–dirge of the victorious knights. 

Bardic Knowledge (Ex): At 1st level, an arcane lexicon gains the bard’s bardic knowledge ability, but adds Linguistics to the list of skills he can affect 
using the ability. This ability replaces consume spells.  

Bonded Spellbook (Su): At 1st level, an arcane lexicon forms a powerful bond with her spellbook. This bond allows the arcane lexicon to use her 

spellbook to cast additional spells or to serve as a magical item. The arcane lexicon begins play with a spellbook at no cost. This spellbook is always 
masterwork quality, but is not made of any special material. The spellbook must be held in one hand for it to have any effect. If a clocked schemer attempts 

to cast a spell without her bonded spellbook in hand, she must make a concentration check or lose the spell. The DC for this check is equal to 20 + the spell's 

level.  
A bonded spellbook can be used once per day to cast any one spell that the arcane lexicon has in her spellbook and is capable of casting, even if the spell 

is not prepared. This spell is treated like any other spell cast by the arcane lexicon, including casting time, duration, and other effects dependent on the 

arcane lexicon's level. This spell cannot be modified by metamagic feats or other abilities.  
A wizard can add additional magic abilities to his bonded spellbook as if she has the required Item Creation Feats and if she meets the level prerequisites 

of the feat. For example, an arcane lexicon with a bonded spellbook must be at least 3rd level to add magic abilities to the spellbook (see Craft Wondrous 

Items feat). The magic properties of a bonded spellbook, including any magic abilities added to the spellbook, only function for the arcane lexicon who owns 
it. If a bonded spellbook's owner dies, or the spellbook is replaced, it reverts to being an ordinary masterwork spellbook. 

If a bonded spellbook is damaged, it is restored to full hit points the next time the arcane lexicon prepares her spells. If the spellbook is lost or destroyed, 

it can be replaced after 1 week in a special ritual that costs 200 gp per arcane lexicon level plus the cost of the masterwork item. This ritual takes 8 hours to 
complete. Bonded spellbooks replaced in this way do not possess any of the additional enchantments of the previous bonded spellbook. An arcane lexicon 

can designate an existing spellbook as her bonded spellbook. This functions in the same way as replacing a lost or destroyed bonded spellbook except that 

the new spellbook retains its magical properties and abilities while gaining the benefits and drawbacks of becoming a bonded spellbook. 
While not intelligent, the arcane lexicon has a link with her bonded spellbook to a 1 mile distance. The arcane lexicon can communicate empathically with 

the spellbook, but cannot “see” anything nearby. This allows the arcane lexicon to prepare her spells, even if the spellbook is not open or out of reach, as 

long as it is within 1 mile of her location. At 10th level, an arcane lexicon is no longer required to have her spellbook in hand when casting spells, but it must 
be within 10 feet, or she must make concentration checks to cast her spells. 

This ability replaces the arcanist exploit gained at 1st level.  

Arcanist Exploits: The arcane lexicon may select from the following new exploits, restricted to the Arcane lexicon multiclass archetype.  
Analyze Scroll (Su): As a free action, the arcane lexicon can automatically discern the contents of a magic scroll, as if she were using read magic. She 

gains an insight bonus equal to her arcane lexicon level on Use Magic Device checks made to cast spells from scrolls.   

Bypass Symbol (Su): When the arcane lexicon makes a save against a magical glyph, symbol, sigil, or similar written trap, as an immediate action she 
spend 1 point from her arcane reservoir and attempt a Spellcraft check against the same DC to delay the trap’s effects for 1d6 rounds. Once the delay is over, 

the trap has its normal effect. The arcane lexicon must be at least 9th-level to select this exploit. 
Defensive Scrollcaster (Ex): The arcane lexicon gains a +4 bonus on concentration checks to cast defensively when casting spells from scrolls. 

Enhance Scroll (Su): As a swift action, the arcane lexicon can cause any scroll spell he reads to function using her caster level rather than the scroll’s 

caster level. This exploit expends 1 point from her arcane reservoir.  
Extended Scroll (Su): As a swift action, the arcane lexicon can double the duration of any scroll spell she reads as if the spell were modified by the Extend 

Spell metamagic feat. This exploit expends 1 point from her arcane reservoir. 

Focused Scroll (Su): As a swift action, the arcane lexicon can add a bonus equal to twice her Intelligence modifier on any caster level checks made with 
a scroll spell, including checks to overcome SR. This exploit expends 1 point from her arcane reservoir.  

Glyph Finder (Ex): The arcane lexicon can locate glyphs of warding, symbols, and similar magical spell traps that utilize writing as if he were a rogue. By 

spending 1 point from her arcane reservoir, she can use Perception or Knowledge (arcana) to notice such traps, and can use Disable Device or Spellcraft to 
disable these types of traps. 

Insightful Scroll (Su): As a swift action, the arcane lexicon can spend 1 point from her arcane reservoir to alter a spell she’s casting from a scroll to use her 

own spellcasting ability score (Intelligence) and relevant feats to set the DC for the spell.  
Lore Master (Ex): The arcane lexicon gains the bard’s lore master ability, and can use the ability once per day. The arcane lexicon must be at least 5th 

level to select this exploit. She can select this exploit once at 5th level and again every six levels thereafter, up to a maximum of three times at 19th level. 

Each time this exploit is selected, the arcane lexicon can use lore master one additional time per day.  
Magic Trap (Su): The arcane lexicon chooses one of the following magic glyph traps to learn: acid trap, burning trap, distraction trap, exploding trap, 

fire trap, freeze trap, poison trap, rust monster trap, sleet trap. By spending 1 point from her arcane reservoir, she can create one magic trap that she knows. 

Once a magic trap is learned, it can’t be unlearned and replaced with a different type of magic trap. The arcane lexicon cannot select an individual magic trap 
more than once. This exploit can be taken multiple times. Each time she selects this exploit, it applies to a different magic trap.  

Rune Trap (Ex): Whenever the arcane lexicon casts a spell that creates a trap that uses magical writing (such as explosive runes, illusory script, sepia 

snake sigil, or a symbol), as a swift action she spend 1 point from her arcane reservoir to include runes in the writing. This adds +4 to the Perception DCs to 
notice it, Disable Device DCs to disarm it, and caster level DCs to dispel it. The arcane lexicon must be at least 5th-level to select this exploit. 



Swift Scrivener (Ex): By spending 1 point from his arcane reservoir, the arcane lexicon may scribe up to two scrolls per day, so long as the total market 

price of all scrolls scribed that day does not exceed 1,000 gp. The arcane lexicon reduces the casting time of all symbol spells to 1 minute. 
Swift Scroll (Ex): By spending 1 point from his arcane reservoir, the arcane lexicon does not provoke attacks of opportunity when retrieving a 

stored scroll. If the arcane lexicon moves at least 10 feet, he may retrieve a scroll as a free action as part of her move. 

Well-Versed (Ex): The arcane lexicon gains the bard’s well-versed ability. In addition, she can spend 1 point from her arcane reservoir to change energy 
type of a single spell to sonic.  

Word of Command (Su): The arcane lexicon can use his verbal expertise to give commands to other creatures. Choose one of the following spells: 

command, command undead, liberating command, murderous command. As a standard action, the arcane lexicon can spend 1 point from her arcane 
reservoir to cast her chosen spell. This exploit can be taken multiple times. Each time it is selected, it applies to a different spell.  

Greater Exploits: arcane lexicon may select from the following new exploits, restricted to the Arcane lexicon multiclass archetype. 

Greater Word of Command (Su): The arcane lexicon can use his verbal expertise to give greater commands to other creatures. Choose one of the 
following spells: apparent master, control summoned creature, dominate animal, greater command. As a standard action, the arcane lexicon can spend 2 

points from her arcane reservoir to cast her chosen spell. This greater exploit can be taken multiple times. Each time it is selected, it applies to a different 

spell.  
 

 

Table: Arcane Lexicon 
 Base  
Class Attack Fort Ref Will   Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Arcane reservoir, bardic knowledge,   2  —  —  —  —  —  —  —  — 
     bonded spellbook, cantrips 
2nd  +1  +0 +3  +3     3  —  —  —  —  —  —  —   — 
3rd  +1  +1 +3  +3  Arcanist exploit   4  —  —  —  —   —  —  —  — 
4th  +2  +1 +4  +4     4   2  —  —  —  —  —  —  — 
5th  +2  +1 +4  +4  Arcanist exploit   4   3  —  —  —  —  —  —  — 
6th  +3  +2 +5  +5     4   4   2  —  —  —  —  —  — 
7th  +3  +2 +5  +5  Arcanist exploit   4   4   3  —  —  —  —  —  — 
8th  +4  +2 +6  +6     4   4   4   2  —  —  —  —  — 
9th  +4  +3 +6  +6  Arcanist exploit   4   4   4   3  —  —  —  —  — 
10th  +5  +3 +7 +7     4   4   4   4   2  —  —  —  — 
11th  +5  +3 +7  +7  Arcanist exploit, greater exploits   4   4   4   4   3  —  —  —  — 
12th  +6/+1  +4 +8  +8     4   4   4   4   4   2  —  —  — 
13th  +6/+1  +4 +8  +8  Arcanist exploit   4   4   4   4   4   3  —  —  — 
14th  +7/+2  +4 +9  +9     4   4   4   4   4   4   2  —  — 
15th  +7/+2  +5 +9  +9  Arcanist exploit   4   4   4   4   4   4   3  —  — 
16th  +8/+3  +5 +10  +10     4   4   4   4   4   4   4   2  — 
17th  +8/+3  +5 +10  +10  Arcanist exploit   4   4   4   4   4   4   4   3  — 
18th  +9/+4  +6 +11  +11     4   4   4   4   4   4   4   4   2 
19th  +9/+4  +6 +11  +11  Arcanist exploit   4   4   4   4   4   4   4   4   3 
20th  +10/+5  +6 +12 +12  Magical supremacy   4   4   4   4   4   4   4   4   4 
 
  



ARCANE OBSERVER (JonnathonWilder) 
Arcane observers are students of both arcane theories and alchemical processes. They spend their off-time researching spells in more scientific way by 
seeking to combine the study of the physical and mystical world. By using a more ritualistic style of casting, the arcane observer creates stronger effects 

when using magic to alter, transform, or create, using that which is around them.  

Primary Class: Wizard. 
Secondary Class: Investigator.  

Alignment: Any.  

Hit Dice: d6.  
Bonus Skills and Ranks: The arcane observer may select six investigator skills to add to her class skills in addition to the normal wizard class skills. The 

arcane observer gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The arcane observer is proficient with all simple weapons, but not with any type of armor or shield. Armor interferes 
with an arcane observer’s movements, which can cause his spells with somatic components to fail. 

Spellcasting: An arcane observer casts arcane spells drawn from the wizard/sorcerer spell list and the alchemist formulae list. If a spell appears on both 

the wizard spell list and the alchemist formulae list, the arcane observer uses the wizard spell level. For instance, ablative barrier is a 2nd-level alchemist 
formula and a 3rd-level wizard spell, making it a 3rd-level arcane observer spell. If a spell appears only on the wizard spell list, it can only be prepared as a 

spell (see Arcane Alchemy). Furthermore, if an extract (spell) only appears on the alchemist’s formulae list, it can only be prepared as an extract.  

In addition, due to their methodology, an arcane observer’s spells always have a somatic component. An arcane observer otherwise casts spells as a 
wizard of equal level. He also gains bonus spells if he has a high Intelligence score.   

Arcane Alchemy (Su): At 1st level, an arcane observer gains the investigator’s alchemy ability and can create alchemical substances and potion-like 

extracts. When using Craft (alchemy) to create an alchemical item, an arcane observer gains a competence bonus equal to his class level on the skill check. 
In addition, an arcane observer can use Craft (alchemy) to identify potions as if using detect magic. He must hold the potion for 1 round to attempt such a 

check.  

At 3rd level, an arcane observer learns to create extracts drawn from the wizard spell list. While studying his spellbook, he prepares his spells as normal. 
He can create any extract of a prepared spell, but the spell must appear on both the wizard spell list and the alchemist formulae list. Only wizard spells found 

on the alchemist formulae list can be made into extracts, and uses a spell slot equal to the wizard’s spell level instead of the alchemist’s formula level. For 

example, if a 1st–level wizard spell is also a 2nd–level alchemist extract, then the arcane observer must use a 1st–level spell slot to create an extract of that 
spell. The arcane observer can choose to create his extracts at the start of the day, or create them in the field as needed by using an open spell slot of the 

appropriate formula’s level. In either case, mixing an extract takes 1 minute of work.  

Like an alchemist, when an arcane observer creates an extract, he infuses the concoction with a tiny fraction of her own magical energy, binding the 
effects to him (the creator). At 3rd level, the arcane observer can create 1st–level extracts from her spells. Every two levels thereafter, the arcane observer 

can create each subsequent level of extracts from his spells, up to a maximum of 9th–level extracts at 19th level. An arcane observer can also create extracts 

of the following wizard spells at their indicated spell levels, in addition to any normal alchemist formulae: 7th–arcane sight (greater), control construct, 
control undead, elemental body IV, ethereal jaunt, form of the dragon II, ice body, magnetic field, plant shape III, polymorph (greater), spell turning; 8th–

discern location, form of the dragon III, frightful aspect, giant form II, iron body, moment of prescience, protection from spells, undead anatomy VI; 9th–

fiery body, foresight, shapechange.  
Unlike wizards, an arcane observer can learn spells from an alchemist’s formula book that are on the wizard spell list and copy them into his spellbook as 

spells, but only if they are on both the wizard spell list and the alchemist formulae list. If an extract is found only on the alchemist formulae list and not on 

the wizard spell list, it can only be prepare as an extract using the formula’s level as the spell level. If a spell is found only on the wizard spell list and not on 
the alchemist formulae list, it can only be prepare as a spell. An arcane observer does not need to decipher arcane writings before copying them. This ability 

replaces arcane bond.  

Inspiration (Ex): At 1st level, an arcane observer gains the investigator’s inspiration ability and can augment skill checks and ability checks through his 
brilliant inspiration. His inspiration pool is equal to 1/2 his arcane observer level + his Intelligence modifier (minimum 1). An arcane observer's inspiration 

pool refreshes each day, typically after he gets a restful night's sleep. An arcane observer’s inspiration pool cannot be used on attack rolls. This ability 

replaces scribe scroll.  
Dual Specialist (Su): This ability is exactly like the wizard’s arcane school ability, except that the arcane observer specializes in both the transmutation 

and evocation schools. As such, the arcane observer must select four schools as his opposition schools (excluding the necromancy spell). At 1st level, the 

arcane observer can gain both his 1st level power from a single school (evocation or transmutation) or one from each school. He may not gain equivalent 
powers from both schools. For example, if the arcane observer gains the Intense Spells power from the evocation school, he cannot also gain the Physical 

Enhancement power from the transmutation school. At 8th level he gain either his evocation or transmutation school power.  

In addition, the arcane observer receives an additional spell slot of each spell level he can cast, from 1st on up. Each day, an arcane observer can prepare a 
spell from one of his specialty schools in that slot. This spell must be in the arcane observer's spellbook and must be on the wizard’s spell list. An arcane 

observer can select a spell modified by a metamagic feat to prepare in his school slot, but it uses up a higher-level spell slot.  
Swift Extracts (Su): Starting at 5th level, an arcane observer can create extracts with astounding speed. By spending 1 point from his inspiration pool, an 

arcane observer can create an extract from a prepared 1st-level spell that is on both the wizard spell list and the alchemist formula list as a standard action. 

Every three levels thereafter (8th, 11th, 14th, and so on), he can use this ability to create extracts of each subsequent level, up to 6th level spells at 20th level.  
Alternatively, an arcane observer can spend 1 point from his inspiration pool to cast a spell of a prepared extract that is on both the wizard spell list and 

alchemist formulae list. This expends the extract in the same way as casting the spell from a scroll. This ability replaces the bonus feat gained at 5th level.   

Feats: The new Metamagic Extracts feats complements the Arcane Observer multiclass archetype.  
 

 

NEW FEAT 
The following new feat complements the Arcane Observer multiclass archetype.  
 

Metamagic Extracts  
You can use metamagic feats to enhance your extracts. 

Prerequisites: Int 13, inspiration class feature, Investigator 5th. 

Benefits: As a swift action, you can expend  points from your inspiration pool to enhance a prepared extract with a single metamagic feat as if it was a 
spell. You can enhance an extract with one of the following metamagic feats by spending a number of inspiration points equal to the feat’s level increase 

modifier: Empower Spell, Extend Spell, Heighten Spell, Maximize Spell. If you have one of the metamagic feats listed above, you can use it to enhance your 

extracts at the time they are prepared without expending points from your inspiration pool. You must expend an extract slot of a higher level as normal, 
according to the feat’s level increase modifier.  

 

 



Table: Arcane Observer 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Arcane alchemy, cantrips,   3   1  —  —  —  —  —  —  —  —  
     dual specialist, inspiration  
2nd  +1  +0 +0  +3     4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3     4   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4     4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4  Swift extracts   4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +2  +5     4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +2  +5     4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +2  +6     4   4   3   3   2  —  —  —  —  — 
9th  +4  +3 +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +3  +7  Bonus feat   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +3  +7     4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +4  +8     4   4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +4  +8     4   4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +4  +9     4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +5  +9  Bonus feat   4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +5  +10     4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +6  +12  Bonus feat   4   4   4   4   4   4   4   4   4   4 
  



BEASTBREWER (Bardess) 
Behind the appearance of every magical or unusual beast in the world there could be the hand of a beastbrewer. The beastbrewer is less interested in flashing 
explosions or in acquiring more strength and resilience himself through his mutagens, and much more interested in tampering with the laws of evolution in 

order to discover the secrets of life, in hopes of improving an individual form according to his own criteria, needs and desires. A beastbrewer modifies 

existing creatures with alchemical or surgical procedures for the sake of evolution, science, money or just sport, but is not necessarily cruel or sadistic like 
the Reanimator or Vivisectionist archetypes. 

Primary Class: Alchemist.  

Secondary Class: Summoner.  
Hit Dice: d8. 

Bonus Skills and Ranks: The beastbrewer selects three summoner skills to add to his class skills in addition to the normal alchemist class skills, one of 

which must be Handle Animal. The beastbrewer gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The bestbrewer is proficient with all simple weapons, with light armor, but not with shields.  

Extracts: This is exactly like the alchemist ability of the same name, except that the beastbrewer adds the following summoner spells of the indicated 

spell level to his formulae list: 1st level–corrosive touch, daze monster, feather fall, grease, lesser rejuvenate eidolon, life conduit, magic fang, mount, ray of 
sickening; 2nd level–lesser evolution surge, glide, lesser restore eidolon, phantom steed, summon swarm, web shelter; 3rd level–black tentacles, charm 

monster, control summoned creature, evolution surge, greater magic fang, improved life conduit, rejuvenate eidolon, restore eidolon; 4th level–baleful 

polymorph, greater evolution surge, insect plague, transmogrify; 5th level–conjure black pudding, creeping doom, greater heroism, greater life conduit, 
greater rejuvenate eidolon, hungry pit, tar pool; 6th level–dominate monster, eagle aerie, incendiary cloud, protection from spells. Any extract (summoner 

spell) that would normally affect a summoner’s eidolon affects the beastbrewer’s experimental beast instead (see below), but he cannot use these extracts to 

affect another beastbrewer’s experimental beast or another summoner’s eidolon. 
Experimental Beast (Ex): A beastbrewer is always accompanied by his experimental beast, chosen as the main subject of his experiments. The 

experimental beast starts as a creature of the Animal type, though it is often extraordinary from normal animals. In time it becomes more and more mutated 

due to exposure of the alchemist’s various reagents and mutagens (see the Experimental Beast section below). An experimental beast counts as an animal 
companion prerequisite.  

The experimental beast can be chosen from the complete druid’s animal companions list, and its appearance is often unusual in some way. For example, it 

could be an oversize domestic cat (use the Small or Large cat statistics), a green-striped tiger, or a dwarf horse or elephant. The beastbrewer qualifies for the 
Extra Evolution and Vigilant Eidolon feats, and all discoveries with eidolon as a prerequisite. 

If an experimental beast dies, the beastbrewer can replace it by performing a week-long mutation process on another animal in a proper laboratory, 

requiring 200 gp per alchemist level. The new experimental beast gains all the evolution points of the old one, but the beastbrewer can reallocate those points 
on different evolutions. This replaces bombs and discoveries gained at 4th, 8th, 12th, and 16th level.  

Mutagen (Su): This is exactly like the alchemist ability of the same name, except that a beastbrewer’s mutagen only affects his experimental beast.  

Bottled Monsters: At 2nd level, a beastbrewer adds summon nature’s ally I to his formula book as a 1st-level extract. When the beastbrewer prepares this 
extract, he prepares a tiny preserved specimen in a bottle (like a caster casting the spell, the beastbrewer doesn’t have to choose the creature until he uses the 

extract). When the beastbrewer opens the bottle, the specimen animates and grows to normal size, serving the beastbrewer as per the spell and is otherwise 

treated as a summoned creature. When the duration expires, the preserved creature vanishes. No other creature can use this extract, even if the beastbrewer 
has the infusion discovery. The Augment Summoning feat can be applied to these specimens. At 4th level, and every 2 levels thereafter, the power of this 

ability increases by one spell level, allowing the beastbrewer to summon more powerful creatures (to a maximum of summon nature’s ally IX at 18th level).  

At 4th level, whenever a beastbrewer can use a summon nature’s ally II extract to prepare a creature specimen from the list of summon nature’s ally I with 
one of the following simple templates that fit his alignment: advanced, celestial, entropic, fiendish, or resolute. This ability increases by one spell level at 6th 

level and every 2 levels thereafter up to 20th level, when the beastbrewer can use a summon nature’s ally IX extract to prepare a creature specimen of that 

spell level with a simple template of his choice.  
The beastbrewer removes the following creatures from his list of possible specimens: 1st level–mite; 2nd level–elemental (small); 4th level–elemental 

(medium), mephit, satyr; 5th level–cyclops, elemental (large), ettin, saltwater merrow; 6th level–elemental (huge), hill giant, stone giant; 7th level–elemental 

(greater), fire giant, frost giant; 8th level–cloud giant, elemental (elder); 9th level–pixie, storm giant.  
The beastbrewer adds the following creatures to his list of possible specimens in place of those above: 1st level–grindylow; 2nd level–akata; 4th level–

fungal crawler, mimic, rust monster; 5th level–brethedan, cloaker, gibbering mouther, seugathi; 6th level–destrachan, drider, intellect devourer; 7th level– 

delver, guardian naga, gug; 8th level–dark young of shub-niggurath, roper; 9th level–froghemoth, irlgaunt. This ability replaces throw anything, poison 
resistance, poison use, swift alchemy, swift poisoning, and instant alchemy.  

Discovery (Su): This is exactly like the alchemist ability of the same name, except that a beastbrewer selects a discovery at 3rd level and every three 

levels thereafter. At 6th level or higher, the beastbrewer may select the Create Wonderful Creatures feat (from Open Design’s Secrets of the Alchemist; 
aberrations and magical beasts only) in place of a discovery.  

The following discoveries only function on the beastbrewer’s experimental beast: Cognatogen, Deadly Excretions, Feral Mutagen, Grand Cognatogen, 
Grand Mutagen, Greater Cognatogen, Greater Mutagen, Mummification, Mutagen, Nauseating Flesh, Parasitic Twin, Preserve Organs, Rag Doll Mutagen, 

Tentacle, Vestigial Arms, and Wings. The beastbrewer may not select Tumor Familiar or any bomb-related discoveries.  

In addition, the following new discoveries can be chosen only by the beastbrewer. 
Aspect (Su): The beastbrewer gains the summoner’s 10th-level aspect ability. The beastbrewer must be at least 12th level before selecting this discovery. 

Bond Senses (Su): The beastbrewer gains the summoner’s 2nd-level bond senses ability. 

Greater Aspect (Su): The beastbrewer gains the summoner’s 18th-level greater aspect ability. The beastbrewer must be at least 18th level and have 
selected the aspect discovery before selecting this one. 

Infuse Beast Mutagen: The beastbrewer can inject his mutagens into creatures other than his experimental beast, but only those of the Animal type. As the 

beastbrewer advances in levels, he can inject his mutagen into other creatures of various types. At beastbrewer can inject his mutagens into creatures of the 
magical beast type at 9th level, aberrations at 12th level, outsiders at 15th level, and any creature at 18th level. If the beastbrewer has the Infused Mutagen 

discovery, its effects apply to the Infused Beast Mutagen discovery as well as his normal mutagens. The beastbrewer must be at least 6th level before 

selecting this discovery. 
Life Bond (Su): The beastbrewer gains the summoner’s 14th-level life bond ability. The beastbrewer must be at least 15th level before selecting this 

discovery. 

Grand Discovery (Su): At 20th level, the beastbrewer may not select the philosopher stone or poison touch grand discoveries. If he selects the true 
mutagen grand discovery, this works on his experimental beast only. A beastbrewer does not gain the two bonus discoveries normally granted by the grand 

discovery ability.  

In addition, a beastbrewer can select from the following new grand discoveries. 
Beast Shape (Su): The beastbrewer gains the summoner’s 20th-level twin eidolon ability. The beastbrewer must have selected the aspect and greater 

aspect discoveries to select this discovery. 

Create Prodigy (Su): The beastbrewer can permanently apply any template to a creature through a year-long alchemical and surgical procedure with a cost 
of 100,000 gp for every CR point the chosen template adds to the base creature. For the procedure to succeed, the beastbrewer must have access to a full-



equipped laboratory and refrain from adventures for a full year. At the end of a year’s time, the beastbrewer makes a Craft (alchemy) check and a 

Knowledge (nature) check. The DC for both these checks is equal to 30 + 5 per additional CR point added to the base creature. If either check fails, the 
creature is unharmed and unchanged, but the time and monetary investments are lost. The template can be simple, acquired or inherited. 

Discoveries: The following discoveries (other than the ones above) complement the beastbrewer multiclass archetype: Bottled Ooze, Combine Extracts, 

Eternal Potion, Extend Potion, Infusion, Lingering Spirit. 
 

EXPERIMENTAL BEAST 
A beast brewer’s experimental beast functions as a druid’s animal companion, using the beastbrewer’s class level as his druid effective level, except as 

follows.  
Evolution Pool: The experimental beast begins the game with 2 evolution points. At 3rd, 4th, 6th, 8th, 9th, 11th, 13th, 14th, 16th, 18th, and 19th level it 

gains one additional point, for a total of 13 evolution points at 19th level. An experimental beast cannot select an evolutions that is similar to an ability or 

quality it already possesses, such as the Large evolution if the experimental beast has already become Large. Unlike a summoner, a beastbrewer can’t change 
his experimental beast’s evolutions when he gains a level (though he can do it with a transmogrify spell). The beastbrewer can accumulate his evolution 

points to spend at higher levels.  

The experimental beast is restricted from choosing the following evolutions: Alignment Smite, Basic Magic, Celestial Appearance, Channel Resistance, 
Dimension Door, Huge, Incorporeal Form, Lifesense, Major Magic, Minor Magic, Sacrifice, Shadow Form, Skilled, Ultimate Magic, Undead Appearance, 

and Unnatural Aura. 

Share Extracts: The beastbrewer can administer extracts to his experimental beast as if he had selected the infusion discovery, even if he doesn’t have 
this discovery normally. This replaces share spells.  

Permanent Mutation: At 20th level, the experimental beast’s type changes to aberration or magical beast, as chosen by the beastbrewer. The 

experimental beast’s Hit Dice, base attack bonus and saves are not recalculated. 

 

 

Table: Beastbrewer 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Alchemy, brew potion, experimental beast,   1  —  —  —  —  — 
     extracts, mutagen 
2nd  +1  +3  +3 +0 Bottled monsters I   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Discovery   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Bottled monsters II   3   1  —  —  —  — 
5th  +3  +4  +4 +1    4   2  —  —  —  — 
6th  +4  +5  +5 +2 Bottled monsters III, discovery   4   3  —  —  —  — 
7th  +5  +5  +5 +2    4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Bottled monsters IV   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Discovery   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Bottled monsters V   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3    5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Bottled monsters VI, discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4    5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Bottled monsters VII, persistent mutagen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Discovery   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Bottled monsters VIII   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5    5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Bottled monsters IX, discovery   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6    5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Grand discovery   5   5   5   5   5   5 
 



BLACK POWDER WITCH (Big Lemon) 

 
Primary Class: Witch.  

Secondary Class: Gunslinger. 

Hit Die: d6.  
Bonus Skills and Ranks: The black powder witch may select three gunslinger skills to add to her class skills in addition to the normal witch class skills. 

The black powder witch gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The black powder witch is proficient with all simple weapons and all one-handed firearms. She is not proficient with 
any types of armor or with shields.   

Spellcasting: A black powder witch casts arcane spells drawn from the witch spell list, and adds the following spells to that list at the indicated spell 

levels: 1st level—abundant ammunition†, damp powder†, fabricate bullets†, jury-rig†, weaken powder†; 2nd level—bullet shield†, destabilize powder†, 
reloading hands†, recoil fire†, ricochet shot†, stabilize powder†; 3rd level—flash fire†; 4th level—named bullet†. A black powder witch does not cast cantrips, 

but adds detect magic and read magic to her familiar as 1st–level spells. A black powder witch otherwise learns and casts spells as a witch equal to her black 

powder witch level. (†Ultimate Combat)  
Gunsmithing: At 1st level, a black powder witch imbued with a higher calling from the spirits of combustion, metallurgy, and industry. She gains the 

gunslinger’s gunsmithing ability, but must select one of the following one-handed firearms: dragon pistol pepperbox, or pistol. This ability, deeds, and grit 

replace the witch’s patron.  
Witch's Conduit (Ex): At 1st level, a black powder witch forms a powerful bond with her firearm or a creature. This bond creates a conduit for can take 

one of two forms. Once this bond is chosen, it cannot be changed. The first is for the black powder witch to form close a bond with a familiar. This is exactly 

like the witch’s familiar.  
The second option is to form a close bond with a firearm. Her firearm becomes an intelligent weapon that functions in every way as a normal witch's 

familiar, but it does not gain the Improved Evasion and Speak with Others of its Kind abilities. However, due to the bonded firearm’s intelligence, warlike 

nature, and its empathetic link to its master, it keeps the black powder witch constantly alerted to danger. The black powder witch is never considered flat-
footed while wielding her bonded firearm. This ability otherwise functions as and replaces the witch’s familiar.  

Hex Pistol (Su): At 2nd level, a black powder witch can attune her one-handed firearm to a single hex that she knows. Whenever the black powder witch 

uses this hex, she can deliver the hex through her one-handed firearm as part of a ranged touch attack. As part of the standard action normally used to deliver 
the hex, a black powder witch can make one free ranged touch attack with her one-handed firearm (at her highest base attack bonus) as part of using this hex. 

If successful, the ranged touch attack deals the firearm’s normal damage as well as the effects of the hex. This attack uses the weapon’s critical range as 

normal. At 10th level, a black powder witch can attune her one-handed firearm to a single major hex that she knows. Alternatively, she can attune her 
firearm to a single spell that has the curse descriptor, and is stored in her familiar. The spell must have a casting time of 1 standard action or less. The black 

powder witch must choose and attune her one-handed firearm when she communes and prepares her spells. A black powder witch can attune up to two of 

her one-handed firearms in this manner. Each firearm must be attuned to the same hex or spell. This ability replaces cantrips. 
Deeds: At 3rd level, a black powder witch gains the gunslinger’s deed ability and gains access to 1st level deeds. Like a gunslinger, she spends grit to 

accomplish these deeds. At 7th level, and every four levels thereafter, the black powder witch gains access to the next higher level of deeds, up to 15th level 

deeds at 19th level.  
Grit: At 3rd level, a black powder witch gains the gunslinger’s grit ability, except that the black powder witch begins each day with only 1 grit point. Her 

grit goes up or down throughout the day, but cannot go higher than her Intelligence modifier (minimum 1). She also regains grit in the same way as a 

gunslinger.  
 

New Hexes  
Familiar's Mark: At The Black powder witch's command, her familiar can lay this hex on an opponent to make them easier to hit. The familiar to make a 

melee touch attack against the creature she designates. If successful, the target is marked, and the witch gains +1 on attack and damage rolls with her Hex 
Pistols against that target for a number of rounds equal to her Intelligence modifier. This bonus increases by +1 at 5th level and every six levels therafter (to 

a maximum of +4 at 17th level). A creature may only be subject to this effect once per day. 

Gun Senses: The Black powder witch's senses around firearms are heightened. She gains a +4 insight bonus on Perception checks to notice concealed 
firearms and gets a +1 insight bonus on Initiative rolls when at least one enemy is wielding a firearm. 

Hex Machine: The Black powder witch can lay a subtle curse on any device with intricate moving parts (clocks, firearms, etc.) that makes them more 

prone to breaking. For a number of rounds equal the witch's Intelligence modifier, any time the hexed device is used, it has a 25% chance of gaining the 
broken condition. Non-magical items do not receive a saving throw against this effect. A device that is broken in this way cannot be subject to this effect 

again that day. 

 

Major Hexes 
Bullet Scry: The black powder witch may fire a special bullet from her hex pistol that she may see through as the spell arcane eye, except that the bullet 

may not be moved from the spot where it lands except by hand. The Witch may only use this hex once per day. 

Bullet Time: While in combat, the black powder witch may activate this hex to slow time around her, allowing her to act with super-human speed. This 
functions as the spell haste, except that the Witch may only use her hex pistols to make the additional attacks. 

Engraved Ammunition: The witch may inscribe the name of a creature onto a piece of ammunition that, when fired at the named creature, is considered to 

have the Bane quality against that creature. The witch must know the creatures real, full name: aliases and nicknames will not work. The witch may only 
inscribe a given creatures name on one bullet per day. If the bullet is fired and misses, the witch may not inscribe another with that name until the next day. 

 

Grand Hex 
Doom Upon Your House: The witch may fire a single shot at a building or structure that causes it to crumble. If the bullet hits, each subsequent round, the 

structure takes 6d6 points of damage plus the witches Intelligence modifier. This effect last as long as the black powder witch maintains concentration, up to 

a maximum number of rounds equal to her level. The black powder witch may use this hex once per day. 

 
 

Table: Black Powder Witch 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Hex, gunsmithing, witch’s conduit   3   1  —  —  —  —  —  —  —  —  
2nd  +1  +0 +0  +3  Hex, hex pistol   4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3  Deeds, grit    4   2   1  —  —  —   —  —  —  —  



4th  +2  +1 +1  +4  Hex   4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4     4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +2  +5  Hex   4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +2  +5  Deeds   4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +2  +6  Hex   4   4   3   3   2  —  —  —  —  — 
9th  +4  +3 +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +3  +7  Hex, major hex   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +3  +7  Deeds   4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +4  +8  Hex   4       4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +4  +8     4      4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +4  +9  Hex   4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +5  +9  Deeds   4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +5  +10  Hex   4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +6  +11  Hex, grand hex   4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +6  +11  Deeds   4   4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +6  +12  Hex   4   4   4   4   4   4   4   4   4   4 



BLOOD CHEMIST (Kyras Ausks) 
 

Primary Class: Alchemist. 

Secondary Class: Sorcerer. 

Alignment: Any. 
Hit Dice: d8. 

Bonus Skills and Ranks: The blood chemist may select three sorcerer skills to add to his class skills in addition to the normal alchemist class skills. A 

blood chemist gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The blood chemist is proficient with all simple weapons and bombs, with light armor, but not with shields.  

Blood Mutagen (Su): At 1st level, a blood chemist discovers how to create a blood mutagen that he can imbibe in order to gain the benefits of a single 

sorcerer’s bloodline. It takes 1 hour to brew a dose of blood mutagen, and once brewed, it remains potent until used. A blood chemist can only maintain one 
dose of blood mutagen at a time—if he brews a second dose, any existing blood mutagen becomes inert. As with an extract or bomb, a mutagen that is not in 

a blood chemist’s possession becomes inert until a blood chemist picks it up again. 

When a blood chemist first brews a blood mutagen, he selects one sorcerer’s bloodline (including wildblooded). Once the bloodline is chosen, it cannot be 
changed. It’s a standard action to drink a mutagen. Upon being imbibed, the blood mutagen grants the blood chemist his first bloodline power for 10 minutes 

per blood chemist level. A blood chemist uses his Intelligence instead of charisma to determine any bloodline power effects. 

A non-blood chemist who drinks a blood mutagen must make a Fortitude save (DC 10 + 1/2 the blood chemist’s level + the blood chemist’s Intelligence 
modifier) or become nauseated for 1 hour—a non-blood chemist can never gain the benefit of a blood mutagen, but a blood chemist can gain the effects of 

another blood chemist’s mutagen if he drinks it. (Although if the other blood chemist creates a different blood mutagen, the effects of the “stolen” blood 

mutagen immediately cease.) The effects of a blood mutagen do not stack. Whenever a blood chemist drinks a blood mutagen, the effects of any previous 
blood mutagen immediately end.  

At 6th level, upon imbibing his blood mutagen, it grants the blood chemist both his first and second bloodline powers for 10 minutes per blood chemist 

level. This ability replaces mutagen.  
Tainted Blood (Ex): A blood chemist has manipulated his own blood chemistry to such a degree, that it has become tainted. Any creature that bites or 

imbibes the blood of the blood chemist must make a Fortitude saving throw or be sickened for 1d4 rounds. Should any creature make a melee attack against 

the blood chemist with a slashing or piercing weapon without reach, the creature must make a Reflex save to avoid being splattered with blood. If the 
creature fails this Reflex save, it is forced to make the above Fortitude save. The blood chemist does not suffer the effect of the contaminant of his own 

blood. This ability replaces throw anything. 
Discoveries (Su): This is exactly like the alchemist ability of the same name, except that he may choose one of the following new discoveries specific 

only to the blood chemist: Blood Bomb, Blood Contagion, Persistent Contagion, Virulent Contagion.  

Also, whenever a blood chemist of 6th level or higher could choose a discovery, he can select a bonus feat from his list of bloodline feats instead. A blood 
chemist may only select a bonus feat in place of a discovery up to three times. The blood chemist may only select a bonus feat three times and must meet the 

prerequisites for these bonus feats. 

In addition, a blood chemist can select the Create Sanguine Elixir as either a bonus feat ort normal feat, and counts his blood chemist level as his sorcerer 
level when qualifying for it.  

Disease Resistance (Ex): At 2nd level, gains a +2 bonus on all saving throws against diseases. This bonus increases to +4 at 5th level and then again to 

+6 at 8th level. At 10th level, a blood chemist becomes completely immune to disease.  
Poison Use (Ex): This exactly like the alchemist ability of the same name, except that the blood chemist may also apply his own blood to a slashing or 

piercing weapon as a move action. Applying his blood to a weapon in this manner requires that the blood chemist deal 1 point of bleed damage with the 

slashing or piercing weapon.    
Swift Clotting (Ex): At 3rd level, a blood chemist’s enhanced blood chemistry has thickened his blood, allowing it to quickly coagulate and stop 

bleeding. He only takes bleed damage for 1 minute.  

Blood Extracts (Su): Starting at 4th level, a blood chemist can use his own life’s blood to create bloodline extracts. By taking 1 point of Strength or 
Constitution damage, plus a number of hit points equal to the extract’s level, a blood chemist can create an extract from any bloodline spell that he has 

access to. He gains access to his first bloodline spell at 4th level and each subsequent spell every three levels thereafter, up to his sixth bloodline spell at 19th 

level.  Unlike normal ability and hit point damage, those inflicted by blood extracts can be healed only after a full days rest or long term care, and not by 
magical means. He can use this ability a number of times per day equal to his Intelligence modifier. This ability replaces the lost bomb damage dice and the 

discovery gained at 4th level.  

Swift Poisoning (Ex): This is exactly like the alchemist ability of the same name, except that the blood chemist may also apply his own blood to a 
slashing or piercing weapon as a swift action. Applying his blood to a weapon in this manner deals 2 points of bleed damage.  

Greater Blood Mutagen (Su): At 12th level, upon imbibing his blood mutagen, it grants the blood chemist his first, second, and third bloodline powers 

for 10 minutes per blood chemist level. This ability replaces the discovery gained at 12th level.  
Grand Blood Mutagen (Su): At 16th level, upon imbibing his blood mutagen, it grants the blood chemist his first, second, third, and fourth bloodline 

powers for 10 minutes per blood chemist level. This ability replaces the discovery gained at 16th level. 

Instant Clotting (Ex): At 18th level, a blood chemist only takes bleed damage for 1 round. This ability replaces instant alchemy. 
Grand Discovery (Su): This is exactly like the alchemist ability of the same name, except that a blood chemist may select the contagion touch grand 

discovery.  

 

NEW DISCOVERIES 
The following new discoveries may only be chosen by the blood chemist.  

 

Blood Bomb   
A blood chemist can mix some of his blood with his bombs. 

Prerequisite: Blood chemist 4, blood taint. 
Benefit: The blood chemist can infuse a bomb with a bit of his blood. By taking 1d6 points of damage, any creature hit by a blood chemist’s bomb must 

make a Fortitude saving throw or be sickened for 1d4 rounds.  

Special: If a blood chemist has the blood contagion, persistent contagion, or virulent contagion discoveries, their effects are also contracted by any 
creatures hit by the bomb.  

 

Blood Contagion   
A blood chemist’s tainted blood mutates into a deadly disease. 

Prerequisite: Blood chemist 8, blood taint. 



Benefit: The blood chemist’s blood changes into a true contagion and functions as one of the following diseases: blinding sickness, bubonic plague, 

cackle fever, filth fever, leprosy, mindfire, red ache, shakes, or slimy doom. Once chosen, it cannot be changed. Any creature that bites the blood chemist, or 
imbibes or comes in contact with the blood chemist’s blood is subject to the disease’s effects as normal. For more information see Diseases. 

 

Persistent Contagion   
The blood chemist’s blood contagion is difficult to cure.  

Prerequisite: Blood chemist 14, blood contagion discovery. 
Benefit: The disease from a blood chemist’s blood contagion cannot be overcome without magic—making the required number of saves does not cure it. 

Only a remove disease spell or similar magic can cure the subject of the disease.  

 

Virulent Contagion   
The blood chemist’s blood contagion becomes extremely potent.  

Prerequisite: Blood chemist 14, blood contagion discovery. 

Benefit: The disease from a blood chemist’s blood contagion is contracted immediately (the onset period does not apply). Use the disease's listed 
frequency and save DC to determine further effects. For more information see Diseases. 

 

 

NEW GRAND DISCOVERIES 
The following new grand discoveries may be chosen by the blood chemist.  

 

Contagion Touch   
Any creature the blood chemist touches contracts a deadly disease. 

Prerequisite:  Grand discovery, blood contagion discovery. 
Benefit: The blood chemist’s tainted blood grants him a contagious touch, as if under the effects of a contagion spell. However, a creature subject to a   

contagion touch can only contract the disease carried by his blood contagion. He can suppress or activate this ability as a free action.  

 

Table: Blood Chemist 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Alchemy, bomb 1d4, brew potion, blood mutagen,   1  —  —  —  —  — 
      tainted blood  
2nd  +1  +3  +3 +0 Discovery, disease resistance +2, poison use   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Bomb 2d4, swift clotting   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Blood extracts, discovery   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Bomb 3d4, disease resistance +4   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Discovery, swift poisoning   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Bomb 4d4   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Discovery, disease resistance +6   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Bomb 5d4   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Discovery, disease immunity   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Bomb 6d4   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Greater blood mutagen   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 Bomb 7d4   5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Discovery, persistent mutagen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Bomb 8d4   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Grand blood mutagen   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Bomb 9d4   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant clotting   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Bomb 10d4   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Grand discovery   5   5   5   5   5   5 

 



BLOODBORN MAGUS (Alfray Stryke)  
Although most magi develop their magical talents through years of study, there are those who are simply born with the gift of magic. These bloodborn magi 
instead dedicate their time to learning how to harness and perfect the magical talents within their blood, often sacrificing their skills with the blade. Having 

great confidence from their blood-fuelled magic, bloodborn magi are often intimidating foes or cunning diplomats. Still, they are formidable foes that surge 

with arcane energies and can dominate the battlefield. 
Primary Class: Magus. 

Secondary Class: Sorcerer. 

Alignment: Any. 
Hit Dice: d8. 

Bonus Skills and Ranks: The bloodborn magus may select three sorcerer skills to add to his class skills in addition to the normal magus class skills. The 

bloodborn magus gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The bloodborn magus is proficient with all simple and martial weapons. A bloodborn magus is also proficient with 

light armor. He can cast magus spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a 

bloodborn magus wearing medium armor, heavy armor, or using a shield incurs a chance of arcane spell failure if the spell in question has a somatic 
component. A multiclass bloodborn magus still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: The bloodborn magus casts arcane spell drawn from the magus spell list. He can cast any spell he knows without preparing it ahead of time. 

To learn or cast a spell, a bloodborn magus must have a Charisma score equal to at least 10 + the spell level. The Difficulty Class (DC) for a saving throw 
against a bloodborn magus’s spell is 10 + the spell level + the bloodborn magus’s Charisma modifier. 

Like other spellcasters, a bloodborn magus can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given 

on Table: Bloodborn Magus Spells per Day. In addition, he receives bonus spells per day if he has a high Charisma score. 
The bloodborn magus’s selection of spells is extremely limited. A bloodborn magus begins play knowing four 0-level spells and two 1st-level spells of 

the bloodborn magus’s choice. At each new bloodborn magus level, he gains one or more new spells, as indicated on Table: Bloodborn Magus Spells 

Known. (Unlike spells per day, the number of spells a bloodborn magus knows is not affected by his Charisma score.) 
Upon reaching 5th level, and at every third bloodborn magus level after that (8th, 11th, and so on), a bloodborn magus can choose to learn a new spell in 

place of one he already knows. In effect, the bloodborn magus “loses” the old spell in exchange for the new one. The new spell’s level must be the same as 

that of the spell being exchanged, and it must be at least one level lower than the highest-level magus spell the bloodborn magus can cast. A bloodborn 
magus may swap only a single spell at any given level, and must choose whether or not to swap the spell at the same time that he gains new spells known for 

the level. 

A bloodborn magus need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up his allotment of 
spells per day for the spell’s level. 

Blood Pool (Su): This is exactly like the magus’s arcane pool, except that the bloodborn magus removes the dancing and vorpal weapon properties from 

his list and adds nullifying and spell stealing weapon properties.  
In addition, a bloodborn magus can use his blood pool to fuel his bloodline powers. At 1st level, instead of enhancing his weapon, a bloodborn magus can 

spend 1 point from his arcane pool to either gain one use of his first bloodline power (up to its maximum uses per day), or gain its effects for 1 minute. As 

the bloodborn magus gains experience, he gains access to more of his bloodline powers. 
At 5th level, a bloodborn magus can spend 2 points from his blood pool to gain his second bloodline power for 1 minute. At 11th level, he can spend 3 

points from his blood pool to gain his third bloodline power for 1 minute. At 17th level, he can spend 4 points from his blood pool to gain his fourth 

bloodline power for 1 minute. If any of these subsequent bloodline powers have uses per day, he gains one use of the bloodline power up to its maximum 
uses per day instead. This ability replaces arcane pool and knowledge pool.  

Bloodline: At 1st level, a bloodborn magus gains the sorcerer’s bloodline ability and adds his bloodline skill to his list of class skills.  

Bloodstrike (Su): At 2nd level, whenever a bloodborn magus casts a bloodline spell with a range of “touch”, or gains a bloodline power through his 
blood pool that affects a single opponent, he can deliver the spell or power through any weapon he is wielding as part of a melee attack. Instead of the free 

melee touch attack normally allowed to deliver the spell or the standard action to use a bloodline power), a bloodborn magus can make one free melee attack 

with his weapon (at his highest base attack bonus) as part of casting this spell or activating the power. If successful, this melee attack deals its normal 
damage as well as the effects of the spell or the power. If the bloodborn magus makes this attack in concert with spell combat, this melee attack takes all the 

penalties accrued by spell combat melee attacks. This attack uses the weapon’s critical range (20, 19–20, or 18–20 and modified by the keen weapon 

property or similar effects), but the spell effect only deals ×2 damage on a successful critical hit, while the weapon damage uses its own critical 
modifier. This ability otherwise functions and replaces spellstrike.  

Eschew Materials: A bloodborn magus gains Eschew Materials as a bonus feat at 1st level.  

Force of Personality: Unlike other magi, a bloodborn magus uses his Charisma to determine the effects of his class features instead of his Intelligence.  
Magus Arcana: This is exactly like the magus ability of the same name, except that a bloodborn magus gains his bloodline arcana as his 3rd level magus 

arcana.  
Arcane Surge (Su): At 4th level, the bloodborn magus learns to use his blood pool to power his spellcasting. As a swift action he can gain an extra spell 

slot by expending a number of points from his arcane pool equal to the level of the spell slot (minimum 1). This spell slot lasts until it is used to cast a spell 

or the magus refreshes his spells per day. This replaces spell recall. 
Bloodline Spells: At 4th level and every three levels thereafter (7th, 10th, and so on) the bloodline magus adds his bloodline spells to his spells known, up 

to his 6th–level bloodline spell. These spells are cast as if they were magus spells for the purposes of all other class features. This replaces greater spell 

access. 
Bonus Feats: This is exactly like the magus ability of the same name, except that the bloodborn magus can also choose a bonus feat from his bloodline 

feats.  

Greater Arcane Surge (Su): At 11th level, the bloodborn magus’s ability to gain extra spell slots using his blood pool becomes more efficient. 
Whenever he gains an extra spell slot with arcane surge, he expends a number of points from his arcane pool equal to 1/2 the spell’s level (minimum 1). In 

addition he may use this extra spell slot to cast a spell, of the same level, from the magus spell list that he does not know by expending a number of points 

from his arcane pool equal to the spell’s level (minimum 1). The bloodborn magus cannot apply any metamagic feats to this spell. This replaces improved 
spell recall. 

Blood of the Magi (Su): At 20th level, a bloodborn magus can cast either his 7th–, 8th–, or 9th–level bloodline once per day as a spell-like ability. The 

bloodborn magus must provide any expensive material components required to cast the spells as normal. In addition, the bloodborn magus permanently 
gains the use of his first bloodline power (as described in his bloodline), and is no longer required to spend blood points to activate it. This ability replaces 

true magus and heavy armor.  

 

NEW MAGUS ARCANA 
 

Bloodline Boost  



You can draw upon arcane energy to power your bloodline powers.  

Prerequisites: Must have a sorcerer bloodline.  
Benefit: When you use a bloodline power that can be used for 3 + your Charisma modifier times per day, you may instead expend 1 point from your 

arcane pool to use this power. 

 
 

Table: Bloodborn Magus 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Blood pool, bloodline, cantrips, eschew material,   3   1  —  —  —  —  — 
     spell combat  
2nd  +1  +3  +0 +3 Bloodstrike   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Magus arcana   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Arcane surge, bloodline spell   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Bloodline spell, medium armor   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved spell combat   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Bloodline spell, fighter training   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bonus feat, greater arcane surge   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Bloodline spell   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater spell combat   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Magus arcana   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Bloodline spell, counterstrike   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Bloodline spell   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Blood of the magi   5   5   5   5   5   5   5 
 
 

Table: Bloodborn Magus Spells Known  
Class  
Level    0  1st  2nd  3rd  4th  5th  6th  
1st    4   2   —   —   —   —   —  
2nd    5   3   —   —   —   —   —  
3rd    6    4   —   —   —   —   —  
4th    6    4    2   —   —   —   —  
5th    6    4    3   —   —   —   —  
6th    6    4    4   —   —   —   —  
7th    6    5    4    2   —   —   —  
8th    6    5    4    3   —   —   —  
9th    6    5    4     4   —   —   —  
10th   6    5    5    4    2   —   —  
11th    6    6    5    4    3   —   —  
12th    6    6    5    4    4   —   —  
13th    6    6    5    5    4    2   —  
14th    6    6    6    5    4    3   —  
15th    6    6    6    5    4    4   —  
16th    6    6    6    5    5    4    2  
17th    6    6    6    6    5    4    3  
18th    6    6    6    6    5    4    4  
19th    6    6    6    6    5    5    4  
20th    6    6    6    6    6    5      5 
 



BLOODLINE MAGUS (Starfox) 
 

Primary: Magus. 

Secondary: Sorcerer. 

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The bloodline magus selects three sorcerer skills to add to his class skills in addition to the normal magus class skills. The 

bloodline magus gains a number of ranks at each level equal to +2 Int modifier. 
Weapon and Armor Proficiency: The bloodline magus is proficient with all simple and martial weapons, and with light armor, but not with shields. A 

bloodline magus can cast magus spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, 

a bloodline magus wearing medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. 
A multiclass magus still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: A bloodline magus casts arcane spells drawn from the magus spell list. He can cast any spell he knows without preparing it ahead of time. 

To learn or cast a spell, a bloodline magus must have a Charisma score equal to at least 10 + the spell level. The Difficulty Class (DC) for a saving throw 
against a bloodline magus’s spell is 10 + the spell level + the bloodline magus’s Charisma modifier. 

Like other spellcasters, a bloodline magus can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on 

Table: Bloodline Magus. In addition, he receives bonus spells per day if he has a high Charisma score. 
The bloodline magus’s selection of spells is extremely limited. A bloodline magus begins play knowing four 0-level spells and two 1st-level spells of the 

bloodline magus’s choice. At each new bloodline magus level, he gains one or more new spells, as indicated on Table: Bloodline Magus Spells Known. 

(Unlike spells per day, the number of spells a bloodline magus knows is not affected by his Charisma score. 
Upon reaching 5th level, and at every third bloodline magus level after that (8th, 11th, and so on), a bloodline magus can choose to learn a new spell in 

place of one he already knows. In effect, the bloodline magus “loses” the old spell in exchange for the new one. The new spell’s level must be the same as 

that of the spell being exchanged, and it must be at least one level lower than the highest-level bloodline magus spell the bloodline magus can cast. A 
bloodline magus may swap only a single spell at any given level, and must choose whether or not to swap the spell at the same time that he gains new spells 

known for the level. 

A bloodline magus need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up his allotment of 
spells per day for the spell’s level. This ability replaces the normal magus spellcasting ability.  

Arcane Pool: This is exactly like the magus ability of the same name, except that the number of points in his arcane pool are equal to 1/2 his bloodline 

magus level (minimum 1) + his Charisma modifier.  
Bloodline: At 1st level, a bloodline magus gains the sorcerer’s bloodline ability and must pick one bloodline upon taking her first level of bloodline 

magus. Once made, this choice cannot be changed. He adds his bloodline skill to his list of class skills and gains his bloodline arcana.  

At 2nd level, and every three levels thereafter, a bloodline magus learns an additional spell, derived from her bloodline. These spells are in addition to the 
number of spells given on Table: Bloodline Magus Spells Known. These spells cannot be exchanged for different spells at higher levels. 

At 3rd level, a bloodline magus gains his 1st–level bloodline power and each subsequent level of bloodline power at 9th, 15th, and 20th level, up to his 

15th–level bloodline power.  
At 5th level, and every seven levels thereafter, a bloodline magus can choose a bloodline feat in place of a bonus feat. The bloodline magus must meet the 

prerequisites for these bonus feats.   

This ability and eschew materials replace knowledge pool, improved spell combat, greater spell combat, greater spell access, and true magus.  
Eschew Materials: At 1st level, a bloodline magus gains Eschew Materials as a bonus feat. 

Spell Combat (Ex): This is exactly like the magus ability of the same name, except that when using spell combat to casts a spell defensively, a bloodline 

magus can also decide to take an additional penalty on his attack rolls, up to his Charisma (rather than Intelligence) bonus, and gain that same amount as a 
circumstance bonus on his concentration check. This modifies the spell combat ability. 

Overspend Power (Su): At 4th level, a bloodline magus learns to use his arcane pool to cast expended spells. As a swift action he can cast any single 

magus spell that he knows of a spell level that he has expended all his spell slots in by expending a number of points from his arcane pool equal to the spell’s 
level (minimum 1). The spell is cast as normal. This ability replaces spell recall.  

Bonus Feats: This is exactly like the magus ability of the same name, except that the bloodline magus gains a bonus feat at 5th, 12th and 19th level, and 

adds his bloodline feats to the list of feats he can select. He must meet the prerequisites for these feats as normal. 
Improved Overspend Power (Su): At 11th level, the bloodline magus’s ability to cast expended spells using his arcane pool becomes more efficient. 

Whenever he casts a spell with spell surge, he expends a number of points from his arcane pool equal to 1/2 the spell’s level (minimum 1). The bloodline 

magus cannot apply metamagic feats to a spell cast in this way. This ability replaces improved spell recall.  
Overspend Bloodline (Su): At 16th level, a bloodline magus can spend points from his arcane pool to regain uses of his bloodline powers. By spending 1 

point from his arcane pool, he gains one additional use of a bloodline power of his choice. This ability replaces counterstrike.  
 

 

Table: Bloodline Magus 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane pool, bloodline, cantrips, eschew material,   3   1  —  —  —  —  — 
     spell combat 
2nd  +1  +3  +0 +3 Bloodline spell, spellstrike   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Bloodline power, magus arcana   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Overspend power   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bloodline spell, bonus feat   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Medium armor   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Bloodline spell   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bloodline power, magus arcana   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Fighter training   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bloodline spell, Improved overspend power   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Bonus feat, magus arcana   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Heavy armor   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Bloodline spell   5   5   5   4   4   2  — 



15th  +11/+6/+1  +9  +5 +9 Bloodline power, magus arcana   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Overspend bloodline   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bloodline spell   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Bonus feat   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Bloodline power   5   5   5   5   5   5   5 
 

Table: Bloodline Magus Spells Known 
Level    0  1st  2nd  3rd  4th  5th  6th  
1st    4   2   —   —   —   —   —  
2nd    5   3   —   —   —   —   —  
3rd    6    4   —   —   —   —   —  
4th    6    4    2   —   —   —   —  
5th    6    4    3   —   —   —   —  
6th    6    4    4   —   —   —   —  
7th    6    5    4    2   —   —   —  
8th    6    5    4    3   —   —   —  
9th    6    5    4     4   —   —   —  
10th   6    5    5    4    2   —   —  
11th    6    6    5    4    3   —   —  
12th    6    6    5    4    4   —   —  
13th    6    6    5    5    4    2   —  
14th    6    6    6    5    4    3   —  
15th    6    6    6    5    4    4   —  
16th    6    6    6    5    5    4    2  
17th    6    6    6    6    5    4    3  
18th    6    6    6    6    5    4    4  
19th    6    6    6    6    5    5    4  
20th    6    6    6    6    6    5      5 
 



BOMBER MAGE 
A bomber mage strives to fuse the consistent techniques of his arcane spellcasting with the volatile science of creating bombs. Unlike the alchemist, the 
bomber mage uses the arcane energies at his disposable to modify and enhance the effects of these explosive devices and increase the power of their 

detonation. In addition to his arcane bombs, the bomber also employs use of extracts to enhance his arcane capabilities. The bomber mage is essentially a 

primary spellcaster that can support his allies in combat with ranged incendiaries or with spell effects through extracts, should he exhaust his complement of 
his spells, or require different tactics to defeat his foe.  

Primary Class: Wizard. 

Secondary Class: Alchemist.  
Hit Dice: d6.  

Bonus Skills and Ranks: The bomber mage may select three alchemist skills to add to his class skills in addition to the normal wizard class skills. The 

bomber mage gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The bomber mage is proficient with all simple weapons, but not with any armor or shields. Armor interferes with a 

bomber mage’s movements, which can cause his spells with somatic components to fail. 

Spellcasting: The bomber mage casts arcane spells drawn from the sorcerer/wizard spell list. A bomber mage must choose and prepare his spells ahead of 
time. The bomber mage adds detect magic and read magic to his list of 1st–level spells, but does not otherwise cast cantrips. He also receives bonus spells 

per day if he has a high Intelligence score. A bomber mage otherwise learns, prepares, and casts spells as a wizard of equal level. In addition, a bomber mage 

of 3rd level or higher gains the ability to create extracts (see Extracts), using his bomber mage level as his caster level. For the purpose of these extracts, a 
bomber mage considers any spell in his spellbook as a formulae. 

Alchemy (Su): At 1st level, a bomber mage gains the alchemist’s ability to create mundane alchemical substances such as alchemist’s fire and 

smokesticks. When using Craft (alchemy) to create an alchemical item, a bomber mage gains a competence bonus equal to his class level on the Craft 
(alchemy) check. In addition, a bomber mage can use Craft (alchemy) to identify potions as if using detect magic. He must hold the potion for 1 round to 

make such a check. This ability and extracts replace cantrips. 

Arcane School: This is exactly like the wizard ability of the same name, except that the bomber mage must select the Bomber School at 1st level.  
Extracts: Beginning at 3rd level, a bomber mage learns to fashion magical potionlike extracts in which to store his spell effects, like an alchemist. While 

studying his spellbook, a bomber mage decides which spells to memorize as spells and which to prepare as extracts. Like an alchemist, when a bomber mage 

creates an extract, he infuses the concoction with a tiny fraction of his own magical power, binding the effects to the creator. At 3rd level, a bomber mage 
can create extracts from his 1st-level spells. Every three levels thereafter, a bomber mage can create extracts from each subsequent level of spells, up to a 

maximum of 6th–level spells at 18th level.  

Creating extracts consumes raw materials, but the cost of these materials is insignificant—comparable to the valueless material components of most 
spells. If a spell normally has a costly material component, that component is expended during the consumption of that particular extract. Extracts cannot be 

made from spells that have focus requirements (bomber mage extracts that duplicate divine spells never have a divine focus requirement). A bomber mage 

can prepare an extract of any spell he has in his spellbook. The Difficulty Class for a saving throw against a bomber mage’s extract is 10 + the extract level + 
the bomber mage’s Intelligence modifier.  

Unlike other wizards, a bomber mage can learn spells from an alchemist’s formula book that are on the sorcerer/wizard spell list and copy them into his 

spellbook as spells. A bomber mage does not need to decipher arcane writings before copying them. A bomber mage’s extracts otherwise function like an 
alchemist’s extracts.  

Bonus Feats: This is exactly like the wizard ability of the same name, except the bomber mage gains a bonus feat at 6th, 12th, and 18th level. In addition, 

whenever a bomber mage chooses a bonus feat, he may select the Bomb Discovery feat or an alchemist discovery that he qualifies for instead.  
Metabombs (Sp): At 9th level, whenever a bomber mage infuses an arcane bomb with a spell, he can apply any single metamagic feat he knows to 

enhance the bombs effect. He can apply any of the following metamagic feats to his arcane bombs: Burning Spell, Concussive Spell, Dazing Spell, 

Disruptive Spell, Enlarge Spell, Flaring Spell, Intensified Spell (maximum 10d6), Rime Spell, Sickening Spell, Thundering Spell. Adding a metamagic feat 
to an arcane bomb expends a prepared spell with a level equal to the infused spell plus the level increase of the metamagic feat. The bomber mage may only 

apply a metamagic feat with an effect similar to his bomb. For example, a 12th level bomber mage wants to use the Flaring Spell metamagic feat on his 

bomb, which only affects spells with the electricity, fire, or light descriptor. He prepares a fire bomb and infuses it with a 2nd–level spell (+4d6 damage). 
When he uses the bomb, he applies Flaring Spell to the bomb as a free action and expends a 3rd–level spell (2nd–level infused spell plus the feats +1 level 

increase). If the bomb attack is successful, the target takes 5d6+6 points of fire damage plus the dazzling effect of the feat. A bomber mage can use this 

ability a number of times per day equal to his Intelligence modifier. This ability replaces the bonus feat gained at 10th level.  
 

NEW FEATS 
The following new feat may be chosen by any wizard that qualifies, and compliments the Bomber Mage multiclass archetype.  

 

Bomb Discovery   
A wizard can choose alchemist bomb discoveries. 

Prerequisite: Wizard 6, incendiary school. 

Benefit: The wizard can select a bomb discovery from the alchemist’s list of discoveries that he qualifies for, and applies it to his arcane bombs. His 
effective alchemist level for the purpose of qualifying for the discovery is equal to his wizard level.  

 

 

NEW ARCANE SCHOOL 
Wizards that specialize in one of the schools of magic can instead chose the incendiary school. The incendiary school complements the Incendiary Mage 

multiclass archetype. 

 

Incendiary School 
Wizards of the incendiary school focus their arcane energies into tremendous explosion of elemental energy. Those who select this school must choose two 

opposition schools like a specialized wizard.  

Arcane Bomb (Su): As a standard action, you can create arcane bombs, similar to the alchemist’s bomb ability. You choose one type of energy from the 
following list: acid, cold, fire, and electricity. You can throw arcane bombs of that type, but cannot modify them with discoveries. An arcane bomb deals 1d6 

points of damage of your energy type + 1 for every two wizard levels you possess. This damage increases to 2d6 at at 3rd level (this bonus damage is not 

multiplied on a critical hit or by using feats such as Vital Strike, as normal). Arcane bombs have a range of 30 feet and explode in a 10-foot radius. Creating 
and throwing an arcane bomb requires a standard action that provokes an attack of opportunity. You can use this ability a number of times per day equal to 3 

+ your Intelligence modifier. 



Versatile Blast (Su): When you create an arcane bomb, you may change the damage dealt to one of the other four energy types (acid, cold electricity, and 

fire), as a swift action. This changes the damage type of the bomb to match the new energy type, including splash damage. You can use this ability a number 
of times per day equal to 3 + your Intelligence modifier. 

Spell Infusion (Sp): At 6th level, you can infuse an arcane bomb with the stored energy of any spell you have memorized of up to 3rd level to deal extras 

damage, as a swift action. An arcane bomb infused with a spell deals 1d6 points of energy damage, plus an additional 1d6 points of damage for every odd-
numbered wizard level thereafter, up to a maximum dependant upon the level of the spell infused; 5d6 for a 1st level spell, 7d6 for a 2nd level spell, and 9d6 

for a 3rd level spell.  

 
 

 

 

Table: Bomber Mage  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Alchemy, arcane bond, arcane school,   1  —  —  —  —  —  —  —  —  
     Scribe Scroll  
2nd  +1  +0 +3  +3     2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +3  +3  Extracts   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +4  +4     3   2  —  —  —  —  —  —  —  
5th  +2  +1 +4  +4     3   2   1  —  —  —  —  —  —  
6th  +3  +2 +5  +5  Bonus feat   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +5   +5     4   3   2   1  —  —  —  —  —  
8th  +4  +2 +6 +6     4   3   3   2  —  —  —  —  — 
9th  +4  +3 +6  +6  Metabombs   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +7  +7     4   4   3   3   2  —  —  —  —  
11th  +5  +3 +7  +7     4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +8  +8  Bonus feat   4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +8  +8     4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +9  +9     4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +9  +9     4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +10  +10     4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +10  +10     4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +11  +11  Bonus feat   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +11 +11     4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +12  +12     4   4   4   4   4   4   4   4   4 

 
Spell Infusion (Sp): At 6th level, you can infuse an arcane bomb you are about to use with the stored energy of any spell you have memorized of up to 3rd 

level to deal extras damage, as a swift action. At 6th level, This extra damage is equal to 1d6 for a 1st–level spell, 4d6 for a 2nd–level spell, and 6d6 for a 

3rd–level spell. At 6th level, you can infuse an arcane bomb with a 1st–level spell. At 12th level, you can infuse an arcane bomb with a 2nd–level spell. At 

18th level, you can infuse an arcane bomb with a 3rd–level spell. 

  



BONDED WARMAGE (Orelius) 
 

Primary Class: Magus. 

Secondary Class: Summoner. 

Alignment: Any.  
Hit Die: d8.  

Bonus Skills and Ranks: The bonded warmage may select three summoner skills to add to his class skills in addition to the normal magus class skills. 

The bonded warmage gains a number of ranks at each level equal to 2 + Int modifier.  
Weapon and Armor Proficiency: The bonded warmage is proficient with all simple and martial weapons. A bonded warmage is also proficient with 

light armor. He can cast magus spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a 

magus wearing medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass 
bonded warmage still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Diminished Spellcasting: The bonded warmage casts arcane spells drawn from the magus spell list, and gains one fewer spell of each spell level per day. 

If this reduces the number to 0, he may cast spells of that level only if his Charisma allows bonus spells of that level. A bonded warmage adds the following 
spells to his list at the indicated spell levels: cantrips—resistance; 1st level—life conduit†, magic fang, rejuvenate eidolon (lesser*); 2nd level—evolution 

surge (lesser)*, restore eidolon (lesser)**; 3rd level—devolution*, evolution surge*, life conduit (improved)†, magic fang (greater), rejuvenate eidolon*, 

restore eidolon**; 4th level—evolution surge (greater)*, purified calling*, summoner conduit†, transmogrify*; 5th level—life conduit (greater)†, 
rejuvenate eidolon (greater). A bonded warmage otherwise learns, prepares, and casts spells as a magus equal to his bonded warmage level. (*Advanced 

Player’s Guide, **Ultimate Magic, †Ultimate Combat) 

Synergy Pool (Su): At 1st level, the bonded warmage gains a reservoir of mystical arcane energy that he can draw upon to fuel his powers, enhance his 
weapon, and empower his war eidolon. This synergy pool has a number of points equal to 1/2 his bonded warmage level (minimum 1) + his Intelligence 

modifier. The pool refreshes once per day when the bonded warmage prepares his spells. 

At 1st level, a bonded warmage can expend 1 point from his synergy pool as a swift action to grant any weapon he is holding a +1 enhancement bonus for 
1 minute. Likewise, he can expend 1 point from his synergy pool to grant his war eidolon a +1 enhancement to attack and damage rolls to a single 

bonus natural attack for 1 minute. For every four levels beyond 1st, the weapon or war eidolon gains another +1 enhancement bonus, to a maximum of +5 at 

17th level. These bonuses can be added to the weapon or war eidolon’s natural attack, stacking with existing weapon enhancement to a maximum of +5. 
Multiple uses of this ability do not stack with themselves. 

At 5th level, these bonuses can be used to add any of the following weapon properties: dancing, flaming, flaming burst, frost, icy burst, keen, shock, 

shocking burst, speed, or vorpal. A war eidolon cannot gain the dancing weapon property.  
Adding these properties consumes an amount of bonus equal to the property’s base price modifier. These properties are added to any the weapon or war 

eidolon already has, but duplicates do not stack. If the weapon or war eidolon is not magical, at least a +1 enhancement bonus must be added before any 

other properties can be added. These bonuses and properties are decided when the synergy pool point is spent and cannot be changed until the next time the 
bonded warmage uses this ability. These bonuses do not function if the weapon is wielded by another creature or if the war eidolon is under the control of 

anyone other than the bonded warmage. 

A bonded warmage can only enhance one weapon or one of the war eidolon’s natural attacks in this way at one time. If he so chooses, a bonded warmage 
can enhance both his weapon and one of his war eidolon’s natural attacks simultaneous. Doing so expends 1 point from his synergy pool as normal, but the 

granted bonus must be split between the weapon and the war eidolon’s natural attack. For example, a 10th level bonded warmage chooses to enhance his 

weapon and one of his war eidolon’s natural attacks, and gains a maximum enhancement bonus of +3. He chooses to give his weapon a +2 enhancement 
bonus and his war eidolon’s natural attack a +1 enhancement bonus. He can then choose to consume his weapon bonus to add the flaming burst weapon 

property and his war eidolon’s natural attack bonus to add the frost weapon property. If he uses this ability again, the first use immediately ends. This ability 

otherwise functions as and replaces arcane pool. 
War Eidolon: A bonded warmage begins play with the ability to summon to his side a powerful outsider called a war eidolon a number of times per day 

equal to 3 + his Intelligence modifier. This functions like the summoner’s eidolon ability except for the following changes.  

Unlike a summoner’s eidolon, a bonded warmage can summon his war eidolon in a ritual that requires only a full-round action to perform. A war eidolon 
remains until dismissed by the bonded warmage (a standard action), or after the duration of his summons has expired. Once summoned, a war eidolon 

remains for 1 minute per bonded warmage level. If the war eidolon is sent back to its home plane due to death, it cannot be summoned again until the 

following day, even if the bonded warmage has uses of this ability remaining. As a war eidolon is meant to be a combat partner for the bonded warmage, 
only the biped, quadruped, and serpentine base form may be chosen by the bonded warmage.  

While the war eidolon’s physical appearance is up to the bonded warmage, it always appears as some sort of armored or heavily scaled fantastical 

creature. While the armor or scales grants no additional protection, nor do they hamper the eidolon in any way, it does allow the bonded warmage to enchant 
the armor or scales at her cost as if it were a suit of masterwork armor.  

A war eidolon gains only 2 evolutions point at 1st level, plus 1 additional evolution point every level thereafter, up to a maximum of 21 evolution points 
at 20th level. He can also select the following new evolution.  

Guarded Ally (Sp): The eidolon can cast shield other once per day as a spell-like ability. The bonded warmage must be at least 4th level to select this 

evolution. This evolution is a 2–point evolution.   
In addition, a war eidolon also gains the following ability at 4th level.  

