
CHAMPIONS OF THE WILD: CRITIQUED MCAS 
This document contains all the Multiclass Archetypes that have been critiqued for the Champions of the Wild pdf, but were never added to the final 
document. These MCAs are in alphabetical order, and contain MCAs with Barbarian, Bloodrager, Druid, Hunter, Ranger, and Skald as their primary class.  

 

ARCANE ADEPT (Trogdar) 
 
Primary: Barbarian. 

Secondary: Wizard. 

Alignment: Any nonlawful.  
Hit Dice: d8.  

Bonus Skills and Ranks: The arcane adept selects three wizard skills to add to her class skills in addition to the normal barbarian class skills. The arcane 

adept gains a number of ranks at each level equal to +4 Int modifier. 
Weapon and Armor Proficiency: The arcane adept is proficient with all simple and martial weapons. An arcane adept is not proficient with any types of 

armor or shields.  

Spellcasting: An arcane adept casts arcane spells drawn from the arcane adept spell list. An arcane adept’s spell list consists of all spells from the 
Abjuration school plus three of the following schools of her choice: Conjuration, Divination, Enchantment, Illusion, and Transformation. An arcane adept 

must choose and prepare her spells ahead of time. 

To learn, prepare, or cast a spell, the arcane adept must have an Intelligence score equal to at least 10 + the spell level. The Difficulty Class for a saving 
throw against an arcane adept’s spell is 10 + the spell level + the arcane adept’s Intelligence modifier. 

An arcane adept can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: Arcane Adept. In 
addition, she receives bonus spells per day if she has a high Intelligence score. 

An arcane adept may know any number of spells. She must choose and prepare her spells ahead of time by getting 8 hours of sleep and spending 1 hour 

studying her spellbook. While studying, the arcane adept decides which spells to prepare. 
Cantrips: An arcane adept can prepare a number of cantrips, or 0-level spells, each day, as noted on Table: Arcane Adept under “Spells per Day.” These 

spells are cast like any other spell, but they are not expended when cast and may be used again. 

Spellbooks: An arcane adept must study her spellbook each day to prepare her spells. She cannot prepare any spell not recorded in his spellbook except 
for read magic, which all arcane adepts can prepare from memory. An arcane adept begins play with a spellbook containing all 0-level arcane adept 

spells plus three 1st-level arcane adept spells of her choice. The arcane adept also selects a number of additional 1st-level arcane adept spells equal to 

her Intelligence modifier to add to her spellbook. At each new arcane adept level, she gains two new arcane adept spells of any spell level or levels that she 
can cast (based on her new arcane adept level) for her spellbook. At any time, an arcane adept can also add spells found in other spellbooks to her own. 

An arcane adept can learn spells from a wizard’s spellbook, just as a wizard can from an arcane adept’s spellbook. The spells learned must be on the 

arcane adept spell list, as normal. An alchemist can learn formulae from an arcane adept’s spellbook, if the spells are also on the alchemist spell list. An 
arcane adept cannot learn spells from an alchemist. 

Stratagem (Su): An arcane adept can call upon her combat training and tactical acumen, granting her additional combat prowess. Starting at 1st level, an 

arcane adept can use stratagem for a number of rounds per day equal to 4 + her Intelligence modifier. At each level after 1st, she can use stratagem for 2 
additional rounds. Temporary increases to Intelligence, such as those gained from spells like fox’s cunning do not increase the total number of rounds that an 

arcane adept can use stratagem per day. An arcane adept can use stratagem as a free action. The total number of rounds of stratagem per day is renewed after 

resting to regain her daily allotment of spells. 
While using stratagem, the arcane adept gains an insight bonus on all her attack rolls and her combat maneuver bonus equal to her Intelligence modifier. 

An arcane adept can end her stratagem as a free action and is staggered after her stratagem has ended for a number of rounds equal to the number of rounds 

spent in the stratagem. An arcane adept cannot use stratagem while staggered but can otherwise use stratagem multiple times during a single encounter or 
combat. If an arcane adept falls unconscious, her stratagem immediately ends. This ability replaces rage.  

Force Armor (Sp): At 1st level, an arcane adept can surround himself in a tangible field of force. This ability is similar to the mage armor spell and 

grants a +4 armor bonus to AC. This ability is specially designed to stack with bracers of armor and all other items (ring of protection), spells (shield), or 
effects that grant any bonus to Armor Class other than an armor bonus. This ability does not stack with the mage armor spell or any types of armor, magical 

or mundane. This ability replaces light armor proficiency, medium armor proficiency, and shield proficiency.  

Battle Style Feats: At 1st level, an arcane adept selects one battle style to pursue. The arcane adept's expertise manifests in the form of bonus feats at 1st, 
5th, 9th, 13th, and 17th level. She can choose feats from her selected battle style, even if she does not have the normal prerequisites. The benefits of the 

arcane adept's chosen style feats apply only when she wears no armor. She loses all benefits of her battle style feats when wearing any armor. Once an 

arcane adept selects a battle style, it cannot be changed. 
An arcane adept can choose from the following battle styles. 

Cunning Warrior: If the arcane adept selects cunning warrior style, she can choose from the following list whenever she gains a battle style feat: Catch 

Off Guard, Combat Casting, Combat Expertise, Combat Patrol, Point Blank Shot, Precise Shot, Spell Focus, Spell Penetration, and Swift Aid.  
 At 5th level, she adds Bloody Assault, Clustered Shots, Disrupting Shot, Greater Spell Focus, Greater Spell Penetration, Improvised Weapon Mastery, 

Second Chance, Spell Specialization, Uncanny Concentration, and Wind stance to the list. 

 At 9th level, she adds Dazzling Assault, Greater Spell Specialization, Improved Second Chance, Lightning Stance, and Snap Shot to the list. 
Mighty Warrior: If the arcane adept selects mighty warrior style, she can choose from the following list whenever she gains a battle style feat: 

Cleave, Power Attack, Point Blank Shot, Precise Shot, Rapid Shot, and Weapon Focus. 

 At 5th level, she adds Furious Focus, Great Cleave, and Vital Strike to the list. 
 At 9th level, she adds Dreadful carnage, Improved Vital Strike, and Improved Sunder to the list. 