Deliver Touch Spells (Su): If the bonded warmage is 4th level or higher, a war eidolon can deliver touch spells for him. If the bonded warmage and the 

war eidolon are in contact at the time the bonded warmage casts a touch spell, he can designate his war eidolon as the “toucher.” The war eidolon can then 
deliver the touch spell just as the bonded warmage would. As usual, if the bonded warmage casts another spell before the touch is delivered, the touch spell 

dissipates. 

A war eidolon otherwise functions as a summoner’s eidolon. This ability replaces spells lost due to diminished spellcasting.  
Magus Arcana: This is exactly like the magus ability of the same name, except that the bonded warmage may also choose from the following new magus 

arcana that are restricted to the bonded warmage multiclass archetype. 

Bonus Feat: The bonded war mage may select a combat feat or teamwork feat that he qualifies for, the Extra Evolution feat, or the Extra Summons feat as 
a bonus feat. If he chooses the Extra Summons feat, it applies to his war eidolon ability instead. This magus arcana can be selected multiple times. Each time 

it applies to a new bonus feat. 

Shield Ally (Su): At 6th level, a bonded mage gains the summoner’s shield ally ability. This only functions while the war eidolon is summoned. This 
ability replaces the bonus feat gained at 5th level. 

Maker’s Call (Su): At 7th level, a bonded mage gains the summoner’s maker’s call ability. This only functions while the war eidolon is summoned. This 

ability replaces the knowledge pool. 
Battle Synergy (Ex): At 8th level, a bonded warmage receives a teamwork feat as a bonus feat. He must meet the prerequisites for this feat. Whenever 

the war eidolon is within 30 feet of the bonded warmage, it also gains the use of this teamwork feat, as well as any gained from his magus arcana. The war 

eidolon does not need to meet the prerequisites of this teamwork feat.  



Upon reaching 10th level, and every two levels thereafter, a bonded warmage can choose to learn a new teamwork feat in place of a teamwork feat he has 

already learned through his battle synergy, magus arcana, or improved battle synergy ability. In effect, the bonded warmage loses the teamwork feat in 
exchange for the new one. The old teamwork feat cannot be one that was used as a prerequisite for another feat, prestige class, or other ability. A bonded 

warmage can only change one teamwork feat at any given interval. In addition, while the war eidolon is adjacent to its bonded warmage, his DC to cast 

defensively is decreased by 2. This ability replaces improved spell combat. 
Greater Shield Ally (Su): At 11th level, a bonded warmage gains the summoner’s greater shield ally ability. This only functions while the war eidolon is 

summoned. This ability replaces the bonus feat gained at 11th level.  

Improved Battle Synergy (Ex): At 14th level, the bonded warmage receives an additional teamwork feat as a bonus feat. He must meet the prerequisites 
for this teamwork feat. The bonded warmage’s war eidolon gains this teamwork feat, in addition to those gained from battle synergy and his magus arcana. 

In addition, while the war eidolon is adjacent to its bonded warmage, the DC to cast defensively is decreased by 4. This ability replaces greater spell combat. 

Life Bond (Su): At 17th level, a boned mage gains the summoner’s life bond ability. This only functions while the war eidolon is summoned. This ability 
replaces the bonus feat gained at 17th level.  

Greater Spell Access (Ex): This is exactly like the magus ability of the same name, except that the bonded warmage selects his spells from the 

summoner spell list instead of the wizard spell list. 
True Synergist (Ex): At 20th level, the bonded warmage receives an additional teamwork feat as a bonus feat. He must meet the prerequisites for this 

teamwork feat. The bonded warmage’s war eidolon gains this teamwork feat, in addition to those gained from battle synergy, improved battle synergy, and 

his magus arcana. In addition, whenever the bonded warmage and war eidolon are within 10 feet of each other, the bonded warmage can choose to use his 
war eidolon’s initiative roll instead of his, as a swift action. If the bonded warmage uses the war eidolon’s initiative, both the bonded mage and war eidolon 

gain a +4 bonus to their attack and damage rolls until the end of combat. If the either the bonded warmage or the war eidolon move beyond 10 feet of each 

other, this bonus immediately ends. This ability replaces true magus.  

 
 

Table: Bonded Warmage 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Cantrips, synergy pool, spell combat, war eidolon   2   0  —  —  —  —  — 
2nd  +1  +3  +0 +3 Spellstrike   3   1  —  —  —  —  — 
3rd  +2  +3  +1 +3 Magus arcana   3   2  —  —  —  —   — 
4th  +3  +4  +1 +4 Spell recall   3   2   0  —  —  —  — 
5th  +3  +4  +1 +4 Shield ally   3   3   1  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   4   3   2  —  —  —  — 
7th  +5  +5  +2 +5 Maker’s call, medium armor   4   3   2   0  —  —  — 
8th  +6/+1  +6  +2 +6 Battle synergy   4   3   3   1  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana   4   4   3   2  —  —  — 
10th  +7/+2  +7  +3 +7 Fighter training    4   4   3   2   0  —  — 
11th  +8/+3  +7  +3 +7 Greater shield ally, improved spell recall   4   4   3   3   1  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana   4   4   4   3   2  —  — 
13th  +9/+4  +8  +4 +8 Heavy armor   4   4   4   3   2   0  — 
14th  +10/+5  +9  +4 +9 Improved battle synergy   4   4   4   3   3   1  — 
15th  +11/+6/+1  +9  +5 +9 Magus arcana   4   4   4   4   3   2  — 
16th  +12/+7/+2  +10  +5 +10 Counterstrike   4   4   4   4   3   2   0 
17th  +12/+7/+2  +10  +5 +10 Life bond   4   4   4   4   3   3   1 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   4   4   4   4   4   3   2 
19th  +14/+9/+4  +11  +6 +11 Greater spell access   4   4   4   4   4   4   3 
20th  +15/+10/+5  +12  +6 +12 True synergist   4   4   4   4   4   4   4 
 
  



CATALYST GRENADIER (Tyrannical) 

Catalyst grenadiers are specialized alchemists who forgo the ability to mutate themselves and imbibe beneficial concoctions and instead focus on 
pyrotechnics. A specialist in the incendiary and chemical nature of bombs, the catalyst grenadier employs an arsenal of ranged extracts that, when detonated, 

can change the course of battle in an instant. He may also combine these extracts with his bombs to unleash a volatile armageddon upon his foes, blasting the 

area with potent and devastating explosives to completely decimate multiple foes simultaneously. 
Primary Class: Alchemist.   

Secondary Class: Magus.  

Alignment: Any. 
Hit Dice: d8.  

Bonus Skills and Ranks: The catalyst grenadier selects three magus skills to add to his class skills in addition to the normal alchemist class skills. The 

catalyst grenadier gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The catalyst grenadier is proficient with all simple weapons and all martial thrown weapons. He is also proficient with 

light and medium armor, but not with shields. 

Alchemical Pool (Su): At 1st level, the catalyst grenadier gains a reservoir of alchemical energy that he can draw upon to fuel his powers and enhance his 
weapon. This alchemical pool has a number of points equal to 1/2 his catalyst grenadier level (minimum 1) + his Intelligence modifier. The pool refreshes 

once per day when the catalyst grenadier prepares his extracts. 

At 1st level, a catalyst grenadier can expend 1 point from his alchemical pool as a swift action to add 1d6 points of fire damage to his next melee attack 
(chosen when the point is spent) or a +1 alchemical bonus to his next bomb attack that round. For every 4 levels beyond 1st, the amount of fire damage dealt 

by this ability or the enhancement bonus increases by 1d6 or +1 (to a maximum of 5d6 or +5 at 17th level).  

Whenever the catalyst grenadier gains a new discovery that changes his bomb’s energy damage, he adds that damage type to those he can add to his 
weapon (frost bomb for cold energy, shock bomb for electricity, and so on.). The choice is made when the alchemical pool point is spent.  

If a catalyst grenadier gains energy damage or gets an alchemical bonus from another source, the bonuses on damage stack. A catalyst grenadier can only 

enhance one weapon or bomb in this way at one time. If he uses this ability again, the first use immediately ends.   
In addition, a catalyst grenadier counts his alchemical pool as an arcane pool for the purpose of magus arcana that require an arcane pool point to use. The 

catalyst grenadier is also treated as having the fire brand discovery, even if he does not meet its requirements. This ability replaces mutagen. 

Extracts (Su): At 1st level, a catalyst grenadier can create extracts, though his focus is changed from that of normal alchemists. The catalyst grenadier’s 
primary focus is on extracts that affect his bombs and enhance his weapons. He also adds a number of formulae that duplicate spells with areas of effect. 

Unlike normal extracts, those with area effects are not imbibed to activate them, but are instead thrown like a splash weapon by making a ranged touch 

attack. Extracts that must be thrown are indicated by an asterisk (*) on the catalyst grenadier’s formulae list. This changes the alchemist’s extract ability.  
Flash Bang (Ex): At 1st level, the catalyst grenadier can take advantage of the flash and sound of a bomb to throw off an attacker's aim at close range. 

When he makes a direct attack against a foe within his bomb within its first range increment, he gains a +4 circumstance bonus to AC against that opponent 

until the beginning of his next turn. He can use this ability while wearing medium, light, or no armor, and while carrying no more than a light load. This 
ability replaces brew potion. 

Pyrotechnics (Ex): At 1st level, a catalyst grenadier learns how to craft pyrotechnics. This is exactly like the alchemist’s alchemy ability, except that the 

catalyst grenadier may only create mundane alchemical substances from the oils and flammables categories, special equipment section, and alchemical 
weapons and weapon blanches.  

Blast Resistance (Ex): At 2nd level, a catalyst grenadier gains a +2 resistance bonus to saving throws made against fire damage (mundane or magical), as 

well as a +2 dodge bonus to Reflex saving throws to avoid splash weapons and area of effect spells that deal damage. This bonus increases to +4 at 5th level, 
and then again to +6 at 8th level. This ability replaces poison resistance.  

Catalytic Strike (Su): At 2nd level, whenever a catalyst grenadier prepares uses an extract of a spell with a range of “touch” or an “area of effect” from 

the catalyst grenadier formulae list, he can deliver the extract’s effect through any bomb he is wielding, as if it were a bomb admixture spell. Instead of the 
free ranged touch attack normally allowed to deliver the extract, a catalyst grenadier can make one free ranged attack with his bomb (at his highest base 

attack bonus) as part of activating this extract. If successful, this bomb attack deals its normal damage as well as the effects of the extract. If the extract deals 

energy damage, the bomb damage always of the same damage as the extract. If the extract has an area of effect, it is centered on the square in which the 
bomb was detonated. The extract’s effect only deals ×2 damage on a successful critical hit, while bomb damage is not multiplied on a critical hit. This ability 

replaces poison use.  

Discovery (Su): The catalyst grenadier can only select discoveries that affect bombs and extracts. He can also select the fire brand, rocket bomb, and 
scrap bomb discoveries even if he does not meeting the racial requirements.  

Whenever the catalyst grenadier could choose as discovery, he can select one of the following feats instead: Charging Hurler, Close-Quarters Thrower, 

Deafening Explosion, Deceptive Exchange, Distance Thrower, Extra Bombs, Implant Bomb, Improved Charging Hurler, Remote Bomb, Ricochet Splash 
Weapon, Splash Volley, Splash Weapon Mastery. The catalyst grenadier must meet the requirements for these feats as normal.  

In addition, at 4th level and every four levels thereafter (8t, 12t, and so on), a catalyst grenadier can select one of the following magus arcana in place of a 
discovery: accurate strike, arcane accuracy, arcane cloak, arcane edge, arcane redoubt, arcane redoubt (greater), bane blade, close range, critical strike, 

enduring blade, hasted assault, prescient attack, prescient defense, spell shield. 

Swift Pyrotechnics (Ex): At 3rd level, a catalyst grenadier can create alchemical weapons and volatile substances with astounding speed. It takes a 
catalyst grenadier half the normal amount of time to create alchemical substances and weapons, and can apply weapons blanches and similar substances as a 

move action. This ability replaces swift alchemy. 

Quick Grenadier (Ex): At 7th level, when a catalyst grenadier is hit with a ranged attack, he can throw a bomb, volatile alchemical substance, or an 
extract with an area of effect at his attacker as an immediate action. This ability replaces swift poisoning. 

Deadly Range (Ex): At 10th level, a catalyst grenadier increases the range of his bombs, splash weapons, thrown weapons, and extracts by 5 feet. This 

range increases by 5 feet for every 3 levels after 10th, up to a maximum of 20 feet at 19th level. This ability replaces poison immunity. 
Grenade Combat (Ex): At 14th level, a catalyst grenadier gains the magus’s spell combat ability, except that it applies to using his bombs instead of 

casting spells. This ability replaces persistent mutagen. 

Instant Pyrotechnics (Ex): At 18th level, a Catalyst Grenadier can create alchemical weapons and substances with almost supernatural speed. He can 
create any alchemical weapon or substance as a full-round action if he succeeds at the Craft (alchemy) check and has the appropriate resources at hand to 

fund the creation. This ability replaces instant alchemy. 

Grand Admixtures (Su): At 20th level, a catalyst grenadier gains access to an expanded extract list. He learns and places 12 spells from the wizard’s 
spell list into his formula book as alchemist extracts of their wizard level. He gains two of each of the following wizard spells not on the magus or alchemist 

spell lists: 1st-level, 2nd-level, 3rd-level, 4th-level, 5th-level, and 6th-level. These spells must have an area of effect (burst, cone, etc.). This ability replaces 

grand discovery.  
 

 

CATALYST GRENADIER FORMULAE LIST 



Catalyst grenadiers gain access to the following formulae.  

1st-Level Catalyst Grenadier Formulae—adhesive spittle, body capacitance, bomber’s eye, burning hands*, call weapon, chill touch, color 
spray*, corrosive touch, endure elements, expeditious retreat, flare burst*, frostbite, grease*, longshot, magic weapon, mirror strike, obscuring mist*, 

reinforce armaments, returning weapon, shock shield, shocking grasp, stone fist, targeted bomb admixture, true strike, unerring weapon, warding weapon.  

2nd-Level Catalyst Grenadier Formulae—acid arrow, barkskin, bear’s endurance, bestow weapon proficiency, blood armor, brow gasher, 
bull’s strength, bullet shield, cat’s grace, defensive shock, effortless armor, elemental touch, empower holy water, flaming sphere*, fire breath, fog cloud*, 

frigid touch, glitterdust*, kinetic reverberation, protection from arrows, pyrotechnics*, reloading hands, shadow bomb admixture, shatter*, web*.  

3rd-Level Catalyst Grenadier Formulae—aqueous orb*, battle trance, burst of speed, dispel magic*, elemental aura, fire trail, fireball*, flame 
arrow, haste*, keen edge, lightning lash bomb admixture, magic weapon (greater), protection from energy, rage, sleet storm*, stinking cloud*, versatile 

weapon, wind wall*. 

4th-Level Catalyst Grenadier Formulae—ball lightning*, black tentacles*, detonate*, dragon’s breath, fire shield, firefall*, fluid form, 

forceful strike, freedom of movement, ice storm*, pellet blast*, scorching ash form, shout*, solid fog*, viper bomb admixture, wall of fire*, wall of ice*, 
wreath of blades*. 

5th-Level Catalyst Grenadier Formulae—acid spray, cloudkill*, cone of cold*, fire snake*, geyser*, languid bomb admixture, wall of force*, 
wall of stone*. 

6th-Level Catalyst Grenadier Formulae—acid fog*, caging bomb admixture, dispel magic (greater)*, flesh to stone*, freezing sphere*, 
sirocco*, stone to flesh*, transformation, true seeing, wall of iron*.  

 
 

Table: Catalyst Grenadier 
 Base  
Class Attack Fort Ref Will  Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Alchemical pool, bomb 1d6, flash bang, pyrotechnics,   1  —  —  —  —  — 
     throw anything 
2nd  +1  +3  +3 +0 Blast resistance +2, catalytic strike, discovery   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Bomb 2d6, swift pyrotechnics   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Discovery   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Blast resistance +4, bomb 3d6   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Discovery   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Bomb 4d6, quick grenadier   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Blast resistance +6, discovery   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Bomb 5d6   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Deadly range (+5 ft.), discovery   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Bomb 6d6   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 Bomb 7d6, deadly range (+10 ft.)   5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Discovery, evasive grenadier   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Bomb 8d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Deadly range (+15 ft.), discovery   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Bomb 9d6   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant pyrotechnics   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Bomb 10d6, deadly range (+20 ft.)   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Grand admixture   5   5   5   5   5   5 
 
  



COVEN SAINT (Elghinn Lightbringer) 

Witch covens tend to focus primarily on hexes, arcane magic, and matter pertaining to their individual patrons. However, within each coven, a witch with an 
affinity for the divine often emerges to serve as the coven’s spiritual advisor. These coven saints radiate an aura of divine power and use both a familiar and 

a special talisman to wield their magic. In addition to hexes, the coven saint also employs special powers granted to them by her deity. Whether defending 

themselves against their enemies or aiding their coven members, coven saints wield potent magic that can cripple or even kill the most powerful of foes.  
Primary Class: Witch.  

Secondary Class: Cleric.  

Alignment: A coven saint’s alignment must be within one step of her deity's, along either the law/chaos axis or the good/evil axis. 
Hit Dice: d6.  

Bonus Skills and Ranks: The coven saint selects three cleric skills to add to his class skills in addition to the normal witch class skills. The coven saint 

gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The coven saint is proficient with all simple weapons, plus the favored weapon of her deity. A coven saint is not 

proficient with armor or shields. Armor interferes with a coven saint's gestures, which can cause her spells with somatic components to fail. 

Aura (Ex): At 1st level, a coven saint gains the cleric’s aura ability.  
Domain: Like a cleric, a coven saint’s deity influences her alignment, what magic she can perform, and her values. Although not as tied to the tenets of 

the deity as a cleric, a coven saint must still hold such guidelines in high regard, despite that fact she can go against them if it serves the greater good of the 

faith. At 1st level, when a coven saint gains her familiar, she must select one domain from among those belonging to her deity. She can select an alignment 
domain only if her alignment matches that domain. With the GM’s approval, a coven saint can be devoted to an ideal instead of a deity, selecting one domain 

to represent her personal inclination and abilities. The restriction on alignment domains still applies. 

Each domain grants a number of domain powers, depending on the level of the coven saint. A coven saint gains the bonus spells listed for each domain, 
and the associated bonus spell slots. The coven saint uses her level as her effective cleric level when determining the power and effect of her domain powers. 

If the coven saint has cleric levels, one of her two domain selections must be the same domain selected as a coven saint. Levels of cleric and coven saint 

stack for the purpose of determining domain powers, abilities, and bonus spells. This ability replaces patron spells, and the hexes gained at 1st, and 8th, and 
16th level.  

Talisman of Faith: A coven saint gains a special talisman through which to channel her faith. This talisman functions as a divine focus and a holy (or 

unholy) symbol. This talisman is not made of any special material, but is always of masterwork quality. The coven saint can add additional magic abilities to 
her talisman as normal.  

Witch’s Familiar (Su): This is exactly like the witch’s ability of the same name, except that the coven saint’s familiar serves as a divine conduit to her 

deity. She gains her domains spells and powers directly from her deity, but her familiar stores her spells as normal.  
Hex: A coven saint can choose from the following new hexes, restricted to the Coven Saint multiclass archetype. 

Faith Channeling (Su): The coven saint can release a wave of energy by channeling the power of her faith through a holy (or unholy) symbol. This 

functions like a cleric’s channel energy ability. The type of energy the coven saint can channel is determined by her alignment. The amount of damage dealt 
or healed is equal to 1d6 points of damage. Creatures that take damage from channeled energy receive a Will save to halve the damage. The DC of this save 

is equal to 10 + 1/2 the coven saint’s level + the coven saint’s Charisma modifier. Channeling energy is a standard action that does not provoke an attack of 

opportunity. A coven saint can choose whether or not to include herself in this effect. A coven saint must be able to present her talisman to use this ability. 
Once a creature has benefited from or been affected by the faith channeling hex, it cannot benefit from or be affected by it again for 24 hours. At 5th level, 

the amount of damage dealt or healed is equal to 2d6 points of damage.  

Major Hex: A coven saint can choose from the following new hexes, restricted to the Coven Saint multiclass archetype. 
Major Channeling (Su): The coven saint can release a more powerful wave of energy by channeling the power of her faith. The amount of damage dealt 

or healed is equal to 3d6 points of damage. Once a creature has benefited from or been affected by the major channeling hex, it cannot benefit from or be 

affect by it again for 24 hours. At 15th level, the amount of damage dealt or healed is equal to 4d6 points of damage. The coven saint must have the faith 
channeling hex to select this major hex. 

Neutralize Poison (Su): This functions as the neutralize poison spell, using the coven saint’s level as her caster level. Once a creature has benefited from 

the neutralize poison hex, it cannot benefit from it again for 24 hours.  
Remove Disease (Su): This functions as the remove disease spell, using the coven saint’s level as her caster level. Once a creature has benefited from the 

remove disease hex, it cannot benefit from it again for 24 hours. 

Grand Hex: A coven saint can choose from the following new hexes, restricted to the Coven Saint multiclass archetype. 
Grand Channeling (Su): The coven saint’s ability to channel the power of her faith reaches its pinnacle. The amount of damage dealt or healed is now 

equal to 5d6 points of damage. Once a creature has been affected by the grand channeling hex, it cannot be affected by it again for 24 hours. At 20th level, 

the amount of damage dealt or healed is equal to 6d6 points of damage. The coven saint must have the major channeling hex to select this grand hex.  
Infectious Hand (Su): This functions as the contagion spell, using the coven saint’s level as her caster level. Once a creature has been affected by 

infectious hand hex, it cannot be affected by it again for 24 hours. 
Poison Touch (Su): This functions as the poison spell, using the coven saint’s level as her caster level. Once a creature has been affected by poison touch 

hex, it cannot be affected by it again for 24 hours. 

 
 

Table: Coven Saint  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  Aura, cantrips, domain, witch’s familiar   3 1+1  —  —  —  —  —  —  —  —  
2nd  +1  +3  +0  +3  Hex   4 2+1  —  —  —  —  —  —  —   —  
3rd  +1  +3  +1  +3     4 2+1 1+1  —  —  —   —  —  —  —  
4th  +2  +4  +1  +4  Hex   4 3+1 2+1  —  —  —  —  —  —  — 
5th  +2  +4  +1  +4     4 3+1 2+1 1+1  —  —  —  —  —  —  
6th  +3  +5  +2  +5  Hex   4 3+1 3+1 2+1  —  —  —  —  —  — 
7th  +3  +5  +2  +5     4 4+1 3+1 2+1 1+1  —  —  —  —  —  
8th  +4  +6  +2  +6     4 4+1 3+1 3+1 2+1  —  —  —  —  — 
9th  +4  +6  +3  +6     4 4+1 4+1 3+1 2+1 1+1  —  —  —  — 
10th  +5  +7  +3  +7  Hex, major hex   4 4+1 4+1 3+1 3+1 2+1  —  —  —  — 
11th  +5  +7  +3  +7     4 4+1 4+1 4+1 3+1 2+1 1+1  —  —  —  
12th  +6/+1  +8  +4  +8  Hex   4 4+1 4+1 4+1 3+1 3+1 2+1  —  —  — 
13th  +6/+1  +8  +4  +8     4 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  —  



14th  +7/+2  +9  +4  +9  Hex   4 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  — 
15th  +7/+2  +9  +5  +9     4 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  
16th  +8/+3  +10  +5  +10     4 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  
17th  +8/+3  +10  +5  +10     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  
18th  +9/+4  +11  +6  +11  Grand hex, hex   4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1 
19th  +9/+4  +11  +6  +11     4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 
20th  +10/+5  +12  +6  +12  Hex   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 
  



CUNNING GADGETEER (Tyrannical) 
The cunning gadgeteer specializes in creating and using all manner of devices that are magical, alchemical or mechanical. This gleeful tinkerer prides 
himself in his ability to delve into the fray utilizing a vast arsenal of gadgets–traps, bombs, other such whimsical creations–that impede an enemy’s ability to 

fight back. The cunning gadgeteer excels at always having the right tool for the right job, and prefers guile and trickery to straightforward combat. Even in 

situations that require direct confrontation, the cunning gadgeteer can prove quite the challenging opponent. 
Primary Class: Alchemist.  

Secondary Class: Ranger.  

Alignment: Any.  
Hit Die: D8. 

Bonus Skills and Ranks: The cunning gadgeteer removes Handle Animal, Spellcraft and Knowledge (nature) from his list of ranger class skills, and adds 

Disable Device, Knowledge (Engineering), and Use Magic Device to his list of class skills. The cunning gadgeteer may also select three alchemist skills to 
add to his class skills in addition to the normal ranger class skills. The cunning gadgeteer gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The cunning gadgeteer is proficient with all simple and martial weapons, plus an exotic crossbow of his choice. The 

cunning gadgeteer is also proficient with light armor and with shields (except tower shields). 
Gadgetry (Ex or Su): A cunning gadgeteers are not only masters of creating mundane alchemical substances such as alchemist’s fire and smokesticks, 

but also of fashioning mechanical traps and devices that duplicate certain spell effects. In effect, a cunning gadgeteer prepares his spells by crafting 

mechanical components into a number of gadgets, and then “casts” his spells by activating or employing them. When a cunning gadgeteer creates a gadget or 
bomb, he infuses the device with a tiny fraction of his own energy—this enables the creation of powerful effects, but also binds the effects to the creator. 

When using Craft (alchemy) to create an alchemical item or Craft (traps) to create a ranger trap, a cunning gadgeteer gains a competence bonus equal to his 

class level on the Craft (alchemy), Craft (mechanical), or Craft (traps) check. He also adds this competence bonus to any Knowledge (engineering) checks. 
In addition, a cunning gadgeteer can use Craft (alchemy), Craft (mechanical), or Craft (traps) to identify magical mechanical devices (siege engines, etc.) or 

traps as if using detect magic. He must hold the item for 1 round to make such a check. 

A cunning gadgeteer can create three special types of alchemical or mechanical items—gadgets, bombs, and ranger traps.  
Gadgets are the most varied of the three. In many ways, they behave like spells (or extracts) but in mechanical form, and as such their effects cannot be 

dispelled by effects like dispel magic , but can be rendered inert like any other supernatural ability, using the cunning gadgeteer's level as the caster level. 

While gadgets duplicate spell effects, they are alchemical or mechanical devices, and can be broken or destroyed, ending the gadgets effect. The gadget must 
be targeted directly, has a hardness of 5, and has a number of hit points equal to the cunning gadgeteer’s level + the gadget’s level.  

A cunning gadgeteer can create only a certain number of gadgets of each level per day. His base daily allotment of gadgets is given on Table: Cunning 

gadgeteer. In addition, he receives bonus gadgets per day if he has a high Intelligence score, in the same way a wizard receives bonus spells per day. When a 
cunning gadgeteer assembles a gadget, he infuses the mechanisms in the gadget with magic siphoned from his own magical aura. A gadget immediately 

becomes inert if it leaves the cunning gadgeteer's possession, reactivating as soon as it returns to his keeping—a cunning gadgeteer cannot normally pass out 

his gadgets for allies to use (but see the “infusion” discovery below). A gadget, once assembles, remains active for 1 day before becoming inert, so a cunning 
gadgeteer must re-create his gadgets every day. Assembling a gadget takes 1 minute of work—most cunning gadgeteers assemble many gadgets at the start 

of the day or just before going on an adventure, but it's not uncommon for a cunning gadgeteer to keep some (or even all) of his daily gadget slots open so 

that he can assemble gadgets in the field as needed. 
Although the cunning gadgeteer doesn't actually cast spells, he does have a schematics list that determines what gadgets he can create. A cunning 

gadgeteer can utilize spell-trigger items if the spell appears on his schematics list, but not spell-completion items (unless he uses Use Magic Device to do 

so). A gadget is “cast” by activating or deploying it, as if using a magical device—the effects of a gadget exactly duplicate the spell upon which its 
schematic is based, save that the spell always affects only the activating cunning gadgeteer. The cunning gadgeteer uses his level as the caster level to 

determine any effect based on caster level. Creating gadgets consumes raw materials, but the cost of these materials is insignificant—comparable to the 

valueless material components of most spells. If a spell normally has a costly material component, that component is expended during the consumption of 
that particular gadget. Gadgets cannot be made from spells that have focus requirements (cunning gadgeteer extracts that duplicate divine spells never have a 

divine focus requirement). A cunning gadgeteer can assemble a gadget of any schematics he knows. To learn or assemble a gadget, a cunning gadgeteer 

must have an Intelligence score equal to at least 10 + the gadget’s level. The Difficulty Class for a saving throw against a cunning gadgeteer's gadget is 10 + 
the gadget level + the cunning gadgeteer's Intelligence modifier. A cunning gadgeteer may know any number of schematics. He stores his schematics in a 

special tome called a schematics book. He must refer to this book whenever he assembles a gadget but not when he activates or deploys it. A cunning 

gadgeteer begins play with two 1st level schematics of his choice, plus a number of additional schematics equal to his Intelligence modifier. At each new 
cunning gadgeteer level, he gains one new schematics of any level that he can create. A cunning gadgeteer can also add schematics to his book just like 

a wizard adds spells to his spellbook, using the same costs and time requirements. A cunning gadgeteer can study a wizard's spellbook or alchemist’s 

formulae book to learn any schematics that is equivalent to a spell or formulae the spellbook or formulae book contains. A wizard, however, cannot learn 
spells from a schematics book, though an alchemist can learn formulae from a schematics book. A cunning gadgeteer does not need to decipher arcane 

writings before copying them. 
Any gadget that affects a cunning gadgeteer’s bombs may also be applied to ranger traps. This ability otherwise functions as and replaces the alchemist’s 

standard extract ability.  

Munitions (Ex or Su): At 1st level, a cunning gadgeteer can create alchemical and mechanical gadgets called munitions. He can create bombs and snare 
traps (as the Trapper ranger archetype). A cunning gadgeteer can create a number of munitions per day (either bombs or traps) equal to his cunning 

gadgeteer level + his Intelligence modifier.  

Drawing the components, creating, and using or deploying munitions (bombs or traps) requires a standard action that provokes an attack of opportunity. A 
cunning gadgeteer’s bombs deal 1d6 points of damage at 3rd level, plus an additional 1d6 points of damage every three levels thereafter, up to a maximum 

of 7d6 at 19th level. Ranger traps that deal slashing, piercing, bludgeoning, or energy damage (acid, cold, electricity, or fire) now deal 1d6 points of damage 

of the indicated type, plus an additional 1d6 points of damage every three levels thereafter. If the trap deals damage beyond the round in which it is triggers, 
it only deals this increased damage in the first round. For example, a 7th level cunning gadgeteer that uses a burning traps would deal 3d6 points of fire 

damage to the triggering creature in the first round, but only 1d6 points of additional fire damage for any additional rounds that traps continues to burn.   

Like bombs, a cunning gadgeteer does not need to provide the materials necessary for ranger traps, as his munitions, like his other gadgets require only 
simple components, much like a wizard’s common spell components. This ability otherwise functions as and replaces bombs.  

Wayfinder (Ex): A cunning gadgeteer uses a mechanical device called a wayfinder. This device duplicates the ranger’s track ability, but instead of 

making a Survival skill check, the cunning gadgeteer must make a Use Magic Device skill check, using the Survival skill’s DCs for tracking. He adds half 
his level (minimum 1) to Use Magic Device skill checks made to follow tracks. In addition, the cunning gadgeteer can use his wayfinder to determine his 

current direction. By concentrating for 3 consecutive rounds, he can determine true North as if he had cast the know direction spell. This ability replaces 

brew potion.  
Discoveries: This is exactly like the alchemist ability of the same name, except that the cunning gadgeteer gains a discovery at 1st level and again every 

three levels thereafter. He may only select bomb discoveries, or the tentacle, vestigial arm, and wings discoveries, though the latter three take the form of 

mechanical devices that can be worn or removed. The cunning gadgeteer may also select from the following new technology-based discoveries restricted to 
the Cunning gadgeteer multiclass archetype.  



Camouflage Device (Ex): The cunning gadgeteer can use the Stealth skill to make use of a camouflaging device. This device allows him to hide in any 

location so long as he stands still, even if it does not grant cover or concealment. He may use this device a number of rounds per day equal to his cunning 
gadgeteer level + Intelligence modifier. The cunning gadgeteer must be at least 11th level to select this discovery.  

Enhanced Camouflage (Ex): A cunning gadgeteer can use his camouflage device even when moving at half his base speed without penalty. When he 

stands still and uses the camouflage device, he is completely invisible as if under the effects of the invisibility spell. The cunning gadgeteer must have the 
camouflage device discovery and be at least 17th level to select this discovery.  

Launch Trap (Ex): The cunning gadgeteer can affix a ranger trap to an arrow, crossbow bolt, one-handed firearm bullet, or thrown weapon, allowing him 

to set the trap remotely or use it as a direct attack. Attaching the trap to the projectile is part of the action of creating a new trap. The trapped projectile is 
fired or thrown in the normal manner. If fired at a square, the trap is treated as if the cunning gadgeteer had set the trap in that square, except the DC is 5 

lower than normal. If fired at a creature, the target takes damage from the ranged weapon and is treated as if it had triggered the trap (saving throw applies, if 

any). The attack has a maximum range of 60 feet, and range increments apply to the attack roll. The duration of the trapped projectile starts from when it is 
created, not from when it is used.  

If the cunning gadgeteer selects this discovery, she also gains the explosive missile discovery for the purpose of affixing bombs to similar ammunition in 

the same manner. Likewise, if the cunning gadgeteer selects the Explosive missile discovery, he also gains the launch trap discovery. The cunning gadgeteer 
must be at least 5th level to select this discovery. 

Masterful Crafting: The cunning gadgeteer may select one of the following crafting feats: Craft Arms and Armor, Craft Construct, Craft Wondrous Item, 

Gunsmithing. This discovery can be chosen multiple times. Each time it is selected, a different feat must be chosen.  
Ranger Trap (Ex or Su): The cunning gadgeteer can learn one of the ranger traps listed in the ranger’s Trapper archetype.   

Remote Trigger (Ex): A cunning gadgeteer may, as swift action, set off any trap within 30 feet that he constructed. This discovery functions as the Remote 

Bomb feat if the cunning gadgeteer has the delayed bomb discovery. 
Reprogram (Ex): The cunning gadgeteer can improve the initial attitude of a mindless construct. This ability functions as wild empathy, except only 

against mindless constructs. The cunning gadgeteer can use this ability against constructs with an Intelligence score, but he takes a –4 penalty on the check.  

Sensor Evasion (Su): The cunning gadgeteer has mastered the art of evading technological and magical observation. He can use the Stealth skill 
against constructs and magical sensors (such as those created by arcane eye or clairaudience/clairvoyance) even while being observed. The cunning 

gadgeteer must have the camouflage device discovery and be at least 17th level to select this discovery.  

Mechanical Aptitude (Su): At 2nd level, a cunning gadgeteer gains the ranger’s favored enemy ability and must select Constructs from the ranger’s 
favored enemies table. He gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks against creatures of the Construct type, as 

well as machines and siege engines. Likewise, he gets a +2 bonus on weapon attack and damage rolls against them. A cunning gadgeteer may 
make Knowledge skill checks untrained when attempting to identify these creatures. These bonuses do not increase as the cunning gadgeteer gains levels, 

nor does he gain any other favored enemy. This ability replaces poison immunity.  

Trapfinding (Ex): At 2nd level, a cunning gadgeteer adds 1/2 his class level on Perception skill checks made to locate traps and on Disable Device skill 
checks (minimum +1). A cunning gadgeteer can use Disable Device to disarm magic traps. This ability replaces poison use. 

Swift Assembly (Ex): At 3rd level, a cunning gadgeteer can create alchemical items and standard non-ranger traps with astounding speed. It takes a 

cunning gadgeteer half the normal amount of time to create any item using the Craft (alchemy) or Craft (traps) skill. This ability replaces swift alchemy.  
Gadgeteer's Bond (Su): At 4th level, a cunning gadgeteer forms a bond with a mechanical device of his choice. This bond can take one of two forms. 

Once the form is chosen, it cannot be changed.  

The first option is to form a close bond with a clockwork companion. The cunning gadgeteer gains Craft Construct as a bonus feat and may only choose 
from the following list of ranger's animal companions: badger, bird, cat (small), dire rat, or snake (viper or constrictor). The companion loses the Animal 

type but gains the Construct type and Clockwork subtype, and is henceforth functions like a familiar (see the Familiar description of the wizard’s Arcane 

bond class feature). For the purpose of this clockwork companion, the cunning gadgeteer’s effective wizard level is equal to his cunning gadgeteer level –3. 
A cunning gadgeteer’s clockwork companion shares his mechanical aptitude bonuses.  

The second option is to form a bond with a device called an enhancer. An enhancer is a device that duplicates the effects of an alchemist’s mutagen. It 

requires one hour to construct an enhancer, and only one enhancer may be created at a time. When in use, the enhancer provides a +4 enhancement bonus to 
any one ability (physical or mental) and provides a +2 natural armor bonus to the cunning gadgeteer’s AC for 10 minutes per cunning gadgeteer level. 

During this time, the cunning gadgeteer suffers a –2 penalty to an opposed ability, similar to a mutagen or a cognatogen. In addition, the cunning gadgeteer 

is treated as having the mutagen and cognatogen discoveries for the purpose of selecting discoveries with mutagen or cognatogen as a prerequisite. For the 
purpose of this ability, the cunning gadgeteer’s effective alchemist level is equal to his cunning gadgeteer level –3.  

This ability otherwise functions and replaces mutagen.  

Combat Style Feat: At 6th level, a cunning gadgeteer gains the ranger’s combat style feat ability, but only gains a combat style feat at 6th, 12th and 18th 
level. The cunning gadgeteer may select any combat style listed in the ranger’s combat style feat class description, or he can select the new Grenadier 

combat style restricted to the cunning gadgeteer multiclass archetype described below.   

Grenadier Combat Style: If the cunning gadgeteer selects grenadier style, he can choose from the following list whenever he gains a combat style feat: 
Throw Anything, Weapon Focus (Bombs), Point Blank Shot, Rapid Shot and Precise Shot. 

 At 6th level, he adds Charging Hurler, Close-Quarters Thrower, Distance Thrower, Parting Shot, and Ricochet Splash Weapon to the list. 

 At 10th level, he adds Improved Charging Hurler and Splash Weapon Mastery to the list. 
This ability replaces the discoveries gained at 6th, 12th, and 18th level.   

Swift Tracker (Ex): Beginning at 8th level, a Cunning gadgeteer can move at his normal speed while using his wayfinder to follow tracks without taking 

the normal –5 penalty. He takes only a –10 penalty (instead of the normal –20) when moving at up to twice normal speed while tracking. This ability 

replaces swift poisoning.  

Greater Bond (Su): At 15th level, a cunning gadgeteer’s bond strengthens. If the cunning gadgeteer selected the clockwork companion bond, his 

effective wizard level is equal to his cunning gadgeteer level for the purpose of determining the effects of his bond. If the cunning gadgeteer selected the 
enhancer bond, its effects last for 1 hour per cunning gadgeteer level. This ability replaces persistent mutagen.  

Instant Assembly (Ex): At 19th level, a cunning gadgeteer can create alchemical items and standard non-ranger traps with almost supernatural speed. He 

can create these items as a full-round action if he succeeds at the Craft: alchemy or Craft: traps check and has the appropriate resources at hand to fund the 
creation. This ability replaces instant alchemy. 

Master Gadgeteer (Su): A cunning gadgeteer of 20th level becomes a master gadgeteer. He can always move at full speed while using his wayfinder to 

follow tracks without penalty. He can, as a standard action, make a single attack against a construct, machine or siege weapon at his full attack bonus. If the 
attack hits, the target takes damage normally and must make a Fortitude save or be destroyed. The DC of this save is equal to 10 + 1/2 the cunning 

gadgeteer's level + the cunning gadgeteer’s Intelligence modifier. A cunning gadgeteer can choose instead to deal an amount of nonlethal damage to a 

construct equal to the creature's current hit points, or simply apply the 'broken' quality to machinery and siege weapons. A successful save negates this 
damage. A cunning gadgeteer can use this ability once per day against each construct, machine, or siege weapon he encounters, but not against the same 

creature or device more than once in a 24-hour period. This ability replaces master hunter. 

  



 

 

CUNNING GADGETEER SCHEMATICS LIST 
Cunning gadgeteers gain access to the following gadgets.  

1st-Level Cunning Gadgeteer’s Schematics—abundant ammunition, air bubble, alarm, alchemical tinkering, bomber's eye, call animal, calm 
animals, chill metal, crafter's fortune, detect metal, detect radiation*, detect secret doors, endure elements, expeditious retreat, fabricate bullets, find trap, 

flare, gravity bow, heat metal, hide from animals, hold portal, jump, jury-rig, keen senses, light, lighten object, longshot, make whole, message, obscuring 

mist, pass without trace, phantom trap, read weather, reinforce armaments, residual tracking, shock arrow, shocking grasp, spark, speak with animals, 
targeted bomb admixture, technomancy*, weaken powder.   

2nd-Level Cunning Gadgeteer’s Schematics—acid arrow, arrow eruption, blur, bullet shield, chameleon stride, darkvision, defensive shock, 
destabilize powder, effortless armor, elemental touch, fire breath, fog cloud, glitterdust, hunter’s eye, invisibility, levitate, magic siege engine, masterwork 

transformation, protection from arrows, pyrotechnics, recharge*, recoil fire, reloading hands, resist energy, shadow bomb admixture, spider climb, stabilize 
powder, tactical acumen, telekinetic assembly, unseen engineers, web.  

3rd-Level Cunning Gadgeteer’s Schematics—armor lock, bloodhound, blast barrier, burst of speed, daylight, disable construct, discharge*, 
explosive runes, fire trap, flame arrow, flash fire, fly, haste, improve trap, irradiate*, lightning lash bomb admixture, malfunction, minor creation, 

protection from energy, rapid repair, reinforce armaments (communal), rusting grasp, venomous bolt, water breathing.  

4th-Level Cunning Gadgeteer’s Schematics—apparent master, darkvision (greater), detonate, echolocation, magic siege engine (greater), 
magic circle against technology*, major creation, named bullet, pellet blast, rebuke technology*, remove radioactivity*, soothe construct, symbol of sealing, 

trap ward, viper bomb admixture, wall of fire.  

5th-Level Cunning Gadgeteer’s Schematics—arcane cannon, blast barrier, destroy robot*, energy siege shot, fabricate, hardening, languid 

bomb admixture, leashed shackles, lighten object (mass), reboot, sabotage construct, sending, unbreakable construct, wall of iron.  

6th-Level Cunning Gadgeteer’s Schematics—analyze dweomer, antimagic field, antitech field*, blade barrier, call construct, control 
construct, discharge (greater)*, energy siege shot (greater), infuse robot*, memory of function*, mislead, named bullet (greater), salvage, true creation.   

*(These extracts are found in the Tech Handbook and are usable only at the GM’s discretion) 

 

Alchemy = Gadgetry  
Bombs = Munitions (Bombs 7d6 +  Traps 7d6) 
Brew potion = Wayfinder (track) 
Throw Anything = Keep 
Discoveries (7) = Discoveries (7) 
Poison resistance = Mechanical aptitude 
Poison use = Trapfinding 
Swift alchemy = Swift assembly 
Mutagen = Gadgeteer’s bond 
Discovery (6/12/18) = Combat style feat 
Swift poisoning = Swift tracker 
Instant alchemy = Instant assembly 
Grand discovery = Master gadgeteer 
 

 

Table: Cunning Gadgeteer 
 Base  
Class Attack Fort Ref Will  Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Gadgetry, munitions 1d6, throw anything, wayfinder   1  —  —  —  —  — 
2nd  +1  +3  +3 +0 Discovery, mechanical aptitude, trapfinding   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Swift assembly   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Gadgeteer’s bond, munitions 2d6   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Discovery   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Combat style feat   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Munitions 3d6   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Discovery   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Swift wayfinder   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Munitions 4d6   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Discovery   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Combat style feat   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 Munitions 5d6   5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Discovery   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Greater bond   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Munitions 6d6   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Discovery   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Combat style feat, instant assembly   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Munitions 7d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Discovery, master gadgeteer   5   5   5   5   5   5 
  



DETONATOR MAGE (Lindley Court)  
Certain magical soldiers devote themselves to warfare; not to the sword, but to explosives and all manner of volatile substances. With an admirable (or 
perhaps cautious) sense of self-sacrifice, the detonator mage sports the alchemist’s talent for blasting through foes, while possessing an inner powder keg of 

volatile magical prowess that swells and grows until it culminates in the ability to unleash it in a single explosive blast. Detonator mages have a knowledge 

of alchemical substances, weaponry, and spells, making them a truly powerful and versatile in combat. 
Primary Class: Magus. 

Secondary Class: Alchemist. 

Alignment: Any.  
Hit Dice: d8. 

Bonus Skills and Ranks: The detonator mage may select three alchemist skills to add to his class skills in addition to the normal magus class skills. The 

detonator mage gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The detonator mage is proficient with all simple and martial weapons, bombs, and with light armor, but not with 

shields. 

Alchemy (Su): At 1st level, a detonator mage gains the alchemist’s ability to create mundane alchemical substances such as alchemist’s fire and 
smokesticks. When using Craft (alchemy) to create an alchemical item, a detonator mage gains a competence bonus equal to her class level on the Craft 

(alchemy) check. In addition, a detonator mage can use Craft (alchemy) to identify potions as if using detect magic. She must hold the potion for 1 round to 

make such a check. This ability replaces cantrips. 
Conflagragen (Su): At 1st level, a detonator mage discovers how to create a conflagragen, mutagen-like mixture that he can imbibe in order to enhance 

his naturally occurring volatile energies. It takes 1 hour to brew a dose of conflagragen, and once brewed, it remains potent until used. A detonator mage can 

only maintain one dose of conflagragen at a time—if he brews a second dose, any existing conflagragen becomes inert. As with a bomb, a conflagragen that 
is not in a detonator mage’s possession becomes inert until a detonator mage picks it up again. 

Once a detonator mage brews a conflagragen, it’s a standard action to drink it. Upon being imbibed, the conflagragen causes the arcane energies within 

the detonator mage to surge, granting him resist fire 10 and a fire aura that deals 1d6 points of fire damage to any creature that make a successful melee 
attack against him for 10 minutes per detonator mage level. While the conflagragen is in effect, the detonator mage gains vulnerability to cold. When the 

duration of a conflagragen ends, it results in a fiery blast in a 5-foot-radius spread that deals 1d6 points of fire damager per level of the detonator mage 

(maximum 5d6). A detonator mage can choose to end his conflagragen as a standard action at anytime, prior to its expiration. Any creature that takes 
damage from the fire aura or is caught in the blast of an expired conflagragen can make a Reflex saving throw (DC 10 + 1/2 the detonator mage’s level + the 

detonator mages Intelligence modifier) for half damage.  

A non-detonator mage who drinks a conflagragen must make a Fortitude save (DC 10 + 1/2 the detonator mage’s level + the detonator mages Intelligence 
modifier) or become nauseated for 1 hour—a non-detonator mage can never gain the benefit of a conflagragen, but a detonator mage can gain the effects of 

another detonator mage’s conflagragen if he drinks it. (Although if the other detonator mage creates a different conflagragen, the effects of the “stolen” 

conflagragen immediately cease.) The effects of a conflagragen do not stack. Whenever a detonator mage drinks a mutagen, the effects of any previous 
conflagragen immediately end. The infuse mutagen discovery and the persistent mutagen class ability apply to conflagragens. This ability replaces spell 

combat.  

Munitions Pool (Su): At 1st level, a detonator mage gains a reservoir of mystical arcane energy that he can draw upon to fuel his powers and create 
explosive effects. This munitions pool has a number of points equal to 1/2 his detonator mage level (minimum 1) + his Intelligence modifier. The pool 

refreshes once per day when the detonator mage prepares his spells. 

At 1st level, a detonator mage can expend 1 point from his arcane pool to create an arcane bomb. Arcane bombs are unstable, and if not used in the round 
they are created, they are wasted. Spending the point, creating, and throwing an arcane bomb requires a standard action that provokes an attack of 

opportunity. Thrown bombs have a range of 20 feet and use the Throw Splash Weapon special attack. Bombs are considered weapons and can be selected 

using feats such as Point-Blank Shot and Weapon Focus. On a direct hit, a detonator mage’s arcane bomb inflicts 1d6 points of fire damage + additional 
damage equal to the detonator mage’s Intelligence modifier. The damage of a detonator mage’s bomb increases by 1d6 points at 4th level and every three 

detonator mage levels thereafter (this bonus damage is not multiplied on a critical hit or by using feats such as Vital Strike). Splash damage from a detonator 

mage’s arcane bomb is always equal to the bomb’s minimum damage (so if the bomb would deal 2d6+4 points of fire damage on a direct hit, its splash 
damage would be 6 points of fire damage). Those caught in the splash damage can attempt a Reflex save for half damage. The DC of this save is equal to 10 

+ 1/2 the detonator mage’s level + the detonator mage’s Intelligence modifier. An arcane bomb otherwise functions as an alchemist’s bomb. 

At 3rd level, a detonator mage can expend 1 additional munitions point when creating an arcane bomb as a swift action to grant it a +1 enhancement 
bonus. For every five levels beyond 3rd, the bomb gains another +1 enhancement bonus, to a maximum of +4 at 18th level. Multiple uses of this ability do 

not stack with themselves. 

At 5th level, these bonuses can be used to add any of the following weapon properties: corrosive, corrosive burst, flaming, flaming burst, frost, icy 
burst, shock, shocking burst, or thundering. 

Adding these properties consumes an amount of bonus equal to the property’s base price modifier. These properties can only be added to an arcane bomb, 
but duplicates do not stack. If the bomb is not magical, at least a +1 enhancement bonus must be added before any other properties can be added. These 

bonuses and properties are decided when the munitions pool point is spent and cannot be changed until the next time the detonator mage uses this ability. 

These bonuses do not function if the arcane bomb is wielded by anyone other than the detonator mage. 
A detonator mage can only enhance one arcane bomb in this way at one time. If he uses this ability again, the first use immediately ends. This ability 

modifies the magus’s arcane pool and replaces improved spell recall, knowledge pool, improved spell recall.  

Explosive Spellstrike: This is exactly like the magus’s spellstrike ability, except that the when a detonator mage casts a spell with the range of “touch”, 
he choose to deliver the spell by making a successful ranged attack with his arcane bomb instead, and only affects the target of the bomb.  

Magus Arcana: This is exactly like the magus ability of the same name, except that a detonator mage may select an alchemist bomb discovery in place of 

a magus arcana. At 6th level, a detonator mage may select an alchemist extract discoveries in place of a magus arcana.  
Intrinsic Rupture (Su): At 8th level, a detonator has learned to blend his prowess with explosives with his natural arcane might. As a swift action, a 

detonator mage can expend 1 point from his munitions pool to increase the range of his arcane bomb’s range to 30 feet and its damage area to include all 

creatures within 5 feet of the target. In addition, a detonator mage may expend 2 additional munitions points to apply a second bomb discovery to his arcane 
bombs. This ability replaces improved spell combat.  

Greater Intrinsic Rupture (Su): At 14th level, a detonator mage can expend 1 point from his munitions pool to increase the range of his arcane bomb’s 

range to 40 feet and its damage area to include all creatures within 10 feet of the target. In addition, a detonator mage can expend 2 additional munitions 
points to apply a third bomb discovery to his arcane bombs. This ability replaces greater spell combat. 

True Detonation (Su): At 20th level, a detonator mage’s volatile energies reach their pinnacle. The detonator mage gains fire immunity. In addition, as a 

standard action, a detonator mage can expend 4 munitions points to gather the volatile energies within him and release it in a fiery blast that erupts from his 
body. Once the munitions points are expended, the detonator mage can immediately trigger the explosion, or delay it for up to 4 rounds, at which time it is 

released. This blast is similar to the fireball spell, except that it detonates in 40-foot-radius spread that deals 20d6 points of fire damage (Reflex save for half 

damage). Using this ability is physically taxing, causing the detonator mage to become fatigued for 2d6 rounds. If the detonator mage uses this ability while 
fatigued, he immediately becomes exhausted and takes 1 point of temporary Constitution damage. This ability replaces true magus.  



 

NEW DISCOVERIES 
The following new discoveries may be selected only by the detonator mage multiclass archetype.  

Grand Conflagragen (Su): The detonator mage’s conflagragen now grants fire resistance 30, his fire aura deals 32d6 points of fire damage, and his fiery 

blast deals 1d6 points of fire damager per detonator mage level (max 15d6) in a 20-foot-radius spread. The detonator mage gains vulnerability to cold as long 

as the conflagragen persists. A detonator mage must be at least 16th level and have the greater conflagragen discovery to select this discovery.  
Greater Conflagragen (Su): The detonator mage’s conflagragen now grants fire resistance 20, his fire aura deals 2d6 points of fire damage, and his fiery 

blast deals 1d6 points of fire damage per detonator mage level (max 10d6) in a 10-foot-radius spread. The detonator mage gains vulnerability to cold as long 

as the conflagragen persists. A detonator mage must be at least 12th level and have the conflagragen class feature to select this discovery.  
 

Table: Detonator Mage 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Alchemy, arcane bomb 1d6, conflagragen,   1  —  —  —  —  — 

     munitions pool 
2nd  +1  +3  +0 +3 Explosive spellstrike   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Magus arcana   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Arcane bomb 2d6   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Arcane bomb 3d6, medium armor   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Intrinsic rapture   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Arcane bomb 4d6, fighter training   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bonus feat   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Arcane bomb 5d6   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater intrinsic rapture   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Magus arcana   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Arcane bomb 6d6, counterstrike   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Arcane bomb 7d6, greater spell access   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 True detonation   5   5   5   5   5   5 
 



ELDER SAGE 
Within the circles of the practitioners of nature magic, and among the secreted and hidden covens of the witching power, they speak of an ancient wiseman 
of the land; this then is the elder sage. Not completely one with nor wholly apart from the natural world, the elder sage spends her time within a particular 

terrain–studying it, learning from it. This then is of whom the druids only whisper, at whom the witches stare and regard as both crazed and touched by the 

powers of divine patronage. A strange and awe-inspiring enigma, the magic of the fey and the roar of beasts do not give her fear, for within the elder sage is 
the very magic of the world itself. 

Primary Class: Witch.  

Secondary Class: Druid.  
Alignment: Any.  

Hit Dice: d6.  

Bonus Skills and Ranks: An elder sage adds three druid class skills to her list of class skills in addition to the normal witch skills. The elder sage gains a 
number of ranks at each level of the multiclass archetype equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The elder sage is proficient with all simple weapons. She is also proficient with all natural attacks (claw, bite, and so 

forth) of any form she assumes with wild shape (see below). An elder sage is not proficient with any type of armor or shield. Armor interferes with an elder 
sage’s gestures, which can cause her spells with somatic components to fail. 

Diminished Spellcasting: The elder sage casts arcane spells drawn from the witch spells list, but gains one fewer spell of each level than normal. If this 

reduces the number to 0, she may cast spells of that level only if his Intelligence allows bonus spells of that level. In addition, an elder sage adds all summon 
nature’s ally spells, and all spells from the Animal and Plant cleric domains to her spell list. She otherwise learns, prepares, and casts spells as a witch of 

equal level. She also gains bonus spells if she has a high Intelligence modifier.  

Terrain Patron: At 1st level, when an elder sage gains her familiar, she must also select a terrain patron. This patron is a mysterious force of nature that 
holds influence over a specific terrain, and grants the elder sage powers associated to that terrain. An elder sage selects one of the following terrains: cold, 

desert, forest, jungle, mountain, plains, swamp, underground, or water.  

At 2nd level, and every two levels thereafter, an elder sage’s patron adds new spells to an elder sage’s list of spells known. These spells are also 
automatically added to the list of spells stored by the familiar. The spells gained depend upon the terrain patron chosen. Each terrain patron is listed by its 

theme below. Its actual name is up to the GM and the witch to decide.  

Cold: 1st—frostbite, 2nd—aspect of the bear, 3rd—sleet storm, 4th—wall of ice, 5th—aspect of the wolf , 6th—freezing sphere, 7th—wind walk, 8th—
polar ray, 9th—polar midnight. 

Forest: 1st—speak with animals, 2nd—barkskin, 3rd—plant shape (as stone shape, but affects trees and shrubs), 4th—summon natures ally IV (animals 

only), 5th—awaken, 6th—summon natures ally VI (animals only), 7th—liveoak, 8th—summon nature’s ally VIII (animals only), 9th—transport via plant. 
Jungle: 1st—glide, 2nd—tar ball, 3rd—venomous bolt, 4th—arboreal hammer, 5th—blessing of the salamander, 6th—swarm skin, 7th—creeping doom, 

8th—wall of lava, 9th—shambler. 

Mountains: 1st—stone fist, 2nd—stone call, 3rd—cloak of winds, 4th—stoneskin, 5th—geyser, 6th—suffocation, 7th—flesh to stone, 8th—reverse 
gravity, 9th—clashing rocks. 

Plains: 1st—mount, 2nd—chameleon stride, 3rd—haste, 4th—aspect of the stag, 5th—control winds, 6th—find the path, 7th—whirlwind, 8th—animal 

shapes, 9th—worldwave. 
Swamp: 1st—hydraulic push, 2nd—burst of nettles, 3rd—lily pad stride, 4th—cape of wasps, 5th—insect plague, 6th—mass fester, 7th—animate plants, 

8th—blood mist, 9th—shambler. 

Underground: 1st—detect aberration, 2nd—stone call, 3rd—deeper darkness, 4th—echolocation, 5th—wall of stone, 6th—conjure black pudding, 7th—
statue (looking like a stalagmite or stalactite), 8th—earthquake, 9th—imprisonment. 

Water: 1st—hydraulic push, 2nd—slipstream, 3rd—water breathing, 4th—freedom of movement, 5th—black tentacles, 6th—freezing sphere, 7th—

animal shapes (aquatic creatures only), 8th—seamantle, 9th—tsunami. 
In addition, an elder sage can channel stored spell energy into summon nature’s ally spells that she hasn't prepared ahead of time. She can “lose” a 

prepared spell in order to cast any summon nature’s ally spell of the same level or lower. All creature spontaneously summoned by a summon nature’s ally 

spell must be from the terrain she is currently in, or from her patron terrain. This ability otherwise functions as and replaces witch’s patron and patron spells. 
Witch’s Familiar (Su): This is exactly like the witch’s ability of the same name, except that the elder same must select a familiar from her patron terrain.  

Hex: This is exactly like the witch ability of the same name, except that the elder sage gains a hex at 1st level and every three levels thereafter. In 

addition, the elder sage adds the following hex to her list. 
Entangling (Su): An elder sage can use her surroundings to bind her enemies. This acts as an entangle spell, using the elder sage's caster level. The elder 

sage can only have one entangling hex in effect at a time.  

Sage Sense (Ex): At 2nd level, an elder sage gains a +2 bonus on Craft (alchemy), Knowledge (geography), knowledge (nature), 
Perception, and Survival skill checks when she is in her patron terrain. An elder sage traveling through her patron terrain normally leaves no trail and cannot 

be tracked (though she may leave a trail if he so chooses). In addition, she gains the Eschew Material feat while in her patron terrain. This ability replaces the 
hex gained at 2nd level.  

Trackless Step (Ex): At 3rd level, an elder sage gains the druid’s trackless step ability. This ability, leyline casting, wild shape, wisdom of the patron, 

and sagacity of the wild replace spells lost due to diminished spellcasting. 
Leyline Casting (Su): At 4th level, the elder sage has unearthed a deep and long-forgotten secret concerning the bond between her magic and the land 

beneath her feet. By meditating and engaging in a ritual that takes 1 minute to perform, the elder sage increases the effective caster level of her next spell by 

+1 by drawing upon the natural energies of the land. At 14th level, the elder sage’s effective level increases to +2.  
At 11th level, the elder sage can use leyline casting to enhance her spell as if it had been cast using the Lingering Spell metamagic feat. 

At 17th level, the elder sage can use leyline casting to enhance her spell as if it had been cast using the Elemental Spell metamagic feat. The type of 

energy that the spell deals, whether fully or in part is associated with the terrain she is currently in. Alternatively, she can deal energy damage according to 
her patron terrain. Associated terrain energy damage is as follows: cold (cold), desert (fire), forest (sonic), jungle (sonic), mountain (fire), plains (electricity), 

swamp (acid), underground (acid), or water (cold).  

An elder sage can use this ability a number of times per day equal to her Wisdom modifier, but only once per combat. If the elder sage leaves the terrain 
in which she performed the ritual, the effect is immediately lost. The elder sage must perform the ritual again to reactivate the effect.  

Wild Hexes: At 6th level, an elder sage can use hexes while using her wild shape ability, and substitutes various noises and gestures for any verbal and 

somatic components of a hex. This ability replaces the hex gained at 6th level.  
Wild Shape (Su): Starting at 6th level, the elder sage can use the druid’s wild shape ability once per day, and an additional time per day every three levels 

thereafter, to a maximum of five times per day at 18th level. At 6th level, wild shape functions as beast shape I. At 9th level, wild shape functions as beast 

shape II. At 12th level, wild shape functions as plant shape I. At 15th level, wild shape functions as plant shape II. 
Improved Sage Sense (Ex): At 8th level, the bonuses granted by an elder sage’s sage sense increases to +4. In addition, her Eschew Material feat allows 

her to ignore material components of 100 GP or less while in her patron terrain. This ability replaces the hex gained at 8th level.  

Major Hex: This is exactly like the witch ability of the same name, except that an elder sage can select following new major hex that restricted to the 
elder sage multiclass archetype.  



Treeskin (Su): An elder sage can draw upon the trees around her to toughen her own skin, or that of an ally. This acts as the barkskin spell, using the elder 

sage's caster level. Once a creature has been affected by the treeskin hex, it cannot be affected again for 24 hours. 
Wisdom of the Patron (Su): At 10th level, whenever an elder sage prepares her spells in her patron terrain, she can simultaneously prepare a single 

leyline casting and apply it to a single prepared spell. In so doing, the elder sage’s chosen spell retains the benefits of this leyline casting, even if she leaves 

the terrain where her ritual was performed. She can use this ability once per day at 10th level, and an additional time per day every four levels thereafter.  
Greater Sage Sense (Ex): At 14th level, the bonuses granted by an elder sage’s sage sense increases to +4. In addition, her Eschew Material feat allows 

her to ignore material components of 250 GP or less while in her patron terrain. This ability replaces the hex gained at 8th level.  

Grand Hex: This is exactly like the awitch ability of the same name, except that at 19th level, an elder sage can select a grand hex whenever she could 
select a hex. In addition, an elder sage can select following new major hex that restricted to the elder sage multiclass archetype. 

Natural Ally (Su): An elder sage with this hex can use summon nature’s ally VII once per day using the elder sage's caster level, but summoning them 

takes 1 full round of chanting, dancing, and communing with her familiar. The summoned creature(s) remain until dismissed, or for 24 hours, whichever 
comes first. The elder sage can only have one natural ally hex in effect at a time.  

Sagacity of the Wild (Su): At 20th level, the magic of the land throbs in the elder sage’s veins, ready to answer her call. She no longer takes penalties to 

her ability scores for aging and cannot be magically aged. Any such penalties that she has already taken, however, remain in place. Age bonuses still accrue, 
and the elder sage still dies of old age when her time is up. In addition, an elder sage can prepare a leyline casting along with a full-round action, once per 

day. 

Hex: The following hexes compliment the elder sage multiclass archetype: Beast of Ill-Omen**, Blight*, Cauldron*, Charm*, Disguise*, Entangling, 
Feral Speech**, Fortune*, Healing*, Misfortune*, Slumber*, Tongues*, Ward*, or Water Lung**. (*Advanced Player’s Guide, **Ultimate Magic) 

Major Hex: The following major hexes compliment the elder sage multiclass archetype: Beast Eye**, Hidden Home**, Hoarfrost**, Major Healing*, 

Speak in Dreams**, Treeskin, Visions*, Weather Control*, or Witch’s Brew**. 
Grand Hex: The following grand hexes compliment the elder sage multiclass archetype: Eternal Slumber*, Life Giver*, Natural Ally, Natural Disaster*, 

or Summon Spirit**. 

 
Hex (2) = Sage sense 
Hex (6) = Wild Hexes 
Hex (8) = Improved sage sense 
Hex (14) = Greater sage sense 
Patron = Terrain patron 
Diminished spellcasting = trackless step, leyline casting, wild shape, wisdom of the patron, Sagacity of the wild 
 

Table: Elder Sage 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  Cantrips, diminished spellcasting, hex,    2   0  —  —  —  —  —  —  —  —      terrain patron, witch’s familiar  
2nd  +1  +3 +0  +3  Sage sense   3   1  —  —  —  —  —  —  —   —  
3rd  +1  +3 +1  +3  Trackless step   3   1   0  —  —  —   —  —  —  —  
4th  +2  +4 +1  +4  Hex   3   2   1  —  —  —  —  —  —  —  
5th  +2  +4 +1  +4  Leyline casting (+1)   3   2   1   0  —  —  —  —  —  —  
6th  +3  +5 +2  +5  Wild hexes, wild shape 1/day   3   2   2   1  —  —  —  —  —  —  
7th  +3  +5 +2  +5  Hex   3   3   2   1   0  —  —  —  —  —  
8th  +4  +6 +2  +6  Improved sage sense   3   3   2   2   1  —  —  —  —  — 
9th  +4  +6 +3  +6  Wild shape 2/day   3   3   3   2   1   0  —  —  —  — 
10th  +5  +7 +3  +7  Hex, major hex, wisdom of the patron   3   3   3   2   2   1  —  —  —  —  
11th  +5  +7 +3  +7  Improved herb lore, leyline casting (Lingering Spell)   3   3   3   3   2   1   0  —  —  — 
12th  +6/+1  +8 +4  +8  Wild shape 3/day    3   3   3   3   2   2   1  —  —  —  
13th  +6/+1  +8 +4  +8  Hex   3   3   3   3   3   2   1   0  —  —  
14th  +7/+2  +9 +4  +9  Greater sage sense, leyline casting (+2)   3   3   3   3   3   2   2   1  —  —  
15th  +7/+2  +9 +5  +9  Wild shape 4/day    3   3   3   3   3   3   2   1   0  —  
16th  +8/+3  +10 +5  +10  Hex   3   3   3   3   3   3   2   2   1  —   
17th  +8/+3  +10 +5  +10  Leyline casting (Elemental Spell)   3   3   3   3   3   3   3   2   1   0  
18th  +9/+4  +11 +6  +11  Wild shape 5/day   3   3   3   3   3   3   3   2   2   1 
19th  +9/+4  +11 +6  +11  Hex, grand hex   3   3   3   3   3   3   3   3   2   2 
20th  +10/+5  +12 +6  +12  Sagacity of the wild   3   3   3   3   3   3   3   3   3   3 
 
 



ELDER SAGE 
Within the circles of the practitioners of nature magic, among the secreted and hidden covens of the witching power, they speak of an ancient wiseman of the 
woods; this then is the elder sage. Not completely one with nor wholly apart from the natural world, the elder sage spends her time among the woodlands–

studying it, learning from it. This then is of whom the druids only whisper, at whom the witches stare and regard as both crazed and touched by the powers 

of divine patronage. A strange and awe-inspiring enigma, the magic of the fey and the roar of beasts do not give her fear, for within the elder sage is the very 
magic of the world itself. 

Primary Class: Witch.  

Secondary Class: Druid.  
Alignment: Any.  

Hit Dice: d6.  

Bonus Skills and Ranks: An elder sage adds three druid class skills to her list of class skills in addition to the normal witch skills. The elder sage gains a 
number of ranks at each level of the multiclass archetype equal to 2 + Int modifier. 

Weapon and Armor proficiency: Elder sages are proficient with all simple weapons. They are not proficient with any type of armor or shield. Armor 

interferes with an elder sage’s gestures, which can cause her spells with somatic components to fail. 
Diminished Spellcasting: The elder sage adds the summon nature’s ally spells, and all spells from the Animal and Plant cleric domains to her spell list. 

The elder sage gains one fewer spell of each level than normal. If this reduces the number to 0, she may cast spells of that level only if his Intelligence allows 

bonus spells of that level. She otherwise learns, prepares, and casts spells as a witch of equal level. 
Nature Sense (Ex): This is exactly like the druid ability of the same name.  

Wild Empathy (Ex): This is exactly like the druid ability of the same name. 

Woodland Stride (Ex): This is exactly like the druid ability of the same name. 
Trackless Step (Ex): This is exactly like the druid ability of the same name. 

Hex: At 1st level and every three levels thereafter, the elder sage gains one hex of her choice. This is exactly like the witch ability of the same name. In 

addition, the elder sage adds the following hex to her list. 
Entangling (Su): An elder sage can use her surroundings to bind her enemies. This acts as an entangle spell, using the elder sage's caster level. The elder 

sage can only have one entangling hex in effect at a time.  

Herb Lore (Ex): At 5th level, an elder sage’s experience and knowledge of the woodlands grants her a +2 competence bonus on all Craft (alchemy), 
Knowledge (nature), and Profession (herbalist) checks. Additionally she gains the Eschew Material feat while in woodland terrain. 

Resist Nature's Lure (Ex): This is exactly like the druid ability of the same name. 

Wild Shape (Su): Starting at 6th level, the elder sage can use wild shape once per day, and an additional time per day every three levels thereafter, to a 
maximum of five times per day at 18th level. At 6th level, wild shape functions as beast shape I. At 9th level, wild shape functions as beast shape II. At 12th 

level, wild shape functions as plant shape I. At 15th level, wild shape functions as plant shape II. This is exactly like the druid ability of the same name. 

Leyline Casting (Su): At 8th level, the elder sage has unearthed a deep and long-forgotten secret concerning the bond between her magic and the 
woodlands beneath her feet. By meditating and engaging in a ritual that takes 1 minute to perform, the elder sage increases the effective caster level of her 

next spell by +1. This effect increases to +2 at 14th level. The elder sage can increase the caster level of a number of spells per day equal to her Wisdom 

modifier. If the elder sage leaves the woodland region in which she performed the ritual, the effect is immediately lost. The elder sage must perform the 
ritual again to reactivate the effect.  

Wisdom of the Woods: At 10th level, whenever the elder sage prepares her spells in a woodland region she can simultaneously prepare her leyline 

casting and apply it to specific prepared spells at this time. In doing so the elder sage retains her leyline casting benefits even if she leaves the woodland 
region where her ritual was performed. The number of leyline castings the elder sage can initiate per day does not change. Once prepared, the elder sage 

cannot change her leyline casting until the next time she prepares her spells. 

Improved Herb Lore (Ex): At 11th level, an elder sage’s competence bonus on Craft (alchemy), Knowledge (nature), and Profession (herbalist) checks 
made within woodland regions increases to +4, and Eschew Materials now allows her to ignore material components of 100 GP or less in the same terrain. 

Major Hex: Starting at 13th level, the elder sage can select a major hex whenever she could select a hex. In addition, the elder sage adds the following 

new major hex to her list. 
Treeskin (Su): An elder sage can draw upon the trees around her to toughen her own skin, or that of an ally. This acts as the barksin spell, using the elder 

sage's caster level. Once a creature has been affected by the treeskin hex, it cannot be affected again for 24 hours. 

Greater Herb Lore (Ex): At 17th level, an elder sage’s competence bonus on Craft (alchemy), Knowledge (nature), and Profession (herbalist) checks 
made within woodland regions increases to +6, and Eschew Materials now allows her to ignore material components of 250 GP or less in the same terrain.  

Quick Leyline Casting (Su): At 18th level, the magic of the land throbs in the elder sage’s veins, ready to answer her call. Once per day, the elder sage 

can prepare a leyline casting along with a full-round action. 
Grand Hex: At 19th level, the elder sage can select a grand hex whenever she could select a hex. In addition, the elder sage adds the following grand hex 

to her list. 
Natural Ally (Su): An elder sage with this hex can use summon nature’s ally VII once per day using the elder sage's caster level, but summoning them 

takes 1 full round of chanting, dancing, and communing with her familiar. The summoned creature(s) remain until dismissed, or for 24 hours, whichever 

comes first. The elder sage can only have one natural ally hex in effect at a time.  
Sagacity of the Wild (Su): At 20th level, the elder sage no longer takes penalties to her ability scores for aging and cannot be magically aged. Any such 

penalties that she has already taken, however, remain in place. Age bonuses still accrue, and the elder sage still dies of old age when her time is up. 

Hex: The following hexes compliment the elder sage multiclass archetype: Beast of Ill-Omen**, Blight*, Cauldron*, Charm*, Disguise*, Entangling, 
Feral Speech**, Fortune*, Healing*, Misfortune*, Slumber*, Tongues*, Ward*, or Water Lung**. (*Advanced Player’s Guide, **Ultimate Magic) 

Major Hex: The following major hexes compliment the elder sage multiclass archetype: Beast Eye**, Hidden Home**, Hoarfrost**, Major Healing*, 

Speak in Dreams**, Treeskin, Visions*, Weather Control*, or Witch’s Brew**. 
Grand Hex: The following grand hexes compliment the elder sage multiclass archetype: Eternal Slumber*, Life Giver*, Natural Ally, Natural Disaster*, 

or Summon Spirit**. 

Alternate Terrain: Although the elder sage is based on the woodland druid, he may select an alternate terrain at the time of character creation in which 
he gains the benefits of the herb lore, improved herb lore, greater herb lore, leyline casting, and wisdom of the woods abilities. Once chosen it cannot be 

changed. 

 

Table: Elder Sage 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  Cantrips, diminished casting, hex, nature’s sense,   2   0  —  —  —  —  —  —  —  —      witch’s familiar  
2nd  +1  +3 +0  +3  Wild empathy, woodland stride   3   1  —  —  —  —  —  —  —   —  



3rd  +1  +3 +1  +3  Trackless step   3   1   0  —  —  —   —  —  —  —  
4th  +2  +4 +1  +4  Hex   3   2   1  —  —  —  —  —  —  —  
5th  +2  +4 +1  +4  Herb lore, resist nature’s lure   3   2   1   0  —  —  —  —  —  —  
6th  +3  +5 +2  +5  Wild shape 1/day (beast shape I)   3   2   2   1  —  —  —  —  —  —  
7th  +3  +5 +2  +5  Hex   3   3   2   1   0  —  —  —  —  —  
8th  +4  +6 +2  +6  Leyline casting +1   3   3   2   2   1  —  —  —  —  — 
9th  +4  +6 +3  +6  Wild shape 2/day (beast shape II)   3   3   3   2   1   0  —  —  —  — 
10th  +5  +7 +3  +7  Hex, wisdom of the woods   3   3   3   2   2   1  —  —  —  —  
11th  +5  +7 +3  +7  Improved herb lore   3   3   3   3   2   1   0  —  —  — 
12th  +6/+1  +8 +4  +8  Wild shape 3/day (plant shape I)   3   3   3   3   2   2   1  —  —  —  
13th  +6/+1  +8 +4  +8  Hex, major hex   3   3   3   3   3   2   1   0  —  —  
14th  +7/+2  +9 +4  +9  Leyline casting +2   3   3   3   3   3   2   2   1  —  —  
15th  +7/+2  +9 +5  +9  Wild shape 4/day (plant shape II)   3   3   3   3   3   3   2   1   0  —  
16th  +8/+3  +10 +5  +10  Hex   3   3   3   3   3   3   2   2   1  —   
17th  +8/+3  +10 +5  +10  Greater herb lore   3   3   3   3   3   3   3   2   1   0  
18th  +9/+4  +11 +6  +11  Quick leyline casting, wild shape 5/day   3   3   3   3   3   3   3   2   2   1 
19th  +9/+4  +11 +6  +11  Hex, grand hex   3   3   3   3   3   3   3   3   2   2 
20th  +10/+5  +12 +6  +12  Sagacity of the wild   3   3   3   3   3   3   3   3   3   3 
 



ELDRITCH BLADE (Night Shade) 
Eldritch blades have learned to combine the power of arcane casting with the might of martial training. They use their weapons and the rhythm of their 
combat style to focus their magical energies and cast their spells. An eldritch blade has no need for spellbooks, and therefore cannot read magic or scrolls. 

Unlike other casters, their weapons are required to cast their magic, and cannot do so without them. 

Primary: Magus. 
Secondary: Fighter. 

Alignment: Any.  

Hit Dice: d8.  
Bonus Skills and Ranks: The eldritch blade selects three fighter skills to add to his class skills in addition to the normal magus class skills. The eldritch 

blade gains a number of ranks at each level equal to +2 Int modifier. 

Weapon and Armor Proficiency: The eldritch blade is proficient with all simple and martial weapons, and with light armor. An eldritch blade can cast 
magus spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, an eldritch blade wearing 

medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass eldritch blade 

still incurs the normal arcane spell failure chance for arcane spells received from other classes.  
Spellcasting: An eldritch blade may know any number of spells, but he must choose and prepare his spells ahead of time by getting 8 hours of sleep and 

spending 1 hour practicing combat tactics with his bonded weapon. While practicing, the eldritch blade decides which spells to prepare. An eldritch blade 

otherwise learns, prepares, and casts spells as a magus of his eldritch blade level. An eldritch blade gains bonus spells if he has a high Intelligence score. 
Arcane Pool (Su): This is exactly like the magus ability of the same name, except that the eldritch blade can use this ability to enhance his arcane 

weapon. Additionally, an eldritch blade of 1st level can expend 1 point from his arcane pool as a swift action to grant any armor he is wearing a 

+1 enhancement bonus for 1 minute. For every four levels beyond 1st, the armor gains another +1 enhancement bonus, to a maximum of +5 at 17th level. 
These bonuses can be added to the armor, stacking with existing armor enhancement to a maximum of +5. Multiple uses of this ability do not stack with 

themselves. 

At 5th level, these bonuses can be used to add any of the following armor properties: balanced, ghost touch, heavy fortification, invulnerability, light 
fortification, moderate fortification, spell resistance (13, 15, 17, or 19).  

Adding these properties consumes an amount of bonus equal to the property’s cost. In addition, the bonuses can be consumed at the listed amount to add 

any of the following armor properties: energy resistance for +3 bonus or improved energy resistance for +5 bonus. These bonuses are added to any properties 
the armor already has, but duplicate abilities do not stack. If the armor is not magical, at least a +1 enhancement bonus must be added before any other 

properties can be added. These bonuses and properties are decided when the arcane pool point is spent and cannot be changed until the next time the magus 

uses this ability. These bonuses do not function if the armor is worn by anyone other than the eldritch blade. An eldritch blade can only enhance one weapon 
and one suit of armor in this way at one time. If he uses this ability again, the first use immediately ends. This ability changes arcane pool.  

Arcane Weapon (Su): At 1st level, eldritch blades form a powerful bond with a weapon. An eldritch blade begins play with one weapon of his choice at 

no cost. This must be a weapon that he is proficient in. This weapon is not made of any special material, but is of masterwork quality. If an eldritch blade 
attempts to cast a spell without his bonded weapon in hand, he must make a concentration check or lose the spell. The DC for this check is equal to 20 + the 

spell's level.  

An eldritch blade can add additional magic abilities to his bonded weapon as if he has the required Item Creation Feats and if he meets the level 
prerequisites of the feat. For example, a magus with a bonded longsword must be at least 5th level to add magic abilities to the sword (see Craft Magic Arms 

and Armor feat). The magic properties of a bonded weapon, including any magic abilities added to the object, only function for the eldritch blade who owns 

it. If a bonded weapon's owner dies, or the item is replaced, the object reverts to being an ordinary masterwork item of the appropriate type. 
If a bonded weapon is damaged, it is restored to full hit points the next time the eldritch blade prepares his spells. If the bonded weapon is lost or 

destroyed, it can be replaced after 1 week in a special ritual that costs 200 gp per eldritch blade level plus the cost of the masterwork item. This ritual takes 8 

hours to complete. Weapons replaced in this way do not possess any of the additional enchantments of the previous bonded item. An eldritch blade can 
designate an existing magic weapon as his bonded weapon. This functions in the same way as replacing a lost or destroyed item except that the new magic 

weapon retains its abilities while gaining the benefits and drawbacks of becoming a bonded item.  

An eldritch blade does not record his spells in a spellbook. Instead, he stores his spells in his bonded weapon. The eldritch blade must practice special 
combat tactics with his bonded weapon each day to prepare his spells. Bonded weapons store all of the spells that an eldritch blade knows, and an eldritch 

blade cannot prepare a spell that is not stored by his weapon. An eldritch blade’s weapon begins play storing all of the 0-level magus spells plus three 1st 

level spells of the eldritch blade’s choice. The eldritch blade also selects a number of additional 1st-level spells equal to his Intelligence modifier to store in 
his weapon. At each new eldritch blade level, he adds two new spells of any spell level or levels that he can cast (based on his new eldritch blade level) to his 

weapon. An eldritch blade can also add additional spells to his weapon through a special ritual. This ritual requires the same time and cost as adding a spell 

to a spellbook.  
An eldritch blade cannot take the familiar magus arcana, and cannot have a familiar of any kind, even from another class. This ability replaces the magus 

spellbook.  
Bonus Feats: This is exactly like the magus ability of the same name, except that the eldritch blade gains a bonus feat at 5th level and every three levels 

thereafter. The additional bonus feats replace knowledge pool, fighter training, and heavy armor.  

Armor Training (Ex): At 4th level, an eldritch blade gains the fighter’s armor training ability, except that he is wearing armor, he reduces the armor 
check penalty by 1 (to a minimum of 0) and increases the maximum Dexterity bonus allowed by his armor by 1. Every six levels thereafter (10th and 16th), 

these bonuses increase by +1 each time, to a maximum –3 reduction of the armor check penalty and a +3 increase of the maximum Dexterity bonus allowed. 

In addition, an eldritch blade can also move at his normal speed while wearing light armor. This ability replaces spell recall, improved spell recall, and 
counterstrike.  

Weapon Training (Ex): At 7th level, an eldritch blade gains the fighter’s weapon training ability, except that the eldritch blade can select one group of 

weapons, and whenever he attacks with a weapon from this group, he gains a +1 bonus on attack and damage rolls. Every six levels thereafter (13th and 
19th), an eldritch blade becomes further trained in another group of weapons. He gains a +1 bonus on attack and damage rolls when using a weapon from 

this group. This ability replaces improved spell combat, greater spell combat, and greater spell access.  

Arcane Weapon Mastery (Su): At 20th level, the eldritch blade becomes a master of spells and combat. Whenever he uses his spell combat ability, he 
does not need to make a concentration check to cast the spell defensively. In addition, as a swift action, whenever the eldritch blade hits a target with his 

bonded weapon, he may expend a spell slot to deal additional damage to the target. The additional damage is equal to one die per level of the spell expended. 

Each extra damage die is equal to the damage die of the weapon. For example, if an eldritch blade is wielding a longsword, the extra damage dice are d8s. 
He also gains a shield bonus to AC equal to the level of the spell expended and lasts for 2 rounds. This ability replaces true magus. 

 

 

Table: Eldritch Blade 
 Base  
Class Attack Fort Ref Will    Spells per Day 



Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane pool, arcane weapon, cantrips,   3   1  —  —  —  —  — 
     spell combat  
2nd  +1  +3  +0 +3 Spellstrike   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Magus arcana   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Armor training 1   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Medium armor, weapon training 1   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Bonus feat   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Armor training 2   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bonus feat   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Weapon training 2   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Bonus feat   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Magus arcana   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Armor training 3   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Weapon training 3   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Arcane weapon mastery, bonus feat   5   5   5   5   5   5   5 
  



FELL MAGUS 

Witches are undeniably the governing hierarchy and eldritch powerhouses of a coven. However, due to their leadership responsibilities and focused control 
in wielding the mystical energies granted them by their patrons, they must rely on others to protect the coven from mundane attacks. As the military arm, fell 

magus’s are sworn to serve and protect the witches of their coven, or any other arcane spellcaster under their charge from being harried or slain by enemies. 

Blessed by a mysterious patron power, the fell magus wields his blade in defense of hex and home, slaying those who seek to uproot or destroy his sworn 
coven, or to undertake special missions on his sisterhood’s behalf. Though primarily a front line skirmisher, the fell magus has developed great mental 

resilience, and can unleash hexes or minor eldritch magic in the pursuit of his cause. 

Primary Class: Magus. 
Secondary Class: Witch. 

Hit Dice: d8. 

Bonus Skills and Ranks: The fell magus may select three witch skills to add to his class skills in addition to the normal magus class skills. The fell 
magus gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The fell magus is proficient with all simple and martial weapons. A fell magus is also proficient with light armor. He 

can cast arcane spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a fell magus 
wearing medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass fell 

magus still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: The fell magus casts arcane spell drawn from the magus spell list. He does not cast cantrips and gains the detect magic and read magic 
cantrips and places them in his spellbook as 1st-level spells. The fell magus otherwise learns, prepares, and casts spells as a magus equal to his fell magus 

level. A fell magus gains bonus spells for a high Intelligence score.  

Arcane Pool (Su): This is exactly like the magus ability of the same name, except that the fell magus gains a number of points equal to 1/3 his level 
(minimum 1) + his Intelligence ability.  

Hex: At 1st level, the fell magus gains the hex ability.  

Hex Combat (Ex): This is exactly like the spell combat ability, except that the fell magus uses hexes instead of a spells. This applies to the improved hex 
combat and greater hex combat abilities. These abilities otherwise functions as and replaces spell combat, improved spell combat, and greater spell combat.  

Fell Strike (Sp): A fell magus who can cast bestow curse, major curse, or any spell with the curse descriptor can deliver these prepared spells through 

any melee weapon he is wielding as part of a melee attack, even if the spells are not touch attack spells. A fell magus cannot deliver any other spells using 
this ability. This ability otherwise functions as and replaces spellstrike. 

Hex Arcana: This is exactly like the magus’s magus arcana ability, except that whenever the fell magus could select a magus arcana, he can select a 

witch’s hex instead. This ability otherwise functions as and replaces magus arcana.  
Bonus Feats: This is exactly like the magus ability of the same name, except that the fell magus can choose from the following feats: Arcane Strike, Brew 

Potion, Craft Magic Arms and Armor, Empower Spell, Exotic Weapon Proficiency, Extend Spell, Great Fortitude, Heighten Spell, Iron Will, Lightning 

Reflexes, Toughness, Weapon Focus, Weapon Specialization.   
Witch Pool (Su): At 7th level, by spending a number of points from his arcane pool equal to the spell's level, he can prepare a spell from the witch's spell 

list as though it was in his spellbook. This ability replaces knowledge pool.  

Medium Armor (Ex): A fell magus gains the medium armor ability at 10th level.  
Major Hex: At 12th level, a fell magus may select a major hex whenever he could choose a hex. This ability replaces spell recall. 

Fell Incantation (Sp): At 14th level, by spending a full-round action the fell magus can unleash a horrific curse upon a single foe within 30 feet, once per 

day. The target can make the appropriate saving throw against the indicated spell’s effect (DC 10 + 1/2 the fell magus’s level + the fell magus’s Intelligence 
modifier). The fell magus can choose one of the following effects. 

 Slay Living: This curse functions as the slay living spell; the target can make a Fortitude for partial effect (see slay living).  

 Insanity: This curse functions as the insanity spell; the target can make a Will save to negate this effect. 
This ability replaces heavy armor and counterstrike.   

Grand Hex: At 18th level, a fell magus may select a grand hex whenever he could choose a hex. This ability replaces greater spell recall. 

Fell Master (Su): At 20th level, whenever a fell magus uses a hex as part of his hex combat ability, he can unleash horrific energies to ravage a single 
target of the hex. The target must succeed on a Fortitude save against a DC equal to the hex used or gain one negative level. If the saving throw succeeds, the 

target is immune to that fell magus’s fell master ability for 24 hours. This ability replaces true magus.  

Hexes: The following hexes complement the fell magus multiclass archetype: Charm*, Disguise*, Evil Eye*, Flight*, Fortune*, Misfortune*, Ward*. 
(*Advanced Player’s Guide) 

Major Hexes: The following major hexes complement the fell magus multiclass archetype: Agony*, Hoarfrost**, Infected Wounds**, Retribution*. 

(*Advanced Player’s Guide, **Ultimate Magic) 
Grand Hexes: The following grand hexes complements the fell magus multiclass archetype: Death Curse*, Dire Prophecy**, Summon Spirit**. 

(*Advanced Player’s Guide, **Ultimate Magic) 
 

Table: Fell Magus 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane pool, hex, hex combat   3   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Fell strike   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Hex arcana   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4    4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Hex arcana   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Witch pool   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved hex combat    5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Hex arcana   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Fighter training, medium armor   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bonus feat   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Greater hex combat, hex arcana   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8    5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Fell incantation   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Hex arcana   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10    5   5   5   5   4   3   1 



17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Grand hex, hex arcana   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11    5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Fell master   5   5   5   5   5   5   5 

FIRST WORLD ARCANIST (Apraham Lincoln) 
A rare few arcanists are able to break into the first world where they learn their craft in the courts of the fey and with deep druids of the forest. The nature 

based magic they wield is enhanced by powerful fey tricks and druidic cunning.  

Primary Class: Arcanist. 
Secondary Class: Druid.  

Alignment: Any neutral. 

Hit Dice: d6.  
Bonus Skills and Ranks: The first world arcanist selects three druid skills to add to her class skills in addition to the normal arcanist class skills. The first 

world arcanist gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The first world arcanist is proficient with all simple weapons. The first world arcanist is not proficient with any type of 
armor or shield. Armor interferes with a first world arcanist's gestures, which can cause her spells with somatic components to fail. 

Spellcasting: A first world arcanist casts arcane spells drawn from the druid spell list and enchantment spells from the sorcerer/wizard spell list. She also 

adds the following spells to her spell list at the indicated levels: 2nd–alter self; 3rd–beast shape I; 4th–beast shape II; 5th–beast shape III, plant shape I, 
polymorph; 6th–beast shape IV, fluid form, form of the dragon I, plant shape II; 7th–form of the dragon II, plant shape III, polymorph (greater); 8th–form of 

the dragon III. Her alignment may restrict her from casting certain spells opposed to her moral or ethical beliefs; see Chaotic, Evil, Good, and Lawful Spells. 

A first world arcanist knows all the spells on her spell list, but she must choose and prepare her spells in advance. As such a first world arcanist has no 
spellbook.  

To prepare or cast a spell, the first world arcanist must have an Intelligence score equal to at least 10 + the spell level. The Difficulty Class for a saving 

throw against a first world arcanist's spell is 10 + the spell level + the first world arcanist's Intelligence modifier. 
Like other spellcasters, a first world arcanist can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given 

on Table: First world arcanist under “Spells per Day”. In addition, she receives bonus spells per day if she has a high Intelligence score. 

A first world arcanist knows all the spells on her spell list, but the number she can prepare each day is limited. At 1st level, she can prepare four 0-level 
spells and two 1st-level spells each day. At each new arcanist level, the number of spells she can prepare each day increases, adding new spell levels as 

indicated on Table: First world arcanist Spells Prepared. Unlike the number of spells she can cast per day, the number of spells a first world arcanist can 

prepare each day is not affected by her Intelligence score. Feats and other effects that modify the number of spells known by a spellcaster instead affect the 
number of spells a first world arcanist can prepare. 

A first world arcanist must choose and prepare her spells ahead of time by getting 8 hours of sleep and spending 1 hour each day in a trance-like 

meditation on the mysteries of nature to regain her daily allotment of spells. A first world arcanist may prepare and cast any spell on the first world arcanist 
spell list, provided that she can cast spells of that level, but she must choose which spells to prepare during her daily meditation.  

Like a sorcerer, a first world arcanist can choose to apply any metamagic feats she knows to a prepared spell as she casts it, with the same increase 

in casting time (see Spontaneous Casting and Metamagic Feats). However, she may also prepare a spell with any metamagic feats she knows and cast it 
without increasing casting time like a wizard. She cannot combine these options—a spell prepared with metamagic feats cannot be further modified with 

another metamagic feat at the time of casting (unless she has the metamixing arcanist exploit, detailed below). 

This ability replaces the arcanist’s spellcasting ability.  
Arcane Reservoir (Su): This is exactly like the arcanist ability of the same name. In addition, whenever a first world arcanist casts a polymorph spell, she 

can expend 1 point from her arcane reservoir as a free action to increase the duration of the spell to 1 hour per level. Doing so removes the spell from her list 

of spells prepared for the day.  
Arcanist Exploits (Su): A first world arcanist is restricted from choosing the following arcanist exploits: acid jet, bloodline development, flame arc, force 

strike, ice missiles, lightning lance, quick study, school understanding, sonic blast, and third eye. In addition, a first world arcanist can choose from the 

following new arcanist exploits restricted to the First world arcanist multiclass archetype. 
Animal Guardian (Su): The first world arcanist gains an animal companion as a druid of her level, and is restricted from selecting the familiar exploit if 

she has chosen this exploit. If the first world arcanist has the familiar exploit, she is restricted from choosing this exploit. If the first world arcanist receives 

an animal companion from another class, her levels of first world arcanist stack with the levels from that class when determining the animal companion’s 
statistics and abilities. 

Nature’s Call (Sp): By expending 1 point from her arcane reservoir, the first world arcanist can add a summon nature’s ally spell to her list of spells 

prepared until she rests to refresh her arcane reservoir. She can add any level of the spell up to the highest level she can cast. She may expend multiple points 
to add different levels of summon nature’s ally in this way.  

Resist Nature’s Lure (Ex): The first world arcanist gains a +4 bonus on saving throws against the spell-like and supernatural abilities of fey. This bonus 
also applies to spells and effects that target plants, such as blight, entangle, spike growth, and warp wood. The first world arcanist must be at least 5th level 

to select this exploit.  

Venom Immunity (Ex): The first world arcanist gains a +4 bonus to all saving throws against poisons. At 9th level, this improves to immunity to all 
poisons.  

Woodland Stride (Su): The first world arcanist gains the druid’s woodland stride ability. Additionally, by expending 1 point from her arcane reservoir, she 

can ignore magically manipulated terrain for 1 minute. 
Fey Empathy (Ex): At 1st level, a first world arcanist gains the druid’s wild empathy ability, except that she can also affect the attitude of fey creatures 

in addition to animals and magical beasts with an intelligence of 1 or 2, and takes a –4 penalty on the check. This ability replaces consume spells.  

First World Magic (Su): A first world arcanist adds the following creatures to the lists of what he can summon with her summon nature’s ally spells: 
summon nature’s ally II (gremlin [jinkin, pugwampi, or vexgit]; summon nature’s ally III (gremlin [nuglub]; summon nature’s ally IV (unicorn); summon 

nature’s ally V (pixie, satyr); summon nature’s ally VII (nymph).  

Wild Form (Su): At 3rd level, a first world arcanist can expend 1 point from her arcane reservoir to gains the druid’s wild shape ability to turn herself 
into any humanoid Small or Medium fey creature. This ability functions like the alter self spell, except as noted here. The effect lasts for 10 minutes per first 

world arcanist level, or until she changes back. Changing form (to a fey creature or back) is a standard action and doesn't provoke an attack of opportunity. 

The form chosen must be that of a fey creature the first world arcanist is familiar with. 
At 5th level, a first world arcanist can use wild shape to change into a Small or Medium animal or any Small or Medium of the fey creature type. When 

taking the form of an animal, a first world arcanist's wild form functions as beast shape I. When taking the form of a fey creature, the first world arcanist's 

wild form also functions as monstrous physique I for the purpose of what special abilities she gains. 
At 7th level, a first world arcanist can use wild shape to change into a Tiny fey, or a Large or Tiny animal. When taking the form of a fey, a first world 

arcanist's wild shape now functions as monstrous physique II. When taking the form of an animal, a first world arcanist's wild shape now functions as beast 

shape II.  



At 9th level, a first world arcanist can use wild shape to change into a Diminutive fey, a Huge or Diminutive animal, a Small or Medium magical beast, or 

a Small or Medium plant creature. When taking the form of a fey, a first world arcanist's wild shape now functions as monstrous physique III. When taking 
the form of animals or magical beasts, a first world arcanist's wild shape now functions as beast shape III. When taking the form of a plant creature, the first 

world arcanist's wild shape functions as plant shape I. 

This ability replaces the arcanist exploits gained at 3rd level. 
Greater Wild Form (Su): At 11th level, a first world arcanist’s wild form ability improves. Whenever she uses wild form, its effects now last for 1 hour 

per first world arcanist level, or until she changes back.  

In addition, she can use wild shape to change into a Tiny or Large magical beast or a Large plant creature. When taking the form of a magical beast, the 
first world arcanist's wild shape now functions as beast shape IV. When taking the form of a plant, the first world arcanist's wild shape now functions 

as plant shape II. 

At 13th level, a first world arcanist can use wild shape to change into a Huge plant creature. When taking the form of a plant, the first world arcanist's 
wild shape now functions as plant shape III. 

This ability replaces the arcanist exploits gained at 11th level. 

Greater Exploits (Su): This is exactly like the arcanist’s ability of the same name, except that she gains it at 13th level. A first world arcanist is restricted 
from choosing the following greater exploit: burning flame, dancing electricity, energy absorption, icy tomb, lingering acid, and suffering knowledge. In 

addition, a first world arcanist can choose from the following new greater exploits restricted to the First world arcanist multiclass archetype. 

Greater Face Thief (Su): When the first world arcanist expends 1 point from her arcane reservoir to use the face thief exploit, its effect lasts 1 hour per 
level. If she expends 2 points from her arcane reservoir its effects last for 24 hours. If she expends 3 points from her arcane reservoir, its effects last 24 hours 

and she can change her disguise at will, but each time she changes her disguise the duration of her face thief exploit is reduced by 1 hour. The first world 

arcanist must have the face thief exploit before selecting this exploit. 
Timeless Body (Su): The first world arcanist gains the druid’s timeless body ability. The first world arcanist must be at least 15th level to select this 

exploit.  

 

Table: First World Arcanist 
 Base  
Class Attack Fort Ref Will     Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Arcane reservoir, arcanist exploit, cantrips,   2  —  —  —  —  —  —  —  — 
     fey empathy, first world magic 
2nd  +1  +0 +0  +3     3  —  —  —  —  —  —  —   — 
3rd  +1  +1 +1  +3  Wild form   4  —  —  —  —   —  —  —  — 
4th  +2  +1 +1  +4     4   2  —  —  —  —  —  —  — 
5th  +2  +1 +1  +4  Arcanist exploit   4   3  —  —  —  —  —  —  — 
6th  +3  +2 +2  +5     4   4   2  —  —  —  —  —  — 
7th  +3  +2 +2  +5  Arcanist exploit   4   4   3  —  —  —  —  —  — 
8th  +4  +2 +2  +6     4   4   4   2  —  —  —  —  — 
9th  +4  +3 +3  +6  Arcanist exploit   4   4   4   3  —  —  —  —  — 
10th  +5  +3 +3  +7     4   4   4   4   2  —  —  —  — 
11th  +5  +3 +3  +7  Greater Wild form   4   4   4   4   3  —  —  —  — 
12th  +6/+1  +4 +4  +8     4   4   4   4   4   2  —  —  — 
13th  +6/+1  +4 +4  +8  Arcanist exploit, greater exploits   4   4   4   4   4   3  —  —  — 
14th  +7/+2  +4 +4  +9     4   4   4   4   4   4   2  —  — 
15th  +7/+2  +5 +5  +9  Arcanist exploit   4   4   4   4   4   4   3  —  — 
16th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   2  — 
17th  +8/+3  +5 +5  +10  Arcanist exploit   4   4   4   4   4   4   4   3  — 
18th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   2 
19th  +9/+4  +6 +6  +11  Arcanist exploit   4   4   4   4   4   4   4   4   3 
20th  +10/+5  +6 +6 +12  Magical supremacy   4   4   4   4   4   4   4   4   4 

 



HEX BOMBER (Raider)  
 
Primary Class: Witch. 

Secondary Class: Alchemist. 

Alignment: Any. 
Hit Dice: d6. 

Bonus Skills and Ranks: The hex bomber may select three alchemist skills to add to her class skills in addition to the normal witch class skills. A hex 

bomber gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The hex bomber is proficient with all simple weapons and bombs, but not with any armor or shields.  

Spellcasting: A hex bomber casts arcane spells drawn from the witch’s spell list, but removes all cure spells, and the infernal healing, infernal healing 

(greater), neutralize poison, raise dead, remove blindness/deafness, remove disease, remove sickness, and symbol of healing spells from her list. A hex 
bomber otherwise learns, prepares, and casts spells as a witch of equal level. 

Alchemy (Su): At 1st level, a hex bomber gains the alchemist’s alchemy ability, except that she can only create mundane alchemical substances, not 

bombs, extracts, or mutagens. This ability and bombs replace the hex bombers restricted access to healing-based discoveries, hexes, patron and spells. 
Cauldron (Ex): A hex bomber begins play with a special cauldron at no cost and gains the witch’s cauldron hex. This cauldron is always masterwork 

quality, but is not made of any special material. If a hex bomber attempts to use Brew Potion without her cauldron, she must make a concentration check or 

the potion is ruined. The DC for this check is equal to 20 + the spell's level.  
A hex bomber can add additional magic abilities to her cauldron as if she has the required Item Creation Feats and must be at least 3rd level to add magic 

abilities to her cauldron (see Craft Wondrous Items feat). The magic properties of a cauldron, including any magic abilities added to the cauldron, only 

function for the hex bomber who owns it. If a cauldron's owner dies, or is replaced, the cauldron reverts to being an ordinary masterwork item of the 
appropriate type. 

If a cauldron is damaged, it is restored to full hit points the next time the hex bomber prepares her spells. If the cauldron is lost or destroyed, it can be 

replaced after 1 week in a special ritual that costs 200 gp per hex bomber level plus the cost of the masterwork item. This ritual takes 8 hours to complete. 
Cauldrons replaced in this way do not possess any of the additional enchantments of the previous cauldron. A hex bomber can designate an existing magic 

cauldron as his cauldron. This functions in the same way as replacing a lost or destroyed cauldron except that the new magic item retains its abilities while 

gaining the benefits and drawbacks of becoming a hex bomber’s cauldron. 
Patron: This is exactly like the witch ability of the same name, but the hex bomber can choose any patron except for the Devotion and Healing patrons.  

Witch’s Familiar (Ex): This is exactly like the witch’s ability of the same name, except that whenever the hex bomber uses her Alchemy ability or the 

Brew Potion feat, her familiar can use the Aid Another action to grant the hex bomber a +2 competence bonus on her Craft (alchemy) check made to 
accomplish the task.  

In addition, a hex bomber of 4th level or higher can have her familiar throw bombs for her. If the hex bomber and the familiar are in contact at the time 

the hex bomber creates a bomb, she can designate her familiar as the “thrower.” The familiar can then throw the bomb as the hex bomber would. The exact 
method of delivering the bomb (throwing it, dropping it on the target, etc.) is determined by the type of familiar. The familiar has a number of rounds equal 

to the hex bomber’s Intelligence modifier to deliver the bomb before it becomes inert.  

Bombs (Su): At 2nd level, a hex bomber gains the alchemist’s bomb ability, except that she deals 1d4 points of damage plus an additional 1d4 points of 
damage every two levels thereafter.   

Discovery/Hex: At 2nd level, a hex bomber can gain either an alchemist’s discovery or witch’s hex that she qualifies for. A hex bomber gains an 

additional discovery or hex of his choice at 5th, 8th, 11th, 14th, and 17th level. A hex bomber is restricted from choosing the healing hex or the spontaneous 
healing discovery, the major healing major hex, and the life giver grand hex. In addition, the hex bomber can choose the new hex bomb discovery.  

Plentiful Potions (Su): Starting at 3rd level, a hex bomber can use her cauldron to allow others to benefit from a potion’s effects. Once per day, a hex 

bomber can pour any one potion or elixir into her cauldron. By spending 1 minute of work, she can dilute the potion, creating two doses of the same 
potion from one. Diluting a potion in this manner reduces its effective caster level by 2 (minimum 1). For example, a diluted potion of cure moderate 

wounds created by a 5th level caster would cure 2d8+3 hit points instead of the normal 2d8+5 hit points. At 7th level and every three levels thereafter, a hex 

bomber can create 1 additional dose of the potion, up to a maximum of six additional doses at 19th level. These additional doses remain potent for 1 minute, 
after which time they and the original potion become inert.  

A hex bomber can use this ability twice per day at 9th level, and three times per day at 15th level. A potion that has been diluted cannot be diluted again. 

A hex bomber must have the cauldron, potion, and a heat source to use this ability. This ability replaces the hexes gained at 4th, 10th, and 17th level.  
Major Hex: At 14th level, whenever a hex bomber could choose a hex, she can select a major hex instead. 

Grand Discovery/Grand Hex: at 20th level, a hex bomber can choose either a grand discovery or a grand hex. If she chooses a grand hex, she only gains 

the grand hex, not the additional two normal hexes. This ability replaces the hex gained at 20th level.    
 

NEW DISCOVERIES 
The following new discoveries may chosen by the pumpkin bomber or any alchemist that meets the prerequisites.  

 

Hex Bomb   
An alchemist can bestow hexes as well as deal damage with his bombs. 

Prerequisite: Alchemist 6, hex class feature. 

Benefit: When the alchemist creates a bomb, he can choose to have it bestow the effects of one hex that he knows, in addition to his bomb damage. The 
effect of a hex bomb is always centered on the target creature.  

 

Table: Hex Bomber 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Alchemy, cantrips, cauldron, patron spells,   3   1  —  —  —  —  —  —  —  —  
     witch’s familiar 
2nd  +1  +0 +0  +3  Bomb 1d4, discovery/hex   4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3  Plentiful potions 1/day   4   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4  Bomb 2d4   4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4  Discovery/hex   4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +2  +5  Bomb 3d4   4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +2  +5     4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +2  +6  Bomb 4d4, discovery/hex   4   4   3   3   2  —  —  —  —  — 



9th  +4  +3 +3  +6  Plentiful potions 2/day   4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +3  +7  Bomb 5d4   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +3  +7  Discovery/hex   4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +4  +8  Bomb 6d4   4       4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +4  +8     4      4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +4  +9  Bomb 7d4, discovery/hex, major hex   4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +5  +9  Plentiful potions 3/day   4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +5  +10  Bomb 8d4   4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +5  +10  Discovery/hex   4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +6  +11  Bomb 9d4   4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +6  +12  Bomb 10d4, grand discovery/grand hex    4   4   4   4   4   4   4   4   4   4 

 

  



HIGH SEAS MAGUS (Elghinn Lightbringer) 
Most magus spend their time perfecting their blend of magic and martial prowess, but the high seas magus unlocks a powerful form of sea magic that allows 
him to merge his arcane talents with the daring deeds of a swashbuckling sea captain. The high seas magus is the single most authority aboard his ship. He 

employs both spell and steel with devastating effect and uses his influence and air of command to gain power that few foes would dare to stand against.  

Primary Class: Magus.  
Secondary Class: Swashbuckler.  

Alignment: Any.  

Hit Dice: d8. 
Bonus Skills and Ranks: The high seas magus selects three swashbuckler skills to add to his class skills in addition to the normal magus class skills. The 

high seas magus gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The high seas magus is proficient with all simple and martial weapons. He is also proficient with light armor and with 
bucklers. A high seas magus can cast magus spells while wearing light armor and using a buckler without incurring the normal arcane spell failure chance. 

Like any other arcane spellcaster, a high seas magus wearing medium armor, heavy armor, or using a light or heavy shield incurs a chance of arcane spell 

failure if the spell in question has a somatic component. A multiclass high seas magus still incurs the normal arcane spell failure chance for arcane spells 
received from other classes. 

Spellcasting: A high seas magus is an expert at high seas magic and adds the following spells to his spell list at the indicated levels: 0th level–message, 

ray of frost; 1st level–alter winds, summon monster I (air or water elementals only), touch of the sea; 2nd level–elemental speech, glide, resist energy, 
slipstream, summon monster II (air or water elementals only), whispering wind; 3rd level–draconic reservoir, protection from energy, summon monster IV 

(air or water elementals only), wind wall; 4th level–summon monster V (air or water elementals only); 5th level–planar adaptation, planar binding (lesser), 

suffocation, summon monster VII (air or water elementals only); 6th level–control weather, fluid form, planar binding, summon monster VIII (air or water 
elementals only), vortex. A high seas magus otherwise learn, prepares, and casts spell as a magus of equal level. He also gains bonus spells for a high 

Intelligence modifier.  

Arcane Pool (Su): This is exactly like the magus ability of the same name, except that he removes the dancing, frost, and icy burst weapon properties and 
adds the defending, dueling, impervious, repositioning, seaborne, and thundering weapon properties to the list of those he can add to his weapon.  

Deeds: At 1st level, a high seas magus gains the swashbuckler’s deeds ability, and gains access to 1st level deeds. At 3rd level and every four levels 

thereafter (7th, 11th, etc.), the magus if the high seas gains access to each subsequent level of deeds, up to 19th level deeds at 19th level. This ability and 
panache replace spell combat, the magus arcana gained at 3rd and 15th level, knowledge pool, improved spell recall, and greater spell access.  

In addition, a high seas magus swaps eight deeds for the following deeds.  

Deep Breath (Ex): At 1st level, as long as the high seas magus has at least one panache point, he can hold his breath for a number of rounds equal to three 
times his Constitution modifier before he must start making Constitution checks. This deed replaces the derring-do deed.  

Eyes of the Storm (Ex): At 3rd level, as long as the high seas magus has at least 1 panache point, he can see three times as far as normal in non-magical 

fog. In magical fog, he can see normally for 10 feet; after that, creatures and objects have partial concealment for the next 10 feet and total 
concealment thereafter. This deed replaces the swashbuckler initiative deed.  

Windrigger (Ex): At 3rd level, a high seas magus has learned the tricky art of tacking. By spending 1 panache point, he can increase his ship’s base 

movement by 5 feet for 1 hour. This deed replaces the menacing swordplay deed.  
Burst of Speed (Ex): At 7th level, a high seas magus can spend 1 panache point to doubles his base movement or that of his ship for 1 round. He can use 

this ability once per day at 7th level, and an additional time per day every four levels thereafter. This deed replaces the superior feint deed.  

Leg Sweep (Ex): At 11th level, as long as the high seas magus has at least 1 panache point, and deals damage with a light or one-handed piercing melee 
weapon against a single opponent, he can make a trip attack against the damaged opponent as an immediate action. All the usual rules for trip attacks apply, 

and feats such as Improved Trip modify the attack normally. This deed replaces the subtle blade deed. 

Inspired Strike (Ex): At 11th level, a high seas magus can spend 1 panache point when making an attack with a light or one-handed melee weapon to gain 
an insight bonus on that attack roll equal to his Intelligence modifier (minimum +1). When a high seas magus hits with an attack augmented by inspired 

strike, he can spend 1 additional panache point to make the hit a critical threat, though if he does so, he does not regain panache if he confirms that critical 

threat. The cost of this deed cannot be reduced by abilities such as Signature Deed. This deed replaces the bleeding wound deed. 
Commander’s Authority (Ex): At 15th level, as long as the high seas magus has at least 1 panache point, he can shout orders to his crew. All allies within 

30 feet of the high seas magus who can hear him gain a +1 morale bonus on attack rolls or on a particular skill check for 1 round per high seas magus’s level. 

The high seas magus specifies which bonus applies when he uses this deed and may not change the bonus for the duration of this ability. At 18th level, this 
bonus increases to +2. Using this deed requires a full-round action. The cost of this deed cannot be reduced by abilities such as Signature Deed. This deed 

replaces the swashbuckler’s edge deed.  

Instant Riposte (Ex): At 19th level, as long as the high seas magus has at least 1 panache point, whenever an enemy misses a high seas magus with an 
attack of opportunity, it provokes an attack of opportunity from the high seas magus. This deed replaces the stunning stab deed. 

Panache (Ex): At 1st level, a high seas magus gains the swashbuckler’s panache ability. However, the high seas magus uses his Intelligence to determine 
his daily number of panache points and the effects of his deeds instead of Charisma. In addition, the close-combat focus of the high seas magus results in a 

slightly different set of circumstances for regaining panache.  

Adjacent Strike: The first time each round the high seas magus makes a melee attack with a light or one-handed melee weapon against an adjacent foe and 
provokes an attack of opportunity, he regains 1 panache point. Making an adjacent melee attack against a helpless or unaware creature or on a creature that 

has fewer Hit Dice than half the high seas magus' character level does not restore panache, nor do melee attacks using some ability that prevents the high 

seas magus from provoking an attack of opportunity.  
This ability alters panache and replaces the ability to regain panache from a critical hit with a light or one-handed piercing melee weapon.  

Seaborne Master (Su): A high seas magus adds half his high seas magus level on Climb and Swim checks and to Acrobatics checks to move on narrow 

surfaces and uneven ground. In addition, he never needs to make concentration checks because of natural weather.  
Spell Combat (Su): At 4th level, a high seas magus gains the magus spell combat ability. This ability replaces spell recall.  

Magus Arcana: This is exactly like the magus ability of the same name. In addition, the high seas magus can select one of the following rogue talents in 

place of a magus arcana: acrobatic stunt, canny observer, climbing stunt, expert leaper, flying stunt, hold breath, iron guts, ledge walker, nimble climber, 
peerless maneuver, swimming stunt.  

Captain of the Storm (Ex): At 10th level, a high seas magus treats all storms as if they were one category less severe for the purposes of sailing and 

navigation. (This benefit stacks with the Hurricane Savvy character trait and other effects related to wind conditions.) He can make an Acrobatics check to 
move his normal speed across uneven ground, and he does not take a penalty on any Acrobatics checks due to slightly slippery, slightly unsteady, or 

moderately unsteady conditions. This ability replaces improved spell recall. 

Wave of the Sea (Su): At 13th level, a high seas magus can create a wave of water that starts at his location and moves 30 feet per round away from him 
in a direction of his choosing. Creatures struck by the wave might be knocked down and pushed away. Make a caster level check against the CMD of each 

creature struck. If the high seas magus succeeds, the creature is knocked prone. If his check exceeds the CMD of the creature by 5 or more, it is carried with 

the wave during the wave’s movement this round. The high seas magus receives a +5 bonus on this check if the creature shares its space with the wave at the 
start of the highs seas magus’s turn (when the wave moves). Creatures carried in this way can move out of the wave on their turn if they succeed on 



a Strength check (DC = 10 + 1/2 the high seas magus’s caster level + his Intelligence modifier), but they cannot breathe while sharing space with the wave. 

The wave is up to 20 feet high and up to 5 feet long for each high seas magus level he possesses. Nonmagical fires hit by the wave are automatically 
extinguished. Magical fire effects are unaffected. A high seas magus can use this ability for a number of rounds per day equal to 1/2 his high seas magus 

level. This ability replaces heavy armor.  

Master and Commander (Ex): At 20th level, when a high seas magus threatens a critical hit with a light or one-handed melee weapon, that critical hit is 
automatically confirmed. Furthermore, the critical threat range increases by 1 (this increase to the critical threat range stacks with the increases from 

the keen weapon special ability and similar effects), and the critical modifier of the weapon increases by 1 (×2 becomes ×3, for example). In addition, a high 

seas magus can always take 10 on Climb and Swim checks and on Acrobatics checks to move on narrow surfaces and uneven ground, even if he normally 
cannot. This ability replaces true magus. 

 

 

Table: High Seas Magus 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane pool, cantrips, deeds, panache   3   1  —  —  —  —  — 
     seaborne master  
2nd  +1  +3  +0 +3 Spellstrike   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Deeds   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Spell combat   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Deeds, medium armor   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved spell combat   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Captain of storms   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bonus feat, deeds   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Wave of the sea   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater spell combat   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Deeds   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Counterstrike   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Deeds   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Master and commander   5   5   5   5   5   5   5 



INCENDIARY ARCANIST 
An incendiary arcanist strives to fuse the consistent techniques of his arcane spellcasting with the volatile science of creating bombs. Unlike the alchemist, 
the incendiary arcanist uses the arcane energies at his disposable to modify and enhance the effects of these explosive devices and increase the power of their 

detonation. In addition to his arcane bombs, the incendiary arcanist also employs use of extracts to enhance his arcane capabilities. The incendiary arcanist is 

essentially a primary spellcaster that can support his allies in combat with ranged incendiaries or with spell effects through extracts, should he exhaust his 
complement of his spells, or require different tactics to defeat his foe.  

Primary Class: Arcanist. 

Secondary Class: Alchemist.  
Alignment: Any. 

Hit Dice: d6.  

Bonus Skills and Ranks: The incendiary arcanist may select three alchemist skills to add to her class skills in addition to the normal arcanist class skills. 
The incendiary arcanist gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The incendiary arcanist is proficient with all simple weapons, but not with any armor or shields. Armor interferes with 

an incendiary arcanist’s movements, which can cause his spells with somatic components to fail. 
Spellcasting: The incendiary arcanist casts arcane spells drawn from the sorcerer/wizard spell list. An incendiary arcanist must prepare her spells ahead of 

time, but unlike a wizard, her spells are not expended when they’re cast. Instead, she can cast any spell that she has prepared consuming a spell slot of the 

appropriate level, assuming she hasn’t yet used up her spell slots per day for that level. She also receives bonus spells per day if he has a high Intelligence 
score. An incendiary arcanist otherwise learns, prepares, and casts spells as an arcanist of equal level.  

Alchemic Studies (Su): At 1st level, an incendiary arcanist gains the alchemist’s alchemy ability, granting her the ability to create mundane alchemical 

substances such as alchemist’s fire and smokesticks. When using Craft (alchemy) to create an alchemical item, the incendiary arcanist gains a competence 
bonus equal to her class level on the Craft (alchemy) check. In addition, the incendiary arcanist can use Craft (alchemy) to identify potions as if using detect 

magic. She must hold the potion for 1 round to make such a check.  

Arcane Bombs (Su): At 1st level, as a standard action, an incendiary arcanist can create a bomb similar to an alchemist’s bomb by expending 1 point 
from her arcane reservoir. However, when the bomb is created, the incendiary arcanist must choose one type of energy from the following list: acid, cold, 

fire, and electricity. The arcane bomb deals 1d6 points of damage of the chosen energy type + additional damage equal to her Charisma modifier. For every 

2 levels beyond 1st, the incendiary arcanist deals an additional 1d6 points of energy damage (to a maximum of 10d6 at 19th level).  Splash damage from an 
arcane bomb is equal to the bomb’s minimum damage. Creatures caught in the splash damage may attempt a Reflex saving throw to halve the damage. The 

DC of this save is equal to 10 + 1/2 the incendiary arcanist’s level + the incendiary arcanist’s Charisma modifier. This ability replaces the arcanist exploit 

gained at 1st level.  
Arcanist Exploits: This is exactly like the arcanist ability of the same name, except that the incendiary arcanist may select one of the following alchemist 

discoveries in place of an exploit: combine extracts, confusion bomb, delayed bomb, dilution, dispelling bomb, elixir of life, enhance potion, eternal potion, 

explosive bomb, explosive missile, extend potion, fast bombs, inferno bomb, infusion, poison bomb, precise bomb, sandstone solution, smoke bomb, stink 
bomb. The incendiary arcanist must meet the prerequisites of any discovery she chooses. The incendiary arcanist has an alchemist level equal to her 

incendiary arcanist level for the purpose of qualifying for discoveries. The incendiary arcanist must have the related spell written in her spellbook for the 

purpose of any bomb discovery that creates a spell effect.  
In addition, an incendiary arcanist may choose one of the following grand discoveries as her 19th level arcanist exploit: awaken intellect, eternal youth, 

fast healing, philosopher’s stone. If the arcanist chooses a grand discovery, she permanently reduces her arcane reservoir by 4 points. 

Alchemical Extracts (Su): At 3rd level, an incendiary arcanist learns to create extracts drawn from the wizard spell list. While studying her spellbook, 
she prepares her spells as normal. She can create any extract of a prepared spell, but the spell must appear on both the wizard spell list and the alchemist 

formulae list. Only wizard spells found on the alchemist formulae list of 6th level and lower can be made into extracts, and uses a spell slot equal to the 

alchemist’s formula level. For example, if a 1st–level wizard spell is also a 2nd–level alchemist extract, then the incendiary arcanist must use a 2nd–level 
spell slot to create an extract of that spell. The incendiary arcanist can choose to create her extracts at the start of the day, or create them in the field as 

needed by using an open spell slot of the appropriate formula’s level. In either case, mixing an extract takes 1 minute of work.  

Like an alchemist, when an incendiary arcanist creates an extract, she infuses the concoction with a tiny fraction of her own magical power (from her 
arcane reservoir), binding the effects to herself (the creator). At 3rd level, the incendiary arcanist can create 1st–level extracts from her spells. Every three 

levels thereafter, the incendiary arcanist can create each subsequent level of extracts from her spells, up to a maximum of 6th–level extracts at 18th level.  

Unlike wizards, an incendiary arcanist can learn spells from an alchemist’s formula book that are on the wizard spell list and copy them into her spellbook 
as spells, but only if they are on both the wizard spell list and the alchemist formulae list. If an extract is found only on the alchemist formulae list and not on 

the wizard spell list, it can only be prepare as an extract. If a spell is found only on the wizard spell list and not on the alchemist formulae list, it can only be 

prepare as a spell. An incendiary arcanist does not need to decipher arcane writings before copying them. This ability replaces the arcanist exploit gained at 
3rd level.  

Metabombs (Sp): At 7th level, an incendiary arcanist can use metamagic feats to enhance her arcane bombs. The incendiary arcanist can apply any of the 
following metamagic feats to her arcane bombs: Burning Spell, Concussive Spell, Dazing Spell, Disruptive Spell, Enlarge Spell, Flaring Spell, Rime Spell, 

Sickening Spell, Thundering Spell. Adding a metamagic feat to an arcane bomb reduces its damage by 1d6 for each level increase of the metamagic feat. 

The incendiary arcanist may only apply a metamagic feat with an effect similar to the bomb. For example, a 12th level incendiary arcanist wants to use the 
Flaring Spell metamagic feat on her arcane bomb, which only affects spells with the electricity, fire, or light descriptor. Flaring Spell has a +1 level increase. 

She must create either an electricity bomb of fire bomb to be able to apply the Flaring Spell metamagic feat to the bomb, and must reduce her bomb damage 

by 1d6. Applying a metamagic feat to an arcane bomb is a free action. This ability replaces the arcanist exploit gained at 7th level.  
 

 

Table: Incendiary Arcanist  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Alchemical studies, arcane bombs, arcane   2  —  —  —  —  —  —  —  — 
     reservoir, cantrips, consume spells  
2nd  +1  +0 +3  +3     3  —  —  —  —  —  —  —   — 
3rd  +1  +1 +3  +3  Alchemical extracts   4  —  —  —  —   —  —  —  — 
4th  +2  +1 +4  +4     4   2  —  —  —  —  —  —  — 
5th  +2  +1 +4  +4  Arcanist exploit   4   3  —  —  —  —  —  —  — 
6th  +3  +2 +5  +5     4   4   2  —  —  —  —  —  — 
7th  +3  +2 +5  +5  Metabombs   4   4   3  —  —  —  —  —  — 
8th  +4  +2 +6  +6     4   4   4   2  —  —  —  —  — 



9th  +4  +3 +6  +6  Arcanist exploit   4   4   4   3  —  —  —  —  — 
10th  +5  +3 +7  +7     4   4   4   4   2  —  —  —  — 
11th  +5  +3 +7  +7  Arcanist exploit, greater exploits   4   4   4   4   3  —  —  —  — 
12th  +6/+1  +4 +8  +8     4   4   4   4   4   2  —  —  — 
13th  +6/+1  +4 +8  +8  Arcanist exploit   4   4   4   4   4   3  —  —  — 
14th  +7/+2  +4 +9  +9     4   4   4   4   4   4   2  —  — 
15th  +7/+2  +5 +9  +9  Arcanist exploit   4   4   4   4   4   4   3  —  — 
16th  +8/+3  +5 +10  +10     4   4   4   4   4   4   4   2  — 
17th  +8/+3  +5 +10 +10  Arcanist exploit   4   4   4   4   4   4   4   3  — 
18th  +9/+4  +6 +11  +11     4   4   4   4   4   4   4   4   2 
19th  +9/+4  +6 +11 +11  Arcanist exploit   4   4   4   4   4   4   4   4   3 
20th  +10/+5  +6 +12 +12  Magical supremacy   4   4   4   4   4   4   4   4   4 
 

 

Table: Incendiary Arcanist Spells Prepared 

Level    0  1st  2nd  3rd  4th  5th  6th  7th 8th 9th 
1st    4   2   —   —   —   —   —  —  —  — 
2nd    5    2   —   —   —   —   —  —  —  — 
3rd   5    3  —  —   —   —   —  —  —  — 
4th    6    3   1   —    —   —   —  —  —  — 
5th    6    4    2  —   —   —   —  —  —  — 
6th    7    4    2   1   —   —   —  —  —  — 
7th    7    5    3   2   —   —   —  —  —  — 
8th    8    5    3    2     1   —   —  —  —  — 
9th    8    5   4    3   2    —   —  —  —  — 
10th    9    5    4    3   2    1   —  —  —  — 
11th    9    5    5    4    3    2   —  —  —  — 
12th    9    5    5    4    3    2    1  —  —  — 
13th    9   5    5    4    4   3    2  —  —  — 
14th    9    5    5    4    4    3     2   1  —  — 
15th    9    5    5    4    4    4    3   2  —  — 
16th    9    5    5   4    4    4    3   2   1  — 
17th    9    5    5    4    4     4    3   3   2  — 
18th    9    5    5    4    4    4   3   3   2   1 
19th    9    5    5    4    4    4   3   3   3   2 
20th    9    5    5    4    4    4    3   3   3   3 
 
  



INFUSED HEMATOLOGIST (Elghinn Lightbringer) 
Many alchemists focus on the creation of bombs, extracts, and mutagens. However, there are those who prefer the study of blood, sanguine organs, and how 
they differ among the races. Due to their constant exposure to blood and other bodily fluids, infused hematologists have contracted an infusion of blood 

magic that grants them knowledge and powers similar to that of a sorcerer’s bloodline. In addition to these arcane powers, they have learned how to 

manipulate blood and its qualities to create a variety of alternate effects, such as blood extracts that grant others his bloodline powers, and blood mutagens 
that allows him to gain new powers for a short time by suppressing his own. While blood is often seen as an unseemly substance, an infused hematologist’s 

exposure grants him resistance to blood-borne pathogen, and his straining allows him to make precision bleed attacks and even identify creatures from their 

blood.   
Primary Class: Alchemist. 

Secondary Class: Sorcerer. 

Alignment: Any. 
Hit Dice: d8. 

Bonus Skills and Ranks: The infused hematologist may select three sorcerer skills to add to his class skills in addition to the normal alchemist class 

skills. An infused hematologist gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The infused hematologist is proficient with all simple weapons, plus the kukri and shortsword. The infused 

hematologist is also proficient with light armor, but not with shields.  

Extracts: This is exactly like the alchemist ability of the same name, except that the infused hematologist adds the following spells to his formulae list at 
the indicated levels: 2nd level—*blood biography; 3rd level—#blood rage. (*Advanced Player’s Guide, #Pathfinder Campanion–Orc’s of Galorian) An 

infused hematologist otherwise learns and uses extracts as an alchemist equal to his infused hematologist level. He also receives bonus spells per day if he 

has a high Intelligence score. 
Alchemy (Su): An infused hematologist can create only extracts and blood mutagens, not bombs.  

Blood Mutagen (Su): At 1st level, an infused hematologist discovers how to create a blood mutagen that he can imbibe in order to gain the benefits of a 

single sorcerer’s bloodline that is not his own. It takes 1 hour to brew a dose of blood mutagen, and once brewed, it remains potent until used. An infused 
hematologist can only maintain one dose of blood mutagen at a time—if he brews a second dose, any existing blood mutagen becomes inert. As with an 

extract or bomb, a mutagen that is not in an infused hematologist’s possession becomes inert until an infused hematologist picks it up again. 

To brew a blood mutagen, an infused hematologist chooses a creature type from Table: Blood Mutagen Creatures. The infused hematologist must then 
infuse a sample of that creature’s blood into his blood mutagen at the time of its creation. This blood serves as the catalyst for the blood mutagen and grants 

him the bloodline associated with that creature type. If a creature type grants multiple bloodlines, the infused hematologist must select one bloodline from 

among those available. For example, an infused hematologist that obtains a blood sample of a creature of the dragon type could brew a blood mutagen that 
grants him the draconic bloodline. Alternatively, an infused hematologist that obtains a blood sample of some magical beast could brew a blood mutagen 

that grants either the dreamspun bloodline, destined bloodline, starsoul bloodline, chosen at the time of its creation. An infused hematologist cannot create a 

blood mutagen from a creature that does not have blood or is of the Animal type.  
 

Table: Blood Mutagen Creatures  
Type (Subtype) Granted Bloodline 
Aberration Aberrant bloodline 
Dragon Draconic bloodline 
Fey Fey bloodline 
Humanoid (aquatic) Aquatic bloodline  
Humanoid (dwarf) Deep earth bloodline  
Humanoid (elf) Arcane bloodline  
Humanoid (giant) Boreal bloodline, oni bloodline  
Humanoid (goblinoid, gnoll) Martyred bloodline  
Humanoid (gnome) Fey bloodline, verdant bloodline 
Humanoid (halfling) Destined bloodline 
Humanoid (human) Imperious bloodline  
Humanoid (orc) Orc bloodline  
Humanoid (reptilian) Kobold bloodline, serpentine bloodline 
Magical beast Dreamspun bloodline, destined bloodline 
Monstrous humanoid Accursed bloodline, oni bloodline 
Outsider (air) Djinni bloodline, elemental bloodline, stormborn bloodline 
Outsider (chaotic) Abyssal bloodline, protean bloodline 
Outsider (earth) Elemental bloodline, shaitan bloodline 
Outsider (evil) Abyssal bloodline, daemon bloodline, infernal bloodline, shadow bloodline 
Outsider (fire) Efreeti bloodline, elemental bloodline 
Outsider (good) Celestial bloodline, maestro bloodline 
Outsider (lawful) Infernal bloodline 
Outsider (native) Rakshasa bloodline, starsoul bloodline 
Outsider (water) Aquatic bloodline, marid bloodline 
Vermin Pestilence bloodline 
 

When an infused hematologist brews a blood mutagen, it is infused with the powers of the chosen bloodline. It’s a standard action to drink a mutagen. 
Upon being imbibed, the blood mutagen grants the infused hematologist the powers of that bloodline for 10 minutes per infused hematologist level. While 

the blood mutagen is in effect, the infused hematologist’s own bloodline is suppressed, with his bloodline powers.  

While a blood mutagen is in effect, his own bloodline is suppressed in favor of the new bloodline. In effect, he loses his infused bloodline for the 
mutagen’s duration in exchange for the new one. The old bloodline does not reassert itself until the effects of the blood mutagen ends. An infused 

hematologist gains only the bloodline powers granted by his level or his chosen discoveries.  

A non-infused hematologist who drinks a blood mutagen must make a Fortitude save (DC 10 + 1/2 the infused hematologist’s level + the infused 
hematologist’s Intelligence modifier) or become nauseated for 1 hour—a non-infused hematologist can never gain the benefit of a blood mutagen, but an 

infused hematologist can gain the effects of another infused hematologist’s blood mutagen if he drinks it. (Although if the other infused hematologist creates 

a different blood mutagen, the effects of the “stolen” blood mutagen immediately cease.) The effects of a blood mutagen do not stack. Whenever an infused 
hematologist drinks a blood mutagen, the effects of any previous blood mutagen immediately end. This ability otherwise functions as and replaces mutagen.  



Exsanguination (Ex): An infused hematologist can obtain blood samples with great skill. As a standard action, an infused hematologist can extract one 

dose of blood (or essence) from a dead, dying, or living creature using a slashing or piercing weapon. Extracting blood in this way deals 2 hit points of 
damage to the creature. This blood is stored in special vials and used to create blood extracts or blood mutagens. Blood stored in this way remains potent for 

1 day, after which time it becomes spoiled. The infused hematologist can store a number of blood doses each day equal to his Intelligence modifier. This 

ability replaces throw anything. 
Hematology (Ex): An infused hematologist is an expert in the study of blood, blood-borne pathogens, blood producing organs, and the unique blood 

characteristics of different creature types. As a swift action, he can make Heal skill checks to perform first aid on an injured creature. In addition, an infused 

hematologist can spend 1 full round to identify a creature from a sample of blood by making a successful Knowledge skill check (monster lore) and may 
make such Knowledge checks untrained.  

At 4th level, an infused hematologist gains a +2 competence bonus to both his Heal skill check to perform first aid, and any Knowledge skill check to 

identify a monster using a blood sample. At 7th level, these bonuses increase to +4. This ability replaces brew potion.  
Infused Bloodline (Ex): An infused hematologist’s exposure to the blood of a magical creature grants him the sorcerer’s bloodline ability. At 1st level, an 

infused hematologist must select one sorcerer’s bloodline (including wildblooded bloodlines). Once made, this choice cannot be changed. He then gains his 

1st level bloodline power, and adds his bloodline class skill to his list of class skills, but does not gain his bloodline arcana. At 3rd level, an infused 
hematologist gains his 3rd level bloodline power. He can gain additional bloodline powers by awakening the innate energies within his blood through 

discoveries.  

At 3rd level, and every three levels thereafter, an infused hematologist learns an additional spell, derived from his bloodline. These spells are added to the 
infused hematologist’s formulae book as alchemist formulas at no cost to the infused hematologist. This ability and bleed attack replace bombs.  

Blood Extracts (Su): Starting at 2nd level, an infused hematologist can use his own life’s blood to create bloodline extracts. By taking 1 point of damage 

he can extract one does of his own blood. A dose of blood remains potent for 24 hours. A blood extract grants the imbiber one or more of the infused 
hematologist’s bloodline powers for 1 minute per infused hematologist level.  

To create a blood extract, the infused hematologist expends an extract slot of the appropriate level and infuses it with his blood. Creating a blood extract 

expends an extract slot as shown on the following table.  
 

Table: Blood Extract Creation 
Extract Slot Granted Bloodline Power 
1st 1st level bloodline power 
2nd 3rd level bloodline power 
3rd 9th level bloodline power  
4th 15th level bloodline power 
 

An infused hematologist may also create blood extracts that grant multiple bloodline powers by expending an extract slot equal to the combined total of 

slots of the selected powers. For example, an infused hematologist can create a blood extract that grants his 3rd and 9th level bloodline powers by expending 
a 5th level extract slot. An infused hematologist cannot create a blood extract that grants a bloodline power that he does not himself possess, nor can he grant 

a bloodline power gained from a blood mutagen or his grand discovery ability. An infused hematologist cannot gain his own bloodline powers from a blood 
extract. An infused hematologist can use this ability a number of times per day equal to his Intelligence modifier. This ability replaces poison use.  

Discoveries (Su): This is exactly like the alchemist ability of the same name, except that he may choose one of the following new discoveries restricted to 

only the infused hematologist multiclass archetype: Awaken Bloodline, Blood Infusion, Greater Awaken Bloodline. Also, whenever an infused hematologist 
of 6th level or higher could choose a discovery, he can select a bonus feat from his list of bloodline feats instead. An infused hematologist may only select a 

bonus feat three times and must meet the prerequisites for these bonus feats.  

Sanguine Resistance (Ex): At 2nd level, an infused hematologist gains a +2 bonus on all saving throws against diseases and ingested or injury poisons. 
This bonus increases to +4 at 5th level and then again to +6 at 8th level. At 10th level, an infused hematologist becomes completely immune to diseases and 

ingested or injury poisons. In addition, an infused hematologist also gains bleed resistance. At 2nd level, subtract 2 from the damage the infused 

hematologist takes each time he is dealt bleed damage from a weapon or a natural attack. This bleed resistance increases to 4 at 5th level and to 6 at 8th 
level. At 10th level, an infused hematologist that takes bleed damage immediately stabilizes after one round and does not lose any further hit points due to 

bleed effects. This ability replaces poison resistance.  

Bleed Attack (Ex): At 5th level, whenever an infused hematologist is adjacent to an opponent that is unable to defend herself effectively from his attack, 
he can strike a vital spot for extra bleed damage. The infused hematologist's attack deals bleed damage anytime his target would be denied a Dexterity bonus 

to AC (whether the target actually has a Dexterity bonus or not), or when the infused hematologist flanks his target. This extra bleed damage is 1d6 at 5th 

level, and increases by 1d6 every six infused hematologist levels thereafter. Should the infused hematologist score a critical hit with a bleed attack, this extra 
bleed damage is not multiplied. To make a bleed attack, the infused hematologist must be adjacent to the target and be wielding a light or one-handed 

slashing or piercing weapon. Ranged attacks do not can count as bleed attacks, nor can a bleed attack be made with a weapon that deals nonlethal damage 

(like a sap, whip, or an unarmed strike). The infused hematologist must be able to see the target well enough to pick out a vital spot and must be able to reach 
such a spot. Bleed damage dealt by this attack stacks. An infused hematologist cannot bleed attack while striking a creature with concealment. A bleed attack 

can be made in conjunction with the swift exsanguination ability.  

Swift Exsanguination (Ex): At 6th level, an infused hematologist can extract one dose of blood from a creature as a swift action. This ability replaces 
swift poisoning.  

Grand Discovery (Su): This is exactly like the alchemist ability of the same name, except that an infused hematologist may select the final awakening 

grand discovery.  
 

 

NEW DISCOVERIES 
The following new discoveries are restricted to the infused hematologist mutliclass archetype.  

 

Awaken Bloodline   
An infused hematologist’s blood mutagen grants his bloodline’s 9th level power. 

Prerequisite: Infused hematologist 12, blood mutagen class feature.  
Benefit: The infused hematologist’s blood mutagen grants him the 9th level bloodline power from his infused bloodline, in addition to all lower level 

powers.  

 

Blood Infusion   
An infused hematologist can infuse his blood mutagen with the blood of another creature. 

Prerequisite: Infused hematologist 4. 



Benefit: The infused hematologist chooses a creature from the infused hematologist’s blood mutagen creatures table. Once chosen, it cannot be changed. 

The infused hematologist infuses his own blood with the blood of the selected creature. Whenever the infused hematologist imbibes a blood mutagen, he can 
choose to gain his infused bloodline or the bloodline associated to that creature. If the creature type grants multiple bloodlines, the infused hematologist must 

select one the granted bloodlines. Once a creature’s blood is infused into the infused hematologist’s blood, he no longer needs a sample of that creature’s 

blood to create a blood mutagen of that creature’s bloodline.  
An infused hematologist can select this discovery up to four times, but must choose a different creature type (or a different bloodline if the creature type 

grants multiple bloodlines) each time. A infused hematologist can gain the benefits of only one bloodline with his blood mutagen at a time, selected when he 

imbibes the mutagen. 
 

Greater Awaken Bloodline   
An infused hematologist’s blood mutagen grants his bloodline’s 15th level power. 

Prerequisite: Infused hematologist 16, Awaken Bloodline Discovery, blood mutagen class feature.  
Benefit: The infused hematologist’s blood mutagen grants him the 15th level bloodline power from his infused bloodline, in addition to all lower level 

powers.  

 
 

NEW GRAND DISCOVERIES 
The following new grand discoveries may be chosen by the infused hematologist.  

 

Final Awakening   
An infused hematologist’s blood mutagen grants his bloodline’s 20th level power. 

Prerequisite: Infused Hematologist 20, Greater Awaken Bloodline, blood mutagen class feature.  

Benefit: The infused hematologist’s blood mutagen grants him the 20th level bloodline power from his infused bloodline, in addition to all lower level 
powers.  

 

Bombs = Infused bloodline (1st & 3rd level powers, class skill, bloodline spells), bleed attack  
Brew potion = Hematology 

Throw anything = Exsanguination 

Mutagen = Blood mutagen 
Poison use = Blood extracts 

Poison resistance = Sanguine resistance 

Swift poisoning = Swift exsanguination  
 

 

Table: Infused Hematologist 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Alchemy, blood mutagen, bloodline power, exsanguination,   1  —  —  —  —  — 

     infused bloodline, hematology  
2nd  +1  +3  +3 +0 Blood extracts, discovery, sanguine resistance +2   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Bloodline power, bloodline spell (1st), swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Discovery, hematology +2   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Bleed attack +1d6, sanguine resistance +4   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Bloodline spell (2nd), discovery, swift exsanguination   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Hematology +4   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Discovery, sanguine resistance +6   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Bloodline spell (3rd)   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Discovery, sanguine immunity   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Bleed attack +2d6   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Bloodline spell (4th), discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4    5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Discovery, persistent mutagen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Bloodline spell (5th)   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Discovery   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Bleed attack +3d6   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Bloodline spell (6th), discovery, instant alchemy   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6    5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Grand discovery   5   5   5   5   5   5 



INFUSED MAGE (Madak) 
Most alchemists are considered lucky, surviving their experimentations through sheer force of will. However, some are quite different from their peers. 
Whether a product of dangerous curiosity or reckless ambition, infused mages have discovered the essence of the arcane. Through a complex procedure, the 

infused mage suffuses this essence within an eldritch mutagen which, upon imbibing it, grants him the benefits of a single arcane bloodline for a short period 

of time. Focused and creative in their endeavors, infused mages constantly and tirelessly refine these eldritch mutagens in an attempt to master the arcane 
energies distilled within.  

Primary Class: Alchemist.  

Secondary Class: Sorcerer. 
Alignment: Any.  

Hit Die: d8.  

Bonus Skills and Ranks: The infused mage may select three sorcerer skills to add to his class skills in addition to the normal alchemist class skills. The 
infused mage gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The infused mage is proficient with all simple weapons. He is not proficient with any armor or with shields.   

Eldritch Mutagen (Su): At 1st level, an infused mage discovers how to create a mutagen that he can imbibe in order to grant him strange magical 
powers. It takes 1 hour to brew a dose of eldritch mutagen, and once brewed, it remains potent until used. An infused mage can only maintain one dose of 

mutagen at a time (eldritch or otherwise)—if he brews a second dose, any existing mutagen becomes inert. As with an extract or bomb, an eldritch mutagen 

that is not in an infused mage's possession becomes inert until an infused mage picks it up again.  
At 1st level, an infused mage selects a sorcerer bloodline from those listed in the Sorcerer class description. An infused mage cannot choose any 

bloodlines from those listed as wildblooded bloodlines. Whenever the infused mage brews an eldritch mutagen, it is infused with traits associated with that 

sorcerer bloodline. Upon being imbibed, the infused mage gains his chosen bloodline’s arcana. He also gains his first level power while the eldritch mutagen 
persists or until all daily uses of the power have been expended, whichever comes first. It's a standard action to drink an eldritch mutagen. An infused mage 

uses his Intelligence in place of Charisma to determine the effects and uses of his bloodline power. While the eldritch mutagen persists, the infused mage 

receives a -2 penalty to his Intelligence score. 
A non-Infused mage who drinks an eldritch mutagen must make a Fortitude save (DC 10 + 1/2 the infused mage's level + the infused mage's Intelligence 

modifier) or become nauseated for 1 hour—a non-infused mage can never gain the benefit of an eldritch mutagen, but an infused mage can gain the effects 

of another infused mage's mutagen if he drinks it. (Although, if the other infused mage creates a different eldritch mutagen, the effects of the “stolen” 
eldritch mutagen immediately cease.) The effects of an eldritch mutagen do not stack. Whenever an infused mage drinks an eldritch mutagen, the effects of 

any previous eldritch mutagen immediately end. This ability replaces mutagen and throw anything.  

Discoveries: This is exactly like the alchemist ability of the same name, except that an infused mage gains a discovery at 2nd level and an every three 
levels thereafter. An infused mage may only choose from the following discoveries: Acid Bomb, Cognatogen, Cold Bomb, Combine Extracts, Concussive 

Bomb, Dilution, Enhance Potion, Eternal Potion, Extend Potion, Force Bomb, Infuse Mutagen, Infusion, Mutagen, and Shock Bomb.  

In addition, the following new discoveries can be chosen only by the infused mage. 
Eldritch Arcana: The infused mage adds one of his bloodline spells to his list of formulae. The infused mage must be able to create extracts of the spell’s 

level (maximum his 6th level bloodline spell) and be at least the indicated level at which the spell is granted to select the bloodline spell. Each time it is 

selected it applies to a different bloodline spell. The infused mage can choose the bloodline spell from his first or second chosen bloodline. An infused mage 
can select this discovery up to four times. 

Grand Eldritch Mutagen (Su): The infused mage’s eldritch mutagen grants him his fifteenth level bloodline power, in addition to his first, third, and ninth 

level bloodline powers. In addition, while his eldritch mutagen persists, the infused mage’s effective caster level is now equal to his level –3 (minimum 1st 
level). The infused mage must be at least 16th level and have the Greater Eldritch Mutagen discovery to select this discovery. 

Greater Eldritch Mutagen (Su): The infused mage’s eldritch mutagen grants him his ninth level bloodline power, in addition to his first and third level 

bloodline powers. In addition, while his eldritch mutagen persists, the infused mage’s effective caster level is now equal to his level –2 (minimum 1st level). 
The infused mage must be at least 10th level and have the Improved Eldritch Mutagen discovery to select this discovery.  

Improved Eldritch Mutagen (Su): The infused mage’s eldritch mutagen grants him his third level bloodline power, in addition to his first level bloodline 

power. In addition, while his eldritch mutagen persists, the infused mage’s effective caster level is equal to his level –1 (minimum 1st level). The infused 
mage must be at least 4th level to select this discovery.  

Bombs (Su): This is exactly like the alchemist ability of the same name, except that the infused mage deals 1d6 points of fire damage at 3rd level, and an 

additional 1d6 points of fire damage at 7th, 10th, 13th, 15th, and 19th level.  
Infused Bombs (Su): At 6th level, an infused mage can choose one bloodline power gained from his eldritch mutagen that he can use to affect a single 

opponent. If the infused mage makes a successful bomb attack against an opponent, in addition to dealing his bomb damage, he can spend a swift action to 

deliver the effects of the chosen bloodline power to that opponent. Doing so provokes no attacks of opportunity. An infused mage’s eldritch mutagen must 
be in effect to use this ability. This ability replaces the discovery gained at 6th level. 