Nimble Warrior: If the arcane adept selects nimble warrior style, she can choose from the following list whenever she gains a battle style feat: Agile 

Maneuvers, Combat Expertise, Deadly Aim, Double Slice, Far Shot, Focused Shot, Point Blank Shot, Quick Draw, Precise Shot, Rapid Reload, Rapid Shot, 
and Two-Weapon Fighting. 

 At 5th level, she adds Crossbow Mastery, Improved Precise Shot, Improved Two-Weapon Fighting, Parting Shot, Point Blank Master, Manyshot, and 

Two-Weapon Defense to the list. 
 At 9th level, she adds Greater Two-Weapon Fighting, Pinpoint Targeting, Shot on the Run, and Two-Weapon Defense to the list. 

This ability replaces fast movement, greater rage, damage reduction 1/—, indomitable will, and tireless rage.  

Combat Exploits:  As an arcane adept gains levels, she learns to use her stratagem in new ways. Starting at 2nd level, an arcane adept gains a combat 
exploit. She gains another combat exploit for every two levels of arcane adept attained after 2nd level. An arcane adept gains the benefits of combat exploits 

only while using stratagem, and some of these exploits require the arcane adept to take an action first. Unless otherwise noted, an arcane adept cannot select 

an individual combat exploit more than once.  
Any arcane adept who meets the exploit’s prerequisites can select and use any of the following combat exploits.  



Berserker Warrior (Ex): The arcane adept can rage as the barbarian class feature for a number of rounds per day equal to 1/2 her arcane adept level. She 

gains all the benefits and penalties of rage, including being fatigued once it has ended. While rage is in effect, or she is fatigued due to her ended rage, she 
cannot use her stratagem ability. The arcane adept must be at least 4th level to select this exploit.  

Channeled Fortitude (Su): While using stratagem, the arcane adept gains an insight bonus to fortitude saves equal to her intelligence modifier. In addition 

the adept gains a number of temporary hit points equal to her hit die. 
Enhance Force Armor (Sp): The arcane adept can increase the power of her force armor at the cost of her spells. An arcane adept can expend a prepared 

spell of 1st level or higher to increase the armor bonus of her force armor for 1 minute. For each level of the spell expended the armor bonus of her force 

armor increases by +1. For example, if a 7th level arcane adept expends a 3rd level spell, the armor bonus granted by her force armor increases by +3 for 1 
minute.  

Energy Blade (Su): The arcane adept can deal energy damage with her weapon attacks at the cost of her spells. As a swift action, the arcane adept expends 

a prepared spell and selects one of the following energy types: acid, cold, electricity, or fire. For a number of rounds equal to her Intelligence modifier, the 
arcane adept deals an additional amount of damage of that energy type with her weapon equal to 1d6 for each level of the spell expended.  

At 11th level, as a standard action, the arcane adept can choose to make a single attack using her highest attack bonus instead of her normal attacks. If this 

attack is successful, she deals the normal energy damage and produces one of the following additional effects, depending upon the energy type selected.  
 Acid: After the initial attack, the energy lingers. At the beginning of the arcane adept’s next turn, the target takes an additional amount of acid damage 

equal to the initial energy damage.  

 Cold: After the initial attack, the target is chilled to the bone. The target must make a Fortitude saving throw (DC 10 + the expended spell’s level + her 
intelligence modifier). If the target fails, he is subject to a slow spell for a number of rounds equal to the arcane adept’s Intelligence modifier.  

 Electricity: After the initial attack, electricity arcs to a number of secondary targets equal to the arcane adept’s Intelligence modifier. These secondary 

strikes deal as much energy damage to each target as the initial attack. Each target can attempt a Reflex saving throw for half damage. The Reflex DC 
to halve the damage of the secondary strikes is equal to 10 + the expended spell’s level + her intelligence modifier. The arcane adept chooses the 

secondary targets as she would like, but they must all be within 30 feet of the primary target, and no target can be struck more than once. An arcane 

adept can choose to affect fewer secondary targets than the maximum.  
 Fire: After the initial attack, flame erupts from the target. At the beginning of the arcane adept’s next turn, fire erupts from the target in a 10-foot radius 

burst. Any creature (including the target) caught within the burst takes an amount of fire damage equal to the initial energy damage. Each creature can 

make a Reflex saving throw (DC 10 + the expended spell’s level + her intelligence modifier) for half damage.  
Greater Weapon Enhancement (Su): As a swift action, the arcane adept can expend a prepared spell of 5th level or higher to gain one of the following 

weapon properties for 1 minute: brilliant energy. At 19th level, an arcane adept can expend a 6th level spell to gain the following weapon properties: vorpal. 
The arcane adept must have the weapon enhancement exploit and be at least 16th level to select this exploit. 

Lesser Weapon Enhancement (Su): As a swift action, the arcane adept can expend a prepared spell of 1st level or higher to gain one of the following 

weapon properties for 1 minute: corrosive, cunning, distance, flaming, frost, keen, shock, throwing, thundering. At 7th level, an arcane adept can expend a 
2nd level spell or higher to gain the following weapon properties: bane, defending, dispelling, endless ammunition, ghost touch, returning, seeking. The 

arcane adept can expend additional prepared spells to gain multiple weapon properties simultaneously, but she can only expend one such spell per round. For 

example, an arcane adept can expend a 2nd level spell to gain the ghost touch weapon property and then expend a 1st level spell on her next turn to gain the 
flaming weapon property. In such cases, the duration of a granted weapon property is calculated from the round it is granted. The arcane adept must be at 

least 4th level to select this exploit. 

Metalline Weapon (Su): The arcane adept’s weapons are considered to be crafted from special materials. At 4th level, an arcane adept’s weapons are 
treated as silver weapons for the purpose of overcoming damage reduction. At 7th level, her weapons are also treated as cold iron for the purpose of 

overcoming damage reduction. At 16th level, her weapons are treated as adamantine weapons for the purpose of overcoming damage reduction and 

bypassing hardness. The arcane adept must be at least 4th level to select this exploit.  
Spectral Barrage (Su): The arcane adept can conjure a barrage of duplicate spectral missiles to strike her chosen target. As a swift action with a ranged or 

thrown weapon in hand (a bow, crossbow, throwing dagger, etc.), the arcane adept can expend a prepared spell. As a standard action, the arcane adept makes 

a ranged attack roll against her opponent, plus a number of additional ranged attack rolls equal to her Intelligence modifier. A spectral barrage missile has 
the same range, damage dice, enhancement bonuses, and weapon properties as the original ranged weapon (or ammunition). The arcane adept adds her 

Intelligence modifier to all damage rolls made with her spectral barrage instead of her Strength modifier (if any). This exploit lasts for a number of rounds 

equal to the level of the expended spell.  
Tactical Warrior (Ex): The arcane adept focuses on either cunning or speed to win her battles. She chooses Dexterity or Intelligence. Once chosen, it 

cannot be changed. Whenever she deals damage with a melee or ranged weapon, the arcane adept adds either her Dexterity or Intelligence bonus to her 

weapon damage, instead of her Strength.  
Weapon Enhancement (Su): As a swift action, the arcane adept can expend a prepared spell of 3rd level or higher to gain one of the following weapon 

properties for 1 minute: anarchic, corrosive burst, dispelling burst, flaming burst, holy, impact, unholy, wounding. At 13th level, the arcane adept can 

expend a 4th level spell or higher to gain the following weapon properties: nimble shot, nullifying, speed, spell stealing. The arcane adept must have the 
lesser weapon enhancement exploit and be at least 10th level to select this exploit. 

An arcane adept can also select any rage power whose prerequisites she meets as a combat exploit, except for the following: animal fury, armor ripper, 

auspicious mark, boar’s charge, body bludgeon, disemboweling tusks, energy eruption, ferocious beast, ferocious beat (greater), ferocious mount, ferocious 
mount (greater), primal scent, roused anger, scent, spirit steed, and all totem rage powers. This ability replaces rage powers.  

Mighty Wizardry: Beginning at 3rd level, an arcane adept gains the ability to cast additional spells. She can cast two additional cantrips each day. At 6th 

level, an arcane adept can choose one 1st–level spell that she can cast. Every three levels thereafter (9th, 12th, and so on), she can chose one spell of each 

subsequent spell level that she can cast, up to a 6th–level spell at 18th level. These spells are known as her intuitive spells. An arcane adept can cast each 

intuitive spell once per day without preparing it or using up a spell slot.  

For example, a 12th level arcane adept, can choose a 1st, 2nd, and 3rd level spell as her intuitive spells. She chooses shield, acid arrow, and haste. She 
can now cast each of these spells without preparing it ahead of time once per day. Once an arcane adept chooses an intuitive spell, she cannot change it. 

These spells cannot be modified by metamagic feats or abilities. These intuitive spells must be from her spell list and are otherwise treated exactly like any 

other spell the arcane adept casts. This ability replaces traps sense and mighty rage.  
Armor Reduction (Ex): At 7th level, an arcane adept gains damage reduction while her force armor is active. Subtract 1 from the damage the arcane 

adept takes each time she is dealt damage from a weapon or a natural attack while she is using her force armor ability. At 11th level, and every four arcane 

adept levels thereafter (15th and 19th level), this damage reduction rises by 1 point. Damage reduction can reduce damage to 0 but not below 0. This ability 
otherwise functions as and replaces damage reduction 2/—, damage reduction 3/—, damage reduction 4/—, and damage reduction 5/—. 

 

 

Table: Arcane Adept  
 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 Battle style feat, force armor, stratagem   3   1  —  —  —  —  — 
2nd  +1  +0  +3 +3 Combat exploit, uncanny dodge   4   2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Mighty wizardry   4   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Combat exploit   4   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Battle style feat, improved uncanny dodge    4   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Combat exploit   5   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Armor reduction 1/—   5   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Combat exploit   5   4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6 Battle style feat   5   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Combat exploit   5   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Armor reduction 2/—   5   5   4   4   2  —  — 
12th  +9/+4  +4  +8 +8 Combat exploit   5   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 Battle style feat   5   5   5   4   3   1  — 
14th  +10/+5  +4  +9 +9 Combat exploit   5   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9 Armor reduction 3/—   5   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Combat exploit   5   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Battle style feat   5   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11 Combat exploit   5   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Armor reduction 4/—   5   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Combat exploit   5   5   5   5   5   5   5 
 



ARCANE HUNTER (Kyras) 
Some ninjas choose to deviate from the path of silent assassin to explore the practice of mixing firearms with their deadly skills. In doing so, blackpowder 
 

Primary Class: Ranger.  

Secondary Class: Wizard.  
Alignment: Any.  

Hit Dice: d8. 

Bonus Skills and Ranks: The arcane hunter may select three wizard skills to add to his class skills in addition to the normal ranger class skills. The 
arcane hunter gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The arcane hunter is proficient with all simple and martial weapons, with light armor, and with shields. An arcane 

hunter can cast arcane hunter spells while wearing light armor and using a shield without incurring the normal arcane spell failure chance. Like any other 
arcane spellcaster, an arcane hunter wearing medium or heavy armor incurs a chance of arcane spell failure if the spell in question has a somatic component. 

A multiclass arcane hunter still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: An arcane hunter casts arcane spells drawn from the arcane hunter’s spell list. An arcane hunter must choose and prepare his spells in 
advance. 

To learn, prepare, or cast a spell, the arcane hunter must have an Intelligence score equal to at least 10 + the spell level. The Difficulty Class for a saving 

throw against an arcane hunter's spell is 10 + the spell level + the arcane hunter's Intelligence modifier. 
Like other spellcasters, an arcane hunter can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on 

Table: Arcane Hunter. In addition, he receives bonus spells per day if he has a high Intelligence score.  

An arcane hunter 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 arcane hunter decides which spells to prepare. 

Spellbooks: An arcane hunter 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 arcane hunters can prepare from memory. An arcane hunter begins play with a spellbook containing three 1st-level arcane hunter 
spells of his choice and adds detect magic and read magic to his spellbook as 1st–level spells. The arcane hunter also selects a number of additional 1st-level 

arcane hunter spells equal to his Intelligence modifier to add to his spellbook. At each new arcane hunter level, he gains two new arcane hunter spells of any 

spell level or levels that he can cast (based on his new arcane hunter level) for his spellbook. At any time, an arcane hunter can also add spells found in other 
spellbooks to his own. 