Second Bloodline: At 11th level, an infused sorcerer may choose a second bloodline. He can choose to infuse his eldritch mutagen with the traits of this 
second bloodline or those of the bloodline he selected at 1st level. Only one bloodline can be infused within a single dose of eldritch mutagen. This ability 

replaces bomb 2d6, 4d6, 6d6, and 8d6, the discovery gained at 14th level, and grand discovery.  

 

Swap Table 

Mutagen, Throw anything = Eldritch mutagen 

Discovery (6th level) = Infused bombs,  
Bomb (2d6/4d6/6d6/8d6), discovery (14th level), grand discovery = Second bloodline  

 

 

Table: Infused Mage  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Alchemy, brew potion, eldritch mutagen, throw anything   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Discovery, poison resistance +2, poison use    2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Bomb 1d6, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Discovery   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Poison resistance +4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Infused bomb, swift poisoning   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Bomb 2d6   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Discovery, poison resistance +6   4   4   2  —  —  — 



9th  +6/+1  +6  +3 +6 Bomb 3d6   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Discovery, poison immunity   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Second bloodline   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Bomb 4d6   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Persistent mutagen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Bomb 5d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Discovery   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10    5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Discovery, instant alchemy   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Bomb 6d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Discovery   5   5   5   5   5   5 
 



  



IRON BOMBARDIER 
Most alchemists have an affinity for things that go boom, thus, resulting in their innate ability to create bombs. However, there are those who strive to create 
truly spectacular explosions. Whether by luck or unfortunate happenstance, these fanatics stumble upon the secretive and perilous science of black powder 

firearms. Through ingenuity, trial and error, and invasive reengineering, they have merged these two eccentric streams of science into a deadly and volatile 

art form. Iron bombardiers utilize specially modified firearms to hurl bombs great distances, often devastating enemy forces and gaining them the esteem of 
fellow warriors. As ranged grenadiers and demolition specialists, the iron bombardier can be a force for good or ill, but nonetheless, one to be feared and 

respected.  

Primary Class: Alchemist. 
Secondary Class: Gunslinger.  

Hit Dice: d8.  

Bonus Skills and Ranks: The iron grenadier may select three gunslinger skills to add to her class skills in addition to the normal alchemist class skills. 
The iron grenadier gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The iron grenadier is proficient with all simple weapons and bombs. The iron grenadier is proficient with light armor, 

but not with shields.  
Alchemy: This is exactly like the alchemist ability of the same name, except that the iron bombardier cannot create extracts or mutagens, only mundane 

alchemist substances and bombs.  

Gunsmith: At 1st level, an iron bombardier gains one of the following firearms of her choice: blunderbuss, culverin, or dragon pistol. Her weapon is 
battered, and only she knows how to use it properly. All other creatures treat her firearm as if it had the broken condition. If the weapon already has the 

broken condition, it does not work at all for anyone else trying to use it. This starting weapon can only be sold for scrap (it’s worth 4d10 gp when sold). The 

iron bombardier is also proficient with all firearms with that have the scatter quality, and gains Gunsmithing as a bonus feat. This ability replaces Brew 
Potions and mutagen.  

Bombardier (Ex): At 2nd level, an iron bombardier has learned to load bombs into the muzzle of a firearm that has the scatter quality and discharge them 

as projectile ammunition. She gains Bombardier (Girt) as a bonus feat. This ability replaces the discovery gained at 2nd level. 
Deeds: Beginning at 2nd level, an iron bombardier gains the gunslinger’s deeds ability. This ability replaces extracts. In addition, the iron bombardier 

swaps five deeds for the following deeds. 

Vial Launcher: At 6th level, if the iron bombardier has at least 1 grit point, she can load and discharge 1 vial of alchemical material, such as alchemist's 
fire, a tanglefoot bag, or a thunderstone from her scatter quality firearm.  The iron bombardier can take this action in place of any single ranged attack, and 

may use the same attack bonus that she can apply to the firearm. If the alchemical substance has a save DC, it becomes 10 + 1/2 her iron bombardier level + 

her Intelligence modifier when she launches the vial from her firearm. This increase only applies to the initial saving throw. If additional saving throws are 
called for, they are resolved as normal. Reloading the firearm is a time-consuming process and requires 1 full-round action. If the weapon misfires while 

loaded with an alchemical substance, it detonates with the iron bombardier (and the firearm) as the target. This deed replaces the utility-shot deed.  

Powder Burns (Ex): At 6th level, when an iron bombardier successfully hits an adjacent foe with a ranged firearm attack, she may spend 1 grit point to 
deal an additional 1d6 points of fire damage from the muzzle flash of her weapon. The target must also make a Reflex save (DC 10 + 1/2 the iron 

bombardier’s level + the iron bombardier’s Intelligence modifier) or catch on fire. This deed replaces the pistol whip deed. 

Directed Blast (Su): At 10th level, an iron bombardier’s bomb detonates so that it splashes in a 20-foot cone rather than affecting a radius. The cone starts 
at the iron bombardier and extends away from her in the direction she chooses. The iron bombardier designates one creature in the squares affected by the 

cone to be the target of the bomb and makes her attack roll against that creature; all other squares in the cone take splash damage. If the iron bombardier  has 

the explosive bomb discovery and discharges an explosive directed blast, the cone of splash damage is 30 feet long instead of 20 feet. This deed replaces the 
startling shot deed. 

Staggering Blast (Ex): At 14th level, whenever an iron bombardier scores a successful critical hit with a bomb discharged from her firearm, she can spend 

1 grit point to cause the creature directly struck by that bomb to become staggered for 1d4+1 rounds. A successful Fortitude save (DC equals the 
bomb’s Reflex save DC to avoid splash damage) reduces the duration to 1 round. The effects of this deed stack with the frost bomb discovery’s staggering 

effect, but not with the effects of the Staggering Critical feat. Additional hits from a staggering blast add to the effect’s overall duration. This deed replaces 

the bleeding wound deed. 
Shell Shock (Ex): At 18th level, when an iron bombardier hits a creature with a bomb discharged from her firearm, she can spend 2 grit points to cause the 

creature to become dazed for 1 round and deafened until the condition is removed. The creature must make a Fortitude saving throw (DC 10 + 1/2 the iron 

bombardier’s level + the iron bombardier’s Intelligence modifier). If the creature succeeds, it avoids the dazed effect and is only deafened for 2d6 minutes. If 
the creature fails, it is also confused for 1d4+1 rounds. Creatures that are immune to critical hits are also immune to this effect. This deed replaces the 

menacing shot deed.  

Grit (Ex): At 2nd level, an iron bombardier gains the gunslinger’s grit ability. This ability replaces poison use. 
Discoveries: This is exactly like the alchemist ability of the same name, except that the iron bombardier gains a discovery at 4th level and every four 

levels thereafter. Any discovery chosen by the iron bombardier that applies to bombs, also applies to bombs discharged from a firearm that has the scatter 
quality.  

Bombardier Training (Ex): Starting at 5th level, an iron bombardier increases her skill with firearms that have the scatter quality. She gains a bonus on 

damage rolls equal to her Dexterity modifier, and when she misfires with a firearm that has the scatter quality, the misfire value increases by 2 instead of 4. 
Every four levels thereafter (9th, 13th, and 17th), the bonus on damage rolls with a firearm that has the scatter quality increases by +1. At 13th level, an iron 

bombardier never misfires with a firearm that has the scatter quality. This ability replaces the discoveries gained at 6th, 10th, 14th, and 18th level. 

Rapid Reload (Ex): At 6th level, an iron bombardier gains Rapid Reload as a bonus feat. This feat applies only to her firearm chosen at 2nd level. This 
ability replaces swift poisoning. 

Deadly Range (Ex): At 10th level, whenever an iron bombardier uses a bomb or a firearm that has the scatter quality, the splash radius of the bomb and 

the range of the firearm increase by 5 feet. At 16th level, the bomb’s splash radius and the firearm’s range increase by 10 feet. This ability replaces poison 
resistance.  

Double Blast (Ex): At 14th level, as a move action, an iron bombardier can load both normal ammunition (pellets or a bullet) and a bomb into a firearm 

with the scatter quality. As a standard action, the iron bombardier can make a single attack at her highest attack bonus that discharges both forms of 
ammunition as one. A bullet attack uses the single attack roll against a single target as normal, while the pellets scatter shot is resolved normally at a –2 

penalty to her attack rolls against all targets within it cone, but uses the single attack roll against the initial target of her attack. This ability replaces persistent 

mutagen.  
Master Bombardier (Ex): At 20th level, an iron bombardier can generate a searing explosion of flame. Once per day, an iron bombardier can create a 

bomb (either thrown or loaded into a firearm that has the scatter quality) that detonates in a 20–foot radius spread, and deals 15d6 points of fire damage + 

additional damage equal to the iron bombardier’s Intelligence modifier to every creature within the area. Unattended objects also take this damage. The blast 
sets fire to combustibles and damages objects in the area. It can melt metals with low melting points, such as lead, gold, copper, silver, and bronze. If the 

damage caused to an interposing barrier shatters or breaks through it, the fiery blast may continue beyond the barrier if the area permits; otherwise it stops at 

the barrier just as any other explosive effect does. Those caught in the blast can attempt a Reflex save for half damage. The DC of this save is equal to 10 + 
1/2 the iron bombardier’s level + the iron bombardier’s Intelligence modifier. This ability replaces grand discovery.  



 

NEW FEAT (GRIT) 
 

Bombardier (Grit) 
You can load a firearm with the scatter quality with volatile projectiles and launch them great distances. 

Prerequisite: Gunsmith class feature, able to create alchemist bombs (1d6). 

Benefit: As long as you have at least 1 grit point, you can load an alchemist bomb into the muzzle of a firearm with the scatter special quality and launch 

it your firearm’s range, using any attack bonuses you apply to your firearm, such as those provided by the Weapon Focus feat or the Gun Training class 
feature. If the firearm explodes by misfire, the bomb detonates, regardless of any discoveries that might normally delay it, and inflicts damage in a 5-foot 

burst equal to the damage of the bomb + the gunslinger’s Intelligence modifier × 1/2 the damage die of the bomb. This explosion also deals splash damage 

(see page 202 of the Core Rulebook) to those beyond the 5-foot range and within a 10-foot burst. Splash damage from this explosion is always equal to the 
bomb’s minimum damage. Those caught in the explosion (including the wielder) and the splash damage can make a Reflex save (DC 10 + your alchemist 

levels + your Intelligence modifier) for half damage. 

 

Table: Iron Bombardier 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +0  +2  +2 +0 Alchemy, bomb 1d6, gunsmith, throw anything 
2nd  +1  +3  +3 +0 Bombardier, deeds, grit 
3rd  +2  +3  +3 +1 Bomb 2d6, swift alchemy 
4th  +3  +4  +4 +1 Discovery 
5th  +3  +4  +4 +1 Bomb 3d6, bombardier training 1 
6th  +4  +5  +5 +2 Deeds, rapid reload 
7th  +5  +5  +5 +2 Bomb 4d6 
8th  +6/+1  +6  +6 +2 Discovery 
9th  +6/+1  +6  +6 +3 Bomb 5d6, bombardier training 2 
10th  +7/+2  +7  +7 +3 Deadly range, deeds 
11th  +8/+3  +7  +7 +3 Bomb 6d6 
12th  +9/+4  +8  +8 +4 Discovery 
13th  +9/+4  +8  +8 +4 Bomb 7d6, bombardier training 3 
14th  +10/+5  +9  +9 +4 Deeds, double blast 
15th  +11/+6/+1  +9  +9 +5 Bomb 8d6 
16th  +12/+7/+2  +10  +10 +5 Discovery 
17th  +12/+7/+2  +10  +10 +5 Bomb 9d6, bombardier training 4 
18th  +13/+8/+3  +11  +11 +6 Deeds, instant alchemy 
19th  +14/+9/+4  +11  +11 +6 Bomb 10d6 
20th  +15/+10/+5  +12  +12 +6 Discovery, master bombardier 
 
 

Brew Potions, mutagen = Gunsmith  
Discovery (at 2nd) = Bombardier 

Poison use = Grit 

Discoveries (at 6/10/14/18) = Bombardier training  
Extracts = Deeds 

Poison resist/immunity (2) = Deadly range 
Swift poisoning (6) = Rapid Reload (feat) 

Persistent mutagen (14) = Double blast 

Grand discovery (20) = Master bombardier 



JUJU SHAMAN 

 
Primary Class: Witch. 

Secondary Class: Oracle.  

Hit Dice: d6.  
Bonus Skills and Ranks: The juju shaman may select three oracle skills to add to her class skills in addition to the normal witch class skills. The juju 

shaman gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The juju shaman is proficient with all simple weapons. The juju shaman is not proficient with any type of armor or 
shield. Armor interferes with a juju shaman’s gestures, which can cause her spells with somatic components to fail. 

Spellcasting: The juju shaman casts arcane spells drawn from the witch spell lists, and otherwise learns, prepares, and casts spells as a witch equal to her 

juju shaman level. She also receives bonus spells per day if she has a high Intelligence score.  
Hex: This is exactly like the witch’s ability of the same name, except that whenever the juju shaman could select a hex, she can select a revelation from 

the Juju‡ oracle mystery instead. Her effective oracle level is equal to her juju shaman level for any requirements or effects of these revelations. If the juju 

shaman chooses the Spirit Vessels revelation in place of a hex, she adds lesser animate dead and animate dead to her spell list as witch spells of the same 
spell level as an oracle. (‡Pathfinder Adventure Path #39: City of Seven Spears. © 2010, Paizo Publishing, LLC; Authors: James Jacobs, Kevin Kulp, Rob 

McCreary, and Owen K.C. Stephens.)  

Juju Doll Familiar (Su): At 1st level, a juju shaman forms a close bond with a doll that she painstakingly creates from scraps of cloth, leather, and the 
bones and hair of creatures found in the wilderness. A juju doll familiar otherwise functions as and replaces witch’s familiar. 

Although a juju doll gains a certain degree of sentience, it is otherwise considered a construct for all other purposes. A juju doll’s connection with its 

master makes it susceptible to mind-affecting effects, even though it is a construct. A juju doll cannot speak, but gains the ability to speak with its master at 
5th level (as shown on the Witch’s Familiar table).It also gains the ability to speak one language that the juju shaman speaks at 7th level, which replaces the 

normal familiar ability to speak with animals of its kind. If the juju shaman chooses the Improved Familiar feat, the juju doll becomes a Soulbound Doll and 

gains all the associated abilities.  
The doll begins at 1st level with the following attributes, and an alignment matching the juju shaman: 

 

JUJU DOLL (FAMILIAR) 
Tiny Construct 
Init +2; Senses darkvision 60 ft., low-light vision; Perception +3 
AC 15, touch 14, flat-footed 13 (+2 Dex, +1 natural, +2 size) 
hp 4 (1d10+1) 
Fort +1, Ref +3, Will +1 
Immune construct traits 
Weaknesses susceptible to mind-affecting effects 
Speed 20 ft. 
Melee slam -1 (1d3–1) 
Space 2-1/2 ft.; Reach 0 ft. 
Str 8, Dex 14, Con –, Int 2, Wis 12, Cha 10 
Base Atk +0; CMB +3; CMD 11 
Feats Improved Initiative, Toughness 
Skills Perception +3, Stealth +13 
 

Wendo Patron: At 1st level, a juju shaman receives her spells through the mysterious spirits of Wendo. She gains the juju mystery and the bonus spells 
listed to her spell list as her patron spells at the indicated levels. This ability otherwise functions as and replaces the witch’s patron.  

Hexes: The following hexes complement the juju shaman multiclass archetype: Blight*, Beast of Ill-Omen**, Feral Speech**, Scar**, Slumber*, and 

Unnerve Beasts**. (*Advanced Player’s Guide, **Ultimate Magic) 
Major Hexes: The following major hexes complement the juju shaman multiclass archetype: Beast Eye**, Hag's Eye*, Nightmares*, Speak in 

Dreams**, and Waxen Image*. (*Advanced Player’s Guide, **Ultimate Magic) 

Grand Hexes: The following grand hexes complement the juju shaman multiclass archetype: Dire Prophecy**, Eternal Slumber*, and Summon Spirit**. 
(*Advanced Player’s Guide, **Ultimate Magic) 

 

Table: Juju Shaman 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Cantrips, hex, juju doll familiar, wendo patron   3   1  —  —  —  —  —  —  —  —  
2nd  +1  +0 +0  +3  Hex   4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3     4   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4  Hex   4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4     4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +2  +5  Hex   4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +2  +5     4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +2  +6  Hex   4   4   3   3   2  —  —  —  —  — 
9th  +4  +3 +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +3  +7  Hex, major hex   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +3  +7     4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +4  +8  Hex   4       4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +4  +8     4      4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +4  +9  Hex   4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +5  +9     4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +5  +10  Hex   4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +6  +11  Hex, grand hex   4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   3   3 



20th  +10/+5  +6 +6  +12  Hex   4   4   4   4   4   4   4   4   4   4 
 
  



MAGE BANE (Bandw2) 
Many choose to study the magical arts to empower themselves or those around them, attempting to gain power few mortals could comprehend. There are 
also those who wish to see magic abashed and resist it purely through their own force of will. The mage bane combines these two aspects into one, instead 

studying magic to gain better understanding of the power that can so easily be abused, and to rectify any who dare misuse it. 

Primary Class: Arcanist. 
Secondary Class: Slayer.  

Alignment: Any.  

Hit Dice: d8.  
Bonus Skills and Ranks: The mage bane selects six slayer skills to add to her class skills, in addition to the normal arcanist class skills. The mage bane 

gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The mage bane is proficient with all simple and martial weapons. She is also proficient with light armor. She can cast 
sorcerer/wizard spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a mage bane 

wearing medium armor, heavy armor, or using a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass 

mage bane still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Spellcasting: A mage bane casts arcane spells drawn from the sorcerer/wizard spell list. A mage bane can only cast a certain number of spells of each 

spell level per day. Her base daily spell allotment is given on Table: Mage bane under “Spells per Day.” In addition, she receives bonus spells per day if she 

has a high Intelligence score. A mage bane otherwise learns, prepares, and casts spell as an arcanist equal to her mage bane level.  
Counterspell (Su): At 1st level, a mage bane gains the arcanist’s counterspell exploit. Whenever the mage bane makes a successful counterspell attempt 

(with the counterspell exploit or by normal counterspelling means), she regains 1 arcane reservoir point from the energy she absorbs from the countered 

spell. In the case of her counterspell ability, the initial arcane reservoir point is not expended. Her arcane reservoir points cannot exceed its normal daily 
total. Any extra points are lost. If the counterspell ability fails, she still expends her initial arcane reservoir point. This ability replaces the arcanist exploit 

gained at 1st level.  

Track (Ex): At 1st level, a mage bane gains the slayer’s track ability. This ability replaces consume spells. 
Arcane Exploits: This is exactly like the arcanist ability of the same name. Whenever the mage bane could choose an arcanist exploit, she can select a 

slayer talent that she qualifies for instead. In addition, the mage bane can choose the following new exploit restricted to the Mage Bane multiclass archetype. 

Counter Assault (Su): Whenever the mage bane successfully uses her counterspell ability against a studied target, she can make an arcane assault attack 
against that target without expending an arcane reservoir point. If the arcane assault attack is successful, she can choose one of the following effects: 

 deal minimum arcane assault damage and regain a number of arcane reservoir points equal to half the level of the countered spell (minimum 1). If the 

absorbed spell energy exceeds her maximum number of arcane reservoir points, the extra points are lost as normal. 
 deal normal arcane assault damage, plus 1 point of extra damage per level of the spell countered. This extra damage increases to 2 points per level of 

the countered spell at 10th level.  

This arcane assault attack must be made within 3 rounds of a successful counterspell attempt.  
Studied Target (Ex): At 2nd level, a mage bane gains the slayer’s studied target ability and can maintain its affects against only one target. At 10th and 

18th level, he can maintain this ability against one additional target at the same time.  

Arcane Assault (Su): At 4th level, whenever a mage bane uses his studied target ability against a spellcaster (including arcane and divine spellcasters, or 
creatures with spell-like abilities), he can spend 1 point from his arcane reservoir to make a single melee or ranged attack as a standard action. If the attack 

hits, the mage bane deals extra damage. This additional damage is 1d6 at 4th level, and increases by 1d6 every 3 levels thereafter, to a maximum of +6d6 at 

19th level. Should the slayer score a critical hit with an arcane assault attack, this additional damage is not multiplied. Ranged attacks can count as arcane 
assault attacks only if the target is within 30 feet. This damage is precision damage. Any creature immune to precision damage is likewise immune to this 

ability.  

At 5th level, the mage bane’s weapon is treated as magic for the purpose of bypassing damage reduction when the attack is made. At 9th, it is treated as 
cold iron and silver. At 17th level, it is treated as adamantine.  

In addition, the mage bane is also treated as having the Disruptive combat feat until the start of his next turn, once the attack is made.  

Enhance Counterspell (Su): At 6th level, a mage bane can expend 1 additional point from her arcane reservoir as part of her counterspell ability to 
counter a spell one level higher than the level of the spell expended. For example, if a mage bane wants to counter a 2nd level spell, she must spend 1 point 

from her arcane reservoir and expend a spell of 3rd level or higher. If the mage bane chooses to enhance her counterspell by expending an additional point 

from his arcane reservoir, she can counter a 3rd level spell instead of a 2nd level spell.  
For every six levels beyond 6th, the level of spell a mage bane can counter when using his counterspell ability increases by 1, up to a maximum of 3 at 

18th level. The mage bane must expend a number of additional points from his arcane reservoir equal to the increase in spell level he is attempting to 

counter. Thus, an 18th level mage bane must expend 1 point from his arcane reservoir to use greater counterspell, expend a 6th–level spell, and spend 3 
additional points from his arcane reservoir to increase the equivalent spell level by 3 to counter a 9th–level spell.  

If the mage bane makes a successful counterspell attempt while using her enhanced counterspell ability, she gains 1 arcane reservoir point, but any 
additional points are still expended. Her arcane reservoir points cannot exceed its normal total. Any extra points are lost, as normal. If the counterspell fails, 

the initial point is expended, in addition to any additional points used to counter a higher level spell.  

Medium Armor (Ex): At 8th level, a mage bane gains proficiency with medium armor. A mage bane can cast sorcerer/wizard spells while wearing 
medium armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a mage bane wearing heavy armor or using a 

shield incurs a chance of arcane spell failure if the spell in question has a somatic component. 

Greater Counterspell (Su): At 11th level, a mage bane gains the arcanist’s greater counterspell greater exploit. This ability replaces the arcanist exploit 
gained at 11th level.  

Swift Tracker (Ex): At 12th level, a mage bane gains the slayer’s swift tracker ability.  

Quarry (Ex): At 14th level, a mage bane gains the slayer’s quarry ability. 
Slayer’s Advance (Ex): At 16th level, a mage bane gains the slayer’s advance ability, but can only use this ability once per day.  

Counterspell Supremacy (Su): At 20th level, a mage bane becomes a master at counterspelling. Whenever the mage bane uses her counterspell ability, 

she no longer needs to expend an arcane reservoir point, whether the attempt is successful or not. On a successful counterspell attamept, (with the 
counterspell exploit or by normal counterspelling means), she gains 2 arcane reservoir points instead of 1. If the absorbed spell energy exceeds her maximum 

number of arcane reservoir points, the extra points are lost as normal. If the counterspell fails, any additional points (such as those from the enhanced 

counterspell ability) are still expended. 
If the mage bane has the counter assault exploit and chooses to deal minimum arcane assault damage, she regains a number of arcane reservoir points 

equal to the level of the countered spell (minimum 1). If she chooses to deal normal arcane assault damage, she deals extra damage equal to 3 per level of the 

countered spell.  
In addition, the mage bane gains a +4 bonus to all Spellcraft skill checks made to identify a spells as it is being cast. This ability replaces magical 

supremacy.  

 
 



Table: Mage Bane 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane reservoir, counterspell, cantrips, track   3   1  —  —  —  —  — 
2nd  +1  +3  +0 +3   1st studied target   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Arcane exploit   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Arcane assault   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Arcanist exploit   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Enhance counterspell   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Arcanist exploit   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Medium armor   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Arcanist exploit   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 2nd studied target   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Greater counterspell, greater exploits   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Swift tracker   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Arcanist exploit   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Quarry   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Arcanist exploit   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Slayer’s advance   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Arcanist exploit   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 3rd studied target   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Arcanist exploit   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Counterspell supremacy   5   5   5   5   5   5   5 

 

 

Table: Mage Bane Spells Prepared 

Class      Spells Prepared 
Level  1st  2nd  3rd  4th  5th  6th 
1st    2  —  —   —   —   —  
2nd    3  —  —   —   —   —  
3rd   4  —  —  —  —   —  
4th    4   2  —   —    —   — 
5th    4   3   —  —   —   — 
6th    4   4   —  —   —   — 
7th    5   4    2  —   —   — 
8th    5   4    3   —  —   — 
9th    5   5   4   —  —   — 
10th    5   5    4    2  —   — 
11th    6   5    4    3   —   — 
12th    6   6    5    4   —   — 
13th    6   6   5    4    2  — 
14th    6   6    5    4    3   — 
15th    6   6    6    5    4   — 
16th    6   6    6   5    4    2 
17th    6   6    6    5    4    3 
18th    6    6    6    6    5    4 
19th    6   6    6    6    5    4 
20th    6   6    6    6    5    5 



MASTER APOTHECARY  

Although extracts and elixirs are the purview of alchemists, there are those profess to be miracle workers, healers willing to cure any and every ailment for 
the price of a few gold coins. In reality, these are nothing more than charlatans, simple “snake oil” sellers speaking honeyed promises of health and vitality 

into the ears of the sick and afflicted, while preying upon their hopes and dreams for a better life. Fortunately, among their ilk, are those with a true and 

divine gift for healing. The master apothecary comes in all shapes and forms–from the simple country healer using salves and curatives to heal the sick 
within his community, to the well established temple physician who labors to bottle cures for the greatest and most deadly of diseases. Regardless of their 

circumstances, the master apothecary has become known as a miracle worker. By channeling his divinely imbued energies, the master apothecary can 

enhance ordinary healing potions well beyond the norm, while those at the pinnacle of their careers have been known to brew elixirs that can bring life to the 
dead, or heal the most dreaded of afflictions, such a lycanthrope or even the disease of vampirism itself. 

Primary Class: Alchemist. 

Secondary Class: Cleric. 
Alignment: Any nonevil. 

Hit Dice: d8.  

Bonus Skills and Ranks: The master apothecary may select three cleric skills to add to his class skills in addition to the normal alchemist class skills. 
The master apothecary gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The master apothecary is proficient with all simple weapons, and with light armor, but not with shields.  

Alchemy: This is exactly like the alchemist’s ability of the same name, except that the master apothecary can create only mundane alchemy substances 
and extracts, and adds the following cleric spells to his formulae list: 1st level–bless water, death watch, remove fear, remove sickness; 2nd level–delay pain, 

remove paralysis, status; 5th level–breath of life; 6th level–raise dead, restoration (greater). A master apothecary does not create bombs or mutagens.  

Aura (Su): At 1st level, a master apothecary gains the cleric’s aura ability. This ability replaces Throw Anything. 
Apothecary (Ex): Starting at 1st level, a master apothecary gains a +1 competence bonus to all Heal skill checks, and Knowledge (nature) skill checks to 

identify plants and animals, or any other checks related to curatives and healing. This bonus increases by +1 at 5th level, and every four levels thereafter to a 

maximum of +5 at 17htlevel. This ability replaces mutagen.  
Discoveries: This is exactly like the alchemist ability of the same name, except that the master apothecary may only select discoveries pertaining to 

extracts or potions. The master apothecary cannot select bomb or mutagen related discoveries.  

Disease Resistance (Ex): At 2nd level, a master apothecary gains a +2 bonus on all saving throws against disease. This bonus increases to +4 at 5th level, 
and then again to +6 at 8th level. At 10th level, a master apothecary becomes completely immune to diseases (magical or otherwise). This ability replaces 

poison resistance.  

Channel Energy (Su): At 2nd level, a master apothecary gains the cleric’s channel energy ability, and may channel positive energy only. The amount of 
damage dealt or healed is equal to 1d6 points of damage at 2nd level, plus 1d6 points of damage for every four master apothecary levels beyond 2nd (2d6 at 

6th, 3d6 at 10th, and so on). This ability, improved healing potion, advanced healing potion, and greater healing potion replace bombs. 

Healing Extraction (Ex): Beginning at 4th level, a master apothecary can channel stored spell energy into healing extracts that he did not prepare ahead 
of time. The master apothecary can “transform” any prepared extract into any cure extract of the same spell level or lower (a cure extract is any extract with 

“cure” in its name). In addition, the master apothecary can spend a use of his channel energy ability to augment any prepared extract that is not a “cure” 

spell. This extract has its normal effect but also has the effect of a cure light wounds spell at the master apothecary's caster level. At 9th level, the cure effect 
is that of cure moderate wounds. At 14th level, the cure effect is that of cure serious wounds. If the master apothecary has the infusion discovery, an ally 

drinking one of his infused extracts also benefits from this healing effect. This ability replaces poison use, swift poisoning, and persistent mutagen." 

Improved Brew Potion (Su): At 10th level, a master apothecary can brew potions of any of the following 4th–level formulae he knows: age resistance, 
cure critical wounds, death ward, false life (greater), neutralize poison, and restoration. 

Advanced Brew Potion (Su): At 13th level, a master apothecary can brew potions of any of the following 5th–level formulae he knows: age resistance 

(greater), breath of life, and planar adaptation.  
Greater Brew Potion (Su): At 16th level, a master apothecary can brew potions of any of the following 6th–level formulae he knows: heal, raise dead, 

and restoration (greater). 

Miracle Cure (Su): At 20th level, a master apothecary discovers a curative breakthrough of tremendous proportions. He immediately gains two normal 
discoveries. In addition, he also learns a miraculous cure chosen from the list below, representing a truly astounding curative breakthrough of significant 

import. For many master apothecaries, the promise of one of these miraculous cures is the primary goal of their experiments and hard work.  

Cure Lycanthrope: The master apothecary has discovered a cure for lycanthrope. He can create a draught of this cure for lycanthropes once per month at 
no cost. Creating a cure for lycanthrope takes 1 week of work. 

Cure Vampirism: The master apothecary has discovered a cure for vampirism. He can create a draught of this cure for vampires once per month at no cost. 

Creating a cure for vampirism takes 1 week of work. 
Fast Healing: The master apothecary’s flesh responds to damage with shocking speed—he gains fast healing 5.  

Regenerate: The master apothecary learns how to create an elixir of regenerate, and can do so once per month at no cost. Creating an elixir of regenerate 
takes 1 day of work.  

Resurrection: The master apothecary learns how to create an elixir of resurrection, and can do so once per month at no cost. Creating an elixir of 

resurrection takes 1 day of work. 
 

 

Table: Master Apothecary 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Alchemy, apothecary +1, aura, brew potion    1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Discovery, disease resistance +2   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Channel energy 1d6, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Discovery, spontaneous extraction   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Apothecary +2, disease resistance +4    4   2  —  —  —  — 
6th  +4  +5  +2 +5 Discovery   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Channel energy 2d6   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Discovery, disease resistance +6   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Apothecary +3   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Discovery, disease immunity, improved brew potion   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Channel energy 3d6   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Discovery   5   5   4   3  —  — 



13th  +9/+4  +8  +4 +8 Advanced brew potion, apothecary +4   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Discovery   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Channel energy 4d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Discovery, greater brew potion   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Apothecary +5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Discovery, instant alchemy   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Channel energy 5d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Miracle cure   5   5   5   5   5   5 
 
Bomb = Channel energy (5d6) 
Bomb = Improved cure, advanced cure 

Mutagen = Aura 

Throw anything = Apothecary (Heal, Knowledge [nature]) 
Poison use, swift poisoning = spontaneous cure 

Poison Resistance = Contagion resistance (diseases, magic or otherwise, + sickened, nauseated) 

Persistent mutagen = Greater cure (heal) 
Grand discovery = Grand cure (cure lycanthrope, vampirism, other nasty diseases, afflictions) 

 

  



MASTER ARSONIST 
While most alchemists delve into the secrets of brewing magical liquids and mutagens, master arsonist focus on the creation of fiery bombs. Experts of 
crafting explosive and volatile substances, master arsonists possess an intimate knowledge of fire and its qualities. By borrowing from the talents and trap-

savvy of the rogue, the master arsonist’s gains an understanding of the nature of fire and explosive forces unmatched by other alchemists. Over time, the 

master arsonist learns to perfect his bomb crafting skills to such a degree that he becomes resistant to its effects and can even create explosive traps that gout 
flame, blast holes in walls, or even slay an enemy outright.  

Primary: Alchemist. 

Secondary: Rogue. 
Alignment: Any.  

Hit Dice: d8.  

Bonus Skills and Ranks: The master arsonist selects three rogue skills to add to his class skills in addition to the normal alchemist class skills. The 
master arsonist gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The master arsonist is proficient with all simple weapons and bombs, plus the hand crossbow, rapier, sap, shortbow, 

and short sword. A master arsonist is proficient with light armor, but not with shields.  
Alchemy (Su): This is exactly like the alchemist ability of the same name, except that the master arsonist can only create mundane alchemical substances 

and bombs. A master arsonist cannot create extracts or mutagens.  

Fire Trap (Su): At 1st level, a master arsonist learns to use his alchemical skills to create a fire trap (see Ranger’s Traps). A master arsonist can use this 
trap a number of times per day equal to 1/2 his master arsonist level + his Intelligence modifier (minimum 1). The DC for a master arsonist’s fire trap is 

equal to 10 + 1/2 the master arsonist’s level + his Intelligence modifier, and it lasts 1 day per two master arsonist levels. When a fire trap is triggered, it 

explodes in flames, dealing a number of points of fire damage equal to 1d6 + 1/2 the master arsonist’s level to the triggering creature (Reflex negates). If it is 
an extraordinary trap, the master arsonist must use an explosive material such as alchemist’s fire when setting the trap. This ability counts as the create 

ranger traps ability for any rogue talents with that class feature as a prerequisite. This ability replaces brew potion and mutagen. 

Discovery: This is exactly like the alchemist ability of the same name, except that the master arsonist may only choose bomb discoveries and qualifies for 
any bomb discovery with Goblin as a prerequisite, regardless of the master arsonist’s actual race. In addition, whenever the master arsonist could choose a 

discovery, he can select a rogue talent that he qualifies for instead.  

Fire Resistance (Su): At 2nd level, a master arsonist gains fire resistance 5. This resistance increases by five every three levels thereafter, up to fire 
resistance 20 at 10th level. This ability replaces poison resistance.  

Trapsmithing (Ex): At 2nd level, a master arsonist gains a bonus on Perception skill checks to detect traps and on Craft (traps) checks equal to 1/2 his 

master arsonist level. A master arsonist can use Craft (traps) in place of Disable Device to disarm traps, including magical traps. This ability replaces poison 
use. 

Dastardly Bombs (Ex): Starting at 3rd level, if a master arsonist can catch an opponent when she is unable to defend herself effectively from his bomb 

attack, she can make a combat maneuver against the target of her bomb attack. On a direct hit, the master arson can force the target of her bomb attack to 
become subject to one of the following combat maneuvers: bull rush, dirty trick, disarm, sunder, trip. The maneuver is chosen when the bomb attack is 

made. Any conditions imposed by a tricky bomb (such as being blinded with the dirty trick combat maneuver) last for 1+1d4 rounds. Only one combat 

maneuver can be applied to a single bomb attack. If the master arsonist has the Fast Bombs discovery, he can apply a combat maneuver to each bomb attack. 
This ability, explosive trap, deadly trap, careful disarm, trap master, and launch fire trap replace extracts. 

Explosive Trap (Su): At 4th level, the master arsonist can create fire traps that explode like a bomb when activated. These explosive traps deal an 

additional 1d6 points of fire damage to the triggering creature, and splash damage to all creatures within 5 feet of the triggering creature on the first round. 
This damage is of the same type the fire trap normally deals. This additional damage increases by 1d6 points every 3 levels beyond 4th (7th, 10th, 13th, 16th, 

and 19th). In addition, a master arsonist can apply any discovery that changes the damage type of his bombs to his fire traps.  

Swift Trap (Ex): At 6th level, a master arsonist can create a fire trap as a move action. This ability replaces swift poisoning. 
Deadly Trap (Ex): Starting at 7th level, a master arsonist can create fire traps that deal precision damage instead of fire damage when activated. These 

deadly traps deal an additional 3d6 points of precision damage to the triggering creature. Deadly traps do not deal splash damage. This additional damage 

increases by 1d6 points every 3 levels beyond 7th (10th, 13th, 16th, and 19th).  
Careful Disarm (Ex): At 10th level, whenever a master arsonist attempts to disarm a trap using Disable Device, he does not spring the trap unless he fails 

by 10 or more. If he does set off a trap he was attempting to disarm, he adds double her Intelligence modifier to avoid the trap.  

Trap Master (Ex): At 12th level, whenever a master arsonist disarms a trap using Disable Device, he can bypass it even if his check did not exceed the 
DC by 10 or more. If it is a magic trap that allows specific creatures to pass it without danger, he can modify which creatures it allows to pass, adding his 

allies and restricting enemies if he desires. 

Advanced Talents: At 14th level, a master arsonist can choose an advanced rogue talent whenever he could choose a discovery, or when he selects the 
Extra Rogue Talent feat. A master arsonist adds the following rogue abilities to the list of advanced talents he may select: Evasion, Uncanny Dodge, 

and Improved Uncanny Dodge. A master arsonist must select uncanny dodge before selecting improved uncanny dodge. In the case of the Improved 
Evasion talent, the master arsonist must have evasion to select it. A master arsonist treats his level as his rogue level for the purpose of qualifying for talents 

with level-dependent requirements and calculating the effects of any talent or rogue ability he's chosen. This ability replaces persistent mutagen.  

Launch Trap (Ex): At 16th level, a master arsonist can affix a fire trap to an arrow, crossbow bolt, or thrown weapon, allowing him to set the trap 
remotely or use it as a direct attack. Attaching the trap to the projectile is part of the full-round action of creating a new trap. The trapped projectile is fired or 

thrown in the normal manner. If fired at a square, the trap is treated as if the master arsonist had set the trap in that square, except the DC is 5 lower than 

normal. If fired at a creature, the target takes damage from the ranged weapon and is treated as if it had triggered the trap (saving throw applies, if any). The 
attack has a maximum range of 60 feet, and range increments apply to the attack roll. The duration of the trapped projectile starts from when it is created, not 

from when it is used. This ability also functions with the deadly trap ability. 

Instant Trap (Ex): At 18th level, a master arsonist can create a fire trap as a swift action. This ability replaces instant alchemy 
Grand Trap (Ex): At 20th level, a master arsonist’s fire trap becomes incredibly deadly. Each time a master arsonist’s fire trap deals damage to the 

triggering creature, he can choose one of the following three effects:  

The target can be... 
 put to sleep for 1d4 hours 

 paralyzed for 2d6 rounds, or 

 slain 
When the fire trap is triggered, the subject makes an additional Fortitude save at the same DC as the trap to avoid this effect. A master arsonist can have 

only one trap affected by this ability active at any time. He may remove this ability from a bomb or trap at any range as a free action. This can also be 

applied to the master arsonist’s deadly trap ability.  
Alternatively, a master arsonist’s fire trap can be improved to duplicate the effects of a fireball spell once per day. This effect supersedes the normal 

effects of a fire trap and cannot be enhanced with one of the three effects listed above. This ability replaces grand discovery.  

Discoveries: The following alchemist discoveries complement the Master Arsonist multiclass archetype: Acid Bomb*, Delayed Bomb*, Demolition 
Charge#, Directed Bomb%, Explosive Bomb*, Explosive Missile†, Fast Bombs*, Fire Brand±, Force Bomb*, Frost Bomb*, Immolation Bomb†, Inferno 



Bomb*, Precise Bombs*, Rocket Bomb±, Scrap Bomb±, Shock Bomb*, Strafe Bomb**. (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat, 

±Advanced Race Guide, #Pathfinder Player Companion: Dungeoneer’s Handbook, %Pathfinder Player Companion: Magical Marketplace) 
Rogue Talents: The following rogue talents complement the Master Arsonist multiclass archetype: camouflage, cunning trigger, quick disable, and quick 

trapsmith. 

Advanced Talents: The following advanced rogue talents complement the Master Arsonist multiclass archetype: another day, evasion, frugal trapsmith, 
improved evasion, improved uncanny dodge, skill mastery, and uncanny dodge. 

 

Brew potion and mutagen = Fire trap 
Discovery = or a Rogue Talent 

Poison use = Trapfinding 

Poison resistance = Fire resistance 5/10/15/20 
Persistent mutagen, Advanced talents 

Extracts = dastardly bombs, explosive trap, deadly trap, careful disarm, tap master, launch trap 

 

Table: Master Arsonist 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special 
1st  +0  +2  +2 +0 Alchemy, bomb 1d6, fire trap, throw anything 
2nd  +1  +3  +3 +0 Discovery, fire resistance 5, trapsmithing 
3rd  +2  +3  +3 +1 Bomb 2d6, dastardly bombs, swift alchemy 
4th  +3  +4  +4 +1 Discovery, explosive trap 
5th  +3  +4  +4 +1 Bomb 3d6, fire resistance 10 
6th  +4  +5  +5 +2 Discovery, swift trap 
7th  +5  +5  +5 +2 Bomb 4d6, deadly trap 
8th  +6/+1  +6  +6 +2 Discovery, fire resistance 15 
9th  +6/+1  +6  +6 +3 Bomb 5d6 
10th  +7/+2  +7  +7 +3 Careful disarm, discovery  
11th  +8/+3  +7  +7 +3 Bomb 6d6, fire resistance 20 
12th  +9/+4  +8  +8 +4 Discovery, trap master 
13th  +9/+4  +8  +8 +4 Bomb 7d6 
14th  +10/+5  +9  +9 +4 Advanced talents, discovery  
15th  +11/+6/+1  +9  +9 +5 Bomb 8d6 
16th  +12/+7/+2  +10  +10 +5 Discovery, launch trap 
17th  +12/+7/+2  +10  +10 +5 Bomb 9d6 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant trap 
19th  +14/+9/+4  +11  +11 +6 Bomb 10d6 
20th  +15/+10/+5  +12  +12 +6 Grand trap  



MASTER METAMORPH (Bardess) 
One of alchemy’s greatest dreams is to perfect the art of shapechanging, allowing one to flow from form to form like quicksilver. Through alchemical 
experimentation, the master metamorph has finally achieved this. Master metamorphs have given up their study of bombs for an expanded knowledge of 

polymorph magic that allows them to confuse their enemies and assume any shape they please. It is through their brewing of potent metamorphic mutagens 

to assume a specific form for extended periods of time, or shift between multiple forms at higher levels.  
Primary Class: Alchemist. 

Secondary Class: Wizard.  

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The master metamorph may select three wizard skills to add to his class skills in addition to the normal alchemist class skills. 

The master metamorph gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The master metamorph is proficient with all simple weapons, with light armor, but not with shields.  

Extracts: A master metamorph adds the following spells to his formulae list at the indicated formulae levels: 1st level–aspect of the falcon, aspect of the 

nightingale, borrow skill, bristle, comprehend languages, face of the devourer, ironbeard, pass without trace, strong wings, windy escape; 2nd level–
agathion appearance (lesser), angelic aspect (lesser), animal aspect, ape walk, aspect of the bear, buoyancy, devilish demeanor (lesser), dwarven veil, 

lockjaw, object shape I, tree shape; 3rd level–aspect of the stag, blessing of the mole, glibness, greater animal aspect, monstrous extremities, spit venom, 

strong jaw; 4th level–aspect of the wolf, blessing of the salamander, cloud shape, hellmouth lash, mighty strength, object shape II, threefold aspect; 5th 
level–agathion appearance, angelic aspect, devilish demeanor, geniekind, object shape III; 6th level–divine vessel, ethereal jaunt, frightful aspect, greater 

polymorph, ice body, object shape IV, swarm skin.  

Deceptive Alchemy: This functions exactly like the alchemist’s alchemy ability. In addition, the master metamorph adds Bluff and Disguise to his list of 
class skills. He also gains a competence bonus equal to 1/2 his level on all Disguise checks and on Bluff checks made to maintain his role when using 

metamutagen. This ability modifies alchemy. 

Metamutagen (Su): This is similar to the alchemists mutagen ability, but with the following changes. When a master metamorph brews a metamutagen, 
it grants him special metamorphic abilities. It’s a standard action to drink a metamutagen. Upon being imbibed, the master metamorph can transform himself 

in a variety of ways, granting him the effects of a enlarge person or reduce person spell for 10 minutes per master metamorph level.  

As the master metamorph gains levels, his metamutagen can duplicate the effects of more powerful transmutation spells. Whenever a master metamorph 
brews a metamutagen, he gains the effect of one of these transmutation spells instead of the enlarge person or reduce person spell. At 3rd level and every 

two levels thereafter, the master metamorph can choose one of the following transmutation spells at the indicated levels. 

3rd level–alter self, object shape I, tree shape; 5th level–agathion appearance (lesser), angelic aspect (lesser), beast shape I, devilish demeanor (lesser), 
monstrous physique I, undead anatomy I; 7th level–beast shape II, elemental body I, monstrous physique II, object shape II, vermin shape I; 9th level–

agathion appearance, angelic aspect, beast shape III, devilish demeanor, elemental body II, geniekind, monstrous physique III, object shape III, plant shape 

I, undead anatomy II, vermin shape III; 11th level–beast shape IV, elemental body III, form of the dragon I, monstrous physique IV, object shape IV, undead 
anatomy III; 13th level–elemental body IV, form of the dragon II, giant form I, plant shape III, statue; 15th level–agathion appearance (greater), angelic 

aspect (greater), devilish demeanor (greater), form of the dragon III, giant form II, undead anatomy III; 17th level–shapechange. 

Upon reaching 5th level, and every four levels thereafter (9th, 13th, and so on), a master metamorph can choose a new metamutagen spell in place of a 
spell he has already chosen. In effect, the master metamorph loses the spell in exchange for the new one. The new metamutagen spell must be chosen from 

the same list of spells as the old one. A master metamorph can only change one metamutagen spell at any given level and must choose whether or not to 

swap the transmutation spell at the time he gains a new metamutagen spell for the level. 
This ability otherwise functions as mutagen and replaces mutagen and bombs. 

Trained Metamorph: At 1st level, a master metamorph learns to use transmutation magic with great effect and gains the following transmutation school 

and shapechanger subschool powers. The master metamorph gains no additional benefits from the wizard’s arcane school ability, nor does he select any 
opposition schools. This ability replaces brew potion, throw anything, and poison resistance. 

Battleshaping (Su): At 1st level, as a swift action, the master metamorph grows a single natural weapon. The natural weapon lasts for 1 round and has a 

+1 enhancement bonus on attack and damage rolls for every four master metamorph levels he possesses. The master metamorph can grow a claw, a bite, or a 
gore attack. These attacks deal the normal damage for a creature of his size (see Beastiary). At 11th level, the master metamorph can shape two natural 

weapons. He may not grow additional limbs or a tail with this ability. The master metamorph can use this ability a number of times per day equal to 3 + 

his Intelligence modifier. 
Physical Enhancement (Su): At 1st level, a master metamorph gains a +1 enhancement bonus to one physical ability score (Strength, Dexterity, 

or Constitution). This bonus increases by +1 for every five master metamorph levels he possesses to a maximum of +5 at 20th level. The master metamorph 

can change this bonus to a new ability score when he prepares his extracts. At 20th level, this bonus applies to two physical ability scores of his choice. 
Change Shape (Sp): At 8th level, a master metamorph can change his shape for a number of rounds per day equal to his master metamorph level. These 

rounds do not need to be consecutive. This ability otherwise functions like beast shape II or elemental body I. At 12th level, this ability functions like beast 
shape III or elemental body II. 

Discoveries: This is exactly like the alchemist ability of the same name, except that master metamorph cannot select bomb discoveries. In addition, 

whenever the master metamorph could choose a discovery, he can select one of the following arcane discoveries instead: alchemical affinity, beyond 
morality, feral speech, idealize, multimorph, werewolf shape. The master metamorph treats his level as his wizard level for the purpose of qualifying for 

arcane discoveries.  

If the master metamorph chooses the multimorph or werewolf shape discovery, they affect his metamutagen as if it were a spell or extract. If using 
multimorph, the master metamorph must expend 10 minutes of the metamutagen’s duration as a standard action to assume another form allowed by the 

metamutagen. 

Precise Metamorphosis (Su): At 3rd level, a master metamorph gains unique control over his shapechanging abilities and can use his metamutagens, 
transmutation extracts, or the a thousand faces ability to assume the form of specific individuals. This ability replaces poison use. 

Spontaneous Extracts: At 6th level, a master metamorph can channel stored arcane energy into transmutation extracts that he hasn't prepared ahead of 

time. He can “lose” a prepared extract in order to create any transmutation extract of the same level or lower. This ability replaces swift poisoning. 
A Thousand Faces (Su): At 13th level, a master metamorph gains the ability to change his appearance at will, as if using the alter self spell, but only 

while in his normal form. This ability and true shapechanger replace grand discovery. 

True Shapechanger (Su): At 20th level, a master metamorph becomes a true master of shapechanging. He gains the shapechanger subtype and becomes 
proficient with any natural weapon or manufactured weapon that his current assumed form can use. Also, when the master metamorph uses his 

metamutagen, he radiates an aura identical to the alignment of the assumed creature. His actual alignment is not changed, but spells like detect evil or detect 

good detect only the aura, not his actual alignment. For the duration of the metamutagen, effects influenced by his alignment function according to the 
imposed aura, not his actual aura. When the metamutagen ends, the master metamorph’s aura returns to normal, and alignment-affecting magic affects him 

according to its actual alignment. For example, if he takes the form of a glabrezu, he would be detected as having a chaotic evil alignment.  

In addition, when the master metamorph imbibes a metamutagen, he gains all the extraordinary and supernatural abilities of the form he chooses, as 
described in the monster’s description. These abilities last as long as the metamutagen remains in effect.  



Discoveries: The following discoveries complement the Master Metamorph multiclass archetype: chameleon, eternal potion, extend potion, infuse 

mutagen, feral mutagen, rag doll mutagen, tentacle, vestigial arm, wings. 
 

 

NEW DISCOVERIES 

The following new discoveries are restricted to the Master Metamorph multiclass archetype. 

 

Amoral Aspect 
You can use transmutations of an opposed alignment. 

Prerequisites: Master Metamorph 8. 

Benefits: You can use any transmutation extract with an alignment descriptor that opposed your own.  

Normal: You cannot use extracs that have an alignment descriptor that is opposite to yours.  
 

Battle Morphing 
You can change forms quickly during battle. 

Prerequisites: Metamutagen class feature, Multimorph arcane discovery. 
Benefits: When your metamutagen is in effect, you can change forms as a swift action instead of a standard action. The duration cost of this form change 

remains the same.  

Normal: You can change between forms as a standard action.  
 

 

Table: Master Metamorph 
 Base  
Class Attack Fort Ref Will  Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 battleshaping, deceptive alchemy, metamutagen,   1  —  —  —  —  — 
     physical enhancement, trained metamorph 
2nd  +1  +3  +3 +0 Discovery, precise metamorphosis   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Metamutagen, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Discovery   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Metamutagen   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Discovery, spontaneous extracts   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Metamutagen   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Change shape, discovery   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Metamutagen   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Discovery   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Metamutagen   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 A thousand faces, metamutagen   5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Discovery, persistent mutagen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Metamutagen   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Discovery   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Metamutagen   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant alchemy   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Metamutagen   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 True shapechanger   5   5   5   5   5   5 

  

  



NIGHTSHADE WARLOCK (Taco Man) 
For most witches, working from the shadows is a common thing. Yet, to be exposed as such is often viewed by many as abominable, especially amongst the 
superstitious communities of the land, but to be exposed as such on the battlefield can be disastrous. In direct response to this fear, the dark realm of the 

nightshade warlock takes things one step further. Laboring to discover and harness their inner ki as well as the arcane, they prefer to keep to the shadows of 

society and the battlefield, employing their magic from afar on those who are unaware of their presence.  
Primary: Witch.  

Secondary: Ninja. 

Alignment: Any.  
Hit Dice: d6.  

Bonus Skills and Ranks: The nightshade warlock may select six ninja skills to add to her class skills in addition to the normal witch class skills. The 

nightshade warlock gains a number of ranks at each level equal to 4 + Int modifier.  
Weapon and Armor Proficiency: The nightshade warlock is proficient with all simple weapons, plus the kama, katana, kusarigama, sai, nunchaku, 

shortbow, short sword, shuriken, siangham, and wakizashi. The nightshade warlock is not proficient with any type of armor or shield. Armor interferes with 

the nightshade warlock's gestures, which can cause her spells with somatic components to fail. 
Diminished Spellcasting: The nightshade warlock casts arcane spells drawn from the witch spell lists, and gains one fewer spell of each spell level per 

day. If this reduces the number to 0, she may cast spells of that level only if they are patron spells or if her Intelligence allows bonus spells of that level. She 

otherwise learns, prepares, and casts spells as a witch of equal level. 
Witch’s Familiar (Ex): This is exactly like the witch’s ability of the same name, except that at 4th level, the familiar gains a pool of ki points similar to a 

ninja’s ki pool. This ki pool has a number of ki points equal to 1 + the familiar’s Charisma modifier (minimum 0). The familiar has a ninja level equal to the 

nightshade warlock’s level –3 for the purpose of qualifying for feats with the ki pool class feature as a prerequisite.  
Hex: This is exactly like the witch ability of the same name. In addition, whenever the nightshade warlock could choose a hex, she can select a ninja trick 

instead. A nightshade warlock’s level is equal to her ninja level for the purpose of qualifying for ninja tricks.  

Ki Pool (Su): At 2nd level, an nightshade warlock gains the ninja’s ki pool ability. This ability, nightshade strike, no trace, light steps, and tricky ki spells 
replace spells lost due to diminished spellcasting. 

Nightshade Strike (Sp): At 3rd level, an nightshade warlock can sacrifice spells to allow others deal extra damage. As a standard action, the nightshade 

warlock can expend a prepared spell. Allies within 30 feet of the nightshade warlock gain a bonus to their attack and damage until the nightshade warlock’s 
next turn. This extra damage is precision damage. These bonuses are dependent upon the level of spell that is sacrificed, as shown on the table below. The 

nightshade warlock can affect a number of allies equal to her Intelligence modifier.  

 
 

Table: Nightshade Strike Bonuses 
Spell Attack Damage 
Level Bonus Bonus 
1st–2nd +1 +1d6 
3rd–4th +2 +2d6 
5th–6th +3 +3d6 
7th–8th +4 +4d6 
9th +5 +5d6 
 

No Trace (Ex): A nightshade warlock gains the ninja’s no trace ability. At 5t level, she learns learns to cover her tracks, remain hidden, and conceal her 

presence. The DC to track a nightshade warlock using the Survival skill increases by +1. In addition, her training gives her a +1 insight bonus on disguise 

skill checks and on opposed Stealth checks whenever she is stationary and does not take any action for at least 1 round. Every three levels thereafter, the 
increase to Survival DCs and the bonuses on Disguise and opposed Stealth checks increase by 1, to a maximum of +6 at 20th level.  

Light Steps (Ex): At 9th level, a nightshade warlock gains the ninja’s light steps ability.  

Major Hex: This is exactly like the witch ability of the same name. In addition, whenever the nightshade warlock could choose a hex, she can select a 
master trick instead.  

Tricky Ki Spells (Su): Starting at 13th level, an nightshade warlock can use her ki to cast her spells without their somatic or verbal components as if 

using the Still Spell and Silent Spell feats. Spells cast using this ability expends 1 point from her ki pool and do not increase in spell level or casting time. 
She can use this ability 3 times per day at 13th level and one additional time per every three levels thereafter, to a maximum of 5 times per day at 19th level. 

The nightshade warlock decides to use this ability at the time of casting.  

 

SWAPS 

Spells lost = Ki pool, nightshade strike, no trace, light step, tricky ki spells. 

Hex = Ninja tricks in place of hex 
Major Hex = Master tricks in place of hex 

 

 

Table: Nightshade warlock 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Cantrips, diminished spellcasting, hex,   2   0  —  —  —  —  —  —  —  —  
     patron spells, witch’s familiar 
2nd  +1  +0 +3  +3  Ki pool   3   1  —  —  —  —  —  —  —   —  
3rd  +1  +1 +3  +3  Nightshade strike   3   1   0  —  —  —   —  —  —  —  
4th  +2  +1 +4  +4  Hex   3   2   1  —  —  —  —  —  —  —  
5th  +2  +1 +4  +4  No trace +1   3   2   1   0  —  —  —  —  —  —  
6th  +3  +2 +5  +5  Hex   3   2   2   1  —  —  —  —  —  —  
7th  +3  +2 +5  +5     3   3   2   1   0  —  —  —  —  —  
8th  +4  +2 +6  +6  Hex, no trace +2   3   3   3   2   1  —  —  —  —  — 
9th  +4  +3 +6  +6  Light steps   3   3   3   2   1   0  —  —  —  — 
10th  +5  +3 +7  +7  Hex, major hex   3   3   3   2   2   1  —  —  —  —  
11th  +5  +3 +7  +7  No trace +3   3   3   3   3   2   1   0  —  —  —  



12th  +6/+1  +4 +8  +8  Hex   3       3   3   3   2   2   1  —  —  —  
13th  +6/+1  +4 +8  +8  Tricky ki spells 3/day   3      3   3   3   3   2   1   0  —  —  
14th  +7/+2  +4 +9  +9  Hex, no trace +4   3   3   3   3   3   2   2   1  —  —  
15th  +7/+2  +5 +9  +9     3   3   3   3   3   3   2   1   0  —  
16th  +8/+3  +5 +10  +10  Hex, tricky ki spells 4/day   3   3   3   3   3   3   2   2   1  —   
17th  +8/+3  +5 +10  +10  No trace +5   3   3   3   3   3   3   3   2   1   0  
18th  +9/+4  +6 +11  +11  Hex, grand hex   3   3   3   3   3   3   3   2   2   1 
19th  +9/+4  +6 +11 +11  Tricky ki spells 5/day   3   3   3   3   3   3   3   3   2   2 
20th  +10/+5  +6 +12 +12  Hex, no trace +6   3   3   3   3   3   3   3   3   3   3 
 



OCCULT PHILOLOGIST (Bardess) 
All wizards believe in the power of words, particularly the written word. Words possess tremendous power, whether it is capturing an idea, conveying 
feelings, or unleash potent magic. The occult philologist takes this a step further, for he reveres the written word as something supernal, as a symbol or 

manifestation of the divine. As such, occult philologists seek to decipher ancient codes and devise new ones, greedily search out lost tomes of magic and 

legends, and unleash their magic through the use of written text. Whether a cabalist or scientist, or a calligrapher, poet, or linguist, the occult philologist can 
be all these and more. 

Primary Class: Wizard. 

Secondary Class: Oracle. 
Alignment: Any.  

Hit Dice: d6. 

Bonus Skills and Ranks: The occult philologist may select three oracle skills to add to his class skills in addition to the normal wizard class skills. An 
occult philologist also adds his mystery skills to his list of class skills. An occult philologist gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The occult philologist is proficient with all simple weapons, with light armor, but not with shields. He can cast wizard 

spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, an occult philologist wearing 
medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass occult 

philologist still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: An occult philologist casts arcane spells drawn from the wizard’s spell list and gains his mystery spells at the indicated levels. An occult 
philologist prepares his spells by scribing them onto special leaflets and casting them by reading the spell directly from the leaflets (see Philology). An 

occult philologist otherwise learns spells as a wizard of equal level. 

Arcane Mystery: At 1st level, an occult philologist gains the oracle’s mystery ability. An occult philologist may only choose the Ancestor, Dark 
Tapestry, Heavens, Lore, Occult, or Time mystery, or the new Spirits or Words mystery (see below). An occult philologist gains one mystery spell slot for 

each level of spell he can cast, from 1st on up. Each day, an occult philologist can prepare his mystery spells in those slots. An occult philologist can select a 

mystery spell modified by a metamagic feat to prepare in his bonus slot, but it uses up a higher level mystery spell slot. The occult philologist may also 
prepare mystery spells in his normal spell slots if he so chooses. An occult philologist must select two magic schools as his opposition schools.  

An occult philologist also gains one revelation from his mystery at 1st level, and an additional revelation at 5th, 10th, and 15th level. At 20th level, an 

occult philologist gains the final revelation from his mystery. This ability replaces arcane school and the wizard’s bonus feats.  
Philology: An occult philologist doesn’t cast spells in the same manner that other wizards do. Instead of preparing his spells of memorizing them like a 

wizard, an occult philologist prepares his spells by transcribing the spells he wishes to cast for the day from his spellbook and onto a special piece of 

parchment called a leaflet. Once transcribed, the occult philologist must read the spell from the leaflet to cast it, much like reading a spell from a scroll. 
Casting the spell erases it, leaving the leaflet blank and ready to be used again. Leaflets are written in a unique personal code that is decipherable only by the 

occult philologist. In many ways, leaflets function like spell scrolls, using the occult philologist’s level as the caster level. However, they don’t require the 

time and cost of actual spell scrolls, and can only be read by the occult philologist who wrote them. Preparing spell leaflets consumes raw materials and 
focuses just as it would for creating a scroll. If a spell has a focus requirement, the focus is used in the reading process. 

An occult philologist can transcribe only a certain number of leaflets of each level per day. His base daily allotment of spells is given on Table: Occult 

Philologist. In addition, he receives bonus leaflets per day if he has a high Intelligence score, in the same way a wizard receives bonus spells per day. Once 
transcribed, a leaflet remains potent for 24 hours, after which time the spell is erased and the leaflet left blank. Thus, an occult philologist must re-prepare his 

leaflets every day. Transcribing a leaflet takes 1 minute of work—most occult philologists prepare many leaflets at the start of the day or just before going 

on an adventure, but it’s not uncommon for an occult philologist to keep some (or even all) of his daily spell slots open so that he can prepare leaflets in the 
field as needed.  

Wordspell Bond: At 1st level, an occult philologist forms a powerful bond with a creature or the written word. Once an occult philologist makes this 

choice, it is permanent and cannot be changed. An occult philologist that chooses the creature bond gains a familiar. This functions as a wizard’s familiar, 
except with the following changes. The occult philologist’s familiar adds Linguistics to its list of skills and gains the ability to speak all of its master’s racial 

languages. The familiar also gains the following ability. 

Cast Master’s Spells (Su): If the master is 5th level or higher, an occult philologist’s familiar can cast a spell for him once per day. If the master and the 
familiar are within 30 feet, the master can designate his familiar as the “caster” of a prepared spell as a swift action. The familiar can then cast the spell just 

as the master would. As usual, if the master casts another spell before the designated spell is cast, it dissipates. The familiar can only cast spells in this 

manner that have a verbal component and require a standard action. It must also have a components pouch with the appropriate material components inside 
to cast the spell. A familiar cannot cast spells affected by the Quickened spell metamagic feat. An occult philologist can use this ability an additional time 

per day at 8th level, and every three levels thereafter, up to a maximum of 6 times per day at 20th level. This ability replaces the familiar’s Deliver Touch 

Spells and Speak with Master abilities. 
An occult philologist who selects the word bond forms a powerful bond with his spellbook. His spellbook is of masterwork quality, but is not made of any 

special material. At 1st level, an occult philologist adds erase and scrivener’s chant to his spellbook. At 5th level, he adds book ward and secret page to his 
spell book. At 10th, level he adds explosive runes and sepia snake sigil to his spellbook. At 15th level, he adds glyph of warding to his spellbook as a 4th 

level spell. 

In addition, a bonded spellbook can be used to cast any spell that he has in his spellbook and is capable of casting without preparing it ahead of time by 
expending a spell scroll of equal or higher level. A bonded spellbook cannot be used to cast spells from the wizard's opposition schools (see arcane mystery). 

These spells are treated like any other spell cast by the occult philologist, including casting time, duration, and other effects dependent on the occult 

philologist's level. These spells cannot be modified by metamagic feats or other abilities. 
Regardless of which bond is chosen, the occult philologist finds very difficult casting spells without his bonded creature nearby or his spellbook at hand. 

If an occult philologist attempts to cast a spell with his leaflets without his spellbook in his possession, or when his familiar's not adjacent to him, he must 

make a concentration check or lose the spell. The DC for this check is equal to 20 + the spell's level. This ability otherwise functions as and replaces arcane 
bond. 

 

 

Ritual Familiar 
Prerequisite: Occult Philologist 11, Wordspell Bond (familiar) class feature. 

Benefit: Your familiar can cast spells with a casting time of greater than 1 standard action.  

 
 

Spirits Mystery 
 

Class Skills: An oracle with the spirits mystery adds Intimidate, Perception, and Stealth to her list of class abilities. 



Bonus Spells: anticipate peril (2nd), ancestral communion (4th), seek thoughts (6th), ancestral memory (8h), telepathic bond (10th), forbiddance (12th), 

visions (14th), mind blank (16th), astral projection (18th). 

Revelations 

An oracle with the spirits mystery can choose from any of the following revelations. 

Hand of Souls (Su): As a standard action, you can perform a melee touch attack that works as a paladin’s lay on hands or an antipaladin’s touch of 

corruption ability, depending on your alignment. Your touch cures or inflicts 1d6 points of damage + 1 point for every two oracle levels you possess. You 

can use this ability a number of times per day equal to 3 + your Charisma modifier. At 11th level, any weapon that you wield is treated as a ghost touch 

weapon. 

Lure Spirits (Su): You gain Threnodic Spell as a bonus feat. In addition, once per day, you can cast a spell with the Threnodic Spell feat as a standard 

action that does not increase the level of the spell. You can use this ability one additional time per day at 11th level and every 4 levels thereafter. You must 

be at least 7th level to select this revelation. 

Serene Awareness (Ex): Your meditations to quiet the mind made you aware of the workings of the soul world, and you keep getting closer to a 

supernatural wisdom. You gain a +1 inherent bonus to Wisdom upon taking this revelation and another +1 every three oracle levels thereafter. You must be 

at least 7th level to select this revelation. 

Spirit Calling (Ex): You can create a summoning circle 1/week to summon a specific outsider or undead spirit. To successfully contact the entity, you 

must do your research and get their name, requiring 3 consecutive successful Knowledge checks (DC 10 + HD of entity): Knowledge (planes) for outsiders 

and Knowledge (religion) for undead. Each check takes 8 hours (only 1/day). Once you have the name, the summoning is automatic, and you never need to 

research for that entity’s name again. You can only summon a specific individual 1/month.  

Once summoned, both you and the summoned creature are safe from harm, provided you act cordially to one another and within the established confines 

of the ritual. You can ask one piece of information of the summoned creature, and it either knows the answer or not—it cannot lie. However, if it knows the 

answer, it doesn’t have to tell you for free. It will typically set terms, asking a favor from you in return for the answer. Because of the restrictions of the 

magic involved, summoned creatures cannot ask you to perform acts that directly oppose your alignment. For instance, they can’t ask good characters to kill 

an innocent; they could ask you to retrieve something, though, and how you actually do it is up to you. These tasks are typically of a difficulty matching the 

rarity and importance of the knowledge requested. If you perform the task, you must perform a return summons (which doesn’t count against your weekly 

uses) during which you exchange proof of your service for the knowledge you seek. You must be at least 7th level to select this revelation. 

Spirit Retribution (Su): Whenever you make a successful save against a mind–affecting spell or effect which entirely negates it, the creature who cast the 

spell or effect must make a Will save or be stunned for a number of rounds equal to the original effect’s duration. The DC of this save is equal to 10 + 1/2 

your oracle level + your Charisma modifier. You can use this ability once per day at 1st level, plus one additional time per day at 5th level and for every 5 

levels beyond 5th. 

Spirit Shield (Su): You can call upon the spirits of the deceased to form a shield around you that blocks incoming attacks and grants you a +4 armor 

bonus. At 7th level, and every four levels thereafter, this bonus increases by +2. At 13th level, this shield causes arrows, rays, and other ranged attacks 

requiring an attack roll against you to have a 50% miss chance. You can use this shield for 1 hour per day per oracle level. This duration does not need to be 

consecutive, but it must be spent in 1-hour increments. 

Spirit Sight (Su): Your vision extends into the spirit realm, allowing you to see astral, ethereal, or incorporeal creatures as a supernatural ability. 

Storm of Souls (Su): You can summon the spirits of your family or tribe to attack in a ghostly barrage—their fury creates physical wounds on creatures in 

the area. The storm has a range of 100 feet and is a 20-foot-radius burst. Objects and creatures in the area take 1d8 hit points of damage for every two oracle 

levels you possess. Undead creatures in the area take 1d8 points of damage for every oracle level you possess. A successful Fortitude save reduces the 

damage to half. You must be at least 7th level to select this revelation. You can use this ability once per day, plus one additional time per day at 11th level 

and every four levels thereafter. 

Sure Soul (Su): Because of your experience with possessing spirits, you gain a +2 insight bonus on saving throws against possession effects such as magic 

jar, a ghost’s malevolence ability, or domination effects. At 7th level, this bonus also applies against death effects and mind-affecting effects. At 11th level, 

the bonus increases to +4. 

Transcendental Bond (Su): You become so attuned to the common spirit shared by all living things that you can use it to communicate with allies. You 

may communicate with your allies for a number of rounds per day equal to your oracle level as if using telepathic bond. You may designate a number of 

creatures as your ally equal to your Charisma modifier. Designating a creature is a standard action that requires a touch. At 10th level, you may use this bond 

to cast a touch spell on a designated ally once per day. 

Final Revelation: At 20th level, you’ve mastered your mind and spirit. You receive a bonus on Will saving throws equal to your Charisma modifier and 

are immune to mind-affecting effects. You can cast visions and sequester each once per day as spell-like abilities without requiring material components. 

 

 

Words Mystery  
 

Class Skills: An oracle with the words mystery adds Linguistics, Perform, and Spellcraft to her list of class skills. 

Bonus Spells: comprehend languages (2nd), codespeak (4th), glyph of warding (6th), illusory script (8th), spellcasting contract (lesser) (10th), glyph of 

warding (greater) (12th), spellcasting contract (14th), word of recall (you must write the word instead of saying it) (16th), spellcasting contract (greater) 
(18th) 

Revelations 

An oracle with the words mystery can choose from any of the following revelations. 
Automatic Writing (Su): Once per day, you can spend a full hour in uninterrupted meditation. During this period, your hands produce mysterious writing 

that pertains to the future. At 1st level, the prophetic writing manifests as an augury spell with 90% effectiveness. At 5th level, the writing takes the form of 

a divination with 90% effectiveness. At 8th level, the writing manifests as a casting of commune with no material component required. 
Counterword (Su): You may counter magic effects and spells that depend on language or written texts, like a bard does with sound–based ones. This 

works otherwise as the countersong bardic performance, but may rely on audible or visual components, depending on the countered effect. You could, for 

example, prevent a symbol spell from working by designing a counter–symbol upon it, or write a counter–poem upon an explosive rune; but also reciting a 
soothing oration to counter a command spell. You can use this ability a number of times per day equal to 3 + your Charisma modifier. 

Esoteric Research (Su): Your knowledge of the magic languages allows you to learn incantations usually prohibited to your class. Choose any one class 

spell list. You may research spells from that list to add to your list as divine oracle spells, as if they were 2 levels less in terms of cost, time and difficulty; 
any esoteric spell researched is added to your list as if it were 1 level higher (for example, you could research a 7th–level wizard spell as if it were a 5th–



level spell for the purpose of research cost, time and difficulty; it should be added to your spell list as an 8th–level spell). You must be at least 7th level to 

select this revelation. 
Inspired Interpreter (Su): You may read and understand written texts in any language as if you were wearing an helm of comprehend languages and 

magic reading. You don’t gain the ability to speak or understand spoken words in other languages. With a successful Linguistics check, you can activate any 

spell from a scroll or a book, whether it’s of the correct type and in your spell list, or not. You use your Charisma in place of the requisite ability score for 
spells. 

Read Between the Lines (Su): Reading any script, you can discover many things about its author. You must read a text carefully from beginning to end. 

You gain information on whoever wrote it as if you made a Diplomacy skill check to gather information, with a result equal to 15 + your oracle level + your 
Charisma modifier. At 5th level, you know what the author thought and meant when the text was written as if using seek thoughts; at 11th level, you know 

many things about the author, as if you cast legend lore. This ability works also on text written by long–dead authors. You may use this ability a once per 

day, plus one additional time per day for every five oracle level you possess. 
Say the Word (Ex): You’ve become adept to cast spells just with your words. You gain Eschew Materials as a bonus feat. At 7th level, you gain Still Spell 

too. At 11th level, thrice per day, you may apply the Still Spell metamagic feat to a spell without increasing the level. 