An arcane hunter can learn spells from a wizard’s spellbook, just as a wizard can from an arcane hunter’s spellbook, if the spell is on the wizard’s spell 

list. The spells learned must be on the arcane hunter spell list, as normal. An alchemist can learn formulae from a arcane hunter’s spellbook, if the spells are 
also on the alchemist spell list. An arcane hunter cannot learn spells from an alchemist. An arcane hunter can learn spells from another arcane hunter’s 

spellbook.  

Favored Enemy (Su): This is exactly like the ranger ability of the same name, except that the arcane hunter gains only one favored enemy. At 5th level 
and every five levels thereafter, the bonus against his favored enemy increases by +1, to a maximum of +6 at 20th level. The arcane hunter gains no 

additional favored enemies at such intervals.  

Hunter’s Weapon (Ex): At 1st level, an arcane hunter begins play with a hunter’s weapon at no cost. A hunter’s weapon is a family heirloom, handed 
down through the generations. This weapon is always masterwork quality, but is not made of any special material. The base cost of a hunter’s weapon gained 

at 1st level cannot exceed 100 gp in value (the masterwork quality is not calculated into this amount). Through special training, only the arcane hunter knows 

how to use this weapon properly. An arcane hunter’s weapon is different from those of its type and is considered an exotic weapon. Any creature that 
attempts to wield or use it treat the hunter’s weapon as an exotic weapon (even if it is not normally considered an exotic weapon), and takes a –4 penalty on 

all attack rolls. The creature must take the Exotic Weapon Proficiency feat and select the specific weapon type to be able to wield an arcane hunter’s weapon 

without any penalty.  
Scribe Scroll: At 1st level, an arcane hunter gains Scribe Scroll as a bonus feat. This ability replaces wild empathy.  

Combat Style Feats: This is exactly like the ranger’s ability of the same name, except that the arcane hunter must select a combat style that compliments 

his hunter’s weapon. For example, if an arcane hunter’s weapon is a longsword, he must choose either the Two Weapon or Weapon and Shield combats 
style, while an arcane hunter with a longbow as his hunter’s weapon must choose the Archery combat style.  

Magical Aptitude: At 2nd level, an arcane hunter gains Arcane Aptitude as a bonus feat.  

Favored Terrain (Ex): This is exactly like the ranger ability of the same name, except that an arcane hunter gains his 1st favored terrain at 3rd level, and 
his 2nd favored terrain at 13th level. An arcane hunter gains no additional favored terrains.  

Arcane Hunter’s Bond (Su): At 4th level, an arcane hunter forms a bond with either a familiar or his hunter’s weapon. This bond can take one of two 

forms. Once the form is chosen, it cannot be changed. The first is a bond with a familiar of his choice. This ability functions like wizard’s familiar ability 
(which is part of the Arcane Bond class feature), except that the arcane hunter's effective wizard level is equal to his arcane hunter level –3. 

An arcane hunter’s familiar has the following additional changes.  
Eye of the Beast (Su): The arcane hunter has an empathic link with his familiar to a 1 mile distance. The arcane hunter can communicate empathically 

with the familiar. If the arcane hunter closes his eyes and concentrates as a full-round action, he can see through its eyes as well. Because of the link's limited 

nature, only general emotions can be shared, while all that the familiar sees is seek in stark color and detail by the arcane hunter. The arcane hunter has the 
same connection to an item or place that his familiar does. This ability otherwise functions as and replaces empathic link.  

In addition, the familiar gains one of the following abilities, as determined by its master’s hunter’s weapon. If his hunter’s weapon is a melee weapon, his 

familiar gains the Flanking Ally ability. If his hunter’s weapon is a ranged or thrown weapon, the familiar gains the Spot for the Shot ability. Either of these 
abilities replaces the Speak with Master and Scry on Familiar abilities.  

Flanking Ally (Ex): The arcane hunter can use his familiar to flank a single target for 1 round. The arcane hunter gains a +2 flanking bonus to all melee 

attacks made against the target during that round. The arcane hunter can use this ability a number of times per day equal to his Intelligence modifier.  
Spotter for the Shot (Ex): The arcane hunter can use his familiar to distract a single target and deny that target cover for 1 round, even if the target is under 

cover. The arcane hunter can then his lob ranged weapons or ammunition over cover or bounce them off of different obstacles towards the target as part of a 

full attack action. This difficult shot is made with a –4 penalty to his attack roll and a –30 ft. penalty to the weapon’s range. If the attack hits, it deal double 
damage. At 12th level, these penalties improve to a –2 penalty to the attack roll and -15 ft. penalty to range.  

The second option is to form a bond with his hunter’s weapon. An arcane hunter gains Weapon Focus with his hunter’s weapon as a bonus feat. He also 

gains a +2 competence bonus to his CMB when making disarm, grapple, or sunder combat maneuvers, and to his CMD when defending against such 
maneuvers while wielding his hunter’s weapon. In addition, an arcane hunter can alter the physical properties of his hunter’s weapon, enabling it to 

bypass damage reduction of one the following types: bludgeoning, cold iron, piercing, silver, or slashing. This effect only functions for him and once chosen, 

it cannot be changed until he prepares his spells the following day. The affected weapon still inflicts damage of its normal type and its hardness and hit 
points are unchanged. This affect lasts for a number of rounds per day equal to his arcane hunter level. These rounds do not need to be consecutive.   

An arcane hunter can add additional magic abilities to his bonded hunter’s weapon as if he has the required Item Creation Feats and if he meets the level 

prerequisites of the feat. Otherwise, he can add additional magic abilities by spending the appropriate amount of money to have it enchanted.  



If a bonded hunter’s weapon is damaged, it is restored to full hit points the next time the arcane hunter prepares his spells. If the bonded hunter’s weapon 

is lost or destroyed, it can be replaced after 1 week in a special ritual that costs 200 gp per arcane hunter’s 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. An arcane hunter 

can designate an existing magic weapon as his bonded item, as long as it is the same type as his hunter’s weapon. 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 
hunter’s weapon. 

This ability replaces hunter’s bond. 

Enhanced Weapon (Su): At 5th level, when an arcane hunter wields, throws, or fires a nonmagical version of his hunter’s weapon (or his bonded 
hunter’s weapon) during combat it becomes magical, gaining a +1 enhancement bonus. Unlike magic weapons created by normal means, the arcane hunter 

need not spend gold pieces to accomplish this task. However, an arcane hunter’s magic weapon only functions for him. 

In addition, the arcane hunter's weapon gains a number of additional qualities as he gains additional levels. The elemental, elemental burst, and hunter 
related qualities can be changed once per day, or when the arcane hunter prepares spells after 8 hours of rest.  

At 10th level, an arcane hunter’s nonmagical hunter’s weapon gains one of the following elemental themed weapon qualities: corrosive, flaming, frost, 

or shock. These qualities improve to corrosive burst, flaming burst, icy burst, or shocking burst at 17th level.  
At 15th level, an arcane hunter’s nonmagical hunter’s weapon gains either the keen (melee) or distance (ranged or throwing) weapon quality. 

At 20th level, an arcane hunter’s nonmagical hunter’s weapon gains one of the following weapon qualities: advancing, defiant, stalking, or wounding.  

The bonuses granted by this ability apply as normal to weapons that have been enhanced with this ability. Only the larger enhancement bonus applies. 
Duplicate abilities do not stack.  

These bonuses can be also added to a hunter’s weapon that is already magical, stacking with existing weapon bonuses to a maximum of +5. However, 

doing so consumes an amount of bonus equal to the property’s base price modifier and are added to any properties the hunter’s weapon already has, but 
duplicates do not stack. For example, a 16th level arcane hunter has a +3 dragon bane greataxe as his hunter’s weapon. He then adds the corrosive (a +1 

weapon property) and keen (a +1 weapon property) weapon qualities to that weapon, with each consuming a +1 bonus from the weapon. His hunter’s 

weapon then becomes a +1 corrosive dragon bane keen greataxe. The hunter’s weapon must have at least a +2 enhancement bonus before any other 
properties can be added to it. An arcane hunter can only enhance one hunter’s weapon (magical or nonmagical) in this way at one time. If he uses this ability 

again, the first use immediately ends. 

This ability replaces 2nd, 3rd, 4th, and 5th favored enemy.  
Medium Armor (Ex): At 7th level, an arcane hunter gains proficiency with medium armor. An arcane hunter can cast arcane hunter spells while wearing 

medium armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, an arcane hunter wearing heavy armor incurs a 
chance of arcane spell failure if the spell in question has a somatic component. 

Hunter’s Strike (Su): At 8th level, an arcane hunter gains the ability to deliver either a touch or area spell with his hunter’s weapon, as determined by his 

weapon type.  
If the arcane hunter’s weapon is a melee weapon, he can deliver a spell from his arcane hunter’s spell list with the range of “touch” through his hunter’s 

weapon as part of a melee attack. Instead of the free melee touch attack normally allowed to deliver the spell, an arcane hunter can make one free melee 

attack with his weapon (at his highest base attack bonus) as part of casting this spell. If successful, this melee attack deals its normal damage as well as the 
effects of the spell. This attack uses the weapon’s critical range (20, 19–20, or 18–20), but the spell effect only deals ×2 damage on a successful critical hit, 

while the weapon damage uses its own critical modifier.  

If his arcane hunter’s weapon is a ranged weapon, he can place an area spell upon a missile or thrown weapon. When the weapon is thrown or fired, the 
spell's area is centered where the weapon or missile lands, even if the spell could normally be centered only on the caster. This ability allows the arcane 

hunter to use the weapon’s range rather than the spell's range. A spell cast in this way uses its standard casting time and the arcane hunter can make one free 

ranged attack with his weapon (at his highest base attack bonus) as part of casting the spell. The ranged weapon must be fired or thrown during the round 
that the casting is completed or the spell is wasted. If the weapon or missile misses, the spell is wasted.  

This ability replaces 2nd favored terrain.  

Terrain Stride (Su): At 9th level, an arcane hunter can step into a land feature such as a tree, a boulder, or a stream, as determined by his favored 
terrains, and magically infuse himself with it. Once within this feature, the arcane hunter you can teleport from that particular feature to another feature of 

the same kind. The effect lasts until the arcane hunter exits the feature, or after a number of minutes have passed equal to the arcane hunter’s level, 

whichever comes first. Each transport is a full-round action. Terrain stride has a transport range of 1,500 feet within the arcane hunter’s favored terrain, and 
only 500 feet when outside of it. This ability otherwise functions like the tree stride spell. The arcane hunter can use this ability a number of times per day 

equal to his intelligence modifier. 

Deadly Strike (Su): In lieu of his regular attacks, once per day, an arcane hunter of 18th level or higher can make a single attack roll with his hunter’s 
weapon (melee or ranged weapon) against each and every target within range, to a maximum of one target for every arcane hunter level he has earned. Each 

attack uses the arcane hunter’s primary attack bonus, and each enemy may only be targeted by a single attack. This ability replaces 4th favored terrain. 

 
 

ARCANE HUNTER SPELL LIST 
Arcane hunters gain access to the following spells.  

1st-Level Arcane Hunter Spells—abundant ammunition, adjuring step,  alarm, ant haul, anticipate peril ,aspect of the falcon, blend, bowstaff, 
burning hands, call animal, calm animals, charm animal, cloak of shade, compel hostility, comprehend languages, dancing lantern, deadeye’s lore, detect 

aberration, detect animals or plants, detect magic, detect poison, detect snares and traps, diagnose disease, endure elements, entangle, expeditious retreat, 
feather fall, feather step, gravitybow, hide from animals, horn of pursuit, hunter’s howl, ironbeard, jump, keen senses, keep watch, know the enemy, lead 

blades, liberating command, longshot, longstrider, mage hand, magic fang, mount, negate aroma, obscuring mist, pass without trace, read magic, residual 

tracking, shield, shock shield, shocking grasp, speak with animals, summon minor ally, summon nature’s ally I, sun metal, tireless pursuit, true strike, 
unerring weapon, unprepared combatant, whispering lore.  