Spontaneous Symbology (Sp): Your knowledge of the secret history of the world has unveiled the mysterious symbols that govern reality. You can cast 
any “symbol” spell using a spell slot of the appropriate level, even if the spell is not on your list of spell’s known. A symbol spell is any spell with the word 

“symbol” in its name. You must be at least 11th level to select this revelation. 

The Pen Is Mightier Than the Sword (Su): As a swift action, you can enlarge a quill, pen or other tiny writing instrument into a blade similar to a 
longsword. You can then strike with it as if it were a weapon making a melee attack. For the purpose of this ability, you are proficient with this weapon. You 

can use the weapon to perform combat maneuvers. You may use with this weapon any combat feats that could be used with a longsword. If you hit, the 

weapon deals 1d8 points of slashing damage + 1 point for every two oracle levels you possess. After this attack, the quill returns to normal. You can use this 
ability a number of times per day equal to 3 + your Charisma modifier. 

Wall of Text (Su): You begin an endless litany which takes the form of a compact wall of solid written words protecting you and your allies from hostile 

attacks. The wall deflects arrows, bolts, loose debris, and Small or smaller flying creatures like a wind wall spell, except these things rebound harmlessly 
rather than being directed upward. The relentless flow of words forces creatures within 10 feet of you to a Will save; if they fail, they’re stunned for 2d4 

rounds. Touching and passing through the wall stuns a creature for 2d6 round +1 per oracle level. If you evoke the wall so that it appears where creatures 

are, each creature takes damage as if passing through the wall. An erase spell suppresses the wall within its area as if it were magic writing, but only for a 
round. This is not a language–dependent effect. You may summon a wall of text a number of times per day equal to your Charisma bonus, and it last as long 

as you concentrate. The wall works otherwise as a wall of sound. You must be at least 7th level to select this revelation. 
Whirlwind Lesson (Ex): You can quickly browse through a magical tome or manual, gaining its benefits with only a single 8-hour study session (rather 

than the usual 48 hours over a period of 6 days). At 7th level, you may allow another character to join in your study; both of you gain the full benefit of 

having read the book. At 15th level, you may share your whirlwind lesson with a number of characters equal to your oracle level. The benefits to you are 
permanent, whereas your students gain the tome or manual’s benefits for a number of days equal to your Charisma modifier but then forget what they have 

learned. 

Final Revelation: Upon reaching 20th level, you have understood the full power of words. You become immune to spells and effects that rely on spoken 
or written words (like power word, runes or glyph spells). You can use the True Name wizard discovery once per day as if you had cast greater planar 

binding. 

 
Table: Occult Philologist 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Arcane mystery, cantrips, philology,   3   1  —  —  —  —  —  —  —  —  
     Scribe Scroll, wordspell bond  
2nd  +1  +0 +0  +3     4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3     4   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4     4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4  Revelation   4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +2  +5     4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +2  +5     4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +2  +6     4   4   3   3   2  —  —  —  —  — 
9th  +4  +3 +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +3  +7  Revelation   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +3  +7     4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +4  +8     4   4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +4  +8     4   4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +4  +9     4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +5  +9  Revelation   4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +5  +10     4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +6  +12  Final revelation   4   4   4   4   4   4   4   4   4   4 



OLFACTER 

 

Primary Class: Alchemist. 

Secondary Class: Bard. 

Alignment: Any. 
Hit Dice: d8. 

Bonus Skills and Ranks: The olfacter may select three bard skills to add to his class skills in addition to the normal alchemist class skills. The olfacter 

gains a number of ranks at each level equal to 4 + Int modifier.  
Weapon and Armor Proficiency: The olfacter is proficient with all simple weapons, with light armor, but not with shields.  

Aromatic Alchemy (Su): Olfacters are not only masters of creating alchemical substances such as alchemist’s fire and smokesticks like alchemists, but of 

fashioning magical cosmetic stubstances that grant certain beneficial effects. An oflacter gains a competence bonus equal to his class level when using Craft 
(alchemy) to create an alchemical item, including those that are scent-based. He can also use Craft (alchemy) to identify potions and any magically item 

reliant upon scent as if using detect magic. He must hold the item for 1 round to make such a check. 

An olfacter can create three special types of magical items—extracts, balms, and fragrances. An olfacter creates and imbibes extracts as an alchemist 
equal to his level. Balms and fragrances are cosmetic substances that must be applied to the skin to have any effect—both of these are detailed in their own 

sections below. 

Balm (Su): At 1st level, an olfacter discovers how to create balms that he can apply to his skin to heighten his skill expertise. It takes 1 hour to brew a 
dose of balm, and once brewed, it remains potent until used. An olfacter can only maintain one dose of balm at a time—if he brews a second dose, any 

existing balm becomes inert. As with an extract or fragrance, a balm that is not in an olfacter’s possession becomes inert until an olfacter picks it up again. 

When an olfacter brews a balm, he selects one of the balms listed below. It’s a standard action to apply a balm. Upon being applied, the balm grants a +4 
competence bonus to the indicated skill checks for 10 minutes per olfacter level.  

A non-olfacter who applies a balm must make a Fortitude save (DC 10 + 1/2 the olfacter’s level + the olfacter’s Intelligence modifier) or 

become nauseated for 1 hour—a non-olfacter can never gain the benefit of an balm, but an olfacter can gain the effects of another olfacter’s balm if he 
applies it. (Although if the other olfacter creates a different balm, the effects of the “stolen” balm immediately cease.) The effects of a balm do not stack. 

Whenever an olfacter applies a balm, the effects of any previous balm immediately end. 

An olfacter can create any one of the following balms.  
Citrus: A citrus-scented balm that grants a competence bonus to Diplomacy and Sense Motive skill checks. 

Floral: A floral-scented balm that grants a competence bonus to Bluff and Diplomacy skill checks.  

Fruity: A fruit-scented balm that grants a competence bonus to Bluff and Sense Motive skill checks. 
Leather: A leather-scented balm that grants a competence bonus to Handle Animal and Intimidate skill checks.  

Mossy: A moss-scented balm that grants a competence bonus to Bluff and Intimidate skill checks.  

Oceanic: A sea breeze-scented balm that grants a competence bonus to Diplomacy and Handle skill checks.  
Woody: A wood-scented balm that grants a competence bonus to Diplomacy and Intimidate skill checks.  

Fragrance (Su): In addition to magical extracts, olfacters are adept at swiftly mixing various scented oils and infusing them with their magical reserves to 

create powerful fragrances that they can apply to themselves and or their allies. An olfacter can use a number of fragrances each day equal to his class level 
+ his Intelligence modifier. In order to create a fragrance, the olfacter must use a small vial containing an ounce of scented oil and then adds small amounts 

of chemicals from an alchemy lab. These supplies can be readily refilled in the same manner as a spellcaster’s component pouch. A fragrance, once created, 

remains potent for 1 day before becoming inert, so an olfacter must re-prepare his fragrances every day. This allows the olfacter to be able to share his 
fragrances with allies. Mixing a fragrance  takes 1 minute of work—most olfacters prepare many fragrances at the start of the day or just before going on an 

adventure, but it’s not uncommon for an olfacter to keep some (or even all) of his daily fragrances unused so that he can prepare fragrances in the field as 

needed. 
Applying a fragrance requires a standard action that provokes an attack of opportunity. Unlike extracts, an olfacter’s fragrance persists even after he sets it 

down. An olfacter’s fragrance can be applied and worn by non-olfacters to gain its effects. Each use of this ability counts against his daily uses, whether the 

olfacter or an ally uses the fragrance.  
Olfacters can learn different types of fragrances as they level up. An olfacter can create the following fragrances at the indicated levels. Once applied, a 

fragrance lasts for 1 minute.  

Cologne of Courage (Su): A 1st level olfacter can create and apply a fragrance to inspire courage in himself of his allies, bolstering them against fear and 
improving their combat abilities. To be affected, the olfacter or ally must apply the fragrance to their skin. An affected creature receives a +1 morale 

bonus on saving throws against charm and fear effects and a +1 competence bonus on attack and weapon damage rolls. At 5th level, and every six olfacter 

levels thereafter, this bonus increases by +1, to a maximum of +4 at 17th level. Cologne of courage is a mind-affecting ability. Cologne of courage uses 
olfactory components.  

Cologne of Competence (Su): An olfacter of 3rd level or higher can create a fragrance to help an ally succeed at a task. To be affected, the ally must apply 
the fragrance to his skin. The affected creature gains a +2 competence bonus on skill checks with a particular skill. This bonus increases by +1 for every four 

levels the olfacter has attained beyond 3rd (+3 at 7th, +4 at 11th, +5 at 15th, and +6 at 19th). 

Certain uses of this ability are infeasible, such as Stealth, and may be disallowed at the GM's discretion. An olfacter can't use this fragrance to inspire 
competence in himself. Cologne of competence relies on olfactory components. 

Perfume of Greatness (Su): An olfacter of 9th level or higher can create and apply a fragrance to inspire greatness in himself or an ally, granting extra 

fighting capability. To be affected, the olfacter or ally must apply the fragrance to their skin. An affected creature gains 2 bonus Hit Dice (d10s), the 
commensurate number of temporary hit points (apply the target’s Constitution modifier, if any, to these bonus Hit Dice), a +2 competence bonus on attack 

rolls, and a +1 competence bonus on Fortitude saves. The bonus Hit Dice count as regular Hit Dice for determining the effect of spells that are Hit Dice 

dependent. Perfume greatness is a mind-affecting ability and it relies on olfactory components. 
Musk of Heroics (Su): An olfacter of 15th level or higher can create a fragrance to inspire tremendous heroism in himself or an ally. To be affected, the 

olfacter or ally must apply the fragrance to their skin. The affected creature gains a +4 morale bonus on saving throws and a +4 dodge bonus to AC. Musk of 

heroics is a mind-affecting ability that relies on olfactory components. 
Discovery (Su): This is exactly like the alchemist ability of the same name, except that an olfacter may only choose discoveries related to extracts. An 

olfacter may choose the Smoke Bomb discovery, even without having the bomb ability as a prerequisite. An olfacter’s smoke bomb functions in all ways as 

an alchemist’s bomb, but deals no bomb damage, only the smoke bomb’s fog cloud effect. The smoke bomb is always considered the base effect. Whenever 
an olfacter uses a smoke bomb, he expends one use of his fragrance ability. If an olfacter selects the Smoke Bomb discovery, he may also choose from the 

Confusion Bomb, Madness Bomb, Poison Bomb, or Stink Bomb discoveries. These effects are added to the smoke bomb’s base effect. An olfacter cannot 

choose the mutagen discovery.  
Olfactory Resistance (Ex): At 2nd level, an olfacter gains a +2 bonus on all saving throws against smell and olfactory-related spells and effects. This 

bonus increases to +4 at 5th level, and then again to +6 at 8th level. At 10th level, an olfacter becomes completely immune to smell and olfactory-related 

spells and effects. This ability replaces poison resistance.  
Scent (Ex): At 2nd level, an olfacter gains the scent special ability (see Universal Monster Rules). This ability replaces poison use.  



Swift Application (Ex): At 6th level, an olfacter can apply a dose of balm or fragrance to himself as a swift action. 

Multiple Applications (Ex): At 13th level, an olfacter can apply a dose of balm or fragrance to two allies as a standard action (including himself) that 
provokes an attack of opportunity. Each creature cannot be more than 5 feet away from the olfacter.  

Persistent Balm (Su): At 14th level, the effects of a balm lasts for 1 hour per level.  

 
 

Table: Olfacter 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Aromatic alchemy, balm, brew potion, cologne of courage +1,   1  —  —  —  —  — 
     fragrance, throw anything  
2nd  +1  +3  +3 +0 Discovery, olfactory resistance +2, scent     2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Cologne of competence +2, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Discovery   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Cologne of courage +2, olfactory resistance +4   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Discovery, swift application   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Cologne of competence +3   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Discovery, olfactory resistance +6   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Perfume of greatness   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Discovery, olfactory immunity   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Cologne of competence +4, cologne of courage +3   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 Multiple applications   5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Discovery, persistent balm   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Cologne of competence +5, musk of heroics   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Discovery   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Cologne of courage +4   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant alchemy   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Cologne of competence +6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Grand discovery   5   5   5   5   5   5 
  



PATRON MAGE (Shain Edge) 
While arcanists are most often associated with personal power, there are relatively few that are touched by divine or infernal influences, but they do exist. 
Those who are touched by such influences are occasionally given guidance from their divine or infernal source, making them somewhat reminiscent of the 

oracles and witches of old. However, there are those who turn their back on such a responsibility, while others embrace it and make it their sole purpose in 

life. In either case, these patron mages wield powers that other arcanists are unable to obtain.   
Primary Class: Arcanist. 

Secondary Class: Cleric.  

Alignment: A patron mage's alignment must be within one step of her deity's, along either the law/chaos axis or the good/evil axis.  
Hit Dice: d6.  

Bonus Skills and Ranks: The patron mage may select three cleric skills to add to her class skills in addition to the normal arcanist class skills. The patron 

mage gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The patron mage is proficient with all simple weapons, as well as the favored weapon of her deity. The patron mage is 

not proficient with any types of armor or shields. Armor interferes with the patron mage’s gestures, which can cause her spells with somatic components to 

fail.  
Cantrips (Sp): This is exactly like the arcanist ability of the same name, except that the patron mage can choose her 0-level spells from both the 

sorcerer/wizard spell list and the cleric/oracle spell list.  

Divine Patronage: A patron mage is an arcanist touched by the gods and granted divine powers to serve on their behalf. The patron mage must choose a 
deity to worship. The patron mage’s alignment must be within one step of her chosen deity's, along either the law/chaos axis or the good/evil axis. The 

patron mage also begins play with a holy symbol (or unholy symbol ) at no cost. This symbol is made of wood or iron and is of masterwork quality, but is 

not constructed of any special material.  
Domain: At 1st level, a patron mage gains the cleric’s domain ability and selects one domain granted by her deity. She gains her first domain power at 1st 

level, and her second domain power at 7th level. The patron mage also adds her domain spells to her spell list. She adds her first domain spell at 1st level, 

and each subsequent spell at 4th level and every two levels thereafter. These spells are added at the appropriate spell levels. This ability replaces the arcanist 
exploits gained at 1st and 7th level, and consume spells.   

Spontaneous Casting: At 3rd level, a patron mage can spend 1 point from her arcane reservoir to channel stored spell energy into domain spells that she 

did not prepare ahead of time. The patron mage can “lose” any prepared spell that is not a cantrip in order to cast any domain spell of the same spell level or 
lower. This ability replaces the arcanist exploits gained at 3rd and 9th level.  

 

New Arcanist Exploits 
The following new arcanist exploit is restricted to the Patron Mage multiclass archetype. 

Channeling Ray (Su): The patron mage can release divine energy by channeling the power of her faith through her holy (or unholy) symbol. By spending 

1 point from her arcane reservoir and presenting her holy symbol, the patron mage channels energy that causes a ray that affects one creature of one type 

(either undead or living) within 30 feet of the patron mage. The type of energy channeled is determined by the patron mage’s alignment. A good patron mage 
(or neutral patron mage of a good deity) can channel positive energy. An evil patron mage (or a neutral patron mage of an evil deity) channels negative 

energy. A patron mage who is neither good nor evil and whose deity is neither good nor evil must choose which type of energy to channel. Once chosen, it 

cannot be changed. The amount of damage dealt or healed is equal to 1d6 points of damage plus 1d6 points of damage for every two patron mage levels 
beyond 1st (2d6 at 3rd, 3d6 at 5th, and so on). A creature that takes damage from channeling ray receives a Will save to halve the damage. The DC of this 

save is equal to 10 + 1/2 the patron mage's level + the patron mage's Charisma modifier. This ability otherwise functions like the cleric’s channel energy 

ability. The patron mage must be at least 5th level to select this exploit.    

 

New Greater Arcanist Exploits 
The following new greater arcanist exploit is restricted to the Patron Mage multiclass archetype. 

Channeling Burst (Su): This functions like the channeling ray exploit except that the patron mage can release a wave of energy that affects all creatures of 
one type (either undead or living) in a 30-foot radius centered on the patron mage. Using this exploit expends 2 points from her arcane reservoir. The patron 

mage must be at least 11th level and have the channeling ray arcanist exploit to select this exploit.   

 
 

Table: Patron Mage 
 Base  
Class Attack Fort Ref Will   Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  1st domain power, arcane reservoir, cantrips,    2  —  —  —  —  —  —  —  — 
     divine patronage, domain spells 
2nd  +1  +0 +0  +3     3  —  —  —  —  —  —  —   — 
3rd  +1  +1 +1  +3  Spontaneous casting   4  —  —  —  —   —  —  —  — 
4th  +2  +1 +1  +4     4   2  —  —  —  —  —  —  — 
5th  +2  +1 +1  +4  Arcanist exploit   4   3  —  —  —  —  —  —  — 
6th  +3  +2 +2  +5     4   4   2  —  —  —  —  —  — 
7th  +3  +2 +2  +5  2nd domain power   4   4   3  —  —  —  —  —  — 
8th  +4  +2 +2  +6     4   4   4   2  —  —  —  —  — 
9th  +4  +3 +3  +6     4   4   4   3  —  —  —  —  — 
10th  +5  +3 +3  +7     4   4   4   4   2  —  —  —  — 
11th  +5  +3 +3  +7  Arcanist exploit, greater exploits   4   4   4   4   3  —  —  —  — 
12th  +6/+1  +4 +4  +8     4   4   4   4   4   2  —  —  — 
13th  +6/+1  +4 +4  +8  Arcanist exploit   4   4   4   4   4   3  —  —  — 
14th  +7/+2  +4 +4  +9     4   4   4   4   4   4   2  —  — 
15th  +7/+2  +5 +5  +9  Arcanist exploit   4   4   4   4   4   4   3  —  — 
16th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   2  — 
17th  +8/+3  +5 +5  +10  Arcanist exploit   4   4   4   4   4   4   4   3  — 
18th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   2 
19th  +9/+4  +6 +6  +11  Arcanist exploit   4   4   4   4   4   4   4   4   3 
20th  +10/+5  +6 +6 +12  Magical supremacy   4   4   4   4   4   4   4   4   4 
 



Table: Patron Mage Spells Prepared 
Class    Spells Prepared 
Level 0th 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st    4   2  —  —  —  —  —   —  —  — 
2nd    5   2  —  —  —  —  —  —  —   — 
3rd    5   3  —  —  —  —   —  —  —  — 
4th    6   3   1  —  —  —  —  —  —  — 
5th    6   4   2  —  —  —  —  —  —  — 
6th    7   4   2   1  —  —  —  —  —  — 
7th    7   5   3   2  —  —  —  —  —  — 
8th    8   5   3   2   1  —  —  —  —  — 
9th    8   5   4   3   2  —  —  —  —  — 
10th    9   5   4   3   2   1  —  —  —  — 
11th    9   5   5   4   3   2  —   —  —  — 
12th    9   5   5   4   3   2   1  —  —  — 
13th    9   5   5   4   4   3   2  —  —  — 
14th    9   5   5   4    4   3   2   1  —  — 
15th    9   5   5   4   4   4   3   2  —  — 
16th    9   5   5   4   4   4   3   2   1  — 
17th    9   5   5   4   4   4   3   3   2  — 
18th    9   5   5   4   4   4   3   3   2   1 
19th    9   5   5   4   4   4   3   3   3   2 
20th    9   5   5   4   4   4   3   3   3   3 
 

  



PLAGUE DOCTOR (JonathonWilder) 

Plague doctors are servants of the state, often unwillingly thrown or willfully stepping into this role without any previous experience in healing or medicine. 
They are most often sent to lands most affected by sickness and disease, and devastated by plague and death so as to offer what aid they can. It is here they 

grow in skill and reputation to the point where they become respected and feared by all that see them. With such experiences comes the knowledge and 

understanding of both healing and disease. With such knowledge, plague doctors learn how to bottle diseases and employ them as weapons of fear and terror 
with great effect. Many also gain reputable skills in necromancy to complement their use of alchemy. As the symbol of their station, all plague doctors wear 

a special white mask in the shape of a crow’s beak and black robes that fully cover them from head to foot. These items are meant to protect them from 

sickness and disease as they go about their duties. Often, they may find themselves in need to hunt down those who willingly or knowingly spread 
contagions beyond their immediate lands. Though often accused of being selfish money seekers, there are those plague doctors that honestly seek to help 

others and see too their duties without fear. Yet many plague doctors are not against tricking the rich or desperate, offering words of comfort when there are 

none and taking large sums of money for their troubles. 
Primary Class: Alchemist.  

Secondary Class: Inquisitor.  

Alignment: Any. 
Hit Dice: d8.  

Bonus Skills and Ranks: The plague doctor selects three inquisitor skills to add to his class skills in addition to the normal alchemist class skills. The 

plague doctor gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The plague doctor is proficient with all simple weapons. He is also proficient with light armor, but not with shields. 

Extracts: A plague doctor adds the following spells to his formulae list, at the indicated formulae levels: 1st—bane, diagnose disease, interrogation, lock 

gaze, remove fear, remove sickness, sanctuary, sanctify corpse, tireless pursuit; 2nd—castigate, confess, death knell, delay pain, howling agony, soothing 
word; 3rd—blood biography, eldritch fever, fester, terrible remorse; 4th—fear, interrogation (greater), judgment light, leashed shackles, tireless pursuers; 

5th—castigate (mass), divine pursuit; 6th—cleanse, fester (mass), repulsion.  

Diagnose Disease (Su): At will, a plague doctor can use diagnose disease, as the spell. A plague doctor can, as a move action, concentrate on a single 
creature, object, or area within 60 feet and determine if it carries any sort of disease or infestation (including molds, slimes, and similar hazards), or any 

exceptional or supernatural effects causing the sickened or nauseated effects. If there is disease present, the plague doctor knows what disease it is and its 

effects. If the target is a creature, he gains a bonus on Heal checks to treat the creature’s disease equal to his plague doctor level. While focusing on one 
creature, object, or area, the plague doctor does not diagnose disease in any other creature, object, or area within range. This ability can penetrate many 

barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it. This ability replaces brew potion.  

Plague Vial (Su): At 1st level, a plague doctor can create a plague vial, an alchemically grown and concentrated disease sample. It takes 1 hour to prepare 
a plague vial, and once prepared, the vial remains potent until used. A plague doctor can only maintain 1 plague vial at a time—if he prepares a second vial, 

any existing plague vial becomes inert. A plague vial that is not in a plague doctor's possession becomes inert until a plague doctor picks it up again. 

It's a standard action to drink a plague vial. Upon being imbibed, the plague vial infects the plague doctor's blood, sweat, tears, and other bodily fluids for 
10 minutes per class level. Any creature that harms him with melee attacks (except with reach weapons) must make a Fortitude save (DC 10 + 1/2 the plague 

doctor's level + the plague doctor's Intelligence modifier) or become sickened for 1 round per plague doctor level. The plague doctor is immune to the effect 

of his own plague vial, but not that of another's plague vial. The effects of multiple plague vials do not stack. 
As a standard action, the plague doctor can infect a weapon with this sickness (typically by licking it or wiping his blood or pus on it). The disease on the 

weapon works like a poisoned weapon, except the source is a disease instead of a poison (so a dwarf's resistance to poison does not apply). 

Anyone other than a plague doctor (including another alchemist) who drinks a plague vial must make a saving throw against the vial's DC or become 
nauseated for 1 hour. Unless he learns how to brew a mutagen by taking the mutagen discovery, he can never benefit from a mutagen and reacts to it as if he 

were a non-alchemist. At any particular time, a plague doctor can only be under the effect of either a plague vial or a mutagen (not both); drinking another 

immediately ends the effects of any ongoing plague vial or mutagen. 
All limitations to mutagens apply to plague vials as if they were the same substance. The infuse mutagen discovery applies to plague vials. The sticky 

poison discovery applies to a weapon infected with a plague vial. The plague vial is a disease effect. This ability replaces mutagen. 

Disease Resistance (Ex): At 2nd level, a plague doctor gains a +2 bonus on all saving throws against disease. This bonus increases to +4 at 5th level, and 
to +6 at 8th level. At 10th level, a plague doctor becomes completely immune to disease (including magical diseases). This ability replaces all increments of 

poison resistance and poison immunity.  

Disease Use (Ex): At 2nd level, a plague doctor can apply filth from garbage, a sewer, a city street, a polluted area, or long-unwashed clothing or fur to a 
weapon as a standard action. Doing so causes the weapon to inflict filth fever on its next strike. The plague doctor does not risk exposure to this disease 

unless he is damaged by the weapon. After a successful attack with the weapon, the filth is dispersed and must be reapplied. This ability replaces poison use.  

Swift Contamination (Ex): At 6th level, a plague doctor can apply filth or disease to a weapon as a swift action. This ability replaces swift poisoning. 
Improved Plague Vial (Su): At 8th level, a plague doctor must select improved plague vial as his 8th level discovery.   

Persistent Plague Vial (Su): This is exactly like the alchemist’s persistent mutagen ability, except that it applies to his plague vial instead.  
Greater Plague Vial (Su): At 16th level, a plague doctor must select greater plague vial as his 16th level discovery.   

Physician’s Touch (Su): At 20th level, a plague doctor must select either antiplague touch or plague touch as his 20th level grand discovery.   

 
 

NEW DISCOVERIES 
The following new discoveries are restricted to the Plague Doctor multiclass archetype. 

 

Antiplague Touch (Su) 
Prerequisite: Grand discovery 
Benefit: The plague doctor gains a touch that removes all manner of disease (including magical diseases, but not curses), as if under the effects of a remove 

disease spell. He can suppress or activate this ability as a free action. The physical appearance of how the plague doctor  generates and delivers his curative 

touch varies from plague doctor  to plague doctor . 
 

Exhaustion Bomb (Su) 
Prerequisite: Plague doctor 6, smoke bomb discovery 

Benefit: The effects of the smoke created by a plague doctor’s bomb duplicates the effects of ray of exhaustion instead of fog cloud, filling an area equal to 
twice the bomb’s splash area for 1 round per level. 

 

Greater Judgment Bomb (Su) 
Prerequisite: Plague doctor 18, judgment bomb 



Benefit: Whenever the plague doctor uses a judgment bomb, he selects three different judgments, instead of one. This only consumes one use of her bomb 

ability. Alternatively, when the plague doctor uses a judgment bomb, he can select one type of judgment. He is treated as if he were 5 levels higher for the 
purposes of determining the bonus granted by this judgment bomb. Only one judgment can be active when using ta greater judgment bomb in this way.  

 

Greater Plague Vial (Su)  
Prerequisite: Plague doctor 16, improved plague vial, plague vial class feature  
Benefit: The plague doctor’s plague vial duplicates the effects of greater contagion, in addition to its normal effect. 

 

Improved Plague Vial (Su)  
Prerequisite: Alchemist 8, plague vial class feature  
Benefit: The plague doctor’s plague vial duplicates the effects of contagion, in addition to its normal effect. 

 

Judgment Bomb (Su) 
Prerequisite: Plague doctor 2 
Benefit: The plague doctor’s bombs are infused with divine judgment. When the bomb is created, the plague doctor chooses one of the following 

inquisitor’s judgments: destruction, justice, or smiting. The bomb is then infused with divine energy, granting the bomb the effects of the chosen judgment. 

For example, a plague doctor that infuses a bomb with the destruction judgment gains a +1 sacred (or profane) bonus on his damage roll, +1 for every three 
plague doctor levels he possesses. At 10th level, whenever a plague doctor uses her judgment bombs, he selects two different judgments, instead of one. This 

only consumes one use of her bomb ability.  

 

Plague Touch (Su) 
Prerequisite: Grand discovery 

Benefit: The plague doctor gains a disease touch, as if under the effects of a contagion spell. He can suppress or activate this ability as a free action. The 

physical appearance of how the plague doctor generates and delivers his infectious touch varies from plague doctor  to plague doctor . 
 

Purifying Bomb (Su) 
Prerequisite: Plague doctor 10, smoke bomb discovery  

Benefit: The effects of the smoke created by a plague doctor’s bomb duplicates the effects of remove disease instead of fog cloud, filling an area equal to 
twice the bomb’s splash area for 1 round per level. In addition, the smoke of a purifying bomb renders the effects of any creature with the disease special 

ability inert (such as dire rats, otyughs, or plague zombies) while within the cloud.  

 

Scare Bomb (Su) 
Prerequisite: Plague doctor 6, smoke bomb discovery 

Benefit: The effects of the smoke created by a plague doctor’s bomb duplicates the effects of scare instead of fog cloud, filling an area equal to twice the 

bomb’s splash area for 1 round per level. 
 

Terror Bomb (Su) 
Prerequisite: Plague doctor 12 

Benefit: The plague doctor’s bombs subject the target’s conscious mind to its most horrible fears imaginable. A creature that takes a direct hit from a terror 
bomb takes damage from the bomb and is under the effect of a phantasmal killer spell for 1 round per caster level of the plague doctor. Reduce the amount 

of normal damage dealt by the bomb by 4d6 (so a bomb that would normally deal 6d6+4 points of damage deals 2d6+4 points of damage instead).  

 
 

Table: Plague Doctor 
 Base  
Class Attack Fort Ref Will  Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Alchemy, bomb 1d6, diagnose disease, plague vial,   1  —  —  —  —  — 
     stern gaze  
2nd  +1  +3  +3 +0 Discovery, disease resistance +2, disease use    2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Bomb 2d6, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Discovery   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Bomb 3d6, disease resistance +4   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Discovery, swift contamination   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Bomb 4d6   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Disease resistance +6, improved plague vial   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Bomb 5d6   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Discovery, disease immunity   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Bomb 6d6   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 Bomb 7d6   5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Discovery, persistent plague vial   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Bomb 8d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Greater plague vial   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Bomb 9d6   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant alchemy   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Bomb 10d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Physician’s touch   5   5   5   5   5   5 



PLAGUE BRINGER 
As a counterpoint to the white witch, the plague bringer is power-hungry, using his fell magic to corrupt and curse those who stand in his way. A champion 
of dark eldritch powers, the plague bringer employs his magic to sicken and disease, to spread fear and despair, and to break the will of those seeking to 

resist his palpable corruption. The plague bringer is cruel by nature, and seeks to control and dominate those who oppose him. It is this malevolence that 

continues to perpetuate the fear, intolerance, and retaliation perpetrated against those of the witch’s eldritch heritage.  
Primary Class: Witch.  

Secondary Class: Antipaladin.  

Alignment: Any evil. 
Hit Dice: d8. 

Bonus Skills and Ranks: The plague bringer may select three antipaladin skills to add to his class skills in addition to the normal witch class skills. The 

plague bringer gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The plague bringer is proficient with all simple and light martial weapons. A plague bringer is also proficient with 

light armor. He can cast witch spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a 

plague bringer wearing medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A 
multiclass plague bringer still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: The plague bringer casts arcane spells drawn from witch’s spell list and favors harmful and necromantic spells. He is restricted from casting 

any spells associated with healing, life, good, compassion, or mercy. He otherwise learns, prepares, and casts spells as a witch of equal level. 
Code of Conduct: The plague bringer must adhere to the guidelines presented in the antipaladin’s code of conduct, but apply them to his chosen 

alignment as appropriate. This code restricts him from selecting certain patrons, hexes, major hexes, and grand hexes, as described below. 

Aura of Evil (Su): This is exactly like the antipaladin ability of the same name. This ability, touch of corruption, and unholy resilience replace his spells 
lost from diminished spellcasting (see above).  

Unholy Resilience (Su): At 2nd level, the plague bringer gains the antipaladin’s unholy resilience ability. This ability replaces hex at 2nd level and the 

usual good Fortitude save he should gain as an antipaladin multiclass archetype.  
Touch of Corruption (Su): This is exactly like the antipaladin ability of the same name, except that at 4th level, a plague bringer can use it a number of 

times per day equal to his Charisma modifier, plus an additional time per day for every four plague bringer levels he possesses. With one use of this ability, a 

plague bringer can heal undead or harm the living for 1d6 hit points of damage at 4th level, and an additional 1d6 hit points of damage every four plague 
bringer levels thereafter. This ability, aura of evil, and unholy resilience replace his spells lost from diminished spellcasting (see above).  

Plague Bringer (Ex): At 6th level, a plague bringer gains the antipaladin’s plague bringer ability. This ability, aura of evil, and touch of corruption 

replace his spells lost from diminished spellcasting (see above).  
Cruelty (Su): This is exactly like the antipaladin ability of the same name, except that a plague bringer can select a 3rd level cruelty at 6th level, a 6th 

level cruelty at 10th level, a 9th level cruelty at 14th level, and a 12th level cruelty at 18th level. This ability replaces hex at 6th, 10th, 14th, and 18th level.  

Patrons: The plague bringer is restricted from selecting the Healing**, Light**, Stars**, or Water* patrons. The following patron themes complement 
the plague bringer archetype: Death**, Deception*, Insanity**, Occult**, Plague*, or Vengeance**. (*Advanced Player’s Guide, **Ultimate Magic) 

Hexes: The plague bringer is restricted from selecting the Charm*, Fortune*, Healing*, or Ward* hexes. The following hexes complement the plague 

bringer archetype: Beast of Ill-Omen**, Blight*, Child Scent**, Coven*, Misfortune*, Scar**, Swamp Hag**, or Unnerve Beasts**. (*Advanced Player’s 
Guide, **Ultimate Magic) 

Major Hexes: The plague bringer is restricted from selecting the Major Healing major hex. The following major hexes complement the plague bringer 

archetype: Agony*, Cook People**, or Infected Wounds**. (*Advanced Player’s Guide, **Ultimate Magic) 
Grand Hexes: The plague bringer is restricted from selecting the Life Giver grand hex. The following grand hexes complement the plague bringer 

archetype: Death Curse*, Dire Prophecy**, Forced Reincarnation*, or Natural Disaster*. (*Advanced Player’s Guide, **Ultimate Magic) 

 
 

Table: Plague Bringer 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Aura of evil, cantrips, hex,   2   0  —  —  —  —  —  —  —  —  
     patron, witch’s familiar  
2nd  +1  +0 +0  +3  Unholy resilience   3   1  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3     3   1   0  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4  Touch of corruption, hex   3   2   1  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4     3   2   1   0  —  —  —  —  —  —  
6th  +3  +2 +2  +5  Plague bringer, cruelty   3   2   2   1  —  —  —  —  —  —  
7th  +3  +2 +2  +5     3   3   2   1   0  —  —  —  —  —  
8th  +4  +2 +2  +6  Hex   3   3   2   2   1  —  —  —  —  — 
9th  +4  +3 +3  +6     3   3   3   2   1   0  —  —  —  — 
10th  +5  +3 +3  +7  Cruelty   3   3   3   2   2   1  —  —  —  —  
11th  +5  +3 +3  +7     3   3   3   3   2   1   0  —  —  —  
12th  +6/+1  +4 +4  +8  Hex, major hex   3   3   3   3   2   2   1  —  —  —  
13th  +6/+1  +4 +4  +8     3   3   3   3   3   2   1   0  —  —  
14th  +7/+2  +4 +4 +9  Cruelty   3   3   3   3   3   2   2   1  —  —  
15th  +7/+2  +5 +5 +9     3   3   3   3   3   3   2   1   0  —  
16th  +8/+3  +5 +5 +10  Hex   3   3   3   3   3   3   2   2   1  —   
17th  +8/+3  +5 +5 +10     3   3   3   3   3   3   3   2   1   0  
18th  +9/+4  +6 +6 +11  Cruelty   3   3   3   3   3   3   3   2   2   1 
19th  +9/+4  +6 +6 +11     3   3   3   3   3   3   3   3   2   2 
20th  +10/+5  +6 +6 +12  Hex, grand hex   3   3   3   3   3   3   3   3   3   3 
 
Hex @ 2 + usual good Fort save = unholy resilience 
Hex (6/10/14/18) = cruelty 

Diminished spellcasting = Aura of evil, touch of corruption, plague bringer 

 



PLANAR WITCH 
Although witches tend to have a powerful bond with the strange and indescribable–be it a pure force of nature or the forces of mind and matter–some delve 
deep into the strange mysteries of the mind and other planes of existence. These witches walk a fine line between sanity and madness, and in so doing, some 

becomes devoured by the madness. While a planar witch might risk falling over this thin line entirely, most find a pure source of intelligence and power 

beyond their plane of existence, and strive to serve it to their utmost ability.  
Primary: Witch. 

Secondary: Summoner. 

Alignment: Any.  
Hit Dice: d6.  

Bonus Skills and Ranks: The planar witch selects three summoner skills to add to her class skills in addition to the normal witch class skills. The planar 

witch gains a number of ranks at each level equal to +2 Int modifier. 
Weapon and Armor Proficiency: The planar witch is proficient with all simple weapons. The planar witch is not proficient with any type of armor or 

shield. Armor interferes with a planar witch’s gestures, which can cause her spells with somatic components to fail. 

Planar Patron: This is exactly like the witch’s patron spells ability, except that when a planar witch gains her familiar, she must select the Chaos, Evil, 
Good, Law, or Madness domain instead of a patron. At 2nd level, and every two levels thereafter, a planar witch adds her domain spells to her list of spells 

known. These spells are also automatically added to the list of spells stored by her familiar. A planar witch does not gain any domain powers.  

Summoning Charm: At 1st level, a planar witch adds half her class level (minimum 1) to the duration of her summon monster spells. In addition, a 
planar witch can channel stored spell energy into summoning spells that she hasn't prepared ahead of time. She can “lose” a prepared spell in order to cast 

any summon monster spell of the same level or lower. This ability replaces the hex gained at 1st level. 

Word of Summoning (Sp): At 2nd level, a planar witch can speak a single word to summon an ally to the battlefield. A planar witch chooses one 
creature from a summon monster list of a level she can cast. Once chosen, it cannot be changed. As a swift action, the planar witch can summon this creature 

for one minute, once per day. Alternatively, the planar witch can choose a creature from a summon monster list two levels lower than she can cast and 

summon it for 1 hour, once per day. At 6th level and every four levels thereafter, a planar witch can choose one additional creature from a summon monster 
lists of a level she can cast, or one additional creature from a summon monster list two levels lower. The planar witch can summon each selected creature for 

1 minute (or 1 hour) once per day. A planar witch can have only one word of summoning in effect at a time.  

In addition, any creature summoned with the planar witch’s word of summoning ability gains one of the following templates, as determined by the planar 
witch’s chosen domain: Alien (Madness), Celestial (Good), Entropic (Chaos), Fiendish (Evil), or Resolute (Law). This ability, Improved Familiar, and 

greater word replace the hexes gained at 2nd, 6th, 10th, 14th, and 18th level.  

Hex: This is exactly like the witch’s ability of the same name, except that a planar witch gains a hex at 4t level and every four levels thereafter. In 
addition, whenever a planar witch uses her hex ability, her caster level is equal to her planar witch level –3.  

Improved Familiar: At 5th level, a planar witch gains Improved Familiar as a bonus feat.  

Major Hex: At 12th level, a planar witch gains the major hex ability, instead of at 10th level.  
Greater Word (Sp): At 14th level, a planar witch can use her word of summoning ability to choose one creature from a summon monster list of one level 

lower than she can cast. As a swift action, she can summon 1d4 of these creatures for 1 minute, once per day. Alternatively, the planar witch can choose a 

creature from a summon monster list three levels lower than she can cast and summon 1d4 of these creatures for 1 hour, once per day.  
Outbound Avatar (Su): At 20th level, a planar witch becomes a pure force of her patron’s will. She gains a +2 bonus to her Intelligence, DR 5/magic, 

and the smite attack associated with her word of summoning creature template. If the planar witch chose the Madness domain, she instead gains the ability to 

acquire a random alien advantage for 1 minute, once per day. This ability replaces grand hex.  

 

 

Table: Planar Witch 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Cantrips, planar patron,   3   1  —  —  —  —  —  —  —  —  
     summoning charm, witch’s familiar 
2nd  +1  +0 +0  +3  Word of summoning    4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3     4   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4  Hex   4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4  Improved Familiar   4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +2  +5  Word of summoning   4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +2  +5     4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +2  +6  Hex   4   4   3   3   2  —  —  —  —  — 
9th  +4  +3 +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +3  +7  Word of summoning   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +3  +7     4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +4  +8  Hex, major hex   4       4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +4  +8     4      4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +4  +9  Greater word, word of summoning   4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +5  +9     4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +5  +10  Hex   4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +6  +11  Word of summoning   4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +6  +12  Hex, outbound avatar   4   4   4   4   4   4   4   4   4   4 
 

 

SIMPLE TEMPLATE: ALIEN (CR +0 or +1) 
Alien creatures dwell in the furthest planes, but can be summoned using spells such as summon monster and planar ally. 
An alien creature's CR increases by +1 only if the base creature has 5 or more HD. 

An alien creature's quick and rebuild rules are the same. 

 

Table: Alien Creature Defenses 



 Resist Acid, 
Hit Dice Cold, and Fire DR 
1-4  5  — 
5-10 10  5/magic 
11+  15 10/magic 
 

Rebuild Rules 
Senses The creature gains darkvision 60 ft. 

Defensive Abilities The creature gains damage reduction and energy resistance as noted on Table: Alien Creature Defense. 

SR The creature gains spell resistance equal to its new CR +5 
Special Attacks The creature randomly gains (roll 1d6) one of the advantages from the Alien Advantages list. 

 

Alien Advantages  
Roll Effect 
1 The creature gains the crazed gaze attack that deals 1 point of Wisdom damage to a single target as a swift action, once per round. A  
  successful Will save (DC 10 + 1/2 the creature’s Hit Dice + the creature’s Wisdom modifier) negates the damage.  
2   The creature gains an acid aura that deals 1 point of acid damage each round to any adjacent creature. It also increases it’s the acid  
 resistance of the creature by 5. 
3   The creature deals 1d4 points of cold damage with its primary natural attacks. 
4   The creature grows two tentacles and gains a slam attack that deals damage according to its size. 
5   The creature can cast enlarge person on itself three times per day. 
6   The creature’s DR type changes from magic to untyped. For example, a creature with DR 5/magic becomes DR 5/ —. 
 
Editor’s Note: All evolutions should be useful, no need to balance against each other so long as the majority aren’t overpowered. The advantage of 

randomizing means they won’t be able to pick the best for a situation (shouldn’t give movement modes or out-of-combat particulars, to avoid a ‘lose’ 

feeling) 

 



QUIPU MYSTIC 
The quintessential wizard is most often portrayed as a book smart, scroll-wielding paragon of magical might. However, there are wizards from the far-flung 
lands beyond civilization who record their spells within the very lore of their tribes. These quipu mystics serve as both guardians and puissant wilders of 

their tribal magic, and keepers of the ancient lore of their people. Through the recitation of his tribal lore, the quipu mystic learns to create magical effects 

that bolster tribal warriors, glean answers from his ancestral spirits, and rediscover long forgotten lore. Although many view quipu mystics as eccentric 
wildmen, they nonetheless possess great power and knowledge that benefit their tribes or those who associate with them. (Inspired by Ascalaphus’ Oral 

Tradition Wizard archetype) 

Primary Class: Wizard.  
Secondary Class: Bard. 

Alignment: Any. 

Hit Dice: d6. 
Bonus Skills and Ranks: The quipu mystic may select three bard skills to add to his class skills in addition to the normal wizard class skills, one of 

which must be Perform (oratory). The quipu mystic gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The quipu mystic is proficient with all simple weapons. A quipu mystic is not proficient with any type of armor or 
shield. Armor interferes with a quipu mystic’s gestures, which can cause his spells with somatic components to fail. 

Spellcasting: A quipu mystic casts arcane spells drawn from the wizard spell list. He also adds spells from his arcane school to this list. A quipu mystic 

can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: Quipu Mystic. In addition, he receives 
bonus spells per day if he has a high Intelligence score. A quipu mystic otherwise learns, prepares and casts spells as a wizard equal to his quipu mystic 

level.   
Quipus: A quipu mystic does not record his spells in a spellbook. Instead, he records them in his quipu. The quipu, also called “talking knots”, is a mystic 

device upon which the quipu mystic records the oral history, tales, and mystical spells of his people. A quipu is a special collar that consists of colored, spun, 

and plied cords. Each cord contains a sequence of knots; the number, type, and design of which conveys a specific spell. A quipu can have any number of 

cords, with each containing one spell of 1st level or higher, or two 0–level spells. 
A quipu mystic begins play with all 0–level wizard spells, plus three 1st–level spells of his choice. The quipu mystic also selects a number of additional 

1st-level spells equal to his Intelligence modifier to add to the quipu. These are each knotted into his quipu, and become part of the daily recitation of his 

tribal lore. 
At each new quipu mystic level, he gains two new spells of any spell level or levels that he can cast (based on his new quipu mystic level) and adds them 

to his quipu. At any time, an quipu mystic can also add spells found on scrolls, in another wizards’ spellbooks, or directly from another spellcaster (arcane or 

divine) through oral recitation. A quipu mystic can only learn new spells that belong to the wizard’s spell list, but may learn a spell from another spellcaster 
if it is on both of their spell lists. 

To learn a spell from another spellcaster, the quipu mystic must spend 10 minutes for each level of the spell, reciting it with the spellcaster. These minutes 

do not need to be consecutive, but must be spent in 10–minute increments. Once the required time has been invested, the quipu mystic must make a 
Spellcraft skill check (15 + spell level) to see if he has learned the spell. If he fails, he must wait at least 1 week before he tries again. If he succeeds, he can 

add the new spell as a cord with the appropriate knots to his quipu. While a wizard can have multiple spellbooks from which to study his spells, a quipu 

mystic cannot have more than one quipu at a time. 
A quipu mystic must prepare his spells in advance (see Table: Quipu Mystic Spells Prepared), like a wizard. To prepare his spells, the quipu mystic must 

wear his quipu and perform the daily recitation of his tribal lore, at which time, all his spells are brought to his memory. This allows him to prepare any spell 

that has been knotted into his quipu, up to his daily allotment of spells per day, as shown on Table: Quipu Mystic. The quipu mystic must get 8 hours of rest 
and recite his tribal lore for 1 hour per day to regain his daily allotment of spells.  

While a quipu mystic can study a wizard’s spellbook to learn any spell from the wizard spell list that the spellbook contains. However, a wizard cannot 

learn spells from a quipu mystic’s quipu, unless he deciphers the arcane knots before copying them. To do so, he must make a successful Spellcraft check, 
but at a –8 penalty. If the wizard has ranks in Use Magic Device, this penalty is reduced to –4.  

In addition, the cost of adding a spell to a quipu is the same as adding a spell to a spellbook. A quipu is also subject to appropriate wards, special material 

costs, and protections as a spelbook. The quipu otherwise functions as and replaces the wizard’s spellbook.  
Arcane Bond (Su): This is exactly like the wizard’s ability of the same name, except that if the quipu mystic chooses to bond with an object, she must 

choose her quipu as that object. A bonded quipu is subject to the same benefits and drawbacks as a bonded spellbook.  

Arcane School: This is exactly like the wizard’s ability of the same name, except that the quipu mystic must select the Oral Mysticism school.  
Bardic Performance: At 3rd level, a quipu mystic gains the bardic performance class feature except that the quipu mystic's effective bard level is 2 lower 

than his quipu mystic level. Levels in quipu mystic stack with levels in any other class that grants a similar ability to determine his effective bard level. Each 

round, the quipu mystic can produce any one of the following types of bardic performances that he has mastered, as indicated by his level. The quipu mystic 
must also meet the Perform (oratory) rank prerequisites. This ability replaces the wizard’s bonus feats.  

Tribal Enemy (Ex): At 3rd level, a quipu mystic with 1 or more ranks in Perform (oratory) who has identified a creature with a Knowledge check 
appropriate to its type can use this performance to share strategies for defeating it with allies in combat. The quipu mystic and any allies within 30 feet gain a 

+1 morale bonus to AC and on attack rolls and saving throws against extraordinary, supernatural, and spell-like abilities used by creatures of that specific 

kind of monster (e.g., frost giants, not all giants or all humanoids). This bonus increases by +1 at 7th level and every six levels thereafter. This performance 
lasts as long as it continues. This language-dependent ability requires audible components.   

Lore of the Ancients (Su): At 5th level, a quipu mystic with 3 or more in Perform (oratory) can enter a trance that allows him to search through time to 

recall some bit of forgotten lore or information. He can retry any Knowledge skill check he has made within the past minute, using his Perform (Oratory) 
skill bonus in place of his knowledge skill bonus. This effect requires 2 continuous rounds of bardic performance. This performance requires audible 

components.  

Council of Ancestors (Su): At 10th level, a quipu mystic with 8 or more in Perform (oratory) can use his bardic performance to call upon the spirits of his 
ancestors to provide council. This advice grants the quipu mystic a +2 insight bonus on any one saving throw. Once the performance has ended, this effect 

lasts for 1 minute. This effect consumes 4 rounds of bardic performance. This performance requires audible components. 

Spirit of the Tribal Champion (Sp): At 15th level, a quipu mystic with 12 or more ranks in Perform (oratory) can summon the spirit of a great warrior 
ancestor to guard and champion him in battle. This ability duplicates the effect of a summon monster spell, except the quipu mystic summons forth either a 

barbarian, fighter, or ranger with Hit Dice equal to 1/2 the quipu mystic’s level + his Charisma modifier. The warrior arrives with the starting equipment for 

an NPC of its class. This effect consumes 5 rounds of bardic performance plus 1 additional round per level beyond 15th. This performance requires audible 
components. 

 

 

ORAL MYSTICISM 
An oral mystic can manipulate the inherent power of the spoken word, to the point that he becomes resistant, even immune to magic effects that attempt to 

prevent his verbalizations. The school of oral mysticism school focuses on powers associated to language, lore, and the realm of spirits. 

http://paizo.com/threads/rzs2p7q3?The-Oral-Tradition-Wizard
http://paizo.com/threads/rzs2p7q3?The-Oral-Tradition-Wizard


Word Magic: A quipu mystic adds the following spells to his wizard spell list, at the indicated spell levels: 0th—ghost sounds, lullaby; 1st—command, 

deadeye’s lore, forbid action, fumbletongue; 2nd—adoration, ancestral communion%, blistering invective, codespeak#, hidden speech, honeyed tongue, 
innocence, silence; 3rd—cacophonous call, distracting cacophony, distressing tone, gallant inspiration, glibness, haunting choir, piercing shriek, speak with 

animals, speak with dead; 4th—denounce, primal scream, speak with plants; 5th—ancestral gift%, forbid action (greater), zone of silence; 6th—

cacophonous call (mass), command (greater); 7th—brilliant inspiration, resonating word, word of recall; 9th—dirge of the victorious knights@. 
(%Dwarves of Galorian, #Pathfinder Companion: Second Darkness, @Pathfinder Campaign Setting World Guide: The Inner Sea, Revised) 

Great Orator (Ex): At 1st level, a quipu mystic gains Perform (oratory) as a class skill. The wizard can use his bonus in his Perform (oratory) skill in 

place of his bonus in another skills. When substituting in this way, the quipu mystic uses his Perform (oratory) skill bonus in place of one of the following 
skills, whether or not he has ranks in that skill or if it is a class skill. At 6th level, and every 4 levels thereafter, the quipu mystic can select an additional skill 

to substitute. The quipu mystic can choose from the following skills: Bluff, Diplomacy, Handle Animal, Intimidate, or Sense Motive.  

Relentless Words (Ex): At 1st level, a quipu mystic’s verbalizations are insuppressible. He gains a +2 bonus to all saving throws against effects that 
attempt to silence or suppress a spell’s verbal component (as the forced quiet or silence spell), or language-based effects, such as his bardic performance 

ability. This bonus increases to +4 at 5th level, and +6 at 8th level. At 10th level, a quipu mystic is immune to such effects. Due to his irrepressible voice, a 

quipu mystic can never benefit from the Silent Spell metamagic feat, and all his spells have a verbal component, even if it does not normally have one. 
Knowledge of the Ancestors (Su): At 8th level, a quipu mystic can enter a trance in which he communes with the spirits of his ancestors. This trance 

lasts for 10 minutes, which must be uninterrupted and during which he can take no other actions. When the quipu mystic comes out of this trance, he will 

have gained mystical insight into the future. The insight and knowledge that the quipu mystic receives is equivalent to a commune spell, but requires no 
material components. 

 

Oral Mysticism Spells 
The following are spells for the Oral Mysticism school.  

0th—ghost sounds, lullaby, message.  

1st—charm person, command, comprehend languages, cultural adaptation$, deadeye’s lore, forced quiet, forbid action, fumbletongue, liberating 

command, magic mouth, share language, ventriloquism, vocal alteration. 
2nd—adoration, ancestral communion%, blistering invective, codespeak#, elemental speech, enthrall, hidden speech, hideous laughter, honeyed tongue, 

innocence, share language (communal), silence, suggestion, steal voice, whispering wind. 

3rd—blood biography, cacophonous call, distracting cacophony, distressing tone, gallant inspiration, glibness, haunting choir, piercing shriek, speak 
with animals, speak with dead, tongues.   

4th—charm monster, denounce, primal scream, shout, speak with plants, tongues (communal).  

5th—ancestral gift%, contact other plane, dominate person, forbid action (greater), zone of silence. 
6th—cacophonous call (mass), command (greater), legend lore, suggestion (mass). 

7th—brilliant inspiration, power word blind, resonating word, visions, word of recall. 

8th—charm monster (mass), power word stun, shout (greater).  
9th—dirge of the victorious knights@, dominate monster, power word kill, wail of the banshee.  

($Humans of Galorian, %Dwarves of Galorian, #Pathfinder Companion: Second Darkness, @Pathfinder Campaign Setting World Guide: The Inner Sea, 
Revised) 

 

 
Spellbook = Quipu 

Arcane bond = Object bond must be quipu 

Arcane school = Mystic Words/Oral Mysticism 
Bonus feats (5/10/15/20) = Bardic performance, tribal enemy, lore of the ancients, council of the ancestors, spirit of the tribal champion 

 

 

Table: Quipu Mystic 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Arcane bond, arcane school, cantrips,     3   1  —  —  —  —  —  —  —  —  
     Scribe Scroll  
2nd  +1  +0 +3  +3     4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +3  +3  Bardic performance, tribal enemy +1   4   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +4  +4     4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +4  +4  Lore of the ancients   4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +5  +5     4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +5  +5  Tribal enemy +2   4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +6  +6     4   4   3   3   2  —  —  —  —  — 
9th  +4  +3 +6  +6     4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +7  +7  Council of ancestors   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +7  +7     4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +8  +8     4   4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +8  +8  Tribal enemy +3   4   4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +9  +9     4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +9  +9  Spirit of the tribal champion   4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +10  +10     4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +10  +10     4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +11  +11     4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +11  +11  Tribal enemy +4   4   4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +12  +12     4   4   4   4   4   4   4   4   4   4 
 

 

Table: Quipu Mystic Spells Prepared 
Class    Spells per Day 



Level   0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st    4   2  —  —  —  —  —  —  —  —  
2nd    5   2  —  —  —  —  —  —  —   —  
3rd    5   3  —  —  —  —   —  —  —  —  
4th    6   3   1  —  —  —  —  —  —  —  
5th    6   4   2  —  —  —  —  —  —  —  
6th    7   4   2   1  —  —  —  —  —  —  
7th    7   5   3   2  —  —  —  —  —  —  
8th    8   5   3   2   1  —  —  —  —  — 
9th    8   5   4   3   2  —  —  —  —  — 
10th    9   5   4   3   2   1  —  —  —  —  
11th    9   5   5   4   3   2  —  —  —  —  
12th    9   5   5   4   3   2   1  —  —  —  
13th    9   5   5   4   4   3   2  —  —  —  
14th    9   5   5   4   4   3   2   1  —  —  
15th    9   5   5   4   4   4   3   2   —   —  
16th    9   5   5   4   4   4   3   2   1  —   
17th    9   5   5   4   4   4   3   3   2   —  
18th    9   5   5   4   4   4   3   3   2   1 
19th    9   5   5   4   4   4   3   3   3   2 
20th    9   5   5   4   4   4   3   3   3   3 

 
  



REVELING BREWMASTER (Tyrannical)   
The reveling brewmaster exists to keep spirits high and inhibitions low, mixing the ability to craft potent and alchemically imbued drink with drunken cheer 
and tenacity. As an expert moonshiner capable of concocting the most liver-challenging drinks of the realm, his libations serve as a potent fuel for his 

inebriated abilities. 

Primary Class: Alchemist.  
Secondary Class: Skald.  

Alignment: Any nonlawful.  

Hit Dice: d8. 
Bonus Skills and Ranks: The reveling brewmaster may select three skald skills to add to his class skills in addition to the normal alchemist class skills, 

one of which must be Perform. He gains comedy, dance, oratory, percussion, and sing as part of his Perform skill. The reveling brewmaster gains a number 

of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The reveling brewmaster is proficient with all simple weapons and bombs. He is also proficient with light armor, but 

not with shields.  

Brewtagen (Su): At 1st level, a reveling brewmaster discovers how to create a special alcoholic mutagen that he can imbibe in order to fuel his 
performances. It takes 1 hour to brew a dose of brewtagen, and once brewed, it remains potent until used. A brewtagen functions like a normal mutagen 

except for the following changes.  

Upon being imbibed, the reveling brewmaster gains a number of rounds of the skald’s raging song equal to 3 + his Charisma modifier, plus an additional 
2 rounds for each level beyond 1st. These rounds last for 24 hours, or until he creates another brewtagen, whichever comes first.  

While using raging song, the reveling brewmaster can drink a potion, an extract, or a tankard of ale or similar quantity of alcohol, as a move action that 

does not provoke attacks of opportunity. A potion or extract has its normal effect, while an alcoholic drink allows the reveling brewmaster to maintain his 
raging song that round without expending a round of raging song to maintain a particular performance (instead of the alcohol's normal effects). For each 

alcoholic drink consumed while using raging song, the reveling brewmaster is nauseated for 1 round once it ends. The reveling brewmaster cannot use 

raging song while nauseated.  
Starting a raging song is a standard action, but it can be maintained each round as a free action. A raging song cannot be disrupted, but it ends 

immediately if the reveling brewmaster is killed, paralyzed, stunned, knocked unconscious, or otherwise prevented from taking a free action each round to 

maintain it. A raging song counts as the bard's bardic performance special ability for any effect that affects bardic performances. A reveling brewmaster may 
learn bard masterpieces. 

A raging song has audible components, but not visual components. Affected allies must be able to hear the reveling brewmaster for the song to have any 

effect. A deaf reveling brewmaster has a 20% chance to fail when attempting to use a raging song. If he fails this check, the attempt still counts against his 
daily limit. Deaf creatures are immune to raging songs. 

If a raging song affects allies, when the reveling brewmaster begins a raging song and at the start of each ally's turn in which they can hear the raging 

song, the reveling brewmaster's allies must decide whether to accept or refuse its effects. This is not an action. Unconscious allies automatically accept the 
song. If accepted, the raging song's effects last for that ally's turn or until the song ends, whichever comes first. 

At 7th level, a reveling brewmaster can start a raging song as a move action instead of a standard action. At 13th level, a reveling brewmaster can start a 

raging song as a swift action instead. 
A non-reveling brewmaster who drinks a brewtagen must make a Fortitude save (DC 10 + 1/2 the reveling brewmaster's level + the reveling 

brewmaster's Charisma modifier) or become nauseated for 1 hour—a non-reveling brewmaster can never gain the benefit of a brewtagen, but a reveling 

brewmaster can gain the effects of another reveling brewmaster's brewtagen if he drinks it. (Although if the other reveling brewmaster creates a different 
mutagen, the effects of the “stolen” mutagen immediately cease.) The effects of a brewtagen do not stack. Whenever a reveling brewmaster drinks a 

brewtagen, the effects of any previous brewtagen immediately end. A brewtagen otherwise functions as and replaces mutagen. 

A reveling brewmaster gains the following performances.  
Drunken Rage (Su): At 1st level, a reveling brewmaster gains the skald’s inspired rage song. This ability replaces bomb 2d6, 5d6, and 8d6, and swift 

poisoning.  

Mead Hall (Sp): At 3rd level, a reveling brewmaster can use his raging song to transform water into an alcoholic beverage of his choice (typically ale, 
beer, mead, or wine) as the enhance water spell. As a standard action, he can spend 1 round of raging song to transform 1 pint of water per level in a 30-foot 

radius into an equal amount of alcohol, up to 2 gallons (a cask). At 5th level, he can spend 2 rounds of raging song to transform 1 gallon of water per level 

into an equal amount of alcohol, up to 10 gallons (a keg). At 8th level, he can spend 3 rounds of raging song to transform 4 gallons of water per level into an 
equal amount of alcohol, up to 44 gallons (a barrel). At 11th level, he can spend 4 rounds of raging song to transform 8 gallons of water per level into an 

equal amount of alcohol, up to 88 gallons (a hogshead). Any unconsumed alcohol reverts back to normal water when the tap the keg performance ends. 

Alcohol consumed prior to the end of the performance remains potent and affects the imbiber as normal.  
Baleful Libations (Su): At 6th level, a reveling brewmaster can us his raging song to cause her enemies to temporarily become intoxicated. The reveling 

brewmaster chooses one creature within 30 feet. The creature then becomes drunk and gains the sickened condition for 1d4 rounds. If the creature is already 
sickened, it becomes nauseated instead. As the reveling brewmaster gains experience, his baleful libations become more potent, increasing the duration of 

this performance 1d6 rounds at 10th, 1d8 rounds at 14th, and 2d6 rounds at 18th level. This is a mind-affecting fear effect, and relies on audible components.  

Drunkard’s Prank (Su): At 10th level, a reveling brewmaster can target a single enemy with his raging song and make a dirty trick combat maneuver. Any 
of the target’s allies who witness the dirty trick immediately burst out in laughter (as the hideous laughter spell) for one round. This performance relies on 

visual components.  

Toast of Revelry (Sp): At 15th level, the reveling brewmaster can spend 6 rounds of raging song as a standard action to cause one ally to become subject 
to the freedom’s toast spell. He can spend 2 additional rounds of raging song per additional ally she wants to include in the effect, up to her Charisma 

modifier.   

Brewing (Su): A reveling brewmaster is a master of creating alcoholic beverages instead of mundane alchemical substances such as alchemist’s fire and 
smokesticks. He is also trained in fashioning magical potion-like extracts in which they can store spell effects, but each extract is laced liquor and counts as 

an alcoholic beverage for the purpose of qualifying for feats and abilities. When using Craft (alchemy) to create an alcoholic beverage (see Alcoholic 

Beverages listed in the Adventuring Gear section of Ultimate Equipment), a reveling brewmaster gains a competence bonus equal to his class level on the 
Craft (alchemy) check. In addition, a reveling brewmaster can use Craft (alchemy) to identify potions as if using detect magic and alcoholic beverages by 

making a DC 10 Craft (alchemy) check. He must hold the potion or beverage for 1 round to make such a check. This ability otherwise functions as and 

replaces alchemy. 
Drunken Brawler (Ex): At 1st level, a reveling brewmaster gains Drunken Brawler as a bonus feat, even if he does not meet the requirements. This 

ability replaces brew potion.  

Molotov Cocktail (Su): In addition to magical extracts, reveling brewmasters are adept at swiftly making improvised bombs from alcoholic beverages 
and infusing them with their magical reserves to create powerful molotov cocktails that they can hurl at their enemies. A reveling brewmaster can create a 

number of molotov cocktails each day equal to his class level + his Charisma modifier. Molotov cocktails are unstable and volatile, and if not used in the 

round they are created, they explode—their method of creation prevents large volumes of explosive material from being created and stored. In order to create 



a molotov cocktail, the reveling brewmaster must spend 1 round of raging song to expel an ounce or more of his brewtagen into a small glass or ceramic 

bottle that can then be ignited and thrown at an opponent. 
Expelling the brewtagen, creating, lighting, and throwing a molotov cocktail requires a standard action that provokes an attack of opportunity. Thrown 

molotov cocktails have a range of 20 feet and use the Throw Splash Weapon special attack. Molotov cocktails are considered weapons and can be selected 

using feats such as Point-Blank Shot and Weapon Focus. On a direct hit, a reveling brewmaster's molotov cocktail inflicts 1d6 points of fire damage + 
additional damage equal to the reveling brewmaster's Charisma modifier. The damage of a reveling brewmaster's molotov cocktail increases by 1d6 points at 

4th level and every three reveling brewmaster level (this bonus damage is not multiplied on a critical hit or by using feats such as Vital Strike). Splash 

damage from a reveling brewmaster molotov cocktail is always equal to the molotov cocktail's minimum damage (so if the molotov cocktail would deal 
2d6+4 points of fire damage on a direct hit, its splash damage would be 6 points of fire damage). Those caught in the splash damage can attempt 

a Reflex save for half damage. The DC of this save is equal to 10 + 1/2 the reveling brewmaster's level + the reveling brewmaster's Charisma modifier. 

Reveling brewmasters can learn new types of molotov cocktails as bombs discoveries (see the Discovery ability) as they level up. A reveling brewmaster's 
molotov cocktails, like an extract, becomes inert if used or carried by anyone else. This ability alters bombs.  

Inebriated Mind (Ex): At 2nd level, a reveling brewmaster becomes resistant to mental attacks. He gains a +4 alchemical bonus against bardic 

performances, as well as mind-affecting and fear effects while under the effects of alcohol. This ability replaces poison use. 
Discovery: This is exactly like alchemist ability of the same name, except that a reveling brewmaster gains a discovery at 3r level and every three levels 

thereafter. In addition, he can choose one of the following rage powers in place of a discovery: boasting taunt, focused liberation, good for what ails you, 

greater hurling, hurling, internal fortitude, lesser hurling, liquid courage, moment of clarity, noxious belch, perfect clarity, roaring drunk, savage dirty trick, 
staggering drunk, staggering stupor, strength surge. Rage powers only take effect when drunken stupor is active.  

Swift Brewing (Ex): This is exactly like the alchemist’s swift alchemy ability. However, the reveling brewmaster loses the ability to apply poisons as a 

move action and instead gains Potion Glutton as a bonus feat.  
Extracts (Su): Starting at 4th level, a reveling brewmaster creates extracts drawn from the alchemist formulae list. Only extracts of 4th level or lower are 

considered to be on the reveling brewmaster’s formulae list. A reveling brewmaster also adds the following spells to his list of extracts at the indicated 

levels: 1st level–enhance water; 4th level–freedom’s toast. He can prepare an extract of any formula he knows without referring to a formula book.  
To learn or use an extract, a reveling brewmaster must have a Charisma score equal to at least 10 + the extract's level. The Difficulty Class for a saving 

throw against a reveling brewmaster's extract is 10 + the extract level + the reveling brewmaster's Charisma modifier.  

Like other alchemists, a reveling brewmaster can create only a certain number of extracts of each level per day. His base daily extract allotment is given 
on Table: Reveling Brewmaster. In addition, he receives bonus extracts per day if he has a high Charisma score. 

The reveling brewmaster's selection of extracts is limited. A reveling brewmaster begins play knowing two 1st-level extracts of the reveling brewmaster's 
choice. At each new reveling brewmaster level, he gains one or more new extracts, as indicated on Table: Reveling Brewmaster Extracts Known. Unlike 

extracts per day, the number of extracts a reveling brewmaster knows isn't affected by his Charisma score; the numbers on Table: Reveling Brewmaster 

Extracts Known are fixed. 
At 8th level and every 3 levels thereafter, a reveling brewmaster can choose to learn a new extract in place of one he already knows. In effect, the reveling 

brewmaster loses the old extract in exchange for the new one. The new extract's level must be the same as that of the extract being exchanged, and it must be 

at least 1 level lower than the highest-level reveling brewmaster extract the reveling brewmaster can create. A reveling brewmaster may swap only a single 
extract at any given level, and must choose whether or not to swap the extract at the same time that he gains new extracts known for the level. 

A reveling brewmaster need not prepare his extract in advance, but he can do so if he so chooses. He can create any extract he knows at any time, 

assuming he has not yet used up his allotment of extracts per day for the extract's level. Through 3rd level, a reveling brewmaster has no caster level. At 4th 
level and higher, his caster level is equal to his reveling brewmaster level –3. 

Spell Kegging (Ex): At 5th level, a reveling brewmaster can imbibe a pint or more of alcoholic beverage once per day to gain the skald’s spell kenning 

ability. He can create an extract of any spell from the bloodrager, ranger, or skald spell lists as if it were one of this extracts known, expending an extract slot 
of the same level to create an extract of the desired spell. Creating an extract with spell kegging always has a minimum casting time of 1 full round, 

regardless of the casting time of the spell. At 11th level, a reveling brewmaster can use this ability twice per day. At 17th level, he can use this ability three 

times per day. This ability replaces the discoveries gained at 4th, 10th, and 16th level.  
Drunken Resilience (Ex): At 9th level, whenever a reveling brewmaster is under the effects of an alcoholic beverage, he gains damage reduction 1. At 

14th and 19th level, this damage reduction increases by 1. Additionally, the reveling brewmaster grants this bonus to all allies affected by his drunken rage 

song.  This ability replaces the persistent mutagen. 
Instant Brewing (Ex): This functions exactly like alchemist ability of the same name, except that the reveling brewmaster loses the ability to apply 

poison as an immediate action, and is no longer sickened when drinking alcohol to fuel his drunken rage. If he is already sickened when he enters a drunken 

rage, her remains sickened and does not gain the nauseated condition.  
Grand Brewmaster (Su): At 20th level, a reveling brewmaster is can drink any amount of alcoholic beverage without any ill effect, and can no longer 

become sickened or nauseated. Once per day, whenever the reveling brewmaster uses his mead hall performance, he can cast the heroes’ feast spell as a 

move action. Only allies affected by the mead hall performance can benefit from this effect. In addition, any ally within 30 feet who has imbibed alcohol or 
is under the effects of the reveling brewmaster’s drunken rage song gains the benefits of the reveling brewmaster's inebriated mind ability until they are 

sober or cease being affected by the drunken rage performance. This ability replaces grand discovery. 

 

Table: Reveling Brewmaster 
 Base  
Class Attack Fort Ref Will   Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +0  +2  +2 +0 Brewing, brewtagen, drunken brawler, drunken rage +1 (+2 Str/Con),  —  —  —  — 
     molotov cocktail 1d6, throw anything  
2nd  +1  +3  +3 +0 Drunken rage +2, inebriated mind, poison resistance +2  —  —  —  — 
3rd  +2  +3  +3 +1 Discovery, mead hall, swift brewing  —  —  —  —  
4th  +3  +4  +4 +1 Molotov cocktail 2d6   1  —  —  — 
5th  +3  +4  +4 +1 Poison resistance +4, spell kegging 1/day   1  —  —  — 
6th  +4  +5  +5 +2 Baleful libations, discovery   1  —  —  — 
7th  +5  +5  +5 +2 Molotov cocktail 3d6   1   1  —  — 
8th  +6/+1  +6  +6 +2 Drunken rage +3 (+4 Str/Con), poison resistance +6   1   1  —  — 
9th  +6/+1  +6  +6 +3 Discovery, drunken resilience (DR 1/—)   2   1  —  — 
10th  +7/+2  +7  +7 +3 Drunkard’s prank, molotov cocktail 4d6, poison immunity   2   1   1  — 
11th  +8/+3  +7  +7 +3 Spell kegging 2/day   2   1   1  — 
12th  +9/+4  +8  +8 +4 Discovery, drunken rage +4   2   2   1  — 
13th  +9/+4  +8  +8 +4 Molotov cocktail 5d6   3   2   1   1 
14th  +10/+5  +9  +9 +4 Drunken resilience (DR 2/—)   3   2   1   1 



15th  +11/+6/+1  +9  +9 +5 Discovery, toast of revelry   3   2   2   1 
16th  +12/+7/+2  +10  +10 +5 Drunken rage +5 (+6 Str/Con), molotov cocktail 6d6   3   3   2   1 
17th  +12/+7/+2  +10  +10 +5 Spell kegging 3/day   4   3   2   1 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant brewing   4   3   2   2 
19th  +14/+9/+4  +11  +11 +6 Drunken resilience (DR 3/—), molotov cocktail 7d6   4   3   3   2 
20th  +15/+10/+5  +12  +12 +6 Drunken rage +6, grand brewmaster   4   4   3   2 
 
 

Table: Reveling Brewmaster Extracts Known 
Class Extracts Known 
Level 1st 2nd 3rd 4th 
1st   —  —  —  — 
2nd   —  —  —  — 
3rd   —  —  —  — 
4th    2  —  —  — 
5th    3  —  —  — 
6th    4  —  —  — 
7th    4   2  —  — 
8th    4   3  —  — 
9th    5   4  —  — 
10th    5   4   2  — 
11th    5   4   3  — 
12th    6   5   4  — 
13th    6   5   4   2 
14th    6   5   4   3 
15th    6   6   5   4 
16th    6   6   5   4 
17th    6   6   5   4 
18th    6   6   6   5 
19th    6   6   6   5 
20th    6   6   6   5 



RUNE MAGE  

While most alchemists practice in mainstream alchemy–extracts, mutagens, and bombs–some diverge into the obscure path of magic that combines both 
alchemical knowhow with arcane runes. Rune mages have adapted the alchemist’s magical techniques to create a new method of spellcasting that employs 

rune inscribed tokens and stones to unleash magical effects, powerful explosions, or charge his weapon with runic energies. Despite their newly emerging 

expertise, rune mages are often viewed by other alchemists as having abandoned the pure path of alchemy in favor of one that is more spell-based and less 
exact. Fortunately, rune mages are just as ambitious and stubborn as their alchemic brothers, allowing them to openly work or adventure alongside other 

conventional spellcasters and gain the respect of mage and warrior alike.  

Primary Class: Alchemist.  
Secondary Class: Magus.  

Alignment: Any.  

Hit Dice: d8. 
Bonus Skills and Ranks: The rune mage may select three sorcerer skills to add to her class skills in addition to the normal magus class skills. The rune 

mage gains a number of ranks at each level equal to 2 + Int modifier.  

Weapon and Armor Proficiency: The rune mage is proficient with all simple weapons and explosive runes. The rune mage is also proficient with light 
armor, but not with shields.  

Runecasting: A rune mages does not cast spells like other spellcaster, but instead inscribes runes (see Rune Tokens) that duplicate the effects of arcane 

spells. A rune mage casts arcane runes drawn from the magus spell list and adds the following spells to her list at the indicated spell level: 0 level—arcane 
mark; 1st level—bomber’s eye*, crafter’s fortune*, detect secret doors, erase, keen senses*, targeted bomb admixture†; 2nd level—acute sense**, heroic 

fortune*, kinetic reverberation†, perceive cues*, protection from arrows, resist energy, shadow bomb admixture†, symbol of mirroring**; 3rd level—

absorbing touch*, draconic reservoir*, explosive runes, glyph of warding, lightning lash bomb admixture†, rune of durability±, rune of warding±, secret 
page, sepia snake sigil, tongues; 4th level—freedom of movement, spell immunity, symbol of revelation**, symbol of slowing **, viper bomb admixture†, 

vitriolic mist**; 5th level—elude time*, languid bomb admixture†, magic jar, overland flight, planar adaptation, polymorph, resurgent transformation*, 

spell resistance, symbol of scrying**; 6th level—analyze dweomer, caging bomb admixture†, greater glyph of warding, shadow walk. (*Advanced Player’s 
Guide, **Ultimate Magic, †Ultimate Combat, ±Dwarves of Galorian) Like other spellcasters a rune mage can cast only a certain number of runes of each 

spell level per day. Her daily allotment of runes is given on Table: Rune Mage. She also receives bonus runes per day if she has a high Intelligence score. A 

rune mage otherwise prepares runes as an alchemist equal to her rune mage level prepares extracts.  
Alchemy (Su): Rune mages are masters of creating mundane alchemical substances and gains a competence bonus equal to her rune mage level on 

the Craft (alchemy) check. In addition, a rune mage can use Craft (alchemy) to identify ceramic, crystal, or glass items as if using detect magic. She must 

hold the item for 1 round to make such a check. A rune mage cannot create mutagens, extracts, or bombs. This ability and rune tokens replace the 
alchemist’s alchemy ability.  

Scribe Scroll: At 1st level, a rune mage gains Scribe Scroll as a bonus feat. This ability replaces brew potion. 

Explosive Runes (Su): In addition to creating rune tokens, a rune mage can swiftly create explosive runes. These runes are quickly scribed into her palm 
and manifest as a red glowing rune that she can hurl at her enemies. A rune mage can create a number of explosive runes each day equal to her rune mage 

level + her Intelligence modifier. Explosive runes are unstable, and if not used in the round they are created, they degrade, become inert, and vanish—their 

method of creation prevents large numbers of explosive runes from being created and stored.  
Inscribing an explosive rune and throwing it requires a standard action that provokes an attack of opportunity. Thrown explosive runes have a range of 20 

feet and use the Throw Splash Weapon special attack. Explosive runes are considered weapons and can be selected using feats such as Point-Blank 

Shot and Weapon Focus. On a direct hit, a rune mage’s explosive rune inflicts 1d6 points of fire damage + additional damage equal to the rune 
mage’s Intelligence modifier. The damage of a rune mage’s explosive rune increases by 1d6 points at every odd-numbered rune mage level (this bonus 

damage is not multiplied on a critical hit or by using feats such as Vital Strike). Splash damage from a rune mage explosive rune is always equal to the 

explosive rune’s minimum damage (so if the explosive rune would deal 2d6+4 points of fire damage on a direct hit, its splash damage would be 6 points of 
fire damage). Those caught in the splash damage can attempt a Reflex save for half damage. The DC of this save is equal to 10 + 1/2 the rune mage’s level + 

the rune mage’s Intelligence modifier. 

Rune mages can learn new types of explosive runes as explosive discoveries (see the Discovery ability) as they level up. A rune mage’s explosive runes, 
like rune tokens, become inert if used or carried by anyone else.  

Alternatively, a rune mage can trace a series of explosive runes upon a book, map, scroll, or similar object bearing written information. These explosive 

runes remain until they are read at which time they detonate, dealing an amount of fire damage as listed on Table: Rune Mage. Anyone next to the explosive 
runes (close enough to read them) takes the full damage with no saving throw; any other creature within 10 feet of the explosive runes is entitled to 

a Reflex save for half damage. The object on which the explosive runes were written also takes full damage (no saving throw). The rune mage and any 

characters she specifically instructs can read the protected writing without triggering the explosive runes. The rune mage can remove the explosive 
runes whenever desired. Another creature can remove them with a successful dispel magic or erase spell, but attempting to dispel or erase the explosive 

runes and failing to do so triggers the explosion. 
At 3rd level, a rune mage can, as a standard action, create a blast rune in any adjacent square. Any creature entering this square takes damage equal to her 

bomb rune damage. This rune deals either acid, cold, electricity, or fire damage, decided when the rune mage creates the rune. The rune is invisible and lasts 

a number of rounds equal to the rune mage’s level or until discharged. A rune mage cannot create a blast rune in a square occupied by another creature. This 
rune counts as a 1st-level spell for the purposes of dispelling. It can be discovered with a DC 26 Perception skill check and disarmed with a DC 26 Disable 

Device skill check. Creating a blast rune counts against the number of explosive runes she can create per day.  

At 7th level, as a swift action, a rune mage can change the location of one of her blast runes. The rune must be within 30 feet. The rune mage can place 
the blast rune in any square adjacent to her, including one occupied by another creature.  

At 9th level, when a creature is damaged by a rune mage’s blast rune, it cannot attack her for a number of rounds equal to 1/2 the rune mage’s level unless 

it succeeds at a Will save, as per the spell sanctuary. Using this ability is an immediate action when a creature triggers one of the rune mage’s blast runes. 
The ability does not prevent a rune mage from being attacked or affected by area of effect spells or abilities. A rune mage can use this ability once per day at 

7th level, plus one additional time per day at 13th level and 19th level. 

At 11th level, a rune mage can, as a swift action, attach another rune that she can cast to one of her blast runes, causing that rune to affect the creature that 
triggers the rune, in addition to the damage. This rune must be of at least one level lower than the highest-level rune she can cast and it must target one or 

more creatures. Regardless of the number of targets the rune can normally affect, it only affects the creature that triggers the rune. This expends a rune slot 

equal to the level of the rune that is attached to the blast rune.   
This ability otherwise functions as and replaces the alchemist’s bomb ability and replaces mutagen and persistent mutagen.  

Rune Tokens (Su): In addition to alchemical substances, a rune mage can fashion small chips or tokens of polished bone, ceramic, or stone etched with a 

rune on which to store spell effects. In effect, a rune mage prepares her spells by inscribing runes onto a number of tokens, and then “casts” her spells by 
releasing their effects from within the token. When a rune mage inscribes a token with a rune, she infuses the token with a tiny fraction of her own magical 

power—this enables the creation of powerful effects, but also binds the effects to the creator. In many ways, rune tokens behave like spells in stored form 

(similar to a ring of spell storing), and as such their effects can be dispelled by effects like dispel magic using her rune mage level as the caster level.  



A rune mage can create only a certain number of rune tokens of each level per day (see Runecasting). When a rune mage inscribes her runes, he infuses 

the tokens with magic siphoned from her own magical aura. A rune token immediately becomes inert if it leaves the rune mage’s possession, reactivating as 
soon as it returns to her keeping. A rune token, once inscribed, remains potent for 1 day before becoming inert, so a rune mage must re-prepare her rune 

tokens every day. Inscribing a rune token takes 1 minute of work—most rune mages prepare many tokens at the start of the day or just before going on an 

adventure, but it’s not uncommon for a rune mage to keep some (or even all) of her daily rune slots open so that she can prepare tokens in the field as 
needed. 

Although the rune mage doesn’t cast spells in a conventional manner, she does have a rune list that determines what runes she can create. A rune mage 

can utilize spell-trigger items if the spell appears on her rune list, but not spell-completion items (unless she uses Use Magic Device to do so). A rune is 
“cast” by breaking or shattering the token, which requires a standard action—the effects of a rune mage’s token exactly duplicate the spell upon which its 

rune is based. The rune mage uses her level as the caster level to determine any effect based on caster level. Creating tokens consumes raw materials, but the 

cost of these materials is insignificant—comparable to the valueless material components of most spells. If a spell normally has a costly material component, 
that component is expended during the consumption of that particular rune inscribed token. Runes cannot be made from spells that have focus requirements 

(runes that duplicate divine spells never have a divine focus requirement). A rune mage can prepare a token of any rune she knows.  

To learn or use a rune, a rune mage must have an Intelligence score equal to at least 10 + the rune’s level. The Difficulty Class for a saving throw against 
a rune mage’s runes is 10 + the rune’s level + the rune mage’s Intelligence modifier. A rune mage may know any number of runes. She stores her runes in a 

special tome called a rune book. She must refer to this book whenever she prepares a token but not when she activates it.  

A rune mage begins play with all 0-level runes and two 1st level runes of her choice, plus a number of additional runes equal to her Intelligence modifier. 
At each new rune mage level, she gains one new rune of any level that she can cast. A rune mage can also add runes to her book just like a wizard adds 

spells to his spellbook, using the same costs and time requirements. A rune mage can study a wizard’s spellbook to learn any rune that is equivalent to a spell 

the spellbook contains. A wizard, however, cannot learn spells from a rune book. A rune mage does not need to decipher arcane writings before copying 
them. This ability otherwise functions as and replaces the alchemist’s extract ability. 

Discovery (Su): This is exactly like the rune mage ability of the same name, except that a rune mage can select a discovery at 2nd level and every three 

levels thereafter. Any bomb discovery she chooses is applied to her explosive runes. Also, whenever a rune mage could select a discovery, she can select a 
magus arcana in place of a discovery.  

A rune mage is restricted to the following discoveries: Blinding Bomb**, Concussive Bomb*, Confusion Bomb**, Defoliant Bomb±, Delayed Bomb*, 

Explosive Bomb*, Fast Bomb*, Immolation Bomb†, Inferno Bomb*, Precise Bomb*, Shock Bomb*, Smoke Bomb*, Sticky Bomb*, Stink Bomb*, Strafe 
Bomb*, and Sunlight Bomb**. A rune mage may also choose from the following magus arcana by Super Genius Games: Enruned Dagger, Enruned Great 

Weapon, Greater Enrune Dagger, and Greater Enrune Great Weapon.   
In addition, a rune mage can choose one of the following cipher lore from the Cyphermage prestige class (see Pathfinder Campaign Setting: Inner Sea 

Magic) in place of a discovery or magus arcana: Analyze Scroll, Bypass Symbol, Defensive Scrollcaster, Enhance Scroll, Extended Scroll, Focus Scroll, 

Glyph Finder, Insightful Scroll, Rune Trap, Swift Scrivener, or Swift Scroll.  
Inscribe Runes: At 3rd level, a rune mage gains Inscribe Runes as a bonus feat. This ability replaces throw anything. 

Rune of Power (Sp): Starting at 3rd level, a rune mage learns the secret of powerful rune magic established by an ancient and mystic cabal known simply 

as the Runelords. These magical runes of power can temporarily be inscribed upon a single individual (or object) for a 24 hour period or until activated, 
whichever comes first. Each rune grants the recipient certain benefits or causes certain effects for a number of minutes equal to the rune mage’s level. Once 

inscribed, the recipient can activate the rune as a spell-trigger item or by the rune mage as indicated in its description. Unless noted otherwise, the effect of a 

rune of power lasts for 1 minute per level of the rune mage that inscribed it, and affect only the recipient.  
At 3rd level, and every six levels thereafter, a rune mage learns one of the following runes of power.  

Rune of Authority: The bearer of this rune is cloaked in an illusion of authority. Others perceive the bearer to be a legitimate figure of authority—a higher-

ranking official, a religious figure, a more powerful warrior. This illusion grants you a +5 bonus on all Diplomacy and Intimidate checks. If the bearer 
attempts to disguise himself as a specific authority figure, he gains a +10 competence bonus on the Disguise check and any Bluff check related to 

impersonating that authority figure. In addition, others are uncomfortable acting against the bearer of the rune. Creatures with an Intelligence of 4 or more 

must make a Will save or take a –2 penalty on all opposed checks against the bearer. This rune can be activated by the bearer. The rune mage must be at 
least 3rd level to learn this rune of power. 

Rune of Compulsion: This rune plants a subconscious directive in the bearer’s mind that forces him to act as the rune mage dictates when specific 

circumstances arise. The bearer can be either conscious or unconscious, but must understand the rune mage’s language. Upon inscribing this rune, the rune 
mage must state a course of action she wishes the bearer to take. This course of action must be described in 20 words or fewer. Rune mage must then state 

the condition under which the rune mage wishes the target to take this action, also describing it in 20 or fewer words.  

Actions or conditions more elaborate than 20 words cause the rune to fail. A rune of influence cannot compel a target to kill himself, though it can compel 
him to perform exceedingly dangerous acts, face impossible odds, or undertake almost any other course of activity. The rune mage cannot issue new 

commands to the target after the rune is inscribed. 

If the bearer fails his save against this rune, he is not compelled to act in any way, has no knowledge of the details of the spell affecting him, and has no 
memory of the last 10 minutes (although he might come to notice the missing time or the presence of the caster). 

He can function as he wishes until the events the rune mage detailed as the condition takes place. Upon experiencing the prerequisite condition, the bearer 

is forced to perform the course of action the rune mage described as per the spell dominate person. For the next hour, the bearer acts as the rune mage 
dictated, doing all it can to fulfill her command. If, at the end of the hour, the bearer still has not completed the rune mage’s command, the bearer is released 

from the enchantment and the rune ends. Once the course of action is completed the rune ends. The bearer has full memory of acts performed during this 

hour. 

For example, a rune mage might use a rune of compulsion on a farmer, giving him the order “murder the king” to be acted upon “when you hear church 

bells strike noon.” Thus, the next time the bearer hears church bells strike noon, the enchantment activates and for the next hour he does all he can to murder 

the king in the most effective way possible, with the spell ending either when the king is dead or the hour passes. How the bearer acts is wholly relative to 
the individual and the circumstances. This could lead the bearer to perform an assassination attempt or, if he’s some distance away from where he thinks the 

king is, ride for one hour at full speed towards the land’s capital. 

It’s difficult to detect a rune of compulsion. Casting detect magic on someone affected by this rune only reveals an aura of enchantment magic if the 
caster of detect magic has a higher caster level then the caster of the rune. Even if the rune is detected, it can only be removed by break enchantment, limited 

wish, remove curse, miracle, or wish. Dispel magic does not affect a rune of compulsion. This rune is activated by the prerequisite condition detailed by the 

rune mage. The rune mage must be at least 12th level to learn this rune of power. 
Rune of Contingency: The bearer of this rune gains the effects of the feather fall and water breathing spells. In addition, if the bearer of the rune is 

reduced to 0 or fewer hit points and is not killed, the rune is immediately activated and he turns into a cloud of vapor as per the spell gaseous form for 5 

rounds. He remains conscious during this time, but after 5 rounds returns to his normal form and is unconscious and dying. This rune can be activated by the 
bearer. The rune mage must be at least 6th level to learn this rune of power.  

Rune of Conveyance: The bearer of this rune can summon a floating, semi-real palanquin for 1 hour per level of the rune mage that inscribed it. This 

conveyance has all the special abilities of a phantom steed and can hold the bearer and up to 150 additional pounds of weight. Other creatures can ride the 
palanquin as long as the total weight is less than 150 pounds. The palanquin can be dismissed at any time as a free action. The look of the palanquin is 



decided when the rune is inscribed, though it usually takes the form of a regal, comfortable-looking litter that moves without the need for bearers. This rune 

can be activated by the bearer. The rune mage must be at least 15th level to learn this rune of power. 
Rune of Inscrutability: The bearer of this rune confuses all attempts to divine information about him. This functions as a permanent misdirection spell, 

which the bearer can change the target of (and thus what he is detected as) at will. In addition, whenever the rune’s bearer enters an area affected by a 

divination (scrying) effect or anytime a creature casts a divination (scrying) spell that targets him, the scrying spell’s caster must make a DC 18 Will save. If 
this save fails, the rune’s bearer realizes that he is being scryed upon, knows what spell is in effect, and knows the name of the spell’s caster. This rune can 

be activated by the bearer. The rune mage must be at least 6th level to learn this rune of power. 

Rune of Obedience: Designed as a foolproof means of ensuring absolute loyalty, even from those ordinarily immune to compulsion and mind-affecting 
magic, this rune is infused with a single specific prohibition when first inscribed. This prohibition must be stated in 10 words or fewer and the bearer must 

agree to it of his own free will. From then on, if the bearer breaks this prohibition, he is afflicted with searing pain, taking a –4 penalty on attack rolls, skill 

checks, and ability checks for as long as he is in violation of the prohibition and for 5 minutes thereafter. This rune affects any creature who agrees to bear it, 
and can be activated by the rune mage. The rune mage must be at least 9th level to learn this rune of power. 

Rune of Razing: This rune grants the bearer the ability to ignore hardness and damage reduction for the duration of the rune’s effect. This rune can be 

activated by the bearer. The rune mage must be at least 12th level to learn this rune of power. 
Rune of Resistance: This rune grants the bearer resistance 5 to two energy types chosen at the time that the rune is inscribed. At 9th level, this resistance 

increase to 10. This rune can be activated by the bearer. The rune mage must be at least 3rd level to learn this rune of power. 

Rune of Spell Pilfering: Anytime a harmless (so noted by a spell’s saving throw description) spell of 3rd level or lower is cast by a spellcaster within 30 
feet of the bearer of this rune, he may choose to immediately gain the benefit of that spell as if it had also targeted him. The intended target still gains the 

effect of the spell. This rune can be activated by the bearer. The rune mage must be at least 9th level to learn this rune of power. 

Rune of Spell Power: The bearer of this rune can cast spells at a higher caster level. The bearer gains a +1 bonus to his caster level for the next spell he 
casts. At 12th level, this bonus to caster level increases to +2, at 18th level this bonus increases to +3. This rune can be activated by the bearer. The rune 

mage must be at least 6th level to learn this rune of power. 

Rune of Susceptibility: Three times per day, the bearer of this rune can cause a creature he touches to take a –4 penalty on all Will saves made against 
spells of the enchantment school for the next 24 hours. This rune can be activated by the bearer. The rune mage must be at least 9th level to learn this rune of 

power. 

Rune of Wrath: This rune forcibly repulses all creatures within 30 feet of the bearer, an object, or a location. The rune is triggered whan any creature not 
designated as an ally comes within 5 feet of the bearer or site of this rune. All creatures within the effect’s area take 1d6 points of force damage per level of 

the rune mage that inscribed it (maximum 15d6) and are subjected to a bull rush that attempts to push them directly away from him. The blast’s bull rush 
effect is treated as having Strength 25 + the rune mage’s Intelligence modifier, but gains no other bonuses for size or charging. The rune mage, bearer, and 

any designated allies are unaffected by both the rune’s force damage and bull rush effect. This rune is activated by any creature within 5 feet of the rune that 

is not designated as an ally of the bearer or inscriber of the rune. The rune mage must be at least 12th level to learn this rune of power. 
Upon reaching 6th level, and at every three rune mage levels thereafter (9th, 11th, and so on), a rune mage can choose to learn a new rune of power in 

place of one she already knows. In effect, the rune mage loses the old rune in exchange for the new one. The new rune’s level must be the same as or lower 

than that of the rune being exchanged. A rune mage may swap only a single rune of power at any given level, and must choose whether or not to swap a rune 
at the same time that she gains a new rune of power. This ability replaces bomb 3d6, 5d6, and 7d6, swift alchemy, swift poisoning, and instant alchemy.  

Bonus Feats: At 6th level, and every six levels thereafter, a rune mage gains a bonus feat in addition to those gained from normal advancement. These 

bonus feats must be selected from those listed as combat, item creation, or metamagic feats. She must meet the prerequisites for these feats as normal. 
Grand Rune (Su): At 20th level, a rune mage’s knowledge of rune magic greatly increases. The rune mage can choose two additional discoveries, magus 

arcana, or cipher lore of her choice. In addition, the rune mage can select one of the following spells which she can inscribe onto her rune tokens as a 7th 

level rune once per day: guards and wards, instant summons, planar binding, symbol of fear, symbol of pain, symbol of persuasion, symbol of sealing**, 
symbol of sleep, symbol of stunning, symbol of weakness. This ability replaces grand discovery.  

Special: A rune mage can use a runestone of power (as per the magical item) to spontaneously cast a spell of a particular level as if she were a 

spontaneous spellcaster. A rune mage can also expend a runestone’s daily charge to cast a single rune or power that she knows without expending a use of 
her ability. The rune of power must be of a level equal to or lower than the spell level of runestone. In addition, when a rune mage that attempts to gain 

control of a rune guardian that is under another spellcaster’s control while in the possession of a runestone, she gains a bonus equal to the spell level of the 

runestone when she makes the check.  
  

Alchemy = Alchemy + Rune Tokens 

Brew Potion = Inscribe Runes  
Throw Anything = Scribe Scroll 

Poison Use/Poison Resistance = Runestrike 

Bombs (1d6, 2d6, 4d6, 6d6, 8d6, 9d6, 10d6), Mutagen/Persistent Mutagen = Explosive Rune up to 7d6 
Bombs (3d6, 5d6, 7d6)/Swift Alchemy/Swift Poisoning/Instant Alchemy = Rune of Power (1 minute per level) 

Discovery (5, 11, 17) = Bonus feats (Combat, Item or Metamagic) 

Grand discovery = Grand Rune (chose 1 7th level spell rune?) 
 

 

Table: Rune Mage 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2 +2 Alchemy, explosive rune 1d6, rune tokens, scribe scroll   3   1  —  —  —  —  — 

2nd  +1  +0  +3 +3 Discovery   4   2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Inscribe runes, rune of power   4   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Explosive rune 2d6   4   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Discovery   4   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Bonus feat   5   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Explosive rune 3d6   5   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Discovery   5   4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6 Rune of power   5   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Explosive rune 4d6   5   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Discovery   5   5   4   4   2  —  — 
12th  +9/+4  +4  +8 +8 Bonus feat   5   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 Explosive rune 5d6   5   5   5   4   3   1  — 



14th  +10/+5  +4  +9 +9 Discovery   5   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9 Rune of power   5   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Explosive rune 6d6   5   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Discovery   5   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11 Bonus feat   5   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Explosive rune 7d6   5   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Discovery, Grand rune   5   5   5   5   5   5   5 
 

  



SCROLL WARRIOR 
Although scrolls are simply a tool for most wizards, to the scroll warrior, it is more–it’s a deadly weapon that can be wielded like a blade or cast to unleash 
its magic with devastating effect. Scroll warriors are an interesting combination of wizardry and the martial training of the samurai, able to use scrolls to 

attack or protect, even improve the effectiveness of his signature ability, his scroll blade. Few full spellcasters approach the deadly combat training of the 

scroll warrior. While scroll warriors enter battle armed with scrolls and use combat techniques that often resemble some form of monk martial arts, their 
weakness is the very thing that grants him his power. Without a scroll at their beckon call, scroll warriors are little more than specialized wizards, though 

their spellcasting makes up for this deficiency whenever it occurs.  
Primary: Wizard. 
Secondary: Samurai. 

Alignment: Any.  

Hit Dice: d6.  
Bonus Skills and Ranks: The scroll warrior selects three samurai skills to add to his class skills in addition to the normal samurai class skills. The scroll 

warrior gains a number of ranks at each level equal to +2 Int modifier. 

Weapon and Armor Proficiency: The scroll warrior is proficient with the club, dagger heavy crossbow, light crossbow, and the quarterstaff, plus the 
katana, naginata, and wakizashi. A scroll warrior is not proficient with any type of armor or shield. Armor interferes with a scroll warrior's movements, 

which can cause his spells with somatic components to fail. 

Spellbook: A scroll warrior’s spellbook consists of a number of rolled parchments and scrolls, rather than a bound book. Under extreme circumstances, 
this allows the scroll warrior to retrieve a “page” of his book of scrolls as at a moment’s notice, though doing so will often results in any spells on the scroll 

being lost from his spellbook. A scroll warrior’s scrolls otherwise functions as a normal wizard’s spellbook.  

Master of the Scroll School: At 1st level, a scroll warrior must choose the new Master of the Scroll School. This ability otherwise functions as and 
replaces arcane school.  

Arcane Resolve (Su): At 1st level, a scroll warrior gains arcane resolve that he can call upon to enhance his ability in combat and with written magic. A 

scroll warrior can use this ability once per day at 1st level, plus one additional time per day every two levels beyond 1st. The scroll warrior can use this 
arcane resolve in one of the following ways. 

 As a standard action, a scroll warrior can spend one use of your arcane resolve to remove any dazzled, fascinated, or shaken condition bestowed by a 

spell, supernatural, or spell-like ability. If the scroll warrior is at least 8th level, he can alternatively remove any blinded, confused, deafened, or 
frightened condition bestowed by a spell, supernatural, or spell-like ability. If the condition has a duration longer than 1 hour or is permanent, this 

ability removes the condition for 1 hour, at which time the condition returns. 

 Whenever a scroll warrior is required to make a Fortitude or Will save against a spell or spell-like ability, he can spend one use of his arcane resolve as 
an immediate action to roll twice and take the better result. The scroll warrior must decide to use this ability before he rolls the saving throw. 

 When a scroll warrior are reduced to fewer than 0 hit points by a spell, supernatural attack, or spell-like ability, but not slain, he can spend one use of 

his resolve as an immediate action to instantly stabilize and remain conscious. The scroll warrior is staggered, but he does not fall unconscious and 
begin dying if he takes a standard action. The scroll warrior does fall unconscious if he takes additional damage from any source.  

At 5th level, a scroll warrior can use his arcane resolve in the following ways.  

 As a swift action, a scroll warrior can spend one use of his arcane resolve to gain a +4 bonus to Spellcraft checks made to decipher a written spell, 
whether on a scroll or in a spellbook. In addition, a scroll warrior’s chance of arcane spell failure when activating a scroll or casting a spell while 

wearing armor decreases by 20%. 

 As a standard action, a scroll warrior can spend one use of his arcane resolve to create a self-destructing trap on a single scroll. When the scroll is 
opened without first deactivating the trap (through a Disable Device check) it bursts into flame, effectively destroying the scroll and burning the one 

who activated it. Effect: 1d6 fire damage + 1 point per 2 wizard levels; DC 15 Reflex save for half; multiple targets (all targets within 5 ft. of rack). 

This trap lasts until triggered.   
 Whenever a scroll warrior activates a scroll, he can spend one use of his arcane resolve as a swift action to cast the spell as if it had been cast using one 

of the following metamagic feats: Elemental Spell, Enlarge Spell, Extend Spell, Silent Spell, Still Spell. 

This ability and weapon expertise replaces arcane bond.  
Weapon Expertise (Ex): At 3rd level, a scroll warrior gains an unparalleled expertise with his chosen weapon. At 3rd level, the scroll warrior selects 

either the katana, naginata, or wakizashi. The scroll warrior can draw the selected weapon as a free action as if he had the Quick Draw feat. In addition, 

whenever he threatens a critical hit with the selected weapon, he gains a +2 bonus on the confirmation roll. Finally, his samurai levels stack with any fighter 
levels he possesses for the purposes of meeting the prerequisites for feats that specifically select his chosen weapon, such as Weapon Specialization. In 

addition, whenever a scroll warrior wields his scroll blade, it also acts as his chosen weapon, including damage, increased threat range, reach, the deadly 

weapon quality, and all the granted benefits described above.  
Scroll Mastery: Starting at 5th level, as a scroll warrior gains levels, he begins mastering magic scrolls. At 5th level and every five levels thereafter, the 

scroll warrior learns a new way to enhance his scroll magic, as chosen from the following list.  
Analyze Scroll (Su): As a free action, a scroll warrior can automatically discern the contents of a magic scroll, as if he were using read magic. He gains an 

insight bonus equal to his scroll warrior level on Use Magic Device checks made to cast spells from scrolls. 

Defensive Scrollcaster (Ex): A scroll warrior gains a +4 bonus on concentration checks to cast defensively when casting spells from scrolls. 
Enhance Scroll (Su): As a swift action, a scroll warrior can cause any scroll spell he reads to function using his caster level rather than the scroll’s caster 

level. He can use this ability a number of times per day equal to 1/4 his scroll warrior level (minimum 1). 

Extended Scroll (Su): As a swift action, a scroll warrior can double the duration of any scroll spell he reads as if the spell were modified by the Extend 
Spell feat. He can use this ability a number of times per day equal to 1/4 his scroll warrior level (minimum 1). 

Focused Scroll (Su): As a swift action, a scroll warrior can add a bonus equal to twice his Intelligence modifier on any caster level checks made with 

a scroll spell, including checks to overcome spell resistance. He can use this ability a number of times per day equal to 1/4 his scroll warrior level (minimum 
1). 

Greater Scrollblade Focus (Ex): A scroll warrior’s bonus to his attack rolls while wielding his scrollblade increases to +4. The scroll warrior must have 

the scrollblade focus scroll mastery to select this mastery.  
Improved Scribe Scroll (Ex): Once per day, a scroll warrior can spend hasten the task of scribing a scroll. Whenever a scroll warrior creates a scroll of a 

spell that he knows, it requires only 1 hour if its base price is 250 gp or less, otherwise scribing the scroll takes 12 hours for each 1,000 gp in its base price. 

To scribe a scroll, a scroll warrior must use up raw materials costing half of this base price as normal.  
Improved Scroll Casting (Su): The scroll warrior can cast a wizard spell from a scroll and use his own Intelligence score and relevant feats to set the DC 

for the spell, and can use his own caster level if it is higher than that of the scroll (similar to a caster using a staff). The scroll warrior must have already 

deciphered the writing on the scroll to use this ability. The scroll warrior must be at least 10th level to select this scroll mastery.  
Insightful Scroll (Su): As a swift action, a scroll warrior can alter a spell he’s casting from a scroll to use his Intelligence score and relevant feats to set the 

DC for the spell. He can use this ability a number of times per day equal to 1/3 his scroll warrior level (minimum 1). 

Scrollblade Focus (Ex): A scroll warrior gains a +2 bonus on all attack rolls when wielding his scrollblade.  



Spelldrive (Su): As a swift action, when a scroll warrior hits a target with his scroll blade, he may expend a spell slot to deal additional damage to the 

target. The additional damage is equal to one die per level of the spell expended. Beginning at 1st level, the damage dice are d4s. When a scroll warrior 
reaches 6th level, the damage dice are d6s. At 12th level, the damage dice are d8s. At 16th level, the damage dice are d10s. At 20th level, the damage dice 

are d12s. The additional damage is added directly to the scroll blade's damage and is of the same type that the scroll blade normally does. For example, 

a cold iron longsword delivering a spelldrive deals additional dice of slashing cold iron damage. In addition, a scroll warrior gains a luck bonus to AC and 
saving throws against attacks, spells, and abilities from the target of spelldrive damage. The bonus is equal to the level of the spell expended for the 

spelldrive and lasts for 2 rounds. 

Swift Scrivener (Ex): The scroll warrior may scribe up to two scrolls per day, so long as the total market price of all scrolls scribed that day does not 
exceed 1,000 gp. The scroll warrior reduces the casting time of all symbol spells to 1 minute. 

Swift Scroll (Ex): The scroll warrior does not provoke attacks of opportunity when retrieving a stored scroll. If the scroll warrior moves at least 10 feet, he 

may retrieve a scroll as a free action as part of his move. 
This ability replaces the bonus feats gained at 5th, 10th, 15th, and 20th level. 

 

 

Master of the Scroll School 
The master of the scroll wizard is trained in the use of tapping his magical reserves to increase the power and effectiveness of his scrolls. The master of the 

scroll school complements the Scroll Warrior multiclass archetype. 

Arcane Challenge (Ex): At 1st level, you can challenge a foe to combat. As a swift action, you can choose one target within sight to challenge. Your scroll 
blade melee attacks and touch spells deal extra damage when made against the target of your challenge. This extra damage is equal to your level. You can 

use this ability once per day at 1st level, plus one additional time per day for every eight levels beyond 1st, to a maximum of three times per day at 17th 

level. Challenging a foe requires much of your concentration. You take a –2 penalty to you Armor Class, except against attacks made by the target of your 

challenge. The challenge remains in effect until the target is dead or unconscious, or until the combat ends.  

Scroll Blade (Su): Starting at 1st level, you can wield any paper, parchment, or cloth scroll as if it were a melee weapon a. In your hands, the scroll acts as 

a short sword with an enhancement bonus equal to 1/2 the level of the highest-level wizard spell on the scroll; a scroll with only a cantrip or 1st-level spell 
on it counts as a masterwork short sword. You are proficient in this weapon, and feats and abilities that affect short swords (such as Weapon Focus) apply to 

this weapon. You cannot wield two scroll blades at the same time. 

Activating this ability is a free action. A scroll blade only retains its abilities in your hands. The scroll blade has hardness 0 and hit points equal to the 
highest-level wizard spell on the scroll. Each successful hit by the scroll blade reduces its hit points by 1; this damage cannot be repaired, but does not affect 

casting from the scroll. When its hit points reach 0, the scroll is destroyed. If a scroll contains a spell with a metamagic feat, this ability uses the original 

spell level of the spell (a scroll of empowered fireball counts as a 3rd-level spell). 
At 3rd level, when using a 4th-level or higher wizard scroll as a scroll blade, you can choose to reduce its enhancement bonus by 1 (minimum +1 

enhancement bonus) to treat it as a reach weapon. For example, you could use a scroll of charm monster (a 4th-level wizard spell) as either a +2 short sword 

or a +1 short sword with reach.  
At 5th level, when using a 4th-level or higher wizard scroll as a scroll blade, you can choose to reduce its enhancement bonus (to a minimum of a +1 

enhancement bonus) to give any of the following weapon properties: defending, frost, icy burst, keen, ki focus, shock, shocking burst, speed. Adding any of 
these properties consumes an amount of enhancement bonus equal to the property’s cost. You must know the prerequisite spell or spells to craft the weapon 

property in question (for example, you must know haste to be able to give your scroll blade the speed property).   

Scroll Shield (Su): At 1st level, you can wield any paper, parchment, or cloth scroll as if it were a light wooden shield. In your hands, the scroll grants a 
+1 shield bonus with an enhancement bonus equal to 1/2 the level of the highest-level wizard spell on the scroll; a scroll with only a cantrip or 1st-level spell 

counts as a masterwork light shield sword. The scroll shield has no armor check penalty, arcane spell failure chance, or maximum Dexterity bonus. You are 

considered proficient in this shield. You can use a scroll blade in one hand and a scroll shield in the other hand. 
Activating this ability is a free action. A scroll shield only retains its abilities in your hands. The scroll shield has hardness 0 and hit points equal to the 

highest-level wizard spell on the scroll. Each successful attack roll against you reduces the scroll shield’s hit points by 1; this damage cannot be repaired, but 

does not affect casting from the scroll. When its hit points reach 0, the scroll is destroyed. 
At 5th level, when using a 3rd-level or higher wizard scroll as a scroll shield, you can choose to reduce its enhancement bonus (to a minimum of a +1 

enhancement bonus) to give it any of the following shield properties: ghost touch, light fortification, moderate fortification. Adding any of these properties 

consumes an amount of bonus equal to the property’s cost (see Table 15–5: Shield Special Abilities in the Core Rulebook). You must know the prerequisite 
spell or spells to craft the shield property in question (for example, you must know limited wish to be able to give his scroll the fortification property). 

If a scroll contains a spell with a metamagic feat, this ability uses the original spell level of the spell (a scroll of empowered fireball counts as a 3rd-level 

spell).  
Scroll Banner (Su): At 8th level, you become a symbol of inspiration to your allies and companions. As long as you wield a scroll as either a scroll blade 

or scroll shield, and it is clearly visible, all allies within 60 feet receive a +2 morale bonus on saving throws against fear and a +1 morale bonus on attack 

rolls made as part of a charge. For every five levels beyond 8th, these bonuses increase by +1. The scroll must be carried or wielded by you. 
 

Master of the Scroll Spells  

1st—comprehend languages, erase, identify, lock gaze†, magic aura, memory lapse*, transfer tattoo‡.  
2nd—book ward#, codespeak%, hidden knowledge%, locate object, obscure object, symbol of mirroring**, tattoo potion‡.   

3rd—arcane sight, explosive runes, glyph of warding, illusory script, secret page.  

4th—symbol of revelation**, symbol of slowing**.  
5th—break enchantment, symbol of pain, symbol of scrying**, symbol of sleep, symbol of striking†.  

6th—glyph of warding (greater), sign of wrath@, symbol of fear, symbol of persuasion, symbol of sealing**. 

7th—arcane sight (greater), power word blind, resonating word**, symbol of stunning, symbol of weakness.  
8th—power word stun, symbol of death, symbol of insanity, word of recall.   

9th—power word kill, symbol of strife**, symbol of vulnerability.  

(*Advance Player’s Guide, **Ultimate Magic, †Ultimate Combat, ‡Pathfinder Campaign Setting: Inner Sea Magic, #Pathfinder Chronicles: Seeker of 
Secrets, %Pathfinder Companion: Second Darkness Player’s Guide, @Pathfinder Adventure Path: Rise of the Runelords Anniversary Edition) 

 

 
Arcane bond = Arcane resolve, weapon expertise 

Arcane school = Master of the Scroll School (Scroll Blade, Scroll Shield, Arcane Challenge, Scroll Banner) 

Bonus feats = Scroll mastery (Spelldrive from SSG’s Spellhammer, others from the Cypher Mage; Imp Scroll Casting - Scrollmaster) 
 

 



Table: Scroll Warrior 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Arcane resolve, cantrips,   3   1  —  —  —  —  —  —  —  —  
     master of the scroll school,  
     scribe scroll  
2nd  +1  +0 +0  +3     4   2  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3  Weapon expertise   4   2   1  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4     4   3   2  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4  Scroll mastery   4   3   2   1  —  —  —  —  —  —  
6th  +3  +2 +2  +5     4   3   3   2  —  —  —  —  —  —  
7th  +3  +2 +2  +5     4   4   3   2   1  —  —  —  —  —  
8th  +4  +2 +2  +6     4   4   3   3   2  —  —  —  —  — 
9th  +4  +3 +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +5  +3 +3  +7  Scroll mastery   4   4   4   3   3   2  —  —  —  —  
11th  +5  +3 +3  +7     4   4   4   4   3   2   1  —  —  —  
12th  +6/+1  +4 +4  +8     4   4   4   4   3   3   2  —  —  —  
13th  +6/+1  +4 +4  +8     4   4   4   4   4   3   2   1  —  —  
14th  +7/+2  +4 +4  +9     4   4   4   4   4   3   3   2  —  —  
15th  +7/+2  +5 +5  +9  Scroll mastery   4   4   4   4   4   4   3   2   1  —  
16th  +8/+3  +5 +5  +10     4   4   4   4   4   4   3   3   2  —   
17th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   3   2   1  
18th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   3   3   2 
19th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +10/+5  +6 +6  +12  Scroll mastery   4   4   4   4   4   4   4   4   4   4 



SHADOW MAGUS (Old Man Landers) 

 
Primary Class: Magus.  

Secondary Class: Ninja.  

Hit Dice: d8. 
Bonus Skills and Ranks: The shadow magus selects six ninja skills to add to his class skills in addition to the normal magus class skills. The shadow 

magus gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The shadow magus is proficient with all simple weapons, one martial weapon of his choice, plus the kama, katana, 
kusarigama, nunchaku, sai, shortbow, short sword, shuriken, siangham, and wakizashi. The shadow magus is also proficient with light armor. He can cast 

magus spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a shadow magus wearing 

medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass shadow magus 
still incurs the normal arcane spell failure chance for arcane spells received from other classes.  

Diminished Spellcasting: The shadow magus casts arcane spells drawn from the magus spell list, and casts one fewer spell of each level than normal. If 

this reduces the number to 0, he may cast spells of that level only if his Intelligence allows bonus spells of that level. He otherwise casts spells as a magus of 
equal level.  

Chakra Pool (Su): At 1st level, a shadow magus gains a pool of chakra points he can use to fuel his powers, enhance his weapons, and perform amazing 

feats. This arcane pool has a number of points equal to 1/2 his magus level (minimum 1) + his Charisma modifier. The pool refreshes once per day when the 
magus prepares his spells. A shadow magus can spend points from his chakra pool to gain the benefits from both the magus’s arcane pool and the ninja’s ki 

pool. This ability otherwise functions as and replaces arcane pool.   

Shadow Jump (Su): At 1st level, a shadow magus may expend 2 points from his chakra pool to travel between shadows as if by means of a dimension 
door spell. The limitation is that the magical transport must begin and end in an area with at least some dim light. The total distance a shadow magus can 

jump is 10 feet at 1st level. Every four levels higher than 1st, the distance a shadow magus can jump each day doubles (20 feet at 5th, 40 feet at 9th, 80 feet 

at 13th, and 160 feet at 17th). A shadow magus can make single or multiple jumps of any combination of 10-foot increments up to his maximum total per 
day. Thus, a 9th level shadow magus can make a single jump of 40 feet, four jumps of 10 feet, or two jumps of 10 feet and one jump of 20 feet in a day. A 

jump of less than 10 feet can be made, but no matter how small, counts as a 10-foot increment. Using shadow jump does not provoke attacks of opportunity. 

This ability replaces spell combat, improved spell combat, and greater spell combat.  
Shadowstrike (Su): This is exactly like the magus’s spellstrike ability, except that the shadow magus can also use stored spell energy to deal sneak attack 

damage to an opponent. Starting at 2nd level, a shadow magus can expend a memorized spell to deal extra damage. As a free action, a shadow magus can 

expend a memorized spell (“touch” or otherwise) and channel it into any weapon he is wielding. His melee attacks deal normal damage plus 1d6 points of 
precision damage per level of the spell expended, up to a maximum of 6d6 for a 6th level spell, until the end of his next turn. A shadow magus can make 

deal precision damage anytime his target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the 

shadow magus flanks his target. Should the shadow magus score a critical hit, this precision damage is not multiplied. Ranged attacks count as sneak attacks 
only if the target is within 30 feet of the shadow magus. This ability otherwise functions as and replaces spellstrike.  

Shadowcasting (Ex): At 2nd level, a shadow magus is a master of shadow magic. He adds the following 1st level spells to his spellbook, and each 

subsequent level of spells every three levels thereafter: 1st—level: shadow weapon; 2nd—level: dust of twilight, shadow anchor; 3rd—level: deeper 
darkness; 4th—level: shadow barbs, shadow conjuration, shadow step; 5th—level: shadow evocation; 6th—level: shadow conjuration (greater), shadow 

walk. 

Dark Technique: At 3rd level and every three levels thereafter, a shadow magus may choose a magus arcana or a ninja trick for which he qualifies. At 
12th level, whenever a shadow magus could select a magus arcana or ninja trick, he can choose a master trick instead. This ability otherwise functions as and 

replaces magus arcana.  

Trailing Shadows (Su): Starting at 4th level, a nearly imperceptible haze of darkness swirls around the shadow magus, distracting his foes. If a shadow 
magus has at least 1 chakra point, he adds his Charisma bonus (if any) to his AC and his CMD. This bonus to AC applies even against touch attacks or when 

the shadow magus is flat-footed, and stacks with armor bonuses granted by bracers of armor or the mage armor spell. He loses this bonus when he is 

immobilized or helpless, when he wears any armor, when he carries a shield, or when he carries a medium or heavy load. Additionally, a shadow magus 
adds his Charisma bonus to his Stealth checks made against any opposing Perception checks. This ability replaces spell recall and improved spell recall. 

Uncanny Dodge (Ex): At 4th level, a shadow magus gains the ninja’s uncanny dodge ability.  

Shadow Surge (Su): At 7th level, if a shadow magus is within an area of dim light for 3 consecutive rounds, he can, as an immediate action, spend 1 
point from his chakra pool to gain the Spring Attack feat until the end of his next turn. If the shadow magus does not use Spring Attack before the end of his 

next turn, the benefits are lost. He may regain the benefits of the Spring Attack feat by expending an additional chakra point and entering an area of dim light 

for another 3 consecutive rounds. This ability can be used with the shadowstrike and shadow jump abilities. This replaces medium armor. 
Shades of Power (Su): Once per day, a shadow magus of 8th level or higher can expend a single memorized spell to regain a number of points from his 

chakra pool equal to the level of the spell expended, up to his Charisma bonus. Using shades of power is a swift action that does not provoke attacks of 
opportunity. This ability replaces knowledge pool. 

Improved Uncanny Dodge (Ex): At 10th level, a shadow magus gains the ninja’s improved uncanny dodge ability.  

Fleeting Shadows (Ex): Starting at 13th level, a shadow magus becomes skilled at traveling through the Shadow Plane while moving quickly. If a 
shadow magus moves twice his speed or more (including a with draw action), he can use shadow jump at the end of his movement as an immediate action. 

Using fleeting shadows does not provoke attacks of opportunity. This ability replaces heavy armor.  

Shadow Mastery (Su): At 19th level, a shadow magus becomes an expert at casting shadow spells. He can ignore the somatic component of any spell 
from the Illusion school, and cast them without the normal chance of spell failure. This ability replaces greater spell access.  

True Shadow (Su): At 20th level, a shadow magus can spend 3 points from his chakra pool to can assume to form of a shadow, an undead shade, for 1 

round per shadow magus level. Unlike a normal shadow, the shadow magus cannot create spawn. While in this form, a shadow magus receives a +4 bonus 
on Will saves made to halve the damage from positive channeled energy and cannot be turned or commanded. He can also communicate intelligibly with 

other creatures. This shadow form otherwise has the same statistics and abilities as the shadow magus. If a shadow magus is destroyed while in this shadow 

form, he must attempt a DC 15 Fortitude save. If the saving throw fails, the shadow magus gains one permanent negative level and cannot assume this 
shadow form for 30 days. A successful saving throw avoids this negative level and restriction. This ability replaces true magus.  

 

 

Table: Shadow Magus 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2 +2 Cantrips, chakra pool, shadow jump   2   0  —  —  —  —  — 
2nd  +1  +0  +3 +3 Shadowcasting, shadowstrike   3   1  —  —  —  —  — 



3rd  +2  +1  +3 +3 Dark technique   3   2  —  —  —  —   — 
4th  +3  +1  +4 +4 Trailing shadows, uncanny dodge   3   2   0  —  —  —  — 
5th  +3  +1  +4 +4 Bonus feat   3   3   1  —  —  —  — 
6th  +4  +2  +5 +5 Dark technique   4   3   2  —  —  —  — 
7th  +5  +2  +5 +5 Shadow surge   4   3   2   0  —  —  — 
8th  +6/+1  +2  +6 +6 Shades of power   4   3   3   1  —  —  — 
9th  +6/+1  +3  +6 +6 Dark technique   4   4   3   2  —  —  — 
10th  +7/+2  +3  +7 +7 Fighter training, improved uncanny dodge   4   4   3   2   0  —  — 
11th  +8/+3  +3  +7 +7 Bonus feat   4   4   3   3   1  —  — 
12th  +9/+4  +4  +8 +8 Dark technique   4   4   4   3   2  —  — 
13th  +9/+4  +4  +8 +8 Fleeting shadows   4   4   4   3   2   0  — 
14th  +10/+5  +4  +9 +9    4   4   4   3   3   1  — 
15th  +11/+6/+1  +5  +9 +9 Dark technique   4   4   4   4   3   2  — 
16th  +12/+7/+2  +5  +10 +10 Counterstrike   4   4   4   4   3   2   0 
17th  +12/+7/+2  +5  +10 +10 Bonus feat   4   4   4   4   3   3   1 
18th  +13/+8/+3  +6  +11 +11 Dark technique   4   4   4   4   4   3   2 
19th  +14/+9/+4  +6  +11 +11 Shadow mastery   4   4   4   4   4   4   3 
20th  +15/+10/+5  +6  +12 +12 True shadow   4   4   4   4   4   4   4 
 
 

  



SPECTRAL FIST (Apraham Lincoln) 

A magus who eschews conventional weaponry to blend the arcane art of telekinesis and the monks unarmed style to pummel foes, both at close range and 
from afar. 

Primary Class: Magus.   

Secondary Class: Monk.  
Alignment: Any. 

Hit Dice: d8.  

Bonus Skills and Ranks: The spectral fist selects three monk skills to add to his class skills in addition to the normal magus class skills. The spectral fist 
gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The spectral fist is proficient with all simple weapons. A spectral fist is not proficient with any type of armor or shield. 

Armor interferes with a spectral fist’s movements, which can cause his spells with somatic components to fail. 
Diminished Spellcasting: A spectral fist casts one fewer spell of each level than normal. If this reduces the number to 0, he may cast spells of that level 

only if his Intelligence allows bonus spells of that level. A spectral fist otherwise learns, prepares, and casts spells as a magus of his spectral fist level.  

Arcane Pool (Su): At 1st level, the magus gains a reservoir of mystical arcane energy that he can draw upon to fuel his powers and enhance his weapon. 
This arcane pool has a number of points equal to 1/2 his magus level (minimum 1) + his Intelligence modifier. The pool refreshes once per day when the 

magus prepares his spells.  

At 1st level, a magus can expend 1 point from his arcane pool as a swift action to grant his unarmed strike a +1 enhancement bonus for 1 minute. For 2 
points he can enhance both his telekinetic fists this way. For every four levels beyond 1st, they gain another +1 enhancement bonus, to a maximum of +5 at 

17th level. Multiple uses of this ability do not stack.  

At 5th level, these bonuses can be used to add any of the following weapon properties: dancing, flaming, flaming burst, frost, ghost touch, icy burst, 
impact, limning, seabourne, shock, shocking burst. Adding these properties consumes an amount of bonus equal to the property’s base price modifier. These 

bonuses and properties are decided when the arcane pool point is spent and cannot be changed until the next time the magus uses this ability. This modifies 

arcane pool. 
Flurry of Blows (Ex): At 1st level, a spectral fist gains the monk’s flurry of blows ability, except that the spectral fist can only use his flurry of blows 

with his unarmed strike or his telekinetic fists. This ability and unarmed strike replace martial proficiency, improved spell combat, and the magus arcana 

gained at 15th level. 
Mage Armor (Sp): Beginning at 1st level, the spectral fist can cast mage armor a number of times per day equal to 3 + 1/2 his spectral fist level. Unlike 

the spell, this mage armor lasts for 10 minutes per spectral fist level. As the spectral fist gains power, the bonus granted by his mage armor ability improves. 

At 5th level and every four levels thereafter, the bonus granted by his mage armor ability increases by +1, up to a total of +8 at 17th level. This bonus 
supersedes the effects of the normal mage armor spell.  

At 7th level, while his mage armor is in effect, the spectral fist is considered to be wearing armor with the light fortification special ability. At 13th level, 

the spectral fist is considered to be wearing armor with the medium fortification special ability. This ability replaces light armor, medium armor, and heavy 
armor proficiencies, and fighter training.   

Spell Combat (Ex): This functions as the magus ability of the same name, except the spectral fist can only wield telekinetic fists when using this ability. 

He uses his normal attack bonus when using telekinetic fists with spell combat. The spectral fist cannot make a flurry of blows in the same round as he uses 
spell combat.  

Unarmed Strike: At 1st level, a spectral fist gains the monk’s unarmed strike ability and deals unarmed damage as shown on Table: Spectral Fist.  

Telekinetic Fists (Sp): Starting at 2nd level, a spectral fist can lose a prepared spell of 1st level or higher as a swift action to create two fists made of 
force appear and attacks foes at a distance, as he directs, each dealing 1d4 points of bludgeoning damage per hit, + 1/2 the spectral fist’s level. This damage 

is subject to damage reduction as normal. The fists lasts for 1 round per level, has a threat range of 20, and a critical multiplier of x2. The fists strikes a 

single opponent the spectral fist designates within 30 feet, starting with one attack in the round the ability is activated and continuing each round thereafter 
on his turn. It uses his base attack bonus (possibly allowing it multiple attacks per round in subsequent rounds) plus the spectral fist’s Intelligence modifier 

as its attack bonus. The telekinetic fists strike as weapons, not as a spell, and are therefore subject to damage reduction. The fists always strike from the 

spectral fist’s direction. It does not get a flanking bonus or help a combatant get one. However, the spectral fist’s feats and combat actions do affect the fists. 
If the fists go beyond the effect’s range, if they go out of the spectral fist’s sight, or if he is not directing them, the fists return to the spectral fist and hover. 

Each round after the first, the spectral fist can use a move action to redirect the telekinetic fists to a new target. If he does not, the fists continues to 

threaten the previous round's target. Subsequent rounds of attacking that target allow the fists to make multiple attacks if the spectral fist’s base attack bonus 
would allow it to.  

Telekinetic fists are considered a manufactured weapon for the purpose of the spectral fist’s arcane pool feature, can be used with flurry of blows, and to 

deliver touch attacks or touch spells with spellstrike. 
Telekinetic fists cannot be attacked or harmed by physical attacks, but dispel magic, disintegrate, a sphere of annihilation, or a rod of cancellation affects 

it. A telekinetic fist’s AC against touch attacks is 10 + the spectral fist’s Intelligence modifier.  
If an attacked creature has spell resistance, the spectral fist can make a caster level check (1d20 + the spectral fist’s level) against that spell resistance the 

first time a telekinetic fist strikes it. If the fists are successfully resisted, the fists are dispelled. If not, the fists have their normal full effect on that creature 

for the duration of the ability. 
As the spectral fist gains levels, he can deal greater damage with his telekinetic fists by expend higher level spells as follows: 2nd (1d6), 3rd (1d8), 4th 

(1d10), 5th (2d6), 6th (2d8).  

In addition, the spectral fist gains the following additional benefits when his telekinetic fists are in effect.  
At 5th level and every six levels thereafter, a spectral fist increases the range at which he can attack opponents with his telekinetic fists by 10 feet, to a 

maximum of 60 feet at 17th level.  

At 6th level, the telekinetic fists’ critical multiplier increases to x3, and can be used to perform bull rush, disarm, reposition, steal, or trip combat 
maneuvers. The spectral fist uses his Intelligence modifier in place of his Strength modifier when calculating his Combat Maneuver Bonus, and does not 

provoke attacks of opportunity. His telekinetic fists are now treated as Large for the purpose of performing combat maneuvers, granting a +4 bonus to all 

combat maneuvers made with his telekinetic fists. 
A spectral fist can use his arcane pool to enhance his telekinetic fists as he would his weapons. Telekinetic fists are considered a double weapon and cost 

1 arcane point each to enhance them. This ability replaces diminished spellcasting and bonus feats. 

Evasion (Ex): At 3rd level, a spectral fist gains the monk’s evasion ability. This ability replaces the magus arcana gained at 3rd level. 
Slow Fall (Ex): At 4th level, a spectral fist can spend 1 point from his arcane pool as an immediate action to gain the monk’s slow fall ability for 1 minute 

per spectral fist level. This ability replaces spell recall.  

High Jump (Ex): At 7th level, a spectral fist can spend 1 point from his arcane pool as a swift action to gain the monk’s high jump ability for 1 minute 
per spectral fist level. He gains the +20 bonus to Acrobatics checks when making jumps at the time this point is spent. This ability replaces knowledge pool.  

Improved Evasion (Ex): At 9th level, the specrtral fist gains the monk’s improved evasion ability. This ability replaces the magus arcana gained at 9th 

level. 



Cushioning Force (Su): At 10th level, a spectral fist can spend 2 points from his arcane pool to gain a number of temporary hit points equal to his 

spectral fist level for 1 minute. This ability replaces improved spell recall and greater spell combat.  
Shatter Strike (Su): At 17th level, whenever telekinetic fist is in effect, a spectral fist can make a telekinetic fist attack against a single target or object at 

his highest attack bonus, as a standard action. If the attack hits, he deals telekinetic fist damage as normal and the target is affected as if by a shatter spell 

The target can make a Fortitude save (DC 10 + 1/2 the spectral fist’s level + the spectral fist’s Intelligence modifier) for half the spell’s damage as normal. 
This ability replaces counterstrike. 

Solid Body (Su): At 20th level, a spectral fist becomes immune to damage from force effects and can ignore (bypass) the wall of force spell or any similar 

effect. He also gains DR/10 piercing. This ability replaces true magus. 
 

Table: Spectral Fist 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2 +2 Arcane pool, cantrips, flurry of blows (Two-Weapon   2   0  —  —  —  —  — 
     Fighting), mage armor, spell combat,  
     unarmed strike (1d6) 
2nd  +1  +0  +3 +3 Spellstrike, telekinetic fist (30 feet)   3   1  —  —  —  —  — 
3rd  +2  +1  +3 +3 Evasion   3   2  —  —  —  —   — 
4th  +3  +1  +4 +4 Slow fall, unarmed strike (1d8)   3   2   0  —  —  —  — 
5th  +3  +1  +4 +4 Telekinetic fist (40 feet)   3   3   1  —  —  —  — 
6th  +4  +2  +5 +5 Magus arcana   4   3   2  —  —  —  — 
7th  +5  +2  +5 +5 High jump, mage armor (light fortification)   4   3   2   0  —  —  — 
8th  +6/+1  +2  +6 +6 Flurry of blows (Improved Two-Weapon Fighting),   4   3   3   1  —  —  — 
     unarmed strike (1d10) 
9th  +6/+1  +3  +6 +6 Improved evasion   4   4   3   2  —  —  — 
10th  +7/+2  +3  +7 +7 Cushioning force   4   4   3   2   0  —  — 
11th  +8/+3  +3  +7 +7 Telekinetic fist (50 feet)    4   4   3   3   1  —  — 
12th  +9/+4  +4  +8 +8 Magus arcana, unarmed strike (2d6)   4   4   4   3   2  —  — 
13th  +9/+4  +4  +8 +8    4   4   4   3   2   0  — 
14th  +10/+5  +4  +9 +9 Mage armor (medium fortification)   4   4   4   3   3   1  — 
15th  +11/+6/+1  +5  +9 +9 Flurry of blows (Greater Two-Weapon Fighting)   4   4   4   4   3   2  — 
16th  +12/+7/+2  +5  +10 +10 Shattering strike, unarmed strike (2d8)   4   4   4   4   3   2   0 
17th  +12/+7/+2  +5  +10 +10 Telekinetic fist (60 feet)   4   4   4   4   3   3   1 
18th  +13/+8/+3  +6  +11 +11 Magus arcana   4   4   4   4   4   3   2 
19th  +14/+9/+4  +6  +11 +11 Greater spell access   4   4   4   4   4   4   3 
20th  +15/+10/+5  +6  +12 +12 Solid body, unarmed strike (2d10)   4   4   4   4   4   4   4 
 

  



SPELL FILCHER (Zander Liteshadow) 
A spell filcher is a unique type of arcanist whose lust for new spells and magical knowledge takes him outside of the mores of civilized society and into the 
most dangerous places in the world: the homes of other spell casters. 

Primary Class: Arcanist. 

Secondary Class: Rogue. 
Alignment: Any. 

Hit Dice: d6.  

Bonus Skills and Ranks: The spell filcher selects six rogue skills to add to her class skills in addition to the normal arcanist class skills, one of which 
must be Stealth. The spell filcher gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The spell filcher is proficient with all simple weapons. The spell filcher is not proficient with any type of armor or 

shields. Armor interferes with a spell filcher’s gestures, which can cause her spells with somatic components to fail.  
Sneak Attack: At 1st level, a spell filcher gains the rogue’s sneak attack ability and deals extra damage anytime her target would be denied a Dexterity 

bonus to AC (whether the target actually has a Dexterity bonus or not), or when the spell filcher flanks her target. This extra damage is 1d6 at 1st level, and 

increases by 1d6 every four levels thereafter, to a maximum of 5d6 at 17th level. This ability replaces consume spells and the arcanist exploits gained at 5th, 
9th, 13th, and 17th level.  

Spell Jack (Su): At 3rd level, a spell filcher can steal spells from spellcasters with her sneak attacks. Whenever a spell filcher makes a successful sneak 

attack against an enemy spellcaster (arcane or divine), she can, as an immediate action, forego one or more damage die from her sneak attack damage. For 
each damage die sacrificed, the target expends one prepared spell or spell slot of a level equal to the number of sacrificed damaged die (maximum 5th level). 

The target also loses access to a random spell of that level (prepared or known) until he rests to regain his daily allotment of spells. The spell filcher then 

adds a number of points to his arcane reservoir equal to the expended spell’s level, but may not exceed her maximum daily number of arcane reservoir 
points. Any extra points are lost. A spell filcher can “steal” cantrips or orisons by expending one sneak attack damage die, but doing so does not grant her 

any extra arcane reservoirs points. This ability replaces the arcanist exploit gained at 3rd level.   

Arcanist Exploits: This is exactly like the arcanist ability of the same name, except that the spell filcher may only choose from the following exploits: 
arcane weapon, bloodline development, dimensional slide, familiar, metamagic knowledge, metamixing, quick study, see magic, spell disruption, and spell 

resistance.  

In addition, she may also choose from the following new exploits restricted to the Spell Filcher multiclass archetype.  
Arcane Trapper (Su): The spell filcher can expend 1 point from her arcane reservoir to gain an enhancement bonus to Perception checks made to find 

traps, and to Disable Device checks made to disarm traps equal to 1/2 her spell filcher level (minimum 1). This bonus lasts for 1 hour per spell filcher level. 

Additionally, the spell filcher may spend 1 point from her arcane reservoir as a free action to substitute her Disable Device skill for any dispel check he 
makes using dispel magic or a similar spell.  

Bonded Object (Su): The spell filcher with this exploit can acquire a bonded object as the arcane bond wizard class feature, using her spell filcher level as 

her wizard level to determine any of the statistics and abilities of the bonded object. If the spell filcher receives a bonded object from another class, her levels 
of spell filcher stack with the levels from that class when determining the bonded object's statistics and abilities. 

Quick Stealth (Su): The spell filcher can expend 1 point from her arcane reservoir as a swift action to gain the benefits of a haste spell (self only) when 

using the Stealth skill. This effect uses the spell filcher’s level as the caster level and immediately ends if she breaks stealth.  
Sixth Sense (Su): The spell filcher can sense and protect herself from unseen traps. Whenever a spell filcher passes within 10 feet of a trap, she can make a 

Perception check as a free action to detect it, even if she is unaware of it. In addition, she can spend 1 point from her arcane reservoir as an immediate action 

to gain a deflection bonus to her AC and a dodge bonus to her Reflex saves against traps for 1 round for every four spell filcher levels she possesses.  
Greater Exploits: This is exactly like the arcanist ability of the same name, except that the spell filcher may only choose from the following greater 

exploits: alter enhancements, greater metamagic knowledge, greater spell disruption, greater spell resistance, redirect spell, resistance drain, siphon spell, 

spell thief, and suffering knowledge.  
In addition, she may also choose from the following new greater exploits restricted to the Spell Filcher multiclass archetype. 

Greater Sixth Sense (Su): The spell filcher also gains the rogue’s evasion ability whenever she uses her sixth sense exploit to gain her a deflection and 

dodge bonuses. This ability lasts for 1 round for every four spell filcher levels she possesses. Alternatively, as an immediate action, she can spend 1 point 
from her arcane reservoir to gain the evasion ability until her next turn whenever she is required to make a Reflex save. The spell filcher must have the sixth 

sense exploit to select this exploit.  

Mental Escape (Su): The spell filcher may spend 1 point from her arcane reservoir as an immediate action to re-roll a single failed Will save.  
Greater Spell Jack (Su): At 15th level, a spell filcher may add a spell stolen with his spell jack ability to her list of prepared spells for the day, instead of 

gaining points to his arcane reservoir. These spells are in addition to his daily allotment of prepared spells, and remain until the spell filcher rests to regain 

her daily allotment of spells. Spells stolen in this way that are found on the sorcerer/wizard spell list are added to the spell filcher’s list of prepared spells at 
its listed spell level, as normal. Spells stolen that are found on another arcane spell list (bloodrager, bard, summoner, etc.), but not on the sorcerer spell list, 

are added to her list of prepared spells as a spell one level higher than its listed level. Spells stolen that are only found on a divine spellcaster’s list (cleric, 
paladin, shaman, etc.), and not on the sorcerer/wizard spells list or any other arcane spellcaster’s list are added to her list of prepared spells as a spell two 

levels higher than the listed level. For example, a spell filcher would add a stolen shield spell as a 1st level spell, a cure light wounds spell stolen from a bard 

as a 2nd level spell (even if it is stolen from a cleric), and a shield of faith spell as a 3rd level spell. This ability replaces the arcane exploit gained at 15th 
level. 

Master Spell Filcher (Su): At 20th level, whenever a spell filcher uses her spell jack ability, she is no longer required to forego damage dice from her 

sneak attack, and therefore may steal any level of spell. In addition, she may choose a specific spell from the target’s list of prepared spells or spell’s known 
when adding a stolen spell to her list of prepared spells for the day. The spell cannot be accessed by the target until he rests to regain his daily allotment of 

spells, as normal. This ability replaces magical supremacy.  

 
 

Table: Spell Filcher 
 Base  
Class Attack Fort Ref Will   Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Arcane reservoir, arcanist exploit,   2  —  —  —  —  —  —  —  — 
     cantrips, sneak attack +1d6 
2nd  +1  +0 +0  +3     3  —  —  —  —  —  —  —   — 
3rd  +1  +1 +1  +3  Spell jack    4  —  —  —  —   —  —  —  — 
4th  +2  +1 +1  +4     4   2  —  —  —  —  —  —  — 
5th  +2  +1 +1  +4  Sneak attack +2d6   4   3  —  —  —  —  —  —  — 
6th  +3  +2 +2  +5     4   4   2  —  —  —  —  —  — 



7th  +3  +2 +2  +5  Arcanist exploit   4   4   3  —  —  —  —  —  — 
8th  +4  +2 +2  +6     4   4   4   2  —  —  —  —  — 
9th  +4  +3 +3  +6  Sneak attack +3d6   4   4   4   3  —  —  —  —  — 
10th  +5  +3 +3  +7     4   4   4   4   2  —  —  —  — 
11th  +5  +3 +3  +7  Arcanist exploit, greater exploits   4   4   4   4   3  —  —  —  — 
12th  +6/+1  +4 +4  +8     4   4   4   4   4   2  —  —  — 
13th  +6/+1  +4 +4  +8  Sneak attack +4d6   4   4   4   4   4   3  —  —  — 
14th  +7/+2  +4 +4  +9     4   4   4   4   4   4   2  —  — 
15th  +7/+2  +5 +5  +9  Greater spell jack   4   4   4   4   4   4   3  —  — 
16th  +8/+3  +5 +5  +10     4   4   4   4   4   4   4   2  — 
17th  +8/+3  +5 +5  +10  Sneak attack +5d6   4   4   4   4   4   4   4   3  — 
18th  +9/+4  +6 +6  +11     4   4   4   4   4   4   4   4   2 
19th  +9/+4  +6 +6  +11  Arcanist exploit   4   4   4   4   4   4   4   4   3 
20th  +10/+5  +6 +6 +12  Master spell filcher   4   4   4   4   4   4   4   4   4 
  



SPELLGUN MAGUS 

 
Primary Class: Magus.  

Secondary Class: Gunslinger.  

Hit Dice: d8.  
Bonus Skills and Ranks: The spellgun magus selects three gunslinger skills to add to his class skills in addition to the normal magus class skills. The 

spellgun magus gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The spellgun magus is proficient with all simple and martial weapons, and with all firearms. The spellgun magus is 
proficient with light armor, but not with shields. A spellgun magus can cast magus spells while wearing light armor without incurring the normal arcane spell 

failure chance. Like any other arcane spellcaster, a spellgun magus wearing medium or heavy armor, or using a shield, incurs a chance of arcane spell failure 

if the spell in question has a somatic component. A multiclass spellgun magus still incurs the normal arcane spell failure chance for arcane spells received 
from other classes. 

Spellcasting: The spellgun magus casts arcane spells drawn from the magus spell list, and adds the following spells to her list at the indicated levels: 1st 

level–abundant ammunition†, damp powder†, fabricate bullets†; 2nd level–bullet shield†, destabilize powder†, recoil fire†, stabilize powder†; 3rd level–flash 
fire†; 4th level–name bullet†; 6th level–named bullet (greater)†. A spellgun magus otherwise learns, prepares, and casts spells as a magus equal to her 

spellgun magus level. The spellgun magus gains bonus spells if she has a high Charisma score. (†Ultimate Combat) 

Arcane Gun (Su): Beginning at 1st level, a spell gun magus can fire projectiles (bullets and pellets) and cast magic through her firearm. Any spells fired 
through the arcane gun that require an attack roll have a ×3 critical hit multiplier. An arcane gun functions as a normal one-handed or two-handed firearm in 

the hands of others, as it was a normal firearm before the spellgun magus imbued them with magic.  

A spellgun magus can cast any ranged touch attack, cone, line, or ray spells through her arcane gun. When she casts through the arcane gun, the 
gun’s enhancement bonus (if any) is a bonus to the spell’s attack rolls or to the spell’s saving throw DCs. Yet there are dangers inherent to this method. If 

any of the spells’ attack rolls result in a natural 1 (a misfire), or a natural 20 is rolled on any saving throw made against the spell by a target (an overload), 

the arcane gun gains the broken condition. If the arcane gun already has the broken condition, the gun explodes. When an arcane gun explodes, it lets loose a 
blast of force, or if the spell has the acid, cold, electricity, or sonic descriptor, it deals that type of energy damage instead. In the case of spells with multiple 

descriptors, roll randomly among the descriptors to determine the type of damage dealt by the blast. The blast is centered on a single intersection within the 

spellgun magus’s space (her choice) and deals 1d6 points of the appropriate energy damage or force damage per level of the spell cast. Any creature within 
the blast other than the spellgun magus can make a Reflex saving throw to halve the damage. The Reflex save DC is calculated using the spell level of the 

spell being sacrificed. 

A spellgun magus can attune her arcane gun at the start of each day. This attunement lasts until the spellgun magus attunes to a new gun, even if a 
formally attuned gun is destroyed. This ability replaces cantrips, but the spellgun magus gains the detect magic and read magic cantrips and places them in 

her spellbook. She can cast either of these as 1st-level spells. 

Gunsmith: At 1st level, a spellgun magus gains the gunslinger’s gunsmith ability. This ability and sure strike replaces greater spell access.  
Magic Bullets (Su): At 1st level, a spellgun magus is adept at transferring spell energy into her arcane gun attacks. As a swift action, she can sacrifice a 

spell and transform that energy into a weapon bonus equal to the level of the spell sacrificed on a single barrel of his firearm. With that weapon bonus the 

spellgun magus can apply any of the following to his arcane gun: enhancement bonuses (up to +5) and dancing, defending, distance, flaming, flaming 
burst, frost, ghost touch, icy burst, merciful, seeking, shock, shocking burst, spell storing, thundering, vicious, and wounding. An arcane gun gains no benefit 

from having two of the same weapon special abilities on the same barrel. The effect of the mage bullets ability lasts for a number of minutes equal to the 

level of the spell sacrificed, or until this ability is used again to assign the barrel different enhancements. This ability replaces arcane pool. 
Deeds (Ex): At 3rd level, a spellgun magus gains the gunslinger’s deeds ability and gains access to 1st level deeds. Every four levels beyond 3rd, the 

spellgun magus gains access each subsequent level of deeds (3rd, 7th, etc.), up to 15th level deeds at 19th level. This ability replaces spell recall, improved 

spell recall, and bonus feats gained at 5th, 11th, and 17th level.  
In addition, a spellgun magus swaps four deeds for the following deeds. 

Smoke Shot (Ex): At 7th level, if the spellgun magus has at least 1 grit point, she can unleash a special smoke pellet instead of her normal shot. Upon 

impact, this ceramic pellet creates an area of foul but harmless yellow smoke radiating 30 feet from the target square, and deals 2d6 points of damage to any 
creature in that space. Treat this smoke effect as a fog cloud spell. If the spellgun magus misfires when using this deed, the ammunition explodes before it is 

launched and its effect is centered on the spellgun magus instead. This deed replaces the Utility Shot deed.  

Energy Shot (Ex): At 11th level, a spellgun magus can transform her ammunition into one type of energy that grants her minor battlefield control by 
creating the following effects.  