2nd-Level Arcane Hunter Spells—accelerate poison, acid arrow, acute senses, allfood, animal aspect, animal messenger, ant haul (communal), 
arrow eruption, aspect of the bear, badger’s ferocity, barksin, bear’s endurance, blood transcription, bloodhound, brow gasher, cat’s grace, chameleon 

stride, create treasure map, cure light wounds, darkness, darkvision, delay poison, eagle eye, effortless armor, endure elements (communal), flaming sphere, 
forest friend, frigid touch, glide, groundswell, guiding star, gust of wind, hold animal, levitate, lockjaw, owl’s wisdom, perceive cues, protective spirit, 

reloading hands, resist energy, returning weapon, ricochet shot, scorching ray, shatter, slipstream, speak with plants, spider climb, stone call, summon 

nature’s ally II, warding weapon, wartrain mount, web shelter, web, whispering wind, wilderness soldier.  

3rd-Level Arcane Hunter Spells—ablative barrier, animal aspect (greater), beast shape I, blessing of the mole, blood biography, burrow, burst 

of speed, campfire wall, campfire wall, cloak of winds, cloak of winds, companion mind link, cure moderate wounds, darkvision (communal), delay poison 
(communal), diminish plants, dispel magic, feather step (mass), fireball, flame arrow, haste, heroism, hide campsite, hunter’s eye, instant enemy, keen edge, 

lightning bolt, locate weakness, locate weakness, magic fang (greater), neutralize poison, nondetection, plant growth, protection from energy, rage, reduce 

animal, remove disease, repel vermin, resist energy (communal), returning weapon (communal), snare, soothing word, spike growth, strong jaw, summon 
nature’s ally III, tireless pursuers, tree shape, venomous bolt, versatile weapon, ward of the season, water walk, wind wall, wind wall.  



4th-Level Arcane Hunter Spells—aspect of the stag, beast shape II, bloody claws, bow spirit, command plants, cure serious wounds, darkvision 
(greater), find quarry, fire trap, freedom of movement, ghost wolf, grove of respite, hallucinatory terrain, ice storm, named bullet, nondetection (communal), 

protection from energy (communal), share senses, shout, solid fog, stone shape, stoneskin, summon nature’s ally IV, terrain bond, wall of fire, wall of ice, 

water walk (communal). 

5th-Level Arcane Hunter Spells—absorb toxicity, animal growth, aspect of the wolf, beast shape III, blessing of the salamander, break 
enchantment, commune with nature, fickle winds, fire snake, geyser, hostile juxtaposition, life bubble, lightning arc, mage’s faithful hound, plant shape I, 

raise animal companion, summon nature’s ally V, transmute mud to rock, transmute rock to mud, tree stride, wreath of blades. 

6th-Level Arcane Hunter Spells—beast shape IV, cold ice strike, conjure black pudding, contagious flame, control water, dispel magic (greater), 
guards and wards, heroism (greater), legend lore, move earth, named bullet (greater), plant shape II, sirocco, summon nature’s ally VI, undeath ward. 

 
 

Table: Arcane Hunter 
 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 1st favored enemy, hunter’s weapon, scribe scroll, track   1  —  —  —  —  — 
2nd  +1  +0  +3 +3 Combat style feat, magical aptitude   2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Endurance, 1st favored terrain   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Arcane hunter’s bond   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Enhanced weapon (magic)   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Combat style feat   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Medium armor   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Hunter’s strike, swift tracker   4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6 Evasion, terrain stride   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Combat style feat, enhanced weapon (elemental)   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 terrain   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 Enhanced weapon (keen or distance)   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Improved evasion   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, deadly strike   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 Enhanced weapon (hunter), master hunter   5   5   5   5   5   5 

 



ASCETIC SAVAGE (Desidero) 
When a patron wishes to imbue its chosen agent with a greater measure of power, the pactgifted champion emerges. Able to change his form to better 
achieve his aims, the pactgifted champion is the ultimate expression of the power a pact can give. 

Primary: Barbarian. 

Secondary: Monk. 
Alignment: An ascetic savage’s alignment must be neutral along either the law/chaos or good/evil axis, or both.  

Hit Dice: d10.  

Bonus Skills and Ranks: The ascetic savage selects three monk skills to add to her class skills in addition to the normal barbarian class skills. The ascetic 
savage gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The ascetic savage is proficient with all simple and martial weapons, plus the kama, nunchaku, sai, shuriken, 

siangham, and temple sword*. The ascetic savage is not proficient with any type of armor or shields.  
AC Bonus (Su): At 1st level, when an ascetic savage is unarmored and unencumbered, she adds her Wisdom bonus (if any) to her AC and her CMD. In 

addition, she gains a +1 bonus to AC and CMD at 4th level. This bonus increases by 1 for every four an ascetic savage levels thereafter, up to a maximum of 

+5 at 20th level. These bonuses to AC apply even against touch attacks or when the ascetic savage is flat-footed. An ascetic savage loses these bonuses when 
she is immobilized or helpless, is wearing any armor, is carrying a shield, or is carrying a medium or heavy load. This ability replaces light armor and 

medium armor proficiency.  

Unarmed Strike (Ex): At 2nd level, an ascetic savage gains the monk’s unarmed strike ability and deals 1d6 points of damage with each unarmed attack. 
At 6th level and every four levels thereafter, this damage increases by 1 damage die category (1d8 at 6th, 1d10 at 10th, 2d6 at 14th , and 2d8 at 18th level). 

These unarmed damage values are for a Medium ascetic savage. A Small ascetic savage deals 1 damage die smaller (1d4 at 2nd, 1d6 at 6th, 1d8 at 10th, 

1d10 at 14th, and 2d6 at 18th level), while a Large sorcerer deals 1 damage die category larger (1d8 at 2nd, 1d8 at 6th, 2d6 at 10th, 2d8 at 14th, and 2d10 at 
18th level). In addition, an ascetic savage can make an unarmed strike while wielding any monk weapon. This ability replaces the rage power gained at 2nd 

level.  

Flurry of Blows (Ex): At 3rd level, an ascetic savage gains the barbarian’s flurry of blows ability. The ascetic savage cannot use flurry of blows while 
raging unless she makes a successful focus mind attempt and expends 1 round of rage. This ability otherwise functions as the monk’s flurry of blows ability 

and replaces trap sense and the rage powers gained at 8th and 16th level.  

Focus Mind (Ex): Starting at 3rd level, an ascetic savage can focus her mind for 1 round while raging as a free action. This allows her to use abilities that 
require a calm and focused mind, including her flurry of blows, focus strike, slow fall, high jump, and quivering palm abilities. The ascetic savage must 

make a new focus mind attempt each time she uses one of her focus abilities during rage. 

To calm her mind during rage, the ascetic savage must make a successful Will saving throw (DC 10 + 1/2 her ascetic savage level + her Constitution 
modifier). If the save is successful, she can use any one of her focus abilities while raging for 1 round. If the save fails, she is dazed for the remainder of her 

turn and must wait 1 full round before she can make another focus mind attempt. While focus mind is in effect, the ascetic savage continues to gain the 

benefits and penalties from rage, including the penalty to Armor Class and the restriction on what actions can be performed. This round still counts against 
her total number of rounds of rage per day. 

Moment of Clarity (Ex): At 3rd level, an ascetic savage gains the Moment of Clarity rage power. The ascetic savage can use her flurry of blows, focus 

strike, slow fall, high jump, or quivering palm ability as part of her Moment of Clarity without making a focus mind attempt or expending rounds of rage. 
This ability replaces the rage power gained at 4th level.   

Rage Powers: This is exactly like the barbarian ability of the same name, except that the ascetic savage gains a rage power at 6th level and every three 

levels thereafter.  
Focus Strike (Su): At 4th level, an ascetic savage’s unarmed attacks are treated as magic weapons for the purpose of overcoming damage reduction. At 

7th level, her unarmed attacks are also treated as cold iron and silver for the purpose of overcoming damage reduction. At 10th level, her unarmed attacks are 

also treated as aligned weapons (choose either chaotic, evil, good, or lawful) for the purpose of overcoming damage reduction. At 16th level, his unarmed 
attacks are treated as adamantine weapons for the purpose of overcoming damage reduction and bypassing hardness.  

In addition, by spending 1 round of rage, a wild heart can do one of the following:  

 Make one additional attack at her highest attack bonus when making a flurry of blows attack, or 
 Increase her speed by 20 feet for 1 round, or 

 Give herself a +4 dodge bonus to AC for 1 round. 

Activating each of these powers is a swift action.  
The ascetic savage cannot use focus strike while raging unless she makes a successful focus mind attempt and spends 1 round of rage. This ability 

otherwise functions as the monk’s ki pool and replaces the rage power gained at 6th level.  

Slow Fall (Ex): At 5th level, an ascetic savage gains the monk’s slow fall ability. An ascetic savage can fall 20 feet at 5th level plus an additional 10 feet 
every two levels thereafter, up to a maximum of 90 feet. The ascetic savage cannot use slow fall while raging unless she makes a successful focus mind 

attempt and spends 1 round of rage. This ability replaces damage reduction 2/—. 
High Jump: At 8th level, an ascetic savage gains the monk’s high jump ability. The ascetic savage cannot use high jump while raging unless she makes a 

successful focus mind attempt and spends 2 rounds of rage. If the ascetic savage has the Raging Leaper rage power, she can use high jump while raging by 

expending only 1 round of rage. This ability does not stack with the raging leaper rage power. This ability replaces damage reduction 4/—. 
Quivering Palm: At 20th level, an ascetic savage gains the monk’s quivering palm ability. The ascetic savage cannot use quivering palm while raging 

unless she makes a successful focus mind attempt and spends 3 rounds of rage. This ability replaces might rage. 

 
 

Table: Ascetic Savage 
 Base      
Class Attack Fort Ref Will   
Level Bonus Save Save Save Special  Flurry of Blows 
1st  +1  +2  +2  +0  AC bonus, fast movement, rage — 
2nd  +2  +3  +3  +0 Unarmed strike (1d6), uncanny dodge — 
3rd  +3  +3  +3  +1 Flurry of blows, focus mind, moment of clarity +1/+1 
4th  +4  +4  +4  +1 AC bonus (+1), focus strike (magic) +2/+2 
5th  +5  +4  +4  +1 Improved uncanny dodge, slow fall 20 ft.  +3/+3 
6th  +6/+1  +5  +5  +2  Rage power, unarmed strike (1d8) +4/+4/–1 
7th  +7/+2  +5  +5  +2  Damage reduction 1/—, focus strike (cold iron/silver),  +5/+5/+0 
     slow fall 30 ft. 
8th  +8/+3  +6  +6  +2  AC bonus (+2), high jump +6/+6/+1/+1 
9th  +9/+4  +6  +6  +3  Rage power, slow fall 40 ft. +7/+7/+2/+2 



10th  +10/+5  +7  +7  +3  Focus strike (aligned), unarmed strike (1d10) +8/+8/+3/+3 
11th  +11/+6/+1  +7  +7  +3  Greater rage, slow fall 50 ft.   +9/+9/+4/+4/– 
12th  +12/+7/+2  +8  +8  +4  AC bonus (+3), rage power +10/+10/+5/+5/+0 
13th  +13/+8/+3  +8  +8  +4  Damage reduction 2/—, slow fall 60 ft. +11/+11/+6/+6/+1 
14th  +14/+9/+4  +9  +9  +4  Indomitable will, unarmed strike (2d6) +12/+12/+7/+7/+2 
15th  +15/+10/+5  +9  +9  +5  Rage power, slow fall 70 ft. +13/+13/+8/+8/+3/+3 
16th  +16/+11/+6/+1  +10  +10  +5  AC bonus (+4), focus strike (adamantine) +14/+14/+9/+9/+4/+4/–1 
17th  +17/+12/+7/+2  +10  +10  +5  Tireless rage, slow fall 80 ft. +15/+15/+10/+10/+5/+5/+0 
18th  +18/+13/+8/+3 +11  +11  +6  Rage power, unarmed strike (2d8) +16/+16/+11/+11/+6/+6/+1 
19th  +19/+14/+9/+4 +11  +11  +6  Damage reduction 3/—, slow fall 90 ft. +17/+17/+12/+12/+7/+7/+2 
20th  +20/+15/+10/+5  +12  +12  +6  AC bonus (+5), quivering palm +18/+18/+13/+13/+8/+8/+3 



BEAST KNIGHT (Browman) 
The beast knights are an order of druids that focus their abilities on a bond with a powerful animal that is capable of being a mount for them. They are most 
commonly found in plains or savannas. They often fight against those who over hunt the area. 