Acid: On a successful hit, the target takes an amount of acid damage equal to twice the ammunition’s damage, and deals its normal damage in a splash to 

all creatures and unattended objects within 5 feet of the target. Creatures can halve the acid splash damage with a Reflex saving throw against a DC equal to 
10 + 1/2 the spellgun magus’s level + the spellgun magus’s Intelligence modifier.  

Cold: On a successful hit, an icy sheen is created within a 10-foot-radius burst around the target for 1d6 rounds. Creatures within the ice sheen (including 
the target) are entangled. Any creature within the area of the ice sheen at the start of its turn takes an amount of cold dmage equal to twice the ammunition’s 

damage.  

Electricity: On a successful hit, the target and all creatures within 5 feet of the target take an amount of electricity damage equal to twice the 
ammunition’s damage, and are staggered for 1 round.  

Fire: On a successful hit, a fiery blast is unleashed in a 10-foot-radius around the target. All creatures caught in the burst take an amount of fire damage 

equal to twice the ammunition’s damage. All creatures and wood objects within 10 feet of the attack may catch on fire. 
Force: On a successful hit, the target takes an amount of force damage equal to twice the ammunition’s damage and is knocked prone.  

Sonic: On a successful hit, the target takes an amount of sonic damage equal to twice the ammunition’s damage. All creatures (including the target) within 

10 feet of the attack must succeed at a Fortitude saving throw against a DC equal to 10 + 1/2 the spellgun magus’s level + the spellgun magus’s Intelligence 
modifier or be deafened for one hour.  

The spellgun magus must select the type of energy effect prior to making her attack roll. The spellgun magus must spend 1 grit to perform this deed. This 

deed replaces the Startling Shot deed. 
Explosive Counterspell (Ex): At 11th level, a spellgun magus can, as an immediate action, make a single shot with a loaded non-scatter firearm at an 

enemy casting a spell or spell-like ability. If the attack is successful, the spell is disrupted. The spellgun magus must spend 1 grit to perform this deed. This 

deed replaces the Targeting deed. 
Dispelling Shot (Ex): At 15th level, a spellgun magus can spend 1 grit point to empower a bullet with anti-magic properties. As an attack action, a 

spellgun magus can make a ranged firearm attack against an opponent or object, and if she hits, she can affect that opponent or object as if she had cast 

dispel magic, using the targeted dispel option. The grit point is spent regardless of whether the attack is successful or not. A spellgun magus use her spellgun 
magus level as the caster level of the dispel magic effect. This deed does not work with scatter firearms. This deed replaces the Expert Loading deed. 

Grit (Ex): At 3rd level, a black powder marshal gains the gunslinger’s grit ability. This ability replaces knowledge pool. 



Sure Strike (Ex): At 4th level, if the spellgun magus can make a DC 15 Concentration check. If successful, she can spend a swift action to increase the 

damage done by her firearms by +1 for on  e round. For every additional 5 points that the spellgun magus makes the check, this bonus increase by +1, to a 
maximum of +5.  

Nimble (Ex): At 5th level, a spellgun magus gains the gunslinger’s nimble ability, except that she gains a dodge bonus to AC while wearing light or no 

armor, and an additional +1 bonus every four levels beyond 5th, to a maximum of +4 at 17th level. This ability replaces medium armor and heavy armor.  
 

Arcane pool = Magic bullets 

Cantrips = Arcane gun 
Spell recall/Improved spell recall/Bonus feats = Deeds 

Knowledge pool = grit 

Medium/Heavy armor = Nimble +1/+2/+3/+4 
Greater Spell access = Gunsmith, sure strike 

 

Table: Spellgun Magus 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special   1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane gun, gunsmith, spell combat    1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Spellstrike    2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Deeds, grit, magus arcana    3  —  —  —  —   — 
4th  +3  +4  +1 +4 Sure strike    3   1  —  —  —  — 
5th  +3  +4  +1 +4 Nimble +1    4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana    4   3  —  —  —  — 
7th  +5  +5  +2 +5 Deeds    4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved spell combat    4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana, nimble +2    5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Fighter training    5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Deeds    5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana    5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Nimble +3    5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater spell combat    5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Deeds, magus arcana     5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Counterstrike    5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Nimble +4    5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana    5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Deeds    5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 True magus    5   5   5   5   5   5 
 

  



STEALTH ARCANIST (Elghinn Lightbringer) 
Versatility is one of the arcanist’s greatest weapons, able to prepare her spells like a wizard, but cast them spontaneously like a sorcerer. However, some 
seek to add to this versatility by delving into the arts of stealth and subterfuge. This enhances her magic and allows her to perform extraordinary acts of 

legerdemain, agility, and roguish expertise. She even learns the rogue’s skill of making deadly, precision strikes against her foes, further expanding her 

repertoire or abilities to draw upon. While not as powerful magically as a true arcanist, the stealth arcanist knows many tricks that make her a deadly enemy 
indeed.  

Primary Class: Arcanist. 

Secondary Class: Rogue.  
Alignment: Any. 

Hit Dice: d6.  

Bonus Skills and Ranks: The stealth arcanist may select six rogue skills to add to her class skills in addition to the normal arcanist class skills. The 
stealth arcanist gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The stealth arcanist is proficient with all simple weapons, plus the hand crossbow, katar (triblade), kukri, rapier, sap, 

shortbow, short sword, swordbreaker dagger, . The stealth arcanist is also proficient with light armor. She can cast arcanist spells while wearing light armor 
without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a stealth arcanist wearing medium armor, heavy armor, or using a 

shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass stealth arcanist still incurs the normal arcane spell 

failure chance for arcane spells received from other classes. 
Cantrips: A stealth arcanists can prepare a number of cantrips, or 0-level spells, each day as noted on Table: Stealth Arcanist Spells Prepared. These 

spells are cast like any other spell, but they do not consume spell slots. As with her other spells, these spells are not expended when cast. 

Spellcasting: A stealth arcanist casts arcane spells drawn from the sorcerer/wizard spell list. Only sorcerer/wizard spells of 6th level and lower are 
considered to be part of the stealth arcanist spell list. A stealth arcanist must prepare her spells ahead of time, but unlike a wizard, her spells are not expended 

when they're cast. Instead, she can cast any spell that she has prepared consuming a spell slot of the appropriate level, assuming she hasn't yet used up her 

spell slots per day for that level.  
When the stealth arcanist gains access to a new spell level (including her 1st–level spells), she adds one spell of her choice from the following spells to 

her spellbook: 1st–disguise self, shadow weapon, vanish; 2nd–blur, invisibility, misdirection; 3rd–displacement, invisibility sphere; 4th–invisibility (greater), 

shadow conjuration, shadow step; 5th–seeming, shadow evocation; 6th–mislead, shadow walk. For example, she can add either disguise self, shadow 
weapon, or vanish to her spell book at 1st level. At 4th 1evel, she can add one of the 2nd-level spells to her spellbook, and so on. Also, the stealth arcanist 

adds the following sorcerer/wizard spells to her spell list as 6th–level spells: ethereal jaunt, expend, invisibility (mass), limited wish, polymorph (greater), 

protection from spells, shadow conjuration (greater), teleport (greater). This supersedes these spell’s normal spell levels.  
A stealth arcanist cannot use spell completion or spell trigger magic items (without making a successful Use Magic Device check) of sorcerer/wizard 

spells of 7th level or higher, unless they are on her altered spell list. 

A stealth arcanist otherwise learns, prepares, and casts spells as an arcanist of her level, but her base daily spell allotment is given on Table: Stealth 
Arcanist under “Spells per Day.” She also receives bonus spells per day if she has a high Intelligence score. 

Thief’s Spellbook (Ex): The stealth arcanist incorporates elements of a personalized secret code into her arcane writings. Creatures with whom she does 

not share this code take a –4 penalty on skill checks involving the stealth arcanist's spellbook. The stealth arcanist's spells (not including cantrips) take one 
extra page each in her spellbook. At each new stealth arcanist level, she gains only one new spell of any spell level or levels that he can cast (based on her 

new stealth arcanist level) for his spellbook. At any time, a stealth arcanist can also add spells found in another arcanist’s or wizard’s spellbook to hers. In all 

other respects, a stealth arcanist's spellbook functions as a normal arcanist’s spellbook. 
Arcanist Exploits: This is exactly like arcanist ability of the same name, except that the stealth arcanist gains an arcanist exploit at 1st level and again at 

3rd level and every three levels thereafter. A stealth arcanist can select an exploit from those listed in the arcanist class description or from the new arcanist 

exploits listed below. In addition, a stealth arcanist can select any rogue talent that she qualifies for in place of an arcanist exploit. Her rogue level is equal to 
her stealth arcanist level for the purpose of qualifying for rogue talents.  

Sneak Attack (Ex): At 1st level, a stealth arcanist gains the rogue’s sneak attack ability, except that the extra damage is equal to 1d6 at 1s level, and 

increases by 1d6 every four levels thereafter, up to a maximum of 7d6 at 19th level.  
Evasion (Ex): At 2nd level, a stealth arcanist gains the rogue’s evasion ability. This ability, uncanny dodge, and improved uncanny dodge replace the 

arcanist exploits gained at 3rd, 9th, and 13th level.  

Sneak Stab (Ex): At 3rd level, a stealth arcanist’s limited weapons focuses her ability to deal sneak attack damage with daggers and similar weapons to 
such a degree that she can deal more sneak attack damage with those weapons at the expense of sneak attacks with other weapons. When she makes a sneak 

attack with a dagger, katar (triblade), kukri (including war kukri), punching dagger, shortsword, or swordbreaker dagger, she uses d8s to roll sneak 

attack damage instead of d6s. For sneak attacks with all other weapons, she uses d4s instead of d6s.  
Uncanny Dodge (Ex): At 5th level, a stealth arcanist gains the rogue’s uncanny dodge ability.  

Improved Uncanny Dodge (Ex): At 8th level, a stealth arcanist gains the rogue’s improved uncanny dodge ability.  
Tricky Spells (Su): At 8th level, a stealth arcanist can cast her spells without their somatic or verbal components, as if using the Still Spell and Silent 

Spell feats. Spells cast using this ability do not increase in spell level or casting time. She can use this ability 3 times per day at 8th level and one additional 

time per every three levels thereafter, to a maximum of 6 times per day at 17th level. The stealth arcanist decides to use this ability at the time of casting. She 
can only expend 1 point from her arcane reservoir on this ability at a time. 

Greater Exploits: this is exactly like the like arcanist ability of the same name, except that the stealth arcanist gains this ability at 12th level. A stealth 

arcanist can select a greater exploit from those listed in the arcanist class description instead of a normal exploit, or from the new greater exploits listed 
below. In addition, a stealth arcanist can select any advanced talent that she qualifies for in place of a greater exploit. Her rogue level is equal to her stealth 

arcanist level for the purpose of qualifying for advanced talents. 

 

NEW ARCANIST EXPLOITS 
The following new arcanist exploits are restricted to the Stealth Arcanist multiclass archetype. 

Charge Repository (Su): The stealth arcanist can use her arcane reservoir to power magic items with charges, such as wands, staves, and so on. By 

expending 1 point from his arcane reservoir per charge required to activate a specific item or power, he can activate the item without expending a charge (or 
charges) from the item. For example, a stealth arcanist could expend 1 point from her arcane reservoir to activate a single use of a wand of chill touch, or 3 

points to activate the wall of fire effect from a staff of fire. This exploit has no affect on single use items like potions.  

Deadly Sneak Attack (Ex): The stealth arcanist can increase the damage of a single sneak attack by infusing her weapon with arcane energy. By expending 
1 point from her arcane reservoir as a swift action, the stealth arcanist deals sneak attack damage as a rogue equal to her level. The stealth arcanist must be at 

least 6th level to select this exploit.   

Mental Strike (Su): The stealth arcanist can spend 1 point from her arcane reservoir to make a single melee attack at her highest attack bonus against a 
spellcaster (arcane or divine). If the attack is successful, the target takes 1 point of temporary Intelligence, Wisdom, or Charisma damage for 1 minute, 



dependent upon the target’s primary spellcasting ability score. This penalty increases by 1 every 6th levels beyond 1st, up to a maximum of 4 points at 19th 

level. Multiple uses of this ability do not stack. Only one use of this exploit can be in effect at a time. 
Ranged Legerdemain (Su): The stealth arcanist can use Disable Device and Sleight of Hand at a range of 30 feet. Working at a distance increases the 

normal skill check DC by 5, and a stealth arcanist cannot take 10 on this check. Any object to be manipulated must weigh 5 pounds or less. She can only use 

this ability if she has at least 1 rank in the skill being used. The stealth arcanist must be at least 7th level to select this exploit.   
Rogue Talent: A stealth arcanist can select any rogue talent that she qualifies for. Her rouge level is equal to her stealth arcanist level for the purpose of 

qualifying for rogue talents.  

Spell Reserve (Su): The stealth arcanist can cast a prepared spell without using a spell slot of the same level. This expends 1 point from the stealth 
arcanist’s arcane reservoir per level of the spell. 

Trapfinding (Ex): The stealth arcanist adds 1/2 her level to Perception skill checks made to locate traps and to Disable Device skill checks (minimum +1). 

A stealth arcanist can use Disable Device to disarm magic traps. 
 

NEW GREATER EXPLOITS 
The following new greater exploits are restricted to the Stealth Arcanist multiclass archetype. 

Advanced Talents: The stealth arcanist can select any advanced talent that she qualifies for as a greater exploit. Her rouge level is equal to her stealth 
arcanist level for the purpose of qualifying for advanced talents.  

Impromptu Sneak Attack: The stealth arcanist can declare one melee or ranged attack she makes to be a sneak attack (the target can be no more than 30 

feet distant if the impromptu sneak attack is a ranged attack) by expending 1 point from her arcane reservoir. The target of an impromptu sneak attack loses 
any bonus to AC, but only against that attack. The power can be used against any target, but creatures that are not subject to critical hits take no extra 

damage (though they still lose any Dexterity bonus to AC against the attack). The stealth arcanist can use this exploit twice per day at 15th level, and three 

times per day at 19th level. She can only expend 1 point from her arcane reservoir on this exploit at a time. 

Invisible Thief (Su): The stealth arcanist can become invisible, as if under the effects of greater invisibility, as a free action, by spending 1 point from her 

arcane reservoir. She can remain invisible for a number of rounds per day equal to her stealth arcanist level. Her caster level for this effect is equal to her 

caster level. These rounds need not be consecutive. She can only expend 1 point from her arcane reservoir on this exploit at a time. 
Resourceful Reservoir (Su): The stealth arcanist ability to cast spells or activate charged magic items using her arcane reservoir becomes more efficient. 

Whenever she expends arcane reservoir points to cast a spell, or use the charge repository exploit to activate a single use of a charged magic item, she 

reduces the number of point required to cast the spell or activate the item by 1 (minimum 1).  
Surprise Spells: The stealth arcanist can add her sneak attack damage to any spell that deals damage, if the targets are flat-footed. This additional damage 

only applies to spells that deal hit point damage, and the additional damage is of the same type as the spell. If the spell allows a saving throw to negate or 

halve the damage, it also negates or halves the sneak attack damage.  
 

 

Table: Stealth Arcanist 
 Base  
Class Attack Fort Ref Will     Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2  +2  Arcane reservoir, arcanist exploit, cantrips,   1  —  —  —  —  —   
     consume spells, sneak attack +1d6 
2nd  +1  +0  +3 +3  Evasion, sneak stab   2  —  —  —  —  —  
3rd  +2  +1 +3 +3  Arcanist exploit   3  —  —  —  —   — 
4th  +3  +1 +4 +4  Sneak attack +2d6   3   1  —  —  —  —  
5th  +3  +1 +4 +4  Uncanny dodge   4   2  —  —  —  —  
6th  +4  +2 +5 +5  Arcanist exploit   4   3  —  —  —  —  
7th  +5  +2 +5 +5  Sneak attack +3d6   4   3   1  —  —  —  
8th  +6/+1  +2 +6 +6  Improved uncanny dodge, tricky spells 3/day   4   4   2  —  —  — 
9th  +6/+1  +3 +6 +6  Arcanist exploit   5   4   3  —  —  — 
10th  +7/+2  +3 +7 +7  Sneak attack +4d6   5   4   3   1  —  —  
11th  +8/+3  +3 +7 +7  Tricky spells 4/day   5   4   4   2  —  —  
12th  +9/+4  +4 +8 +8  Arcanist exploit, greater exploits   5   5   4   3  —  —  
13th  +9/+4  +4 +8 +8  Sneak attack +5d6   5   5   4   3   1  —  
14th  +10/+5  +4 +9 +9  Tricky spells 5/day   5   5   4    4   2  — 
15th  +11/+6/+1  +5 +9 +9  Arcanist exploit   5   5   5   4   3  —  
16th  +12/+7/+2  +5 +10 +10  Sneak attack +6d6   5   5   5   4   3   1  
17th  +12/+7/+2  +5 +10 +10  Tricky spells 6/day   5   5   5   4   4   2  
18th  +13/+8/+3  +6 +11 +11  Arcanist exploit   5   5   5   5   4   3 
19th  +14/+9/+4  +6 +11 +11  Sneak attack +7d6   5   5   5   5   5   4 
20th  +15/+10/+5  +6 +12 +12  Magical supremacy   5   5   5   5   5   5 
 
 

Table: Stealth Arcanist Spells Prepared 
Class    Spells Prepared 
Level 0th 1st 2nd 3rd 4th 5th 6th 
1st    4   2  —  —  —  —  —  
2nd    5   3  —  —  —  —  — 
3rd    6   4  —  —  —  —   — 
4th    6   4   2  —  —  —  — 
5th    6   4   3  —  —  —  — 
6th    6   4   4  —  —  —  — 
7th    6   5   4   2  —  —  — 
8th    6   5   4   3  —  —  — 
9th    6   5   4   4  —  —  — 
10th    6   5   5   4   2  —  — 
11th    6   6   5   4   3  —  —  



12th    6   6   5   4   4  —  — 
13th    6   6   5   5   4   2  — 
14th    6   6   6   5    4   3  — 
15th    6   6   6   5   4   4  — 
16th    6   6   6   5   5   4   2 
17th    6   6   6   6   5   4   3 
18th    6   6   6   6   5   4   4 
19th    6   6   6   6   5   5   4 
20th    6   6   6   6   6   5   5 
 

  



STUDIED THEOLOGIST (Bandw2) 

Most faithful spend their time devoted to a single god, worshiping them, and seeking for favors and gifts in return. Not so of the studied theologist, who 
spends his time researching and delving into the secrets of divine magic, and through unique understanding can create divine spells just as a wizard can 

create arcane. Studied theologists usually follow a belief that what is considered good or worthwhile should not be revealed determined by the countless 

gods and that only personal logic and reasoning can lead to true enlightenment and righteousness. Some others worship a deity, but only out of genuine 
respect for what the god stands for. 

Primary Class: Wizard.  

Secondary Class: Cleric.  
Alignment: Any. 

Hit Dice: d6.  

Bonus Skills and Ranks: The studied theologist selects three cleric skills to add to his class skills in addition to the normal wizard class skills. The 
studied theologist gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The studied theologist is proficient with the club, dagger, heavy crossbow, light crossbow, and quarterstaff, but not 

with any type of armor or shield.  
Spellcasting: A studied theologist casts divine spells drawn from the cleric/oracle spell list. He otherwise learns, prepares, and casts his spells as a wizard.  

Arcane Bond (Su): This is exactly like the wizard’s ability of the same name, except that the studied theologist cannot choose to bond with a familiar. 

Instead, he can choose to bond with the power and essence of divine knowledge itself and gains the ability to spontaneously cast domain spells. In addition, 
the studied theologist adds his spellbook to the list of items that he can bond with.  

Orisons: At 1st level, astudied theologist gains the cleric’s orison ability. This ability replaces cantrips.  

Theological Studies (Su): A studied theologist gains a greater understanding of magic through the study and knowledge of the divine. At 1st level, a 
studied theologist specializes in one school of magic, gaining additional spells and powers based on that school. The studied theologist chooses one spell of 

each spell level from his school of magic. Once chosen they cannot be changed. The studied theologist also selects one domain (or subdomain) that 

represents his spiritual inclinations and abilities. If he chooses a deity, this domain must be one granted by his god. A studied theologist also gains domain 
spell slots in which to prepare his domain spells or his chosen school spells. This ability otherwise functions as the cleric’s domain ability and replaces 

arcane school.  

Diverse Theology (Ex): Upon reaching 5th level, a studied theologist’s incessant search for divine knowledge has resulted in a diverse tapestry of beliefs 
and understanding. He selects one domain in addition to domain chosen at 1st level, and gains the powers of this new domain. The domain cannot be in 

opposition to any other domain he knows. For example, a studied theologist could not choose the Destruction or Death domains if he has selected the 

Healing domain. At 10th level, a studied theologist selects a third domain and also gains its domain powers. The studied theologist can prepare any spells 
from any of his domain in his domain slots as normal. 

In addition, at 10th level, a studied theologist can channel stored spell energy into school spells that he did not prepare ahead of time once per day. The 

studied theologist can “lose” any prepared spell that is not an orison or domain spell in order to cast any school spell chosen at 1st level of the same spell 
level or lower. The studied theologist can use this ability one additional time per day at 15th and 20th level. This ability replaces bonus feats.  

 

 

Table: Studied Theologist 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Arcane bond, orisons, scribe scroll,   3 1+1  —  —  —  —  —  —  —  —  
     theological studies 
2nd  +1  +0  +0  +3     4 2+1  —  —  —  —  —  —  —   —  
3rd  +1  +1  +1  +3     4 2+1 1+1  —  —  —   —  —  —  —  
4th  +2  +1  +1  +4     4 3+1 2+1  —  —  —  —  —  —  — 
5th  +2  +1  +1  +4  Diverse theology (second domain)   4 3+1 2+1 1+1  —  —  —  —  —  —  
6th  +3  +2  +2  +5     4 3+1 3+1 2+1  —  —  —  —  —  — 
7th  +3  +2  +2  +5     4 4+1 3+1 2+1 1+1  —  —  —  —  —  
8th  +4  +2  +2  +6     4 4+1 3+1 3+1 2+1  —  —  —  —  — 
9th  +4  +3  +3  +6     4 4+1 4+1 3+1 2+1 1+1  —  —  —  — 
10th  +5  +3  +3  +7  Diverse theology (third domain,   4 4+1 4+1 3+1 3+1 2+1  —  —  —  — 
     school spell 1/day) 
11th  +5  +3  +3  +7     4 4+1 4+1 4+1 3+1 2+1 1+1  —  —  —  
12th  +6/+1  +4  +4  +8     4 4+1 4+1 4+1 3+1 3+1 2+1  —  —  — 
13th  +6/+1  +4  +4  +8     4 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  —  
14th  +7/+2  +4  +4  +9     4 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  — 
15th  +7/+2  +5  +5  +9  Diverse theology (school spell 2/day)   4 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  
16th  +8/+3  +5  +5  +10     4 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  
17th  +8/+3  +5  +5  +10     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  
18th  +9/+4  +6  +6  +11     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1 
19th  +9/+4  +6  +6  +11     4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 
20th  +10/+5  +6 +6  +12  Diverse theology (school spell 3/day)   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 
 



SWORD DANCER 
Somewhere between the musical talent of the bard and the magus's dedication to the arcane lie the talents of the sword dancer. He is a warrior, as skilled in 
combat as his cousins. And while he is a spellcaster who primarily casts the magus's combat-focused spells, he weaves song and dance into his every action. 

He can learn performance-themed spells not normally available to a magus, and instead of blending combat with wizardry, he gains the ability to dance 

through the fray, attacking with musical precision. 
Primary Class: Magus. 

Secondary Class: Bard. 

Hit Dice: d8. 
Bonus Skills and Ranks: The sword dancer may select three bard skills to add to his class skills in addition to the normal magus class skills, one of 

which must be Perform (dance). The sword dancer gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The sword dancer is proficient with all simple and martial weapons, with light armor, but not with shields. He can cast 
arcane spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a sword dance wearing 

medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. 

Spellcasting: A sword dancer casts arcane spells drawn from the magus spell list, and can cast any spell he knows without preparing it ahead of time. To 
learn or cast a spell, a sword dancer must have a Charisma score equal to at least 10 + the spell level. The DC for a saving throw against a sword dancer's 

spell is 10 + the spell level + the sword dancer's Charisma modifier.  

Like other spellcasters, a sword dancer can cast only a certain number of spells of each spell level per day. His base daily spell allotment spells known are 
both presented on the tables in this entry. In addition, he receives bonus spells per day if he has a high Charisma score. A sword dancer's selection of spells is 

extremely limited. Every sword dancer spell has both verbal and somatic components in addition to their normal components, unless the sword dancer is 

using the Silent Spell or Still Spell feats.  
In addition, the sword dancer adds the following bard spells to his spell list at the indicated levels: 0–ghost sound, lullaby; 1st–chord of shards**, dancing 

lantern*, moment of greatness†, solid note*, ventriloquism; 2nd–allegro**, blistering invective†, distracting cacophony**, distressing tone**, ghostbane 

dirge*, heroism, silence, returning weapon†, tactical acumen†; 3rd–arcane concordance*, haunting choir**, purging finale*, returning weapon 
(communal)†, reviving finale*; 4th–dance of a hundred cuts*, discordant blast*, heroic finale*, shocking image†, shout, sonic thrust**, virtuoso 

performance**; 5th–frozen note*, shadowbard**, song of discord; 6th–dance of a thousand cuts**, deadly finale*, shout (greater). (*Advanced Player’s 

Guide, **Ultimate Magic, †Ultimate Combat) 
Bardic Performance: At 1st level, a sword dancer gains the bard’s bardic performance ability, except that the sword dancer has access to a more limited 

selection of performances. He begins knowing the bladethirst performance ability. At 3rd level, and every three levels thereafter, he may choose to learn 

another bardic performance in place of his magus arcana. All performances use the sword dancer's level as his effective bard level. This ability replaces 
arcane pool. 

Bladethirst (Su): At 1st level, a sword dancer may use his bardic performance to grant one weapon, one natural weapon, one end of a double weapon, or 

50 items of ammunition of the same type within 30 feet a +1 enhancement bonus. This enhancement bonus increases to +2 at 5th level and by +1 for every 
five levels after to a maximum of +5 at 20th level. These bonuses stack with existing bonuses and may be used to increase the item’s enhancement bonus up 

to +5 or to add any of the following weapon properties: dancing, flaming, flaming burst, frost, icy burst, keen, mighty cleaving, shock, shocking burst, speed, 

or wounding. If the weapon is not magical, at least a +1 enhancement bonus must be added before adding special abilities. These bonuses and properties are 
decided when the performance is made and cannot be changed until the next time the sword dance uses this ability. These bonuses do not function if the 

weapon is wielded by anyone other than the sword dancer. A sword dancer can only enhance one weapon in this way at one time. If he uses this ability 

again, the first use immediately ends. 
Starting at 3rd level, a sword dancer may select one of the following bardic performances in place of magus arcana: distraction, fascinate, or inspiring 

blow*.  

6th level, a sword dancer adds the following performances to the list of those that can be selected in place of magus arcana: inspire competence, inspire 
courage, satire*, or wordstrike**.  

At 12th level, a sword dancer adds the following performances to the list of those that can be selected in place of magus arcana: dirge of doom, dramatic 

subtext*, inspire greatness, or suggestion. 
At 18th level, a sword dancer adds the following performances to the list of those that can be selected in place of magus arcana: dance of the dead**, 

frightening tune, or inspire heroics. (*Advanced Player’s Guide or **Ultimate Magic bard archetype)  

Dance of Swords (Su): At 1st level, a sword dancer learns to integrate his attacks with a magical dance that accelerates his strokes and confounds his 
foes. To do this, the sword dancer must have one hand free and be able to dance and listen. He cannot use this ability when wielding two weapons, a double 

weapon, a shield, when paralyzed or otherwise unable to move, or deafened or silenced, or otherwise unable to hear himself. As a full-round action, the 

sword dancer designates one enemy to whom he is adjacent as the target of his dance. He then makes a number of attacks against that enemy as though he 
were making a full attack with two-weapons, using his singular weapon for both his primary hand and off-hand attacks. His penalty to attacks is calculated 

as though he had the Two-Weapon Fighting feat and wielding a weapon of his weapon's type in both his primary hand and off-hand. He adds his full 
Strength bonus to damage with all attacks when using this ability. 

Prior to each attack, the sword dancer must move 5 feet. This movement is free and does not provoke attacks of opportunity from the target of his dance, 

though it does provoke attacks of opportunity as normal from any other threats. This movement must always be made into a square adjacent to the target of 
the sword dancer's dance of swords. The sword dancer cannot reenter any square he has already occupied during his turn. If the only square that allows him 

to continue his routine is occupied by an ally, he may take an extra 5 feet of movement free (passing through his ally’s square) to continue his dance. The 

sword dancer can choose to make fewer than his maximum number of attacks, but his turn ends when he stops attacking. This ability replaces spell combat. 
Blade Performance (Ex): At 2nd level, whenever the sword dancer uses dance of swords, he may, as a free action, start any bardic performance that 

requires 1 standard action or less to initiate. Doing so expends one extra round of his daily bardic performance. This ability replaces spellstrike. 

Whirring Dance (Ex): At 4th level, the sword dancer gains partial concealment against the target of his dance of swords until the beginning of his next 
turn. This ability replaces spell recall.  

Bonus Feats: A sword dancer may learn any bardic masterpiece listed in Ultimate Magic for which he meets the prerequisites in place of a bonus feat. 

Ritual Dance (Su): At 7th level, as a special use of bardic performance, a sword dancer can expend 6 rounds of bardic performance in order to gain 10 
minutes to expand his spell knowledge. Upon completing the ritual dance, the sword dancer selects one spell from his spell list that he does not know and 

adds it to his list of spells known. The chosen spells remain on his list of known spells until the next time he rests to regain his daily allotment of spells, at 

which time it is wiped from his memory. A sword dancer may perform this ritual a number of times per day equal to his Charisma bonus, as long as he has 
bardic performance rounds to spend, each time selecting another spell. This ability replaces knowledge pool. 

Shield of Blades (Ex): At 7th level, whenever the sword dancer uses dance of swords, he gains a shield bonus to his AC equal to the number of attacks he 

made during his turn, but only against attacks made by the target of his dance. This bonus remains until the beginning of the sword dancer’s next turn. This 
ability replaces medium armor. 

Improved Dance of Swords (Su): At 8th level, the sword dancer is considered to have the Improved Two-Weapon Fighting feat when using his dance of 

swords, gaining a second off-hand attack with his single weapon. This attack otherwise follows all the rules for improved two-weapon fighting and receives 
a –5 penalty to hit in addition to the normal two-weapon fighting penalties. This ability replaces improved spell combat. 



Improved Whirring Dance (Ex): At 11th level, the sword dancer gains total concealment against the target of his dance of swords until the beginning of 

his next turn. This ability replaces improved spell recall. 
Fortress of Blades (Ex): At 13th level, the shield bonus to AC granted by the sword dancer’s shield of blades ability is applied against attacks from all 

enemies. This ability replaces heavy armor. 

Dance in Circles (Ex): At 14th level, when using dance of swords, the sword dancer gains a +2 flanking bonus to hit against the target of his dance of 
swords. He need not actually be flanking with any allies to receive this bonus. The sword dancer does not receive this bonus against creatures with uncanny 

dodge or similar abilities. 

Greater Dance of Swords (Su): At 15th level, the sword dancer is considered to have the Greater Two-Weapon Fighting feat when using his dance of 
swords, gaining a third off-hand attack with his single weapon. This attack otherwise follows all the rules for greater two-weapon fighting and receives a -10 

penalty to hit in addition to the normal two-weapon fighting penalties. This ability replaces greater spell combat. 

Intense Blade Performance (Ex): At 19th level, whenever the sword dancer uses dance of swords, and benefits from his blade performance ability, he 
may start two performances as a free action instead of one. Both performances must require 1 standard action or less to initiate. He expends no rounds of 

bardic performance in order to start the second performance, but he must end it when his dance of swords ceases. This ability does not stack. This ability 

replaces greater spell access.  
Perfect Dancer (Ex): At 20th level, the sword dancer reduces his two-weapon fighting penalties by 2 when using dance of swords. This ability replaces 

true magus. 

 
 

Table: Sword Dancer 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2 +2 Bardic performance, bladethirst +1,   3   1  —  —  —  —  —  
     cantrips, dance of swords 
2nd  +1  +0  +3 +3 Blade performance   4   2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Magus arcana   4   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Whirring dance   4   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Bladethirst +2, bonus feat   4   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Magus arcana   5   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Ritual dance, shield of blades   5   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Improved dance of swords   5   4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6 Magus arcana   5   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Bladethirst +3, fighter training   5   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Bonus feat   5   5   4   4   2  —  — 

     improved whirring dance 
12th  +9/+4  +4  +8 +8 Magus arcana   5   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 Fortress of blades   5   5   5   4   3   1  — 
14th  +10/+5  +4  +9 +9 Dance in circles   5   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9 Bladethirst +4, magus arcana   5   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Counterstrike   5   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Bonus feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11 Magus arcana   5   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Intense blade performance   5   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Bladethirst +5, perfect dancer   5   5   5   5   5   5   5 

 

Table: Sword Dancer Spells Known 
     Spells Known 
Level    0  1st  2nd  3rd  4th  5th  6th 
1st    4   2  —  —  —  —  — 
2nd   5    3  —  —  —  —  — 
3rd    6   4  —  —  —  —  — 
4th    6   4   2  —  —  —  — 
5th    6   4   3  —  —  —  — 
6th    6   4   4  —  —  —  — 
7th    6   5   4   2  —  —  — 
8th    6   5   4   3  —  —  — 
9th    6   5   4   4  —  —  — 
10th    6   5   5   4   2  —  — 
11th    6   6   5   4   3  —  — 
12th    6   6   5   4   4  —  — 
13th    6   6   5   5   4   2  — 
14th    6   6   6   5   4   3  — 
15th    6   6   6   5   4   4  — 
16th    6   6   6   5   5   4   2 
17th    6   6   6   6   5   4   3 
18th    6   6   6   6   5   4   4 
19th    6    6   6   6   5   5   4 
20th    6    6   6   6   6   5   5 

 

  



SYNTHETIC VOICE (Lindley Court) 
Some dream of singing, but lack any talent in that field, as their minds are geared towards alchemical pursuits. However, due to the insistent belief that "the 
show must go on" and their courageous drive to fulfill their dreams, what has often materialized is a unique blend of alchemic and bardic magic. Once these 

traits are fused, the synthetic voice is created and a new personality emerges on the stage of life.  

Primary Class: Alchemist. 
Secondary Class: Bard.  

Alignment: Any.  

Hit Dice: d8.  
Bonus Skills and Ranks: The synthetic voice may select three bard skills to add to his class skills in addition to the normal alchemist class skills. The 

synthetic voice gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The synthetic voice is proficient with all simple weapons, bombs, with light armor, but not with shields.  
Extracts: The synthetic voice adds the following bard spells to his list of extracts: 1st level–adoration, borrow skill, chord of shards, ear-piercing 

scream, horn of pursuit, innocence, play instrument, read weather, restful sleep, solid note, ventriloquism; 2nd level–bestow insight, calm emotions, 

distressing tone, gallant inspiration, honeyed tongue, piercing shriek, silence, whispering wind; 3rd level–clairaudience/clairvoyance, glibness, haunting 
choir, illusory script, jester’s jaunt, thundering drums, witness; 4th level–denounce, discordant blast, dominate person, echolocation, nixie’s lure, primal 

scream, shout, sonic thrust, wall of sound, zone of silence; 5th level–bard’s escape, cloak of dreams, deafening song bolt, foe to friend, frozen note, joyful 

rapture, ki shout, music of the spheres, resonating word, song of discord;  6th level–brilliant inspiration, dirge of the victorious knights, fool’s forbiddance, 
getaway, pied piping, overwhelming presence, shout (greater), sympathetic vibration, waves of ecstasy.  

Acute Hearing (Ex): A synthetic voice has a keen sense of hearing, allowing him to discriminate between a wide variety of sounds and tones. At 1st 

level, a synthetic voice ignores up to –5 in penalties due to distance on audible Perception checks, allowing him to hear accurately at much greater distances 
than most. This ability replaces throw anything. 

Alchemy (Su): This is exactly like the alchemist ability of the same name, except that the synthetic voice does not create bombs. 

Harmonics (Su): In addition to magical extracts, synthetic voices are adept at unleashing a blast of sonic energy at their enemies. A synthetic voice can 

use a number of harmonic blasts each day equal to his synthetic voice level + his Intelligence modifier. Releasing a harmonic blast requires a standard 

action that provokes an attack of opportunity. Harmonics is a ray effect that can be used to target one creature and has a range of 30 feet. On a direct hit, a 

synthetic voice's harmonics inflicts 1d6 points of sonic damage + additional damage equal to the synthetic voice's Intelligence modifier. The damage of a 

synthetic voice's harmonics increases by 1d6 points at every odd-numbered synthetic voice level (this bonus damage is not multiplied on a critical hit or by 

using feats such as Vital Strike).  

In addition to sonic damage, a harmonic blast creates a concussive burst that affects the target’s square and all squares adjacent to it. Those caught in the 

burst can attempt a Reflex save or be knocked prone. The DC of this save is equal to 10 + 1/2 the synthetic voice's level + the synthetic voice’s Intelligence 

modifier.  

Synthetic voices can add additional effects to their harmonics as discoveries (see the Discovery ability) as they level up. This ability replaces bombs. 

Resonant Mutagen (Su): At 1st level, a synthetic voice discovers how to create a mutagen that he can imbibe in order to heighten his vocal power and 

influence. It takes 1 hour to brew a dose of resonant mutagen, and once brewed, it remains potent until used. A synthetic voice can only maintain one dose of 

resonant mutagen at a time—if he brews a second dose, any existing resonant mutagen becomes inert. As with an extract or synthetic harmonics, a resonant 

mutagen that is not in a synthetic voice's possession becomes inert until a synthetic voice picks it up again. 
When a synthetic voice brews a resonant mutagen, he selects one of the following resonances—combat, defensive, or skills.  It's a standard action to drink 

a resonant mutagen. Upon being imbibed, the resonant mutagen causes the synthetic voice to become more enigmatic, granting him a +2 alchemical bonus to 

all Charisma-based skill checks for 10 minutes per synthetic voice level. 

In addition, while the resonant mutagen is in effect, the synthetic voice emits a 10-foot aura of sound waves that grants bonuses to his allies and bestows 

penalties upon his enemies, dependent upon his chosen resonance. This aura functions only while the synthetic voice is conscious, not if she is unconscious 

or dead. A resonant aura has one of the following effects.  

Combat Resonance: Allies within the aura gain a +1 morale bonus on all attack rolls, while enemies receive a –1 penalty on attack rolls.  

Defensive Resonance: Allies within the aura gain a +1 morale bonus on all saving throws, while enemies receive a –1 penalty on saving throws.  

Skill Resonance: Allies within the aura gain a +1 morale bonus on all skill checks, while enemies receive a –1 penalty on skill checks. 
A non-synthetic voice who drinks a resonant mutagen must make a Fortitude save (DC 10 + 1/2 the synthetic voice's level + the synthetic voice's 

Intelligence modifier) or become nauseated for 1 hour—a non-synthetic voice can never gain the benefit of a resonant mutagen, but a synthetic voice can 

gain the effects of another synthetic voice's resonant mutagen if he drinks it. (Although if the other synthetic voice creates a different resonant mutagen, the 
effects of the “stolen” resonant mutagen immediately cease.) The effect of a resonant mutagen do not stack. Whenever a synthetic voice drinks a resonant 

mutagen, the effects of any previous resonant mutagen immediately end. This ability otherwise functions as and replaces mutagen. 

Discoveries: This is exactly like the alchemist ability of the same name, except that the synthetic voice cannot select any bomb discoveries. He can 

choose the cognatogen or mutagen discoveries, and any associated discoveries, though mutagen discoveries have no effect on a resonant mutagen. The 

synthetic voice may choose from the following new discoveries restricted to the Synthetic Voice multiclass archetype.  

Bleeding Harmonics (Su): The synthetic voice’s harmonics disrupts the blood vessels with the target’s body. On a direct hit, the target takes 2d6 points 

of bleed damage each round on his turn, in addition to the damage dealt by the sonic blast. A successful Fortitude save reduces this bleed damage to 1 point. 

The DC of this save is equal to 10 + 1/2 the synthetic voice's level + the synthetic voice's Intelligence modifier. Bleed damage can be stopped by a DC 

15 Heal skill check or through any magical healing. This stacks with other bleed damage effects. The synthetic voice must sacrifice 2d6 points of damage 

from his harmonics to use this discovery. The synthetic voice must be at least 8th level to select this discovery. 

Blinding Harmonics (Su): The target of a synthetic voice’s harmonics is blinded. On a direct hit, the target becomes blinded. A successful Fortitude save 

reduces this to dazzled for 1d4 rounds. The DC of this Fortitude save is equal to 10 + 1/2 the synthetic voice's level + the synthetic voice's Intelligence 

modifier. This discovery has no effect on creatures that do not rely on eyes for sight or creatures with more than two eyes (although multiple hits with sonic 

blasts might cause blindness, at the GM's discretion). Blindness can be cured by heal, regenerate, remove blindness, or similar abilities. The synthetic voice 

must sacrifice 4d6 points of damage from his harmonics to use this discovery. The synthetic voice must be at least 12th level to select this discovery. 

Crippling Harmonics (Su): The target of a synthetic voice’s harmonics is slowed. On a direct hit, the target’s speed is halved for 1 minute. A successful 

Fortitude save reduces this duration to 1d4 rounds. The DC of this save is equal to 10 + 1/2 the synthetic voice's level + the synthetic voice's Intelligence 

modifier. Against creatures with multiple types of movement, the synthetic voice must choose which movement type to affect. A flying creature hit by this 

attack must make a DC 10 Fly check to remain airborne, and has its maneuverability reduced by one step. The synthetic voice must sacrifice 2d6 points of 

damage from his harmonics to use this discovery. The synthetic voice’s harmonics  must be at least 10th level to select this discovery. 

Deafening Harmonics (Su): The target of a synthetic voice’s harmonics is deafened. On a direct hit, the target is permanently deafened. A successful 

Fortitude save reduces the deafness to 1 round. The DC of this Fortitude save is equal to 10 + 1/2 the synthetic voice's level + the synthetic voice's 

Intelligence modifier. This discovery has no effect on deaf creatures. This deafness can be cured by heal, regeneration, remove deafness, or a similar ability. 

The synthetic voice must sacrifice 2d6 points of damage from his harmonics to use this discovery. The synthetic voice’s harmonics must be at least 12th 

level to select this discovery. 



Drowsy Harmonics (Sp): The target of a synthetic voice’s harmonics becomes sleepy. On a direct hit, the target is affected by a sleep spell, with a caster 

level equal to the synthetic vice’s level. The synthetic voice must sacrifice 2d6 points of damage from his harmonics to use this discovery. The synthetic 

voice must be at least 6th level to select this discovery. 

Exhausting Harmonics (Su): The target of a synthetic voice’s harmonics is exhausted. On a direct hit, the target immediately becomes exhausted. This 

discovery has no effect on exhausted creatures. The synthetic voice must sacrifice 4d6 points of damage from his harmonics to use this discovery. The 

synthetic voice’s harmonics must have the tiring harmonics discovery and be at least 10th level to select this discovery. 

Grand Resonant Mutagen (Su): The synthetic voice’s resonant mutagen now grants a +6 alchemical bonus on all Charisma-based skill checks. The bonus 

gained by an ally from his resonant aura increases to +3, and the penalty received by an enemy increases to –3. The synthetic voice must have the greater 

resonant mutagen discovery and be at least 16th level to select this discovery. 

Greater Resonant Mutagen (Su): The synthetic voice’s resonant mutagen now grants a +4 alchemical bonus on all Charisma-based skill checks. The 

bonus gained by an ally from his resonant aura increases to +2, and the penalty received by an enemy increases to –2. The synthetic voice must be at least 

12th level to select this discovery. 

Nauseating Harmonics (Su): The target of a synthetic voice’s harmonics is nauseated. On a direct hit, the target becomes nauseated for 1 minute. The 

effects of this discovery do not stack. Additional hits instead add to the effect's duration. The synthetic voice must sacrifice 4d6 points of damage from his 

harmonics to use this discovery. The synthetic voice’s harmonics must have the sickening harmonics discovery and be at least 10th level to select this 

discovery. 

Sickening Harmonics (Su): The target of a synthetic voice’s harmonics is sickened. On a direct hit, the target becomes sickened for 1 minute. The effects 

of this discovery do not stack. Additional hits instead add to the effect's duration. The synthetic voice must sacrifice 2d6 points of damage from his 

harmonics to use this discovery. The synthetic voice’s harmonics must have the tiring harmonics discovery and be at least 4th level to select this discovery. 

Staggering Harmonics (Su): The target of a synthetic voice’s harmonics is staggered. On a direct hit, the target becomes staggered for 1d4+1 rounds. A 

successful Fortitude save reduces the duration to 1 round. The DC of this Fortitude save is equal to 10 + 1/2 the synthetic voice's level + the synthetic voice's 

Intelligence modifier. The effects of this discovery do not stack. Additional hits instead add to the duration. The synthetic voice’s harmonics must be at least 

6th level to select this discovery. 

Stunning Harmonics (Su): The target of a synthetic voice’s harmonics is stunned. On a direct hit, the target is stunned for 1d4 rounds. A successful 

Fortitude save reduces this to staggered for 1d4 rounds. The DC of this Fortitude save is equal to 10 + 1/2 the synthetic voice's level + the synthetic voice's 

Intelligence modifier. The effects of this discovery do not stack. Additional hits instead add to the duration. The synthetic voice must sacrifice 6d6 points of 

damage from his harmonics to use this discovery. The synthetic voice’s harmonics  must be at least 12th level to select this discovery. 

Tiring Harmonics (Su): The target of a synthetic voice’s harmonics is fatigued. On a direct hit, the target becomes fatigued. This feat has no additional 

effect on a fatigued or exhausted creature. The synthetic voice must sacrifice 2d6 points of damage from his harmonics to use this discovery. The synthetic 

voice’s harmonics must be at least 4th level to select this discovery. 
Scribe Scroll: At 2nd level, a synthetic voice gains scribe scroll as a bonus feat. He can use scribe scroll to create scrolls of his extract formulae, which 

are consumed when making the associated extract. This ability replaces poison use.  
Sound Resistance (Ex): At 2nd level, a synthetic voice gains a +2 bonus on all saving throws against sonic-based and deafening effects, as well as effects 

that prevent him from making sound, such as the silence spell. This bonus increases to +4 at 5th level, and then again to +6 at 8th level. At 10th level, a 

synthetic voice gains resist sonic 10. He also becomes completely immune to the deafened condition and any spells or effects that prevent him from making 
sound, such as the silence spell. This ability replaces poison resistance.  

Swift Alchemy: This is exactly like the alchemist ability of the same name. In addition, the synthetic vice can create scrolls more quickly. Scribing a 

scroll now takes 1 hour if its base price is 250 gp or less, an only 12 hours for each 1,000 gp of its base price if it is greater than 250 gp. 
Compositions: Beginning at 4th level, a synthetic voice learns to create temporary magical writings called compositions in which to store his extract 

effects, similar to scribing a scroll. While studying his formulae book, a synthetic voice decides which formulae to prepare as extracts and which to record as 

compositions. When a synthetic voice writes a composition, he infuses the inscription with a tiny fraction of his own magical power, binding the effects to 
the creator. At 4th level, a synthetic voice can create compositions from his 1st-level extracts. Every three levels thereafter, a synthetic voice can create 

compositions from each subsequent level of extracts, up to a maximum of 4th–level extracts at 13th level.  

Writing compositions consumes raw materials, but the cost of these materials is insignificant—comparable to the valueless material components of most 
spells. If an extract normally has a costly material component, that component is expended during the creation of that particular composition. A synthetic 

voice casts his compositions in the same way as other prepared scrolls. However, compositions always have a verbal component in the form of notes and 

intonations that must be sung at the time of casting.  
A composition immediately becomes inert if it leaves the synthetic voice's possession, reactivating as soon as it returns to his keeping. A composition, 

once created, remains potent for 1 day before becoming inert, so a synthetic voice must re-prepare his compositions every day. Creating a composition takes 

1 minute of work.  
Unlike other alchemists, a synthetic voice can learn spells from a wizard or bard that is on the alchemist formulae list and copy them into his formulae 

book as extracts. A synthetic voice does not need to decipher arcane writings from a wizard’s spellbook before copying them. A synthetic voice’s spells 
otherwise function like a wizard’s spells. This ability replaces swift poisoning.  

 

 

Table: Synthetic Voice 
 Base  
Class Attack Fort Ref Will  Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +2 +0 Acute hearing, alchemy, brew potion, harmonics 1d6,   1  —  —  —  —  — 
     resonant mutagen, 
2nd  +1  +3  +3 +0 Discovery, sound resistance +2, scribe scroll    2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Harmonics 2d6, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Compositions, discovery   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Harmonics 3d6, sound resistance +4   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Discovery   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Harmonics 4d6   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Discovery, sound resistance +6   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Harmonics 5d6   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Discovery, sound immunity   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Harmonics 6d6   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 Harmonics 7d6   5   5   4   3   1  — 



14th  +10/+5  +9  +9 +4 Discovery, persistent mutagen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Harmonics 8d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5 Discovery   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Harmonics 9d6   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Discovery, instant alchemy   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Harmonics 10d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Grand discovery   5   5   5   5   5   5 
  



TWILIGHT GUARD (JonathonWilder) 
Wizards are champions of magical might, knowledge, and arcane lore. While many revel in their learning, there are those who seek to guard and protect that 
knowledge from fell hands. The twilight guard is a defender of arcane knowledge and learning who champions their god against the misuse and abuse of 

magic. As such, they seek out magical abominations, such as demon summoners, evil outsiders, and other tyrants of magic and prevent them from destroying 

life and warping the magical energies of the world. Twilight guards walk the line between light and darkness in their endeavors to remove those who taint 
the sanctity of magic and learning so that others may enjoy and benefit from it. 

Primary Class: Wizard.  

Secondary Class: Paladin.  
Alignment: Any good.  

Hit Dice: d8. 

Bonus Skills and Ranks: The twilight guard selects three paladin skills to add to his class skills in addition to the normal wizard class skills. The twilight 
guard gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The twilight guard is proficient with all simple and martial weapons, with light armor, and with shields (except tower 

shields). A twilight guard can cast twilight guard spells while wearing light armor and using a shield without incurring the normal arcane spell failure 
chance. Like any other arcane spellcaster, a twilight guard wearing medium or heavy armor incurs a chance of arcane spell failure if the spell in question has 

a somatic component. A multiclass twilight guard still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: A twilight guard casts arcane spells drawn from the twilight guard spell list. A twilight guard must choose and prepare his spells ahead of 
time. 

To learn, prepare, or cast a spell, the twilight guard must have an Intelligence score equal to at least 10 + the spell level. The Difficulty Class for a saving 

throw against a twilight guard’s spell is 10 + the spell level + the twilight guard’s Intelligence modifier. 
A twilight guard can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: Twilight Guard. In 

addition, he receives bonus spells per day if he has a high Intelligence score. 

A twilight guard may know any number of spells. He must choose and prepare his spells ahead of time by getting 8 hours of sleep and spending 1 hour 
studying his spellbook. While studying, the twilight guard decides which spells to prepare. 

Spellbooks: A twilight guard must study his spellbook each day to prepare his spells. He cannot prepare any spell not recorded in his spellbook except for 

read magic, which all magi can prepare from memory. A twilight guard begins play with a spellbook containing all 0-level twilight guard spells plus three 
1st-level twilight guard spells of his choice. The twilight guard also selects a number of additional 1st-level twilight guard spells equal to his Intelligence 

modifier to add to his spellbook. At each new twilight guard level, he gains two new twilight guard spells of any spell level or levels that he can cast (based 

on his new twilight guard level) for his spellbook. At any time, a twilight guard can also add spells found in other spellbooks to his own. 
A twilight guard can learn spells from a wizard’s spellbook, just as a wizard can from a twilight guard’s spellbook. The spells learned must be on the 

twilight guard spell list, as normal. An alchemist can learn formulae from a twilight guard’s spellbook, if the spells are also on the alchemist spell list. A 

twilight guard cannot learn spells from an alchemist. 
Arcane Aura (Su): A twilight guardian has a particularly powerful aura corresponding to the power of his deity, and his level (see detect magic for 

details). A twilight guard can also draw upon his arcane aura to form a special bond (see Arcane Bond), and as he gains experience, create additional magical 

effects with his aura (see Emanations below).  
Arcane Bond (Su): At 1st level, twilight guards form a powerful bond with an object or a suit of armor. A bonded object is an item a twilight guard can 

use to cast additional spells or to serve as a magical item. Bonded armor can be enhanced to grant greater defensive capabilities. Once a twilight guard makes 

this choice, it is permanent and cannot be changed. 
Twilight guards who select a bonded object begin play with one at no cost. Objects that are the subject of an arcane bond must fall into one of the 

following categories: amulet, ring, or weapon. These objects are always masterwork quality. Weapons acquired at 1st level are not made of any special 

material. If the object is an amulet or ring, it must be worn to have effect, while weapons must be held in one hand. If a twilight guard attempts to cast a spell 
without his bonded object worn or in hand, he must make a concentration check or lose the spell. The DC for this check is equal to 20 + the spell's level. If 

the object is a ring or amulet, it occupies the ring or neck slot accordingly. 

A bonded object can be used once per day to cast any one spell that the twilight guard has in his spellbook and is capable of casting, even if the spell is 
not prepared. This spell is treated like any other spell cast by the twilight guard, including casting time, duration, and other effects dependent on the twilight 

guard's level. This spell cannot be modified by metamagic feats or other abilities.  

A twilight guard can add additional magic abilities to his bonded object as if he has the required Item Creation Feats and if he meets the level 
prerequisites of the feat. For example, a twilight guard with a bonded dagger must be at least 5th level to add magic abilities to the dagger (see Craft Magic 

Arms and Armor feat). If the bonded object is an amulet it loses its magic abilities when its last charge is consumed (if it has charges), but it is not destroyed 

and it retains all of its bonded object properties and can be used to craft a new amulet. The magic properties of a bonded object, including any magic abilities 
added to the object, only function for the twilight guard who owns it. If a bonded object's owner dies, or the item is replaced, the object reverts to being an 

ordinary masterwork item of the appropriate type. 
If a bonded object is damaged, it is restored to full hit points the next time the twilight guard prepares his spells. If the object of an arcane bond is lost or 

destroyed, it can be replaced after 1 week in a special ritual that costs 200 gp per twilight guard level plus the cost of the masterwork item. This ritual takes 8 

hours to complete. Items replaced in this way do not possess any of the additional enchantments of the previous bonded item. A twilight guard can designate 
an existing magic item as his bonded item. This functions in the same way as replacing a lost or destroyed item except that the new magic item retains its 

abilities while gaining the benefits and drawbacks of becoming a bonded item. 

The second option is to form a close bond with her armor. This armor is always masterwork quality, and is not made of any special material. As 
a standard action, a twilight guard can enhance his armor by drawing upon his arcane aura.  

At 1st level, a twilight guard can draw upon his arcane aura as a swift action to enhance his armor for a number of minutes per day equal to half twilight 

guard’s level + his Intelligence modifier. These minutes do not need to be consecutive, but must be spent in 1-minute increments. When activated, he grants 
his armor a +1 enhancement bonus. For every four levels beyond 1st, the armor gains another +1 enhancement bonus, to a maximum of +5 at 17th level. 

These bonuses can be added to the armor, stacking with existing armor bonuses to a maximum of +5 at 17th level.  

At 5th level, these bonuses can be used to add any of the following armor properties: champion, ghost touch, heavy fortification, invulnerability, light 
fortification, moderate fortification, spell resistance (13, 15, 17, or 19).  

Adding these properties consumes an amount of bonus equal to the property’s cost. In addition, the bonuses can be consumed at the listed amount to add 

any of the following armor properties: energy resistance for +3 bonus, improved energy resistance for +5 bonus, or righteous for +4 bonus. These bonuses 
are added to any properties the armor already has, but duplicate abilities do not stack. If the armor is not magical, at least a +1enhancement bonus must be 

added before any other properties can be added. The bonus and properties are determined when the ability is activated and cannot be changed until the next 

time the twilight guard uses this ability. These bonuses do not function if the armor is worn by anyone other than the twilight guard. 
A twilight guard can only enhance one suit of armor in this way at one time. If he uses this ability again, the first use immediately ends. This ability alters 

the wizard’s standard arcane bond.  

Cantrips: A twilight guard can prepare a number of cantrips, or 0-level spells, each day, as noted on Table: Twilight guard under “Spells per Day.” These 
spells are cast like any other spell, but they are not expended when cast and may be used again. 



Detect Magic (Sp): At will, a twilight guard can use detect magic, as the spell. A twilight guard can, as a move action, concentrate on a single item or 

individual within 60 feet and determine if it is magical, learning the strength of its aura as if having studied it for 3 rounds. While focusing on one individual 
or object, the twilight guard does not detect magic in any other object or individual within range. This ability and arcane smite replace arcane school.  

Arcane Smite (Su): At 2nd level, a twilight guard can call upon the power of his deity to aid him in his struggle against evil and corrupt spellcasters. 

Once per day as a swift action, the twilight guard chooses one target within sight to smite. If this target is an evil arcane spellcaster (a creature with levels in 
an arcane spellcasting class or has spell-like abilities), the twilight guard adds his Intelligence bonus (if any) to his attack rolls and adds his twilight guard 

level to all damage rolls made against the target of his smite. If the target of arcane smite is an outsider with the evil subtype, an evil-aligned dragon, or an 

undead creature that casts spells or has spell-like abilities (like a lich), the bonus to damage on the first successful attack increases to 2 points of damage per 
level the twilight guard possesses. Regardless of the target, arcane smite attacks automatically bypass any DR the creature might possess. 

In addition, while arcane smite is in effect, the twilight guard gains a deflection bonus equal to his Charisma modifier (if any) to his AC against attacks 

made by the target of the arcane smite. If the twilight guard targets a creature that is not an evil arcane spellcaster, the arcane smite is wasted with no effect. 
The arcane smite effect remains until the target of the smite is dead or the next time the twilight guard rests and regains his uses of this ability. At 6th 

level, and at every four levels thereafter, the twilight guard may make an arcane smite one additional time per day, as indicated on Table: Twilight Guard, to 

a maximum of five times per day at 18th level. This ability is treated as smite evil for the purpose of feat, ability, and weapon or armor special ability 
selection.   

Emanation (Su): At 3rd level, a twilight guard is trained to use his arcane aura to create magical effects on those around him, including himself if 

desired. At 3rd level, and every four levels thereafter, a twilight guard can select one emanation. Each day he can use this ability for a number of rounds per 
day equal to his twilight level + his Intelligence modifier. Each round, the twilight guard can produce any one of the types of emanations that he has 

mastered. An emanation has a saving throw DC equal to 10 + 1/2 the twilight guard’s level + his Intelligence modifier. 

At 3rd level, the twilight guard can select from the following initial emanations. 
 Arcane Strike: The twilight guard enhances his allies’ weapons with magical energy. Each ally’s weapon within 10 feet deals +1 damage and is treated 

as magic for the purpose of overcoming damage reduction. For every five caster levels the twilight guard possesses, this bonus increases by +1, to a 

maximum of +5 at 20th level.  
 Disruptive: The twilight guard makes it difficult for enemy spellcasters to safely cast spells. All enemy spellcasters within 30 feet that are threatened by 

a twilight guard’s ally increase the DC to cast spells defensively by +2. At 7th level, the DC to cast spells defensively increases by +4.  

 Failure Reduction: The twilight guard reduces the arcane spell failure of spells. Each ally within 10 feet that casts arcane spells reduces their arcane 
spell failure by 10% (minimum 0%). This improves to 20% at 7th level, and 30% at 11th level.   

 Safeguard: The twilight guard reduces the damage dealt by enemy spellcasters. Each ally within 10 feet takes 1 point of damage less per damage die 
less from offensive area spells cast by enemy spellcasters. This increases to 2 points of damage per damage die at 11th level, and 3 points of damage 

per damage die at 19th level.  

 Save Reduction: The twilight guard reduces the saving throws of his enemies. All enemies within 30 feet take a –1 penalty to their saving throws. This 
penalty increases to –2 at 9th level, and –3 at 15th level. 

At 7th level, a twilight guard adds the following emanations to the list of those that can be selected. 

 Bestow Property: The twilight guard selects one active special armor property from his arcane bond. Each ally within 10 feet that is wearing armor is 
treated as having that special property. The twilight guard must have chosen the armor arcane bond to select this emanation.   

 Bond Blessing: The twilight guard selects one active special armor property from his arcane bond. Each ally within 10 feet that is wearing armor is 

treated as having that special property. The twilight guard must have chosen the bonded item arcane bond to select this emanation. 
 Counterspell: The twilight guard can counter enemy spells. Each ally within 10 feet is protected by a single counterspell dispel magic effect while this 

emanation is in effect. Once a creature has benefited from the counterspell emanation, it cannot benefit from that twilight guard’s metamagic 

emanation again for 24 hours. This emanation functions as a greater dispel magic counterspell effect at 13th level.  
 Energy Reduction: The twilight guard reduces the resistance to one energy type of all enemy’s within 30 feet by 5 (minimum 0). If the twilight guard is 

aware of the creatures’ energy resistances (through Knowledge checks or other interactions with such creatures), he may choose the energy resistance 

type affected by this emanation. Otherwise, one random type of energy resistance that the creature possesses is reduced (the twilight guard is aware 
what type of energy resistance was affected. This emanation can be chosen three times. The energy resistance of all enemies within the emanation  is 

reduced by 10 at 13th level, and by 15 at 19th level.  

 Metamagic: The twilight guard selects one metamagic feat he knows. Each ally within 10 feet can cast one spell as if it had been prepared (or cast) 
using the feat. Spontaneous and prepared spellcasters must expend a prepared or unused spell slot of the appropriate level to cast the spell. Once a 

creature has benefited from the metamagic emanation, it cannot benefit from that twilight guard’s metamagic emanation again for 24 hours. 

 Power Reduction: The twilight guard reduces the caster level of all enemy spellcasters within 30 feet by 1. A successful Will save negates the effect. If 
a creature leaves and re-enters the emanation, the creature must make another Will save to negate the effect. The enemy’s caster level is reduced by 2 at 

13th level, and by 3 at 19th level.  

 Saving Grace: The twilight guard improves the saving throws of his allies. Each ally within 10 feet gains a +2 bonus to all saving throws against spells 
and spell-like effects. This bonus increases by +4 at 13th level. 

 Spellbreaker: The twilight guard can cause threatened enemy spellcaster to provoke attacks of opportunity. When an enemy spellcaster within 30 feet 

fails his check to cast defensively when threatened by a twilight guard’s ally, the enemy spellcaster provokes attacks of opportunity from the ally.  
At 11th level, a twilight guard adds the following emanations to the list of those that can be selected. 

 Arcane Blast: The twilight guard can convert any spell into an attack. As part of activating this emanation, the twilight guar can sacrifice a prepared 

spell of 1st level or higher and transform it into an arcane attack that deals 2d6 points of damage plus an additional 1d6 points of damage for every 

level of the spell sacrificed. Each ally within 10 feet deals additional damage on their first successful attack. The twilight guard must designate how 

much additional damage each ally deals, up to his combined total.  For example, if a twilight guard with 4 allies within 10 feet sacrifices a 6th level 

spell, he can designate each ally to deal 2d6 points of additional damage on their next successful attack. This emanation lasts for 1 minute.  
 Arcane Shield: The twilight guard can convert his spell into defense. As part of activating this emanation, the twilight guard can sacrifice a prepared 

spell of 1st level or higher. Each ally within 10 feet gains a deflection bonus to AC equal to the level of the spell. 0-level spells may not be sacrificed in 

this manner. This emanation only lasts for 1 round and expends 1 minute of his emanation ability.  
 Protection from Energy: The twilight guard can protect his allies from energy attacks. Each ally within 10 feet gains temporary immunity to all types of 

energy. When a total of 10 points of energy damage per twilight guard level of energy damage (to a maximum of 200 points) is absorbed, the 

emanation ends. Once a creature has benefited from the metamagic emanation, it cannot benefit from that twilight guard’s metamagic emanation again 
for 24 hours. 

 Spell Power: The twilight guard increases the caster level of ally spellcasters. Each ally within 10 feet that casts arcane spells can increase the caster 

level of a single spell by 1. The ally’s caster level is increased by 2 at 15th level, and by 3 at 19th level. Once a creature has benefited from the spell 
power emanation, it cannot benefit from that twilight guard’s spell power emanation again for 24 hours. 

At 15th level, a twilight guard adds the following emanations to the list of those that can be selected. 

 Arms of Faith: The twilight guard enhances the weapons of his allies. Each ally within 10 feet that makes an attack against an enemy treats their 
weapons as good-aligned for the purposes of overcoming damage reduction.  



 Arms of Justice: The twilight guard grants one use of his arcane smite ability to all allies within 10 feet, using his bonuses. Allies must use this arcane 

smite ability by the start of the twilight guard’s next turn and the bonuses last for 1 minute. Using this emanation expends 2 minutes of this ability.  
 Antimagic: The twilight guard creates an antimagic field that affects all allies within 10 feet while the emanation is maintained.  

 Righteous Defense: The twilight guard grants all allies within 10 feet DR 5/evil and magic. At 19th level, this increases to DR 10/evil and magic.  

Activating and deactivating an emanation is a swift action. The maximum number of allies or enemies affected by a chosen emanation is equal to the 
twilight guard’s Intelligence modifier. This ability only functions while the twilight guard is conscious, not if he is unconscious or dead. This ability, 

invocations, second emanation, spellcrasher smite, third emanation, and none shall pass replace the wizard’s 7th-, 8th-, and 9th-level spells.  

Invocations (Su): At 4th level, a twilight guard learns to cast spell while smiting his enemies. A twilight guard gains one invocation spell slot for each 
level of twilight guard spell he can cast, from 1st on up. Each day, a twilight guard can prepare one of the spells from his spellbook in that slot. He can select 

a spell modified by a metamagic feat to prepare in his invocation slots, but it uses up a higher-level spell slot, as normal. Whenever the twilight guard makes 

a successful melee attack against the target of his arcane smite, he can cast an invocation spell against the target as a swift action.  
Bonus Feats: This is exactly like the wizard ability of the same name, except that the twilight guard gains a bonus feat at 5t level and every four levels 

thereafter. These feats must be selected from those listed as combat, item creation, or metamagic feats. He must meet the prerequisites for these feats as 

normal. This alters the wizard’s bonus feats. 
Second Emanation (Ex): At 8th level, whenever a twilight guard uses his emanation ability, he selects two different emanations instead of one. This only 

consumes one round of his emanation ability. As a swift action, he can change one of these emanations to another type each round. 

Spellcrasher Smite (Su): At 12th level, a twilight guard can make a single melee attack against the target of his arcane smite, using his highest attack 
bonus, once per day. If the attack is successful, the target take arcane smite damage as normal and is subject to a lesser spellcrasher spell. At 15th level, the 

target is subject to a spellcrasher spell. At 18th level, the target is subject to a greater spellcrash spell. A twilight guard can use this ability one additional 

time per day at 16th and 20th level.  
Third Emanation (Ex): At 16th level, whenever a twilight guard uses her emanation ability, he selects three different emanations, instead of just two. 

This only consumes one round of his emanation ability. As a swift action, he can change one of these emanations to another type each round. 

None Shall Pass (Su): At 20th level, a twilight guard can stand against the most powerful of spellcasting creatures. Once per day as a swift action, 
whenever the twilight guard uses his arcane smite ability, he can expend six rounds of his emanation ability to transform himself into a fighting machine. He 

gains a number of temporary hit points equal to his level + his Intelligence score, and his base attack bonus is equal to his twilight level (but he gains no 

additional attacks per round). While under the effects of this transformation, a twilight guard can’t cast spells (even from magic items), but can use his 
invocation spells against the target of his arcane smite as normal. This effect remains until the target of the arcane smite is dead or the next time the twilight 

guard rests and regains his uses of his arcane smite ability. Should the twilight guard be slain while under the effects of this ability, he is resurrected (as the 
spell) one day later, at which time he gains the half-celestial template, but loses the ability to transform himself.  

In addition, if the target of his arcane smite is an outsider and he successfully strikes an evil outsider, the outsider is also subject to a banishment, using his 

twilight guard level as the caster level (his weapon automatically counts as an object that the subject hates). After the banishment effect and the damage from 
the attack is resolved, the arcane smite immediately ends.  

 

 

TWILIGHT GUARD SPELL LIST 
Twilight guards gain access to the following spells.  

0th-Level Twilight Guard Spells—arcane mark, daze, detect magic, detect poison, enhance diplomacy, guidance, light, mage hand, mending, 
message, open/close, read magic, resistance.  

1st-Level Twilight Guard Spells—adjuring step, alarm, alter winds, ant haul, bed of iron, bless water, bless weapon ,body capacitance, break, 
bungle, burning hands, challenge evil, charm person, compel hostility, detect secret doors, detect the faithful, detect undead, detect undead, diagnose 

disease, divine favor, emblazon crest, endure elements, enlarge person, expeditious retreat, feather fall, firebelly, force quiet, grace, gravity bow, grease, 

haze of dreams, hold portal, identify, iron beard, keep watch, knight’s calling, know the enemy, lighten object, linebreaker, longshot, magic weapon, 
memorize page, memory lapse, mirror strike, moment of greatness, mount, obscuring mist, peacebond, protection from chaos/evil/law, rally point, reduce 

person, sanctify corpse, shield of fortification, shield, shock shield, sleep, stone fist, stunning barrier, sunder breaker, swift girding, touch of gracelessness, 

true strike, unbreakable heart, unerring weapon, unprepared combatant, word of resolve.   

2nd-Level Twilight Guard Spells—abeyance, acid arrow, air step, angelic aspect (lesser), arcane disruption, arcane lock, arrow eruption, 

badger’s ferocity, bear’s endurance, bestow insight, bestow weapon proficiency, blessing of courage and life, book ward, bull’s strength, burst of radiance, 
cat’s grace, certain grip, compassionate ally, corruption resistance, darkvision, daze monster, death from below, delay disease, delay pain, delay poison, 

disrupt link, eagle’s splendor, endure elements (communal), escaping ward, fire of entanglement, fox’s cunning, ghostbane dirge, glide, hidden knowledge, 

holy shield, honeyed tongue, instant armor, instant weapon, knock, levitate, light lance, locate object, make whole, masterwork transformation, mount 
(communal), owl’s wisdom, protection from arrows, protection from chaos/evil/law (communal), reloading hands, remove paralysis, resist energy, 

restoration (lesser), returning weapon, sacred space, see invisibility, shield other, spell gauge, spider climb, steal size, strong wings, tactical acumen, touch 
of mercy, tremor blast, warding weapon, whispering wind, vestment of the champion, zone of truth.  

3rd-Level Twilight Guard Spells—ablative barrier, ablative sphere, air breathing, archon’s aura, armor lock, blade of bright victory, blast 
barrier, blinding ray, blink, burrow, burst of speed, cloak of winds, dispel magic, darkvision (communal), daybreak arrow, daylight, deadly juggernaut, deep 

slumber, divine illumination, divine transfer, elemental aura, explosive runes, fire of judgment, flame arrow, fly, fractions of heal and harm, gaseous form, 

haste, heart of the metal, heroism, hold person, holy whisper, keen edge, magic circle against chaos/evil/law, magic weapon (greater), mantle of calm, 

marks of forbiddance, monstrous physique I, nondetection, pain strike, paladin’s sacrifice, paragon surge, prayer, protection from arrows (communal), 

protection from energy, remove blindness/deafness, resist energy (communal), returning weapon (communal), sepia snake sigil, shield companion, shrink 

item, slow, stunning barrier (greater), suggestion, tiny hut, tongues, versatile weapon, water breathing, wrathful mantle.  

4th-Level Twilight Guard Spells—antithetical constraint, blaze of glory, charm monster, confusion, crusader’s edge, darkvision (greater), daze 

(mass), death ward, dimension door, dimensional anchor, discern lies, elemental body I, fire of vengeance, fire shield, firefall, geas (lesser), ghostbane dirge 
(mass), globe of invulnerability (lesser), guardian of faith, make whole (greater), malfunction, mnemonic enhancer, monstrous physique II, neutralize 

poison, protection from energy (communal), remove curse, resilient reservoir, ride the waves, sanctify armor, secure shelter, shield of fortification (greater), 

shout, spellcrash (lesser), stone shape, stoneskin, wall of fire, wall of ice, ward shield.  

5th-Level Twilight Guard Spells—angelic aspect, apparent master, archon’s trumpet, baleful polymorph, break enchantment, burst of glory, 

constricting coil, contact other plane, dismissal, dominate person, elemental body II, fabricate, feeblemind, fickle winds, hold monster, hungry earth, 
interposing hand, king’s castle, legend lore, life buble, lighten object (mass), mage’s faithful hound, mage’s private sanctum, mark of justice, mind fog, 

monstrous physique III, overland flight, pain strike (mass), passwall, permanency, planar adaptation, planar binding (lesser), planeslayer’s call, polymorph, 
rapid repair, reprobation, resounding blow, restoration, runic overlord, sanctify weapons, sending, shield of dawn, siphon magic, spell absorption, 

spellsteal, stay the hand, symbol of sleep, telekinesis, telepathic bond, teleport, transmute mud to rock, transmute rock to mud, wall of force, wall of light, 

wall of stone, wreath of blades.  

6th-Level Twilight Guard Spells—analyze dweomer, antimagic field, battlemind link, bear’s endurance (mass), bull’s strength (mass), cat’s 

grace (mass), chains of light, cloak of dreams, control water, dimensional blade, disintegrate, dispel magic (greater), eagle’s splendor (mass), eaglesoul, 



elemental body III, expend, flesh to stone,  fluid form, forceful hand, form of the dragon I, fox’s cunning (mass), geas/quest, globe of invulnerability, guards 

and wards, heroism (greater), holy sword. mage’s lubrication, mage’s sword, monstrous physique IV, move earth, owl’s wisdom (mass), repulsion, 
sacrificial oath, serenity, spell turning, spellcrash, stone to flesh, suggestion (mass), symbol of persuasion, symbol of sealing, teleport (greater), 

transformation, true seeing, undeath ward, vision, wall of iron.   

 
 

Table: Twilight Guard 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane aura, arcane bond, cantrips,   3   1  —  —  —  —  — 
     detect magic, Scribe Scroll 
2nd  +1  +3  +0 +3 Arcane smite 1/day   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Emanation   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Invocations   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Arcane smite 2/day   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Emanation   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Second emanation   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bonus feat   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Arcane smite 3/day   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Emanation   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Spellcrasher smite   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Bonus feat   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Arcane smite 4/day   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Emanation   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Third emanation   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Arcane smite 5/day   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Emanation   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 None shall pass   5   5   5   5   5   5   5 
 



TWISTED PACT WITCH (+5 Toaster) 
Witches of the twisted pact choose to draw their power from an outsider instead of their normal patron source, in a ritual resembling the one a summoner 
uses to form his bond. Such bonds always shift and mutate the familiar however, so many cease being recognizable from the creature they once were. 

Primary Class: Witch.  

Secondary Class: Summoner.  
Alignment: Any.  

Hit Dice: d6. 

Bonus Skills and Ranks: The twisted pact witch may select three summoner skills to add to her class skills in addition to the normal witch class skills. 
The twisted pact witch gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The twisted pact witch is proficient with all simple weapons. They are not proficient with any type of armor or shield. 

Armor interferes with a witch’s gestures, which can cause her spells with somatic components to fail. 
Diminished Spellcasting: The twisted pact witch casts arcane spells drawn from the witch spell list, and gains one fewer spell of each spell level per day. 

She also gains bonus spells for a high Intelligence score. She otherwise learns, prepares, and casts spells as a witch of equal level.   

Bound Familiar: At 1st level, a twisted pact witch gains Evolved Familiar as a bonus feat. At 3rd level, she gains Improved Familiar as a bonus feat, at 
which time she must choose an outsider as her familiar, but she ignores any alignment prerequisites for that outsider. Outsiders bound in this way change 

their alignment to match that of the twisted pact witch and lose any alignment subtypes they may have. This ability replaces the witches first level hex. 

Summon Monster I (Sp): At 1st level, a twisted pact witch gains the summoner’s summon monster I ability, except that it can be used a number of times 
per day equal to 3 + her Intelligence modifier. In addition, the power of the summon monster ability increases by 1 spell level at the levels indicated on 

Table: Twisted Pact Witch, to a maximum of summon monster VII at 19th level. This ability replaces spells lost due to diminished spellcasting.  

Witch’s Familiar: This is exactly like the witch’s ability of the same name, except for the following changes.  
Share Spells and Hexes: The twisted pact witch may cast a spell with a target of “You” on her familiar (as a touch spell) instead of on herself. A twisted 

pact witch may cast spells on her familiar even if the spells do not normally affect creatures of the familiar's type (magical beast). In addition, whenever the 

twisted pact witch is affected by a hex that targets herself, her familiar also gains the effects. This otherwise functions as and replaces the familiar’s share 
spells ability. 

Twisted Link (Su): The twisted pact witch has an empathic link with her familiar to a 1 mile distance. The twisted pact witch can communicate 

empathically with the familiar, but cannot see through its eyes. Because of the link's limited nature, only general emotions can be shared. The master has the 
same connection to an item or place that his familiar does. Whenever the familiar takes enough damage to reduce it to 0 hit points of lower, the twisted pact 

witch can sacrifice any number of hit points. Each hit point sacrificed in this way prevents 1 point of damage done to the familiar. This can prevent the 

familiar from becoming unconscious or dying.  
In addition, the familiar must remain within 100 feet of the twisted pact witch one another for the familiar to remain at full strength. If the familiar is 

beyond 100 feet but closer than 1,000 feet, its current and maximum hit point totals are reduced by 50%. If the familiar is more than 1,000 feet away but 

closer than 10,000 feet, its current and maximum hit point totals are reduced by 75%. If the familiar is more than 10,000 feet away, it immediately becomes 
unconscious. Current hit points lost in this way are not restored when the familiar gets closer to its twisted pact witch, but its maximum hit point total does 

return to normal. This ability otherwise functions as and replaces the familiar’s empathic link ability.  

Evolving Bond: Starting at 2nd level, the inherent corruption within a twisted pact witch’s familiar begins to grow, intensifying the bond between them. 
At 2nd level and every two levels thereafter, a twisted pact witch’s familiar gains 1 additional evolution point that is added to its total. However, the familiar 

is restricted to 1-point evolutions. At 10th level, the familiar can select 2-point evolutions. This ability otherwise functions as the Eidolons evolution pool, 

and replaces the witch’s patron.  
Hex: This is exactly like the witch’s ability of the same name, except that the twisted pact witch may select the new Twisted Face hex, and complements 

the Twisted Pact Witch multiclass archetype.   

Twisted Face (Su): The witch can warp her face and cause any creature within 30 feet to suffer from blinding fear for 1 round by twisting the creature’s 
face. The target becomes frightened and flees from the source of its fear as best it can. A Will save negates this hex. The duration of this hex increase to 2 

rounds at 8th level, and 3 rounds at 16th level. Whether or not the save is successful, a creature cannot be the target of this hex again for 24 hours. 

Twisted Summoning (Su): Starting at 6th level, whenever a twisted pact witch casts the summon monster spells or uses the summoning hex, her 
monsters gain a 1-point evolution of her choice until the end of the summoning. At 12th level, her summoned monsters gain up to two 1-point evolutions 

until the end of the summoning. At 18th level, her summoned monsters gain three 1-point evolutions. If multiple creatures are summoned, the twisted pact 

witch must divide the evolutions among her summoned monsters. If only one creature is summoned, the single creature gains all the evolutions. Evolutions 
that negate racial weaknesses may not be chosen. This ability replaces the hex gained at 6th level.  

Life Bond (Su): At 14th level, a twisted pact witch life becomes linked to his familiar’s. As long as the familiar has 1 or more hit points, the twisted pact 

witch is protected from harm. Damage in excess of that which would reduce the twisted pact witch to fewer than 0 hit points is instead transferred to the 
familiar. This damage is transferred 1 point at a time, meaning that as soon as the familiar is reduced to a number of negative hit points equal to its 

Constitution score, all excess damage remains with the twisted pact witch. 
Effects that cause death but not damage are unaffected by this ability. This ability does not affect spells like baleful polymorph, flesh to stone, or 

imprisonment, or other spells that do not cause actual damage. This ability replaces the hex gained at 14th level.  

Grand Hex: This is exactly like the witch’s ability of the same name, except that the twisted pact witch may select the new Warped Summoner grand hex 
that is restricted to the Twisted Pact Witch multiclass archetype, or the Twisted Face hex.  

Warped Summoner (Sp): The twisted pact witch becomes a master at summoning gruesome creatures from other planes. Creatures summoned by casting 

a summon monster spell or using her summon monster ability gains a number of evolutions totaling 4 evolution points. She can chose from any 1- or 2-point 
evolutions listed in the Evolutions section of the Summoner's Eidolon description. As before, evolutions that negate racial weaknesses may not be chosen.  

In addition, once her summon monster ability increase to summon monster VII, the twisted pact witch can expend two uses of the ability to increase the 

power of the ability by one level to summon monster VIII, or four uses to increase it to summon monster IX.  
 

 

Table: Twisted Pact Witch 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Bound familiar, cantrips, summon monster I,   2   0  —  —  —  —  —  —  —  —  
     witch’s familiar  
2nd  +1  +0 +0  +3  Evolving bond, hex   3   1  —  —  —  —  —  —  —   —  
3rd  +1  +1 +1  +3  Summon monster II   3   1   0  —  —  —   —  —  —  —  
4th  +2  +1 +1  +4  Hex   3   2   1  —  —  —  —  —  —  —  
5th  +2  +1 +1  +4     3   2   1   0  —  —  —  —  —  —  



6th  +3  +2 +2  +5  Twisted summoning   3   2   2   1  —  —  —  —  —  —  
7th  +3  +2 +2  +5  Summon monster III   3   3   2   1   0  —  —  —  —  —  
8th  +4  +2 +2  +6  Hex   3   3   2   2   1  —  —  —  —  — 
9th  +4  +3 +3  +6  Summon monster IV   3   3   3   2   1   0  —  —  —  — 
10th  +5  +3 +3  +7  Hex, major hex   3   3   3   2   2   1  —  —  —  —  
11th  +5  +3 +3  +7     3   3   3   3   2   1   0  —  —  —  
12th  +6/+1  +4 +4  +8  Hex   3       3   3   3   2   2   1  —  —  —  
13th  +6/+1  +4 +4  +8  Summon monster V   3      3   3   3   3   2   1   0  —  —  
14th  +7/+2  +4 +4  +9  Life bond   3   3   3   3   3   2   2   1  —  —  
15th  +7/+2  +5 +5  +9  Summon monster VI   3   3   3   3   3   3   2   1   0  —  
16th  +8/+3  +5 +5  +10  Hex   3   3   3   3   3   3   2   2   1  —   
17th  +8/+3  +5 +5  +10     3   3   3   3   3   3   3   2   1   0  
18th  +9/+4  +6 +6  +11  Hex, grand hex   3   3   3   3   3   3   3   2   2   1 
19th  +9/+4  +6 +6  +11  Summon monster VII   3   3   3   3   3   3   3   3   2   2 
20th  +10/+5  +6 +6  +12  Hex   3   3   3   3   3   3   3   3   3   3 
 

  



VICIOUS CONNIVER (JonathonWilder)   
Brutal and cruel, yet possessed of a devilish charm that others cannot deny, these scoundrels take what they want in a selfish pursuit of their own pleasures 
with a callous disregard for others. Vicious connivers possess an insatiable love for schemes and a keen mind that has been twisted by dark influences. They 

take perverse pleasure in bringing pain or even death to others, often prolonging such acts for their own enjoyment. 

Primary Class: Investigator.  
Secondary Class: Antipaladin.  

Alignment: Any nongood.  

Hit Dice: d8. 
Bonus Skills and Ranks: The vicious conniver may select three antipaladin skills to add to his class skills in addition to the normal invesitgator class 

skills. The vicious conniver gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The vicious conniver is proficient with all simple weapons, plus the dart gun, hand crossbow, sap, sawtooth sabre, 
short sword, switchblade, and sword cane. He is also proficient with light and medium armor, but not with shields.  

Agony (Ex): A vicious conniver is beyond knowledgeable and skilled in the art of invasive medicine, possessing a broad understanding of anatomy, 

surgery, and pain that far surpasses the abilities of others. A vicious conniver typically uses these powers to torture those who are injured, whether friend or 
foe, but can also use these flashes of insight to better understand their physical conditions.  

A vicious conniver has the ability to prolong condition, pain, and injury-related skill checks and ability checks through his brilliant comprehension of 

physiology and anatomy. The vicious conniver has an agony pool equal to 1/2 his astute physician level + his Intelligence modifier (minimum 1). A vicious 
conniver's agony pool refreshes each day, typically after he gets a restful night's sleep. As a free action, he can expend one use of agony from his pool to add 

1d6 to a Heal check meant to prevent recovery, torture, cause deep hurting, prevent fast healing, or erode willpower, including any on which he takes 10 or 

20. This choice is made after the check is rolled and before the results are revealed. A vicious conniver can only use agony once per check or roll. The 
vicious conniver can use agony on any Heal (only those listed above), Knowledge (nature), or Survival skill checks without expending a use of agony, 

provided he's trained in the skill. 

Agony can also be used on nonlethal attack rolls and saving throws against physical injuries and conditions, at the cost of expending two uses of agony 
each time from the vicious conniver's pool. In the case of saving throws, using agony is an immediate action rather than a free action.  

Alternatively, a vicious conniver can reduce the effectiveness of any beneficial Heal checks made to help another creature. At the cost of expending two 

uses of agony, the vicious conniver can touch an injured or dying creature. Any Heal checks made to render first aid, stabilize, or otherwise help the creature 
survive its injuries takes a 1d6 penalty to the skill check. This penalty lasts a number of rounds equal to the vicious conniver. This ability replaces 

inspiration. 

Dark Alchemy (Su): This is exactly like the investigator ability of the same name, except that the vicious conniver imbues his extracts with a touch of the 
divine. Whenever a vicious conniver creates an extract, he can choose to imbue it with a portion of his divine energy, granting it the “evil” descriptor. In 

addition, the vicious conniver removes all “cure” extracts from the alchemist formulae list and adds the following spells to his list of extracts at the indicated 

formulae levels: 1st level–bane, cause fear, curse water, deathwatch, doom, inflict light wounds, murderous command; 2nd level–blindness/deafness, 
corruption resistance, death knell, disrupt link, inflict moderate wounds, pernicious poison, scare, touch of bloodletting; 3rd level–agonizing rebuke, blade 

of dark triumph, bloody arrows, contagion, inflict serious wounds, desecrate; 4th level–defile armor, fear, inflict critical wounds, poison, sadomasochism; 

5th level–resounding blow, slay living; 6th level–harm. In the case of “inflict” extracts, drinking the extract and making a touch attack is all part of the 
required standard action.  

Tainted Strike (Su): This is exactly like investigator’s studied strike. Alternatively, a vicious conniver’s can choose to surrounds his weapon with a 

fiendish flame, causing terrible wounds to open on those he hits. This attack deals damage equal to his studied strike damage. Each day he can use this 
ability a number of times equal to 1/2 his vicious conniver level + his Charisma modifier. This portion of the tainted strike ability is modified by any feat, 

spell, or effect that specifically works with the lay on hands paladin class feature. For example, the Extra Lay On Hands feat grants a vicious conniver 2 

additional uses of the tainted strike class feature. This ability counts as the antipaladin’s touch of corruption ability for the purpose of qualifying for feats.  
Torture Technician (Ex): A vicious conniver is an expert in many means of medical cruelty. He gains Skill Focus (Heal) as a bonus feat and may use the 

Heal skill in place of the Intimidate skill. This ability replaces trapfinding.  

Investigator Talent: This is exactly like the investigator ability of the same name, except that the vicious conniver may also select from the following 
new investigator talents, restricted to the Vicious Conniver multiclass archetype. Unless otherwise noted, each investigator talent can only be selected once.  

Alchemist Discovery: The vicious conniver may choose the following discoveries: alchemical zombie, combine extracts, deadly excretions, dilution, 

enhance potion, eternal potion, extend potion, infusion, malignant poison, mummification, nauseating flesh, preserve organs. These replace the normal 
alchemist discoveries that can be selected by the investigator.   

Fragile Mind (Ex): The vicious conniver can spend 1 point from his agony pool to augment the result of any Diplomacy, Knowledge, or Sense Motive 

skill check. 
Rogue Talent: The vicious conniver may choose the following rogue talents: black market connections, bleeding attack, canny observer, charmer, coax 

information, combat swipe, deft palm, disease use, follow clues, guileful polyglot, hard to fool, hold breath, honeyed words, iron guts, major magic, minor 
magic, peerless maneuver, rapid boost, resilience, scavenger, stand up, strong stroke. These replace the normal rogue talents that can be selected by the 

investigator.  

Secrets of the Dead (Ex): The vicious conniver adds decompose corpse, restore corpse, and sculpt corpse to his list of 2nd–level formulae, and animate 
dead to his 4th–level formulae. He also gains a +5 competence bonus to all Heal and Knowledge checks made to determine a creature’s cause of death. 

Steady Hands (Ex): The vicious conniver can spend 1 point from his first aid pool to augment the result of any Disable Device, Escape Artist, Sleight of 

Hand, or Use Magic Device skill check. 
Plague Bearer (Ex): At 3rd level, a vicious conniver gains the antipaladin’s plague bringer ability. This ability replaces trap sense.  

Cruel Memories (Su): At 5th level, a vicious conniver can spend 1 point from his agony pool to make an Intimidate check against a target. If the check is 

successful, target is wracked with horrible thoughts and memories and is immediately affected by the doom, forbid action, or qualm spell for 1d4 rounds. 
The choice is made when the check is made. This ability replaces the investigator talent gained at 5th level.  

Cruel Anatomy (Ex): At 9th level, whenever a vicious conniver makes a successful melee attack, he can spend 1 point from his agony pool to make an 

Intimidate check against the target as an immediate action. If the check is successful, the target is wracked with crippling pain and is affected by the pain 
strike spell for 1d6 rounds. This ability replaces the investigator talent gained at 9th level. 

True Agony (Su): At 20th level, a vicious conniver it a master at mental torment and can slowly crush the target's sanity. Whenever a vicious conniver 

makes a successful tainted strike attack, he can spend 4 points from his agony pool to make an Intimidate check against the target as an immediate action. He 
gins a +4 bonus to this check. If the check is successful the target’s mental faculties begin to deteriorate and he becomes shaken. At the beginning of the 

target’s next turn, the target must make a Will save (DC 10 + 1/2 the vicious conniver’s level + the vicious conniver’s) or suffers from a madness of the 

vicious conniver’s choice for 10 minutes. The target takes a –4 penalty on this save. This ability replaces true inspiration.  
 

 

Table: Vicious Conniver 



 Base  
Class Attack Fort Ref Will   Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2 +2 Agony, dark alchemy, torture technician   1  —  —  —  —  — 
2nd  +1  +0  +3 +3 Poison lore, poison resistance +2    2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Investigator talent, keen recollection, plague bringer   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Studied combat, swift alchemy, tainted strike +1d6   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Cruel memories, poison resistance +4   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Tainted strike +2d6   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Investigator’s talent   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Poison resistance +6, tainted strike +3d6   4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6 Cruel anatomy   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Tainted strike +4d6   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Investigator’s talent, poison immunity   5   4   4   2  —  — 
12th  +9/+4  +4  +8 +8 Tainted strike +5d6   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 Investigator’s talent   5   5   4   3   1  — 
14th  +10/+5  +4  +9 +9 Tainted strike +6d6   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9 Investigator’s talent   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Tainted strike +7d6   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Investigator’s talent   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11 Tainted strike +8d6   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Investigator’s talent   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Tainted strike +9d6, true agony   5   5   5   5   5   5 



VISIONBORN MAGI (Arcane Vessel; Bardess) 
The visionborn magi is tasked with using the divine gifts granted to him from birth along with martial prowess to strike deadly, magic-infused blows against 
his enemies. He is infused with raw arcane energy and must expel it into his enemies often, or risk losing his mind to the insane visions caused by his innate 

power. 

Primary Class: Magus.  
Secondary Class: Oracle.  

Alignment: Any.  

Hit Dice: d8. 
Bonus Skills and Ranks: Visionborn magis may select three skills from either the oracle class skills or those listed under the description of his Mystery 

and add them to his class skills, in addition to the normal magus class skills. The visionborn magi gains a number or ranks at each level equal to 2 + Int 

modifier. 
Weapon and Armor Proficiency: Visionborn magis are proficient with all simple and martial weapons, with light armor, but not with shields. He can 

cast magus spells and mystery spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a 

visionborn magi wearing medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A 
multiclass visionborn magi still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: A visionborn magi casts arcane spell drawn from the magus spell list, and his list of mystery spells. He can cast any spell he knows without 

preparing it ahead of time. To learn or cast a spell, a visionborn magi must have a Charisma score equal to at least 10 + the spell level. The Difficulty Class 
(DC) for a saving throw against a bloodborn magus’s spell is 10 + the spell level + the bloodborn magus’s Charisma modifier. 

Like other spellcasters, a visionborn magi can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on 

Table: Visionborn Magi Spells per Day. In addition, he receives bonus spells per day if he has a high Charisma score. 
The visionborn magi’s selection of spells is extremely limited. A visionborn magi begins play knowing four 0-level spells and two 1st-level spells of the 

visionborn magi’s choice. At each new visionborn magilevel, he gains one or more new spells, as indicated on Table: Visionborn Magi Spells Known. 

Unlike spells per day, the number of spells a visionborn magi knows is not affected by his Charisma score. When a visionborn magi gains additional spells 
known, they are always received through disturbing dreams while he sleeps. 

Upon reaching 5th level, and at every third visionborn magi level after that (8th, 11th, and so on), a visionborn magi can choose to learn a new spell in 

place of one he already knows. In effect, the visionborn magi “loses” the old spell in exchange for the new one. The new spell’s level must be the same as 
that of the spell being exchanged, and it must be at least one level lower than the highest-level magus spell the visionborn magi can cast. A visionborn magi 

may swap only a single spell at any given level, and must choose whether or not to swap the spell at the same time that he gains new spells known for the 
level. He cannot swap any spells gained from his mystery. 

A visionborn magi need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up his allotment of 

spells per day for the spell’s level. He incurs arcane spell failure when wearing medium or heavy armor, or when wielding any type of shield. 
Speak In Tongues: A visionborn magi casts his spells in such a way that his arcane mutterings are nearly indiscernible to other spellcasters. Whenever a 

visionborn magi casts a spell with a verbal component, spellcasters take a –4 penalty to any Spellcraft skill check made to identify the spell as it is being 

cast. If a discerning spellcaster has the tongues spell cast upon her, the penalty to her Spellcraft check is reduced to –2. If a discerning spellcaster is insane 
(such as the derro) or under the influence of a spell that duplicates its effects (such as insanity or a similar spell), she takes no penalty to her Spellcraft skill 

checks to identify the visionborn magi’s spells as they are being cast. This penalty applies to allies and enemies alike.  

Mystery: At 1st level, a visionborn magi chooses one oracle mystery. Once made, this choice cannot be changed. Beginning at 2nd level, he adds a 
mystery spell to his spell list. At 4th level and every four levels after, he adds another mystery spell to his spell list, up to and including his 6th-level mystery 

spell at 20th, and he gains a bonus spell slot for each of these spells which can only be used for a mystery spell (although he may sacrifice a higher level 

bonus spell slot to cast a lower-level mystery spell). These spells are cast spontaneously without preparing them before hand, but otherwise act as magus 
spells of the same level. In addition, the visionborn magi does not add all of his chosen mystery skills to his class skill list, as described above. This ability 

replaces spell recall, improved spell recall.  

Oracle's Curse (Ex): A visionborn magi is constantly afflicted with strange visions elicited by the pure arcane energies that flow through him, and cause 
him to act strangely during and outside of battle. At 1st level, he must choose the insane visions oracle's curse, as described hereafter. This works exactly like 

the oracle ability of the same name, but his effective oracle level is equal to his visionborn magi level for determining any level-dependent effects. 

Insane Visions–The visionborn magi’s mind is cluttered by visions that distract him and inhibit his interactions with others, but these visions give him 
some defense against others trying to attack his mind. The visionborn magi can never take a 10 or 20 on a skill check. The visionborn magi also suffers a –4 

penalty on all Concentration checks and a –2 penalty on Diplomacy checks due to his lack of attention during conversations. At 5th level, as the visionborn 

magi begins to learn to relegate his attention more concisely, his penalty to Concentration checks reduces to –2, and he gains a +2 bonus to saving throws 
against mind-affecting effects. At 10th level, his bonus to saving throws against mind-affecting effects increases to +4. At 15th level, this bonus increases to 

+6. At 20th level, he is immune to all mind-affecting effects. 

Revelations: Beginning at 1st level, a visionborn magi may select one revelation associated with his chosen mystery. Unless otherwise noted, the DC to 
save against a given revelation is 10 + 1/2 the visionborn magi level + the visionborn magi's Charisma modifier. Levels in the oracle class stack with this 

ability when determining the required level for a revelation and any save DCs associated with it. The visionborn magi may choose an additional revelation 

from his mystery in place of a magus arcana at each such interval.  
Arcane Visions (Su): At 5th level, a visionborn magi begins to tolerate and even comprehend the disturbing visions that raw magic constantly assails him 

with, and can begin to turn them on other magic users. As an immediate action, whenever a visionborn magi is targeted with a spell or spell-like ability by an 

opponent (even as part of an area effect), part of the spell's magic is rebounded onto the caster. The caster must make a Will save (DC 10 + 1/2 visionborn 
magi’s level + the visionborn magi’s Charisma modifier) or be stricken with the visionborn magi's insane visions and dazed for 1 round as they try to sort out 

the confusing images assailing their mind. This ability can be used a number of times per day equal to 3 + the visionborn magi’s Charisma modifier. This 

ability replaces the bonus feat gained at 5th level.  
Improved Arcane Visions (Su): At 11th level, if an opponent fails to save against the effect of the visionborn magi’s arcane visions ability, the opponent 

is instead confused for 1d4 rounds. This ability replaces the bonus feat gained at 11th level. 

Greater Arcane Visions (Su): At 17th level, the visionborn magi can choose to target a number of creatures up to his Charisma modifier within a 30-foot 
radius, and centered on the caster of the spell which targeted him. Each creature within the 30-foot radius, including the caster upon whom it is centered, 

must make a Will save or be afflicted with the insane visions curse. The save DC is equal to 10 + 1/2 visionborn magi’s level + the visionborn magi’s 

Charisma modifier for a single creature. This DC is lowered by 1 for each additional creature targeted, up to the maximum number of creatures this ability 
can affect. This ability replaces the bonus feat gained at 17th level. 

Divine Spell Access (Su): At 19th level, a visionborn magi is so in tune with the arcane forces that empower him that deities of magic begin to show their 

favor by granting him small boons. He selects two spells each of 0–level to 5th–level (for a total of 12 spells) from the cleric spell list and adds them to her 
list of spells known. These spells are cast as magus spells and can be cast using either his daily spell slots or the visionborn magi’s bonus slots from his 

mystery spells. The visionborn magi may not learn or cast any spells which are opposed to his alignment (for example, a Neutral Good visionborn magi may 

cast spells from the cleric spell list with either the Chaotic or Lawful descriptor, but not the Evil descriptor). If his alignment changes, he loses access to 
those spells opposed to his new alignment. This ability replaces Greater Spell Access. 



Magus Arcana: The following magus arcana complement the visionborn magi archetype: Concentrate, Dispelling Strike, Empowered Magic, Maximized 

Magic, Quickened Magic, Reflection, Silent Magic, and Still Magic. 
Mysteries: The following mysteries complement the visionborn magi archetype: Battle, Lore, Metal, and Wind. 

Revelations: The visionborn magi adds the following revelations to those normally available through his chosen mystery: 

Dance of the Blades (Ex): Your base speed increases by 10 feet. At 7th level, you gain a +1 bonus on attack rolls with a metal blade weapon (sword, axe, 
spear, etc.) in any round in which you move at least 10 feet. This bonus increases by +1 at 11th level and an additional +1 every four levels thereafter. At 

11th level, as a move action, you can maneuver your weapon to create a shield of whirling steel around yourself until the start of your next turn; non-

incorporeal melee and ranged attacks against you have a 20% miss chance while the shield is active. You must be wielding a weapon with a metal blade to 
use this ability. 

 

Table: Visionborn Magi 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane pool, cantrips, casting in tongues,   3   1  —  —  —  —  —  
     mystery, oracle’s curse (insane visions),  
     spell combat, revelation 
2nd  +1  +3  +0 +3 Mystery spell, spellstrike   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Magus arcana   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Mystery spell   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Arcane visions   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Magus arcana   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Knowledge pool, medium armor   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved spell combat, mystery spell   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Magus arcana   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Fighter training   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Improved arcane visions   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Magus arcana, mystery spell   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Heavy armor   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater spell combat   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Magus arcana   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Counterstrike, mystery spell   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Greater arcane visions   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Magus arcana   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Divine spell access   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Mystery spell, true magus   5   5   5   5   5   5   5 
 

 

  



VOLATILE PUGILIST (Noro)   
Some alchemists enjoy the fight to be close and personal. They only spend the absolute necessary amount of time in the lab, and in turn, become superb 
brawlers instead. The volatile pugilist employs alchemical oils that greatly advance his unarmed capabilities and allow him to create additional effects with 

his fists. 

Primary Class: Alchemist.  
Secondary Class: Brawler.  

Alignment: Any.  

Hit Dice: d10. 
Bonus Skills and Ranks: The volatile pugilist may select three brawler skills to add to his class skills in addition to the normal alchemist class skills. The 

volatile pugilist gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The volatile pugilist is proficient with all simple weapons, plus the handaxe, short sword, and weapons from the 
close fighter weapon group. He is also proficient with light armor, but not with shields. 

Alchemical Fist (Su): Volatile pugilists are adept at swiftly mixing various volatile chemicals and infusing them with their magical reserves to create oils 

that they can apply to their hands, in addition to mutagens and extracts. These oils grant special effects to unarmed attacks and can only be used by the 
volatile pugilist himself. A volatile pugilist can use a number of doses of oil each day equal to his class level + his Intelligence modifier. Oils are unstable, 

and if not used in the round they are created, they degrade and become inert. Once a dose of oil is applied to the hands, its magic automatically activates and 

remains until all the latent alchemical energy of the oil has been expended.  
At 1st level, a volatile pugilist’s alchemical fist deals a total of 1d6 points of fire damage, plus an additional 1d6 of fire damage at 4th level and every 

three levels, to a maximum of 7d6 at 19th level. An alchemical fist attack deals 1d6 fire damage for each successful unarmed attack, up to a number of 

successful strikes equal to the number of damage dice granted by the ability. For example, at 10th level, the alchemical fist ability can deal a total of 4d6 
damage. He can make up to four successful unarmed attacks, each dealing 1d6 points of fire damage, before his oil is expended. The volatile pugilist can 

apply only one oil to his hands at any given time.  

Alternatively, whenever a volatile pugilist makes a successful unarmed attack against a single target, he can end his alchemical fist ability as an 
immediate action. This releases the latent alchemical energy in his fists in a single explosion that deals damage like an alchemist’s bomb (including splash 

damage). The explosion deals damage to the target equal to the volatile pugilist’s remaining alchemical fist damage, but deals no damage to the volatile 

pugilist. For example, a 10th level volatile pugilist could make two successful unarmed strikes, with each dealing 1d6 points of fire damage to the target. On 
his next successful unarmed attack, he can choose to release the remaining 2d6 points of fire damage as a bomb effect against his target.  

A volatile pugilist’s alchemical fist ability can also be altered through bomb discoveries (see Discoveries below). This ability and unarmed strike replace 

bomb.  
Martial Mutagen (Su): At 1st level, a volatile pugilist discovers how to create a mutagen that he can imbibe in order to heighten his combat knowledge 

and prowess in battle. It takes 1 hour to brew a dose of martial mutagen, and once brewed, it remains potent until used. A volatile pugilist can only maintain 

one dose of martial mutagen at a time—if he brews a second dose, any existing mutagen becomes inert. As with an extract or bomb, a mutagen that is not in 
a volatile pugilist's possession becomes inert until a volatile pugilist picks it up again. 

When a volatile pugilist imbibes a martial mutagen, he gains greater understanding of combat techniques. It’s a standard action to drink a martial 

mutagen. Upon being imbibed, the mutagen allows the volatile pugilist to take a move action to gain the benefit of a combat feat he doesn't possess. This 
effect lasts for 1 minute. The volatile pugilist must meet all the feat's prerequisites. He may use this ability a number of times per day equal to 3 + 1/2 his 

volatile pugilist level (minimum 1).  

The volatile pugilist can use this ability again before the duration expires in order to replace the previous combat feat with another choice. 
If a combat feat has a daily use limitation (such as Stunning Fist), any uses of that combat feat while using this ability count toward that feat's daily limit. 

At 6th level, a volatile pugilist can use this ability to gain the benefit of two combat feats at the same time. She may select one feat as a swift action or two 

feats as a move action. She may use one of these feats to meet a prerequisite of the second feat; doing so means that she cannot replace a feat currently 
fulfilling another's prerequisite without also replacing those feats that require it. Each individual feat selected counts toward her daily uses of this ability. 

A non-volatile pugilist who drinks a martial mutagen must make a Fortitude save (DC 10 + 1/2 the volatile pugilist’s level + the volatile pugilist’s 

Intelligence modifier) or become nauseated for 1 hour—a non- volatile pugilist can never gain the benefit of a martial mutagen, but an alchemist or volatile 
pugilist can gain the effects of another volatile pugilist's mutagen if he drinks it (although if the other volatile pugilist creates a different mutagen, the effects 

of the “stolen” mutagen immediately cease). The effects of a martial mutagen do not stack. Whenever a volatile pugilist drinks a martial mutagen, the effects 

of any previous mutagen immediately end. This ability replaces mutagen. 
Unarmed Strike (Ex): At 1st level, a volatile pugilist gains the brawler’s unarmed strike ability and gains Improved Unarmed Strike. He also deals 

unarmed damage as shown on Table: Volatile pugilist. 

Discoveries: A volatile pugilist can choose from the following bomb discoveries and add their effects to his alchemist fist ability: acid bomb, anarchic 
bomb, axiomatic bomb, blinding bomb*, concussive bomb, confusion bomb*, dispelling bomb, explosive bomb*, force bomb, frost bomb, grease bomb*, 

holy bomb, inferno bomb*, madness bomb*, plague bomb*, poison bomb*, profane bomb, shock bomb, smoke bomb*, sticky bomb*, stink bomb*, sunlight 
bomb*.  Discoveries marked with an asterisk (*) only take effect when an alchemical fist is detonated. A volatile pugilist’s alchemist fists count as the bomb 

class feature for the purpose of qualifying for feats and discoveries.  

In addition, a volatile pugilist can choose one of the following feats as a bonus feat in place of a discovery: Adder’s Strike, Belier’s Bite, Deflect Arrows, 
Elemental Fist, Greater Grapple, Improved Grapple, Perfect Strike, Pinning Knockout, Pinpoint Poisoner, Punishing Strike, Snatch Arrows, Stunning Fist. 

He must qualify for these feats as normal.  

 
 

NEW DISCOVERIES 
The following new discoveries are restricted to the Volatile Pugilist multiclass archetype.  

 

Greater Unarmed Strike (Ex)  
The volatile pugilist can unleash a tremendous blow that knocks your opponents to the ground.  

Prerequisites: Volatile pugilist 16, unarmed strike class feature. 
Benefits: When making an unarmed attack as a standard action, the volatile pugilist can choose to make an awesome blow maneuver. He 

gains the brawler’s awesome blow ability.  
 

Immediate Emollient (Su)  
The volatile pugilist can use two different oils as part of his alchemical fist attacks. 

Prerequisites: Volatile pugilist 16. 
Benefits: The volatile pugilist can use his martial mutagen to gain the benefit of one combat feat as an immediate action or three combat 

feats as a swift action. Each individual feat selected counts toward his daily uses of his martial mutagen. 



 

Penetrating Oil (Su)  
The volatile pugilist’s oil penetrate an opponent’s armor. 

Prerequisites: Volatile pugilist 6, alchemical fist class feature. 
Benefits: When the volatile pugilist makes an alchemical fist attack, the oil seeps into his opponent’s armor. The effects of the volatile 

pugilist’s oil are persistent and continue to damage creatures for 1 round after the initial damage. Creatures that take a direct hit from the 
penetrating oil take the minimum damage 1 round later (1 + the volatile pugilist’s Intelligence modifier). If the volatile pugilist detonates his 
alchemical fist, the creature takes splash damage 1 round later. If a bomb discovery has an effect that would normally occur 1 round later, it 
instead occurs 2 rounds later. 

 

Second Emollient (Su)  
The volatile pugilist can use two different oils as part of his alchemical fist attacks. 

Prerequisites: Volatile pugilist 8. 
Benefits: The volatile pugilist can expend two uses of his alchemical fist to apply two different types of oil simultaneously, one to each of his 

hands. When making an unarmed attack, he chooses which hand and oil to use. The effects of each oil is depleted separately as normal and 
can each be used to create a detonation effect.  

 

Swift Emollient (Su)  
The volatile pugilist’s can use two different oils as part of his alchemical fist attacks. 

Prerequisites: Volatile pugilist 10. 
Benefits: The volatile pugilist can use his martial mutagen to gain the benefit of three combat feats at the same time. He may select one 

feat as a free action, two feats as a swift action, or three feats as a move action. He may use one of the feats to meet a prerequisite of the 
second and third feats, and use the second feat to meet a prerequisite of the third feat. Each individual feat selected counts toward his daily 
uses of his martial mutagen. 

 

 

NEW GRAND DISCOVERIES 
The following new discoveries are restricted to the Volatile pugilist multiclass archetype.  

 

Grand Unarmed Strike (Ex)  
You can repeatedly unleash tremendous blows that knock your opponents to the ground  

Prerequisites: Volatile pugilist 20, greater unarmed strike discovery. 
Benefits: When making an awesome blow maneuver as an attack. He gains the brawler’s improved awesome blow ability.  

 
 

Table: Volatile Pugilist 
 Base  
Class Attack Fort Ref Will  Unarmed  Extracts per Day 
Level Bonus Save Save Save Special   Damage 1st 2nd 3rd 4th 
1st  +1  +2  +2 +0 Alchemical fist 1d6, alchemy, brew potion,  1d6  —  —  —  — 
     martial mutagen, unarmed strike 
2nd  +2  +3  +3 +0 Discovery, poison resistance +2, poison use   1d6  —  —  —  — 
3rd  +3  +3  +3 +1 Swift alchemy  1d6  —  —  —  — 
4th  +4  +4  +4 +1 Alchemical fist 2d6, discovery  1d6   0  —  —  — 
5th  +5  +4  +4 +1 Poison resistance +4  1d8   1  —  —  — 
6th  +6  +5  +5 +2 Discovery, swift poisoning  1d8   1  —  —  — 
7th  +7  +5  +5 +2 Alchemical fist 3d6  1d8   1   0  —  — 
8th  +8/+1  +6  +6 +2 Poison resistance +6  1d8   1   1  —  — 
9th  +9/+1  +6  +6 +3   1d8   2   1  —  — 
10th  +10/+2  +7  +7 +3 Alchemical fist 4d6, discovery, poison immunity 1d10   2   1   0  — 
11th  +11/+3  +7  +7 +3  1d10   2   1   1  — 
12th  +12/+9/+4  +8  +8 +4 Discovery 1d10   2   2   1  — 
13th  +13/+9/+4  +8  +8 +4 Alchemical fist 5d6  1d10   3   2   1   0 
14th  +14/+10/+5  +9  +9 +4 Discovery, persistent mutagen 1d10   3   2   1   1 
15th  +15/+6/+1  +9  +9 +5   2d6   3   2   2   1 
16th  +16/+12/+7/+2  +10  +10 +5 Alchemical fist 6d6, discovery  2d6   3   3   2   1 
17th  +17/+12/+7/+2  +10  +10 +5   2d6   4   3   2   1 
18th  +18/+13/+8/+3  +11  +11 +6 Discovery, instant alchemy  2d6   4   3   2   2 
19th  +19/+14/+9/+4  +11  +11 +6 Alchemical fist 7d6   2d6   4   3   3   2 
20th  +20/+15/+10/+5  +12  +12 +6 Grand discovery  2d8   4   4   3   3 
 
  



WAR SAPPER (Elghinn Lightbringer) 
The battlefield is full of dangers of every kind, and those who have learned to adapt, survive. War sappers are often employed during sieges, using his 
explosives to demolish walls. Over time, they become resistant to heat and flame and use their knowledge of engineering and incendiaries to blast their 

enemies. Eventually, they attain the peak of their power, allowing they to create an explosion of unparalleled devastation.  

Primary Class: Alchemist. 
Secondary Class: Fighter. 

Alignment: Any.  

Hit Dice: d8.  
Bonus Skills and Ranks: The war sapper selects three fighter skills to add to his class skills in addition to the normal alchemist class skills, one of which 

must be Knowledge (engineering). The war sapper gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The war sapper is proficient with all simple and martial weapons, bombs, and with light and medium armor, but not 
with shields.  

Improved Sunder (Ex): At 1st level, a war sapper is specially trained in damaging or destroying objects. He gains Improved Sunder as a bonus feat, even 

if he does not meet the prerequisites. This ability replaces brew potion. 
Master Engineer (Ex): A war sapper adds half his war sapper level (minimum 1) to all Knowledge (engineering) skill checks and may make all 

Knowledge (engineering) skill checks untrained. He can also take 10 on Knowledge (engineering) checks, even if her normally can’t. This ability replaces 

mutagen.  
Discovery: This is exactly like the alchemist ability of the same name, except that the war sapper can only choose bomb discoveries and qualifies as the 

indicated race for any bomb discovery with a racial requirement. In addition, whenever the war sapper could choose a discovery, he can select a combat feat 

that he qualifies for instead. The war sapper treats his level as his fighter level for the purpose of qualifying for any combat feat with fighter levels as its 
requirement.  

Demolition Charge (Ex): At 2nd level, a war sapper can use his bombs to sunder a building, object, or weapons. He gains the demolition charge 

discovery even if he does not meet the prerequisites. A war sapper can also apply his Improved Sunder, Greater Sunder, and Sundering Strike feats to his 
demolition charges. This ability replaces poison use.  

Fire Resistance (Ex): At 2nd level, a war sapper gains a +2 bonus on all saving throws against fire-based attacks, spells, and effects. This bonus 

increases to +4 at 5th level, and then again to +6 at 8th level. At 10th level, a war sapper gains resist fire 10 and becomes completely immune to normal fire. 
This ability replaces poison resistance. 

Explosive Barrage (Ex): Starting at 1st level, a war sapper gains the fast bombs discovery, even if he does not meet the requirements. He can also make 

an explosive barrage as a full-attack action. When doing so, he may make one additional bomb attack, taking a –2 penalty on all of his attack rolls, as if 
using the Two-Weapon Fighting feat. For the purpose of these bomb attacks, the war sapper's base attack bonus is equal to his war sapper level. For all other 

purposes, such as qualifying for a feat or a prestige class, the war sapper uses his normal base attack bonus. 

At 8th level, the war sapper can make two additional bomb attacks when he uses explosive barrage, as if using Improved Two-Weapon Fighting (even if 
the war sapper does not meet the prerequisites for the feat). 

At 15th level, the war sapper can make three additional bomb attacks using explosive barrage, as if using Greater Two-Weapon Fighting (even if the war 

sapper does not meet the prerequisites for the feat). 
A war sapper may substitute a sunder combat maneuver for bomb attacks as part of an explosive barrage. A war sapper cannot use any weapon other than 

a bomb as part of an explosive barrage. A war sapper with natural weapons cannot make natural attacks in addition to his explosive barrage attacks. 

This ability and abundant bombs replace extracts. 
Abundant Bombs (Ex): At 4th level, a war sapper uses twice his Intelligence modifier when calculating the number of bombs he can use per day.  

Exploit Flaws (Ex): At 5th level, a war sapper reduces the break DC of any object by an amount equal to 1/2 his war sapper level. This ability replaces 

bomb 3d6. 
Greater Sunder (Ex): At 6th level, a war sapper gains Greater Sunder as a bonus feat, even if he does not meet the prerequisites. This ability replaces 

swift poisoning. 

Efficient Charges (Ex): At 11th level, whenever a war sapper uses demolition charge, the object’s hardness is reduced by 5 (minimum 1) for the purpose 
of sundering or destroying the object, including those constructed from special substances (adamantine, silver, etc.). This ability replaces bomb 6d6.  

Sundering Strike (Ex): At 9th level, a war sapper gains Sundering Strike as a bonus feat, even if he does not meet the prerequisites. This ability replaces 

persistent mutagen. 
Demolitions Master (Ex): At 17th level, a war sapper can use his bombs to destroy buildings and structures. Whenever a war sapper uses a bomb against 

a building or structure, he rolls his bomb damage twice. If this attack results in a critical hit, both damage rolls are multiplied. Should the bomb deal more 

than 75% of the structure’s total hit points, the structure collapses in 1d4 rounds. This ability replaces bomb 9d6. 
Grand Bomb (Su): At 20th level, once per day as a full-round action, a war sapper can combine a number of bombs equal to his Intelligence modifier 

into one deadly blast. As a standard action, a war sapper can delay the bombs detonation as if he had the delay bomb discovery. Any creature within 5 feet of 
a grand bomb when it detonates takes damage equal to a direct hit, and the splash radius of the bomb increases to 10 feet. This ability replaces grand 

discovery.  

 
 

Table: War Sapper 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  Explosive Barrage 
1st  +0  +2 +2  +0  Alchemy, bomb 1d6, explosive barrage, improved sunder, –1/–1 
     master engineer, throw anything  
2nd  +1  +3 +3 +0  Discovery, demolition charge, fire resistance +2 +0/+0 
3rd  +2  +3 +3 +1  Bomb 2d6, swift alchemy +1/+1 
4th  +3  +4 +4 +1  Abundant bombs, discovery +2/+2 
5th  +3  +4 +4 +1  Exploit flaws, fire resistance +4 +3/+3 
6th  +4  +5 +5 +2  Discovery, greater sunder +4/+4/–1 
7th  +5  +5 +5 +2  Bomb 3d6 +5/+5/+0 
8th  +6/+1  +6 +6 +2  Discovery, fire resistance +6 +6/+6/+1/+1 
9th  +6/+1  +6 +6 +3  Bomb 4d6, sundering strike +7/+7/+2/+2 
10th  +7/+2  +7 +7 +3  Discovery, resist fire 10 +8/+8/+3/+3 
11th  +8/+3  +7 +7 +3  Efficient charges +9/+9/+4/+4/–1 
12th  +9/+4  +8 +8 +4  Discovery +10/+10/+5/+5/+0 



13th  +9/+4  +8 +8 +4  Bomb 5d6 +11/+11/+6/+6/+1 
14th  +10/+5  +9 +9 +4  Discovery +12/+12/+7/+7/+2 
15th  +11/+6/+1  +9 +9 +5  Bomb 6d6 +13/+13/+8/+8/+3/+3 
16th  +12/+6/+2  +10 +10 +5  Discovery +14/+14/+9/+9/+4/+4/–1 
17th  +12/+7/+2  +10 +10 +5  Demolitions master +15/+15/+10/+10/+5/+5/+0 
18th  +13/+8/+3 +11 +11 +6  Discovery, instant alchemy +16/+16/+11/+11/+6/+6/+1 
19th  +14/+9/+4 +11 +11 +6  Bomb 7d6 +17/+17/+12/+12/+7/+7/+2 
20th  +15/+10/+5  +12 +12 +6 Grand bomb +18/+18/+13/+13/+8/+8/+3 



WILDER MAGE (Dustyboy) 
Either drawn by the inherent balance of Nature or fascinated by the chaos that ensues within it, a wilder mage bonds the studies of a Wizard with the field 
expertise of a ranger to create something truly reflecting of Civilized Savagery. 

Primary Class: Wizard. 

Secondary Class: Ranger. 
Hit Dice: d8. 

Bonus Skills and Ranks: The wilder mage may select six ranger skills to add to her class skills in addition to the normal wizard class skills. The wilder 

mage gains a number of ranks at each level equal to 4 + Int modifier.  
Weapon and Armor Proficiency: The wilder mage is proficient with all simple weapons, plus the composite longbow, composite short bow, hand 

crossbow, longbow, and short bow. The wilder mage is also proficient with light armor. She can cast arcane spells while wearing light armor without 

incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a wilder mage wearing medium armor, heavy armor, or using a shield 
incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass wilder mage still incurs the normal arcane spell failure 

chance for arcane spells received from other classes. 

Spellcasting: The wilder mage casts arcane spells drawn from the wizard spell list and can cast only a certain number of spells of each spell level per day. 
Her daily allotment of runes is given on Table: Wilder Mage. She also receives bonus spells per day if she has a high Intelligence score. A wilder mage 

otherwise learns, prepares, and casts spells as a wizard of equal level.  

Focused Arcane School: At 1st level, a wilder mage gains the wizard’s arcane school ability and must select the Arcane Hunter focused arcane school. 
This ability replaces the ranger’s 1st, 3rd, and 5th favored enemy, and Endurance.  

Wild Senses (Ex): At 1st level, a wild mage’s life among the wild has sharpened her senses. She gains low-light vision and a +1 bonus on Perception 

checks. If she already has low-light vision, she gains a +2 bonus on Perception checks instead. This bonus increases by +1 for every four levels after 1st (to a 
maximum of +6 at 20th level, or +7 if the character did not gain low-light vision from this ability). This ability replaces the wild empathy.  

Combat Style Feats: This is exactly like the ranger’s ability of the same name, except that the wilder mage can only select the Archery or Crossbow 

combat style*. Alternatively, a wilder mage can select an item creation or metamagic feat in place of a combat style feat. *(Crossbow Style can be chosen 
and applied to firearms if a wilder mage chooses to use firearms instead of crossbows.)  

Magic Arrow (Su): At 3rd level, every nonmagical ammunition a wilder mage fires from a ranged weapon becomes magical, gaining a +1 enhancement 

bonus. Unlike magic weapons created by normal means, the wilder mage need not spend gold pieces to accomplish this task. However, a wilder mage's 
magic ammunition only functions for him. 

In addition, the wilder mage's ammunition gain a number of additional qualities as she gains additional levels. The elemental and elemental burst qualities 

can be changed once per day, when the wilder mage prepares spells. 
At 8th level, every non-magical arrow fired by a wilder mage gains one of the following elemental themed weapon qualities: flaming, frost, or shock. 

At 13th level, every non-magical arrow fired by a wilder mage gains the distance weapon quality. 

At 18th level, every non-magical arrow fired by a wilder mage gains one of the following elemental burst weapon qualities: flaming burst, icy burst, 
or shocking burst. This ability replaces the ability gained at 8th level. 

The bonuses granted by a magic ranged weapon apply as normal to ammunition that have been enhanced with this ability. Only the larger enhancement 

bonus applies. Duplicate abilities do not stack. This ability replaces the 2nd, 3rd, and 4th favored terrain, evasion, and improved evasion.  
Favored Terrain (Ex): This is exactly like the ranger ability of the same name, except that a wilder mage selects only one favored terrain at 3rd level. 

This bonus increases by +1 every six levels beyond 3rd to a maximum of +4 at 15th level. 

Arcane Companion (Ex): This is exactly like the ranger’s animal companion bond except for the following changes. The animal companion gains the 
Deliver Touch Spells, Speak with Master, Speak with Creatures of its Kind, and Scry on Familiar abilities of the wizard’s familiar bond. These replace the 

Ability Score Increase at 4th and 14th level, and the Devotion ability of the animal companion bond.   

Terrain Caster (Ex): At 7th level, a wilder mage adds his favored terrain bonus to any concentration checks, or Knowledge (arcane) and Spellcraft skill 
checks when within her favored terrain. In addition, the effective caster level of any spell a wilder mage casts while within her favored terrain increases by 1. 

This ability replaces woodland stride.  

Arrow of Death (Sp): At 20th level, a wilder mage can create a special type of slaying ammunition that forces the target, if damaged by the wilder 
mage’s ammunition’s attack, to make a Fortitude save or be slain immediately. The DC of this save is equal to 20 + the wilder mage's Intelligence modifier. 

It takes 1 day to make a slaying arrow, and the ammunition only functions for the wilder mage who created it. The slaying arrow lasts no longer than 1 year, 

and the wilder mage can only have one such arrow in existence at a time. This ability replaces master hunter.  
 

Arcane Hunter School 
The arcane hunter school complements the wilder mage multiclass archetype. 

Associated School: Conjuration. 
Replacement Powers: The following school powers replace the summoner’s charm and acid dart powers of the conjuration school. 

Endless Ammunition (Sp): As a standard action, you can conjure forth phantom hands that load a single ranged weapon or firearm with conjured 

ammunition once per round. This ammunition is standard for its type. At 6th level, this ammunition counts as magical for overcoming damage reduction and 
attacking incorporeal creatures, but is the standard for its type (a normal bullet or pellets and black powder in the case of firearms). Conjured ammunition 

ceases to exist 1 round after it is removed from the weapon, or at the end of the duration, whichever comes first.  If you have the Rapid Reload or Crossbow 

Mastery feat, they also apply to the phantom hands. These phantom hands remain for 1 round for every two wizard levels you possess. You can use this 

ability a number of times per day equal to 3 + your Intelligence modifier. 

Spell Arrow (Sp): As a standard action, you can place an area spell upon the ammunition of a ranged weapon. When the weapon is fired, the spell's area is 
centered where the ammunition lands, even if the spell could normally be centered only on the caster. This ability allows you to use the weapons range rather 

than the spell's range. A spell cast in this way uses its standard casting time and you can fire the weapon as part of the casting. The ammunition must be fired 

during the round that the casting is completed or the spell is wasted. If the ambition misses, the spell is wasted. 
 

1st/3rd/5th Favored Enemy + Endurance = Focused Arcane School 

Wild Empathy = Wild Senses 
Hunter’s Bond = Arcane Companion 

2nd/3th/4th Favored Terrain, Evasion, Improved Evasion = Arcane Arrow  

Woodland Stride = Terrain Casting 
Master Hunter = Arrow of death 

 

Table: Wilder Mage 
 Base  
Class Attack Fort Ref Will    Spells per Day 



Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2 +2 Focused arcane school, track, wild senses   1  —  —  —  —  — 
2nd  +1  +0  +3 +3 Combat style feat   2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Magic arrow, favored terrain   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Arcane companion   3   1  —  —  —  — 
5th  +3  +1  +4 +4 1st favored enemy   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Combat style feat   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Terrain caster   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6    4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6    5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Combat style feat   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Quarry   5   4   4   2  —  — 
12th  +9/+4  +4  +8 +8 Camouflage   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 2nd favored enemy   5   5   4   3   1  — 
14th  +10/+5  +4  +9 +9 Combat style feat   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9    5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10    5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Hide in plain sight   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11 Combat style feat   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Improved quarry   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Arrow of death   5   5   5   5   5   5 
 



WILDERLAND MAGUS (Zebeyana) 
 

Primary Class: Magus.  

Secondary Class: Ranger. 

Hit Dice: d8. 
Bonus Skills and Ranks: The wilderland magus may select six ranger skills to add to her class skills in addition to the normal magus class skills, two of 

which must be Stealth and Survival. The wilderland magus gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The wilderland magus is proficient with all simple and martial weapons. A wilderland magus is also proficient with 
light armor. She can cast arcane spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, 

a wilderland magus wearing medium armor, heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. 

A multiclass wilderland magus still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Spellcasting: A wilderland magus casts arcane spells which are drawn from the magus and ranger spell lists. He otherwise learns, prepares, and casts 

spells as magus equal to her wilderland magus level.  

Domain: At 1st level, a wilderland magus may select one domain from among the Elemental domains (Air, Earth, Fire, or Water), the Forest domain (see 
New Domains in this book), or from among the Terrain domains presented in Ultimate Magic. The wilderland magus also gains the powers of that domain as 

normal. A wilderland magus gains no domain spell slots. Instead, the wilderland magus adds her 1st–level domain spell to her spellbook at 3rd level. She 

also adds each subsequent domain spell every three levels beyond 3rd level, up to her 6th–level domain spell at 18th level. These spells cannot be exchanged 
for different spells at higher levels. This ability replaces arcane pool and magus arcana.  

Focused Terrain (Ex): At 2nd level, a wilderland magus selects one type of the following terrains, as determined by her domain: Cold (Arctic domain), 

Desert (Desert domain), Forest (Forest domain), Jungle (Jungle domain), Mountain (Earth or Mountain domain), Plains (Air or Plains domain), Planes (Air, 
Earth, Fire, or Water domain), Swamp (Aquatic or Swamp domain), Underground (Cave or Earth domain), or Water (Aquatic or Water domain). The 

wilderland magus gains a +2 bonus on initiative checks and Knowledge (geography), Perception, Stealth, and Survival skill checks when she is in this 

terrain. A wilderland magus traveling through her favored terrain normally leaves no trail and cannot be tracked (though she may leave a trail if she so 
chooses). In addition, she increases her favored terrain bonus by +2 at 7th, 12th, and 17th level. This ability and hide in plain sight replace greater spell 

access. 

Track: At 2nd level, the wilderland magus gains the ranger’s track ability. This ability replaces spellstrike. 
Terrain Bond (Ex): At 4th level, the wilderland magus forms a bond with the land itself, enabling her to direct others in such terrain. When in her 

favored terrain, the wilderland magus grants all allies within line of sight and that can hear her a +2 bonus on initiative checks and Perception, Stealth, and 

Survival skill checks. Also, as long as they travel with her, the wilderland magus allies leave no trail and can’t be tracked. The wilderland magus can choose 
for the group to leave a trail, or even specific members of the group to leave a trail if he so desires. This ability replaces spell recall and improved spell 

recall. 

Bonus Feats: The wilderland magus can choose bonus feats as a magus, as normal. Alternatively, the wilderland magus can select one of the ranger’s 
combat styles. She can choose feats from her selected combat style, even if she does not have the normal prerequisites. She gains access to her combat style 

feats at 5th, 11th, and 17th level (instead of 2nd, 6th, and 10th level). Once the choice is made, it cannot be changed. This ability functions as and replaces 

bonus feats. 
Terrain Mastery: At 7th level, whenever within her favored terrain, the wilderland magus may, as a move action, grant a +2 bonus on Climb, Stealth, 

Perception and Survival checks made by all allies within 30 feet who can see and hear her. This bonus lasts for a number of rounds equal to the wilderland 

magus’s Intelligence modifier (minimum 1). This ability replaces knowledge pool. 
Mastery of a terrain grants additional benefits, as outlined below; these benefits apply to the wilderland magus at all times whether or not she is in the 

relevant terrain. 

Cold: The wilderland magus gains cold resistance 10. 
Desert: The wilderland magus is under the constant effects of an endure elements (heat only) spell, and gains immunity to exhaustion; anything that 

would cause him to become exhausted makes him fatigued instead. 

Forest: The wilderland magus gains a +4 competence bonus on Stealth checks. 
Jungle: The wilderland magus gains a +4 competence bonus on Escape Artist checks and increases his CMD against grapple maneuvers by +4. 

Mountain: The wilderland magus gains a +4 competence bonus on Climb checks and does not lose his Dexterity modifier to AC while climbing. 

Plains: The wilderland magus’s movement is not reduced by wearing medium armor or carrying a medium load. 
Plane of Air: The wilderland magus gains a +4 competence bonus on Fly checks and +1 competence bonus on all attack and damage rolls against flying 

creatures. He gains the ability to breathe air if he cannot already do so. 

Plane of Earth: The wilderland magus gains DR 1/adamantine. 
Plane of Fire: The wilderland magus gains fire resistance 10. 

Plane of Water: The wilderland magus gains a +4 competence bonus on Swim checks and a +1 competence bonus on all attack and damage rolls against 
swimming creatures. He gains the ability to breathe water if he cannot already do so. 

Swamp: The wilderland magus gains a +4 competence bonus on Perception checks. 

Underground: The wilderland magus gains Blind-Fight as a bonus feat. 
Water: The wilderland magus gains a +4 competence bonus on Swim checks and +1 competence bonus on all attack and damage rolls against swimming 

creatures. 

Terrain Dominance: At 10th level, a wilderland magus learns total dominance over her favored terrain. When dealing with creatures native to that 
terrain, the wilderland magus treats his favored terrain bonus for that terrain as a favored enemy bonus (as the ranger class feature) against those creatures. 

This bonus overlaps (does not stack with) bonuses gained when fighting a favored enemy. This ability replaces fighter training. 

Terrain dominance grants additional abilities, as detailed below. 
Cold: The wilderland magus gains cold resistance 20 (this replaces the character’s cold resistance from mastery of the cold terrain) and a +1 competence 

bonus on all attack and damage rolls against creatures of the cold subtype. 

Desert: The wilderland magus gains fire resistance 10 and immunity to fatigue. 
Forest: The wilderland magus gains hallucinatory terrain as a spell-like ability a number of times per day equal to 3 + the character’s Intelligence 

modifier (caster level equal to the character’s level). The wilderland magus can only use this ability to create illusory forests. 

Jungle: The wilderland magus gains charm monster as a spell-like ability a number of times per day equal to 3 + the character’s Intelligence modifier 
(caster level equal to the character’s level). This charm only affects animals, magical beasts, and creatures primarily found in the jungle. 

Mountain: The wilderland magus gains DR 2/adamantine. 

Plains: The wilderland magus’s base speed increases by +10 feet. 
Plane of Air: The wilderland magus gains fly as a spell-like ability a number of times per day equal to 3 + the wilderland magus’s Intelligence modifier 

(caster level equal to the character’s level). 

Plane of Earth: The wilderland magus gains tremorsense with a range of 30 feet.  



Plane of Fire: The wilderland magus gains fire resistance 20 (this replaces the character’s fire resistance from mastery of the Plane of Fire terrain) and a 

+1 competence bonus on all attack and damage rolls again creatures of the fire subtype. 
Plane of Water: The wilderland magus’s movements and actions are not hampered when underwater. This allows him to speak, make attacks, and cast 

spells normally underwater (as if using freedom of movement). 

Swamp: The wilderland magus gains tremorsense with a 30-foot range.  
Underground: The wilderland magus gains darkvision with a range of 60 feet. If he already has darkvision 60 feet, its range extends by 60 feet. 

Water: The wilderland magus gains a swim speed of 20 feet. If he already has a natural swim speed, his swim speed increases by +20 feet. 

Camouflage (Ex): At 13th level, the wilderland magus gains the ranger’s camouflage ability. This ability replaces heavy armor. 
Hide in Plain Sight (Ex): At 19th level, the wilderland magus gains the ranger’s hide in plain sight ability.  

Wilderland Guardian (Ex): At 20th level, the wilderland magus becomes a true protector over her favored terrain. Whenever she is in her favored 

terrain, the wilderland magus can always move at full speed while using Survival to follow tracks without penalty. Whenever she uses her spell combat 
ability in her favored terrain, she does not need to make a concentration check to cast the spell defensively. Also, as a standard action, the wilderland magus 

can make a single attack against any foe within her favored terrain at her full base attack bonus. If the attack hits, the wilderland magus automatically 

confirms a critical hit, unless the target makes a Fortitude save (DC 10 + 1/2 the wilderland magus’s level + the wilderland magus's Intelligence modifier). A 
wilderland magus can choose instead to deal an amount of nonlethal damage equal to the creature's current hit points. A successful save negates this damage. 

A wilderland magus can only use this ability once against the same creature in a 24–hour period. In addition, the wilderland magus gains her 7th–level 

domain spell. She can use this spell once per day as a spell-like ability. This ability replaces true magus.  
 

Table: Wilderland Magus 
 Base  
Class Attack Fort Ref Will     Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Cantrips, domain, spell combat   3   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Focused terrain, track   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Domain spell   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Terrain bond   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bonus feat   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Domain spell   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Medium armor, terrain mastery   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved spell combat   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Domain spell   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Terrain dominance   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Bonus feat   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Domain spell   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Camouflage   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater spell combat   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Domain spell   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Counterstrike   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Domain spell   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Hide in plain sight   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Wilderland guardian   5   5   5   5   5   5   5 
 
Arcane pool & magus arcana = domain 

Spellstrike = track 
Spell recall and Improved spell recall = terrain bond 

Knowledge pool = terrain mastery 

Fighter training = terrain dominance 
Heavy armor = camouflage 

Greater spell access = favored terrain and hide in plain sight 

True magus = wilderland guardian (increased terrain dominance, gain last three domain spells, may cast any one of the 3, 1/day) 
  



WITCH DOCTOR  
Witch doctors unite the alchemical brewing skills of an alchemist with the magic of a witch. She can invoke hexes, cast witch spells, and brew extracts and 
mutagens. 

Primary Class: Witch. 

Secondary Class: Alchemist.  
Alignment: Any.  

Hit Dice: d6.  

Bonus Skills and Ranks: The witch doctor may select three alchemist skills to add to her class skills in addition to the normal witch class skills. The 
witch doctor gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The witch doctor is proficient with all simple weapons, with light armor, but not with shields.  

Diminished Spellcasting: The witch doctor casts arcane spells which are drawn from the witch spell list and the alchemist formulae list. Also, she casts 
one fewer spell of each level than normal. If this reduces the number to 0, she may cast spells of that level only if her Intelligence allows bonus spells of that 

level. She otherwise learns, prepares, and casts spells as a witch of her level.  

Alchemy (Su): Beginning at 1st level, a witch doctor gains the alchemist’s alchemy ability, except that she can only create mundane alchemy items and 
extracts from the spells in her spell list, but not bombs or mutagens. She gains a competence bonus equal to 1/2 her witch doctor level on Craft (alchemy) 

checks when crafting these items. A witch doctor has a caster level equal to her witch doctor level when creating extracts drawn from the alchemist formulae 

list. When creating extracts drawn from the witch’s spell list, she has a caster level equal to her witch doctor level –3.  
Brew Potion: At 1st level, a witch doctor gains Brew Potion as a bonus feat, and is limited to 3rd level spells.  

Patron Spells: This is exactly like the witch ability of the same name, except that the witch doctor adds her patron spells to her talisman instead.  

Talisman (Sp): At 1st level, a witch doctor forms a powerful bond with a magical talisman, instead of a familiar. A talisman is a small bundle that 
contains small objects said to possess particularly potent ties to otherworldly spirits. It is then worn around the neck or at the waist, functioning as a 

receptacle for her spells in much the same way as a witch’s familiar, but lacking any additional enchantments. A talisman is considered a masterwork item, 

and only functions for the witch doctor who owns it, while she remains alive. However, if a talisman’s owner dies, the spells stored within may be learned by 
another witch doctor, much in the same manner that a wizard learns a new spell to add to his spellbook. At any time, a witch doctor can add spells found in 

another witch doctor’s talisman or spells learned from another source to her talisman. 

If a talisman is damaged, it is restored to full hit points the next time the witch doctor prepares her spells. If the talisman is lost or destroyed, it can be 
replaced after 1 week in a special ritual that costs 200 gp per witch doctor level plus the cost of the masterwork item. This ritual takes 8 hours to complete. 

This ability replaces witch’s familiar. 

Hex (Su): This is exactly like the witch’s ability of the same name, except that the witch doctor can choose a hex at 2nd level and every four levels 
thereafter.  

Cognatogen: Starting at 4th level, a witch doctor can create cognatogens, and may select any discovery pertaining to cognatogens. She otherwise follows 

the same rules for creating a cognatogen as she would to create a mutagen. This ability replaces hex at 4th level.  
Swift Alchemy (Ex): At 4th level, a witch doctor gains the alchemist’s swift alchemy ability. This ability, persistent cognatogen, and spiritual union 

replace spells lost due diminished spellcasting. 

Spiritual Union (Su): Once per day, as a free action, a witch doctor of 6th level or higher can open her soul to a good, evil, or benign spirit according to 
her alignment. This spirit possesses the witch doctor for a number of rounds equal to her witch doctor level and provides great insight into the world around 

her, granting a +2 bonus (sacred or profane) on all Knowledge-based skill checks, save throws, and to one ability score of the witch doctor’s choice. This 

bonus increases by +1 every to three levels thereafter, to a maximum of +6 at 18th level.  
Furthermore, while thus possessed, the witch doctor may obtain knowledge directly from the inhabiting spirit itself. As a standard action, the witch doctor 

can ask the spirit one question per round until the end of the possession. Such questions are answered by the spirit with a simple yes or no. The answers 

given are correct within the limits of the spirit's knowledge. "Unclear" is a legitimate answer, because powerful beings of the Outer Planes are not 
necessarily omniscient. In cases where a one-word answer would be misleading or contrary to the spirit’s interests, a short phrase (five words or less) may be 

given as an answer instead.  

When the spiritual union ends, the witch doctor becomes confused for a number of rounds equal to her witch doctor level as the spirit has its way with her 
mind. At the start of each round of confusion, the witch doctor can make a DC 25 Will save to end the confusion effect immediately. 

Spiritual union is a possession effect, and is negated by protection from evil or protection from chaos. A witch doctor can prevent or end the confusion 

side effect by having one of these spells cast upon her when (or before) the spiritual union ends, but being affected by such a spell before the spiritual union 
has run its course also causes the benefits granted to end prematurely. This ability otherwise functions as the commune spell, except that the spirit, regardless 

of the witch doctor’s alignment, will provide information to aid in the witch doctor’s decisions and further her purposes. This ability, persistent cognatogen, 

and swift alchemy replace spells lost due diminished spellcasting. 
Discovery (Su): Beginning at 8th level and every four levels thereafter (12th, 16th, and 20th), a witch doctor may select an alchemist discovery for which 

she qualifies. A witch doctor counts her total witch doctor level as her alchemist level for the purpose of qualifying for alchemist discoveries.  
Persistent Cognatogen (Su): At 14th level, the effects of a witch doctor’s cognatogens last for 1 hour per level. This ability, spiritual union, and swift 

alchemy replace spells lost due diminished spellcasting. 

Patron Themes: The following patron themes complement the witch doctor archetype: Ancestors**, Animal, Death**, Elemental*, Healing**, Light**, 
Occult**, Portents**, Spirits**, Stars**, Wisdom*. (*Advanced Player’s Guide, **Ultimate Magic) 

Hexes: The following hexes compliment the witch doctor archetype: Beast of Ill-Omen**, Blight*, Charm*, Feral speech**, Fortune*, Healing*, Scar**, 

Slumber*, Tongues*, Ward*. (*Advanced Player’s Guide, **Ultimate Magic) 
Major Hexes: The following major hexes complement the witch doctor archetype: Hoarfrost**, Ice tomb**, Major healing*, Retribution*, Speak in 

Dreams**, Vision*. (*Advanced Player’s Guide, **Ultimate Magic) 

Grand Hexes: The following grand hexes complement the witch doctor archetype: Death curse*, Forced Reincarnation*, Life Giver*, Summon Spirit**. 
(*Advanced Player’s Guide, **Ultimate Magic) 

Discoveries: The following discoveries complement the witch doctor multiclass archetype: Bottled Ooze**, Cognatogen**, Combine Extracts*, 

Dilution*, Grand Cognatogen**, Greater Cognatogen**, Healing Touch**, Infusion*, Lingering Spirit**, Spontaneous Healing**, and Wings**. 
(*Advanced Player’s Guide, **Ultimate Magic) 

 

Table: Witch Doctor 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Alchemy, brew potion, cantrips,   2   0  —  —  —  —  —  —  —  —  
     patron spells, talisman  
2nd  +1  +0 +3  +3  Hex   3   1  —  —  —  —  —  —  —   —  



3rd  +1  +1 +3  +3     3   1   0  —  —  —   —  —  —  —  
4th  +2  +1 +4 +4  Cognatogen, swift alchemy   3   2   1  —  —  —  —  —  —  —  
5th  +2  +1 +4  +4     3   2   1   0  —  —  —  —  —  —  
6th  +3  +2 +5  +5  Hex, spiritual union   3   2   2   1  —  —  —  —  —  —  
7th  +3  +2 +5  +5     3   3   2   1   0  —  —  —  —  —  
8th  +4  +2 +6  +6  Discovery   3   3   2   2   1  —  —  —  —  — 
9th  +4  +3 +6  +6     3   3   3   2   1   0  —  —  —  — 
10th  +5  +3 +7  +7  Hex, major hex   3   3   3   2   2   1  —  —  —  —  
11th  +5  +3 +7  +7     3   3   3   3   2   1   0  —  —  —  
12th  +6/+1  +4 +8  +8  Discovery   3       3   3   3   2   2   1  —  —  —  
13th  +6/+1  +4 +8  +8     3      3   3   3   3   2   1   0  —  —  
14th  +7/+2  +4 +9  +9  Hex   3   3   3   3   3   2   2   1  —  —  
15th  +7/+2  +5 +9  +9     3   3   3   3   3   3   2   1   0  —  
16th  +8/+3  +5 +10  +10  Discovery, persistent cognatogen   3   3   3   3   3   3   2   2   1  —   
17th  +8/+3  +5 +10 +10     3   3   3   3   3   3   3   2   1   0  
18th  +9/+4  +6 +11 +11  Hex, grand hex   3   3   3   3   3   3   3   2   2   1 
19th  +9/+4  +6 +11 +11     3   3   3   3   3   3   3   3   2   2 
20th  +10/+5  +6 +12 +12  Discovery   3   3   3   3   3   3   3   3   3   3 
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