Primary Class: Druid. 

Secondary Class: Cavalier. 
Alignment: Any. 

Hit Dice: d8. 

Bonus Skills and Ranks: The beast knight may select three cavalier skills to add to her class skills in addition to the normal druid class skills. The beast 
knight gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The beast knight is proficient with the club, dagger, dart, lance, quarterstaff, scimitar, scythe, sickle, shortspear, sling, 

and spear, as well as all natural attacks (claw, bite, and so forth) of any form they assume with wild shape. She is proficient with light and medium armor but 
is prohibited from wearing metal armor; thus, she may wear only padded, leather, or hide armor. A beast knight may also wear wooden armor that has been 

altered by the ironwood spell so that it functions as though it were steel. See the ironwood spell description. Beast knights are proficient with shields (except 

tower shields) but must use only wooden ones. 
Diminished Spellcasting: The beast knight casts divine spells drawn from the druid spell list, 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 domain spells or if her Wisdom allows bonus spells of that level. She otherwise 

learns, prepares, and casts spells as a druid of equal level. 
Bestial Bond (Ex): This is exactly like the druid’s nature bond ability, except that the beast knight must choose the animal companion bond.  The creature 

must be one that is suitable as a mount and is at least the same size as the beast knight. If the creature is of equal size, it increases by one size category and 

gains a +2 bonus to natural armor, +4 bonus to Strength, +2 bonus to Constitution, and natural attacks increase its damage dice by one step. It also takes –2 
penalty to its Dexterity score. This ensures that the beast knight is capable of riding her mount. Any creature that is already one size category larger than the 

beast knight does not gain these benefits.  

Order: At 1st level, a beast knight must choose either the Dragon, Lion, or Star cavalier order, or the new Order of the Grand Circle. She gains her first 
order ability at 5th level and each subsequent order ability every six levels thereafter. This ability replaces spells lost due to diminished spellcasting.  

Rider’s Sense (Ex): At 1st level, a beast knight gains a +2 on Handle Animal and Ride skill checks. This ability replaces nature sense.  

Trackless Step (Ex): This is exactly like the druid ability of the same name, except that while mounted, the ability also applies to her mount, and can 
choose to leave a trail if she so desires.  

Wild Shape (Su): This is exactly like the druid ability of the same name, except that she can wild shape once per day at 4th level, and an additional time 

per day every four levels thereafter, to a maximum of five times per day at 20th level. While mounted, a beast knight cannot use her wild shape ability unless 
her new form is bipedal and at least one size category smaller than her mount. In such cases, she retains the use of her Ride skill, and any feats or other 

abilities associated with mounted combat.  

Alternatively, a beast knight can use her wild shape to turn her mount into creatures of the animal and magical beast types. At 6th level, she can use wild 
shape to change her companion into a Medium or Large animal. This functions as beast shape II. At 8th level, she can change her companion into a Huge 

animal. This functions as beast shape III. A 12th level, she can change her companion into a Medium or Large magical beast. This functions as beast shape 

IV.   
A beast knight can only use her wild shape ability on herself or her mount, but not at the same time. If she uses her wild shape ability again, the first use 

immediately ends. 

Challenge (Ex): At 4th level, a beast knight gains the cavalier’s challenge ability, except that the beast knight can make a challenge once per day and an 
additional time per day every four levels thereafter, up to a maximum of four times per day at 18th level. This ability replaces wild shape 2/day, 4/day, 6/da, 

and 8/day.  

Cavalier’s Charge (Ex): At 9th level, a beast knight gains the cavalier’s charge ability. This ability replaces venom immunity.  
Greater Shaping (Su): At 13th level, a beast knight can, as a swift action, increase the size of her animal companion by one size category for 1 round per 

level as a standard action. These rounds do not need to be consecutive. This transformation grants the animal companion the giant template, and can be 

dismissed as a swift action. This ability replaces a thousand faces.  

 

Table: Druid 
 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  Bestial bond, rider’s sense, order,   2   0  —  —  —  —  —  —  —  —   
     orisons, wild empathy 
2nd  +1  +3  +0  +3  Woodland stride   3   1  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Trackless step   3   1   0  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Resist nature’s lure, wild shape (1/day)   3   2   1  —  —  —  —  —  —  — 

5th  +3  +4  +1  +4  Order ability   3   2   1   0  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Challenge 1/day   3   2   2   1  —  —  —  —  —  — 
7th  +5  +5  +2  +5     3   3   2   1   0  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Wild shape (2/day)   3   3   2   2   1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Cavalier’s charge   3   3   3   2   1   0  —  —  —  — 
10th  +7/+2  +7  +3  +7  Challenge 2/day   3   3   3   2   2   1  —  —  —  — 
11th  +8/+3  +7  +3  +7  Order ability   3   3   3   3   2   1   0  —  —  — 
12th  +9/+4  +8  +4  +8  Wild shape (3/day)   3   3   3   3   2   2   1  —  —  — 
13th  +9/+4  +8  +4  +8  Greater shaping   3   3   3   3   3   2   1   0  —  — 
14th  +10/+5  +9  +4  +9  Challenge 3/day   3   3   3   3   3   2   2   1  —  — 
15th  +11/+6/+1  +9  +5  +9  Timeless body   3   3   3   3   3   3   2   1   0  — 
16th  +12/+7/+2  +10  +5  +10  Wild shape (4/day)   3   3   3   3   3   3   2   2   1  — 
17th  +12/+7/+2  +10  +5  +10  Order ability   3   3   3   3   3   3   3   2   1   0 
18th  +13/+8/+3  +11  +6  +11  Challenge 4/day   3   3   3   3   3   3   3   2   2   1 
19th  +14/+9/+4  +11  +6  +11     3   3   3   3   3   3   3   3   2   2 
20th  +15/+10/+5  +12  +6  +12  Wild shape (5/day)   3   3   3   3   3   3   3   3   3   3 



BEASTBORNE OUTRIDER  
From the hardened and frigid wastelands to the jagged cliffs of the highwold, barbarians have learned to tame and shape the terrains in which they choose to 
inhabit. While barbarians are a tough lot, nothing is more stubborn or resilient that their specialized cavalry, the beastborne outriders. A beastborne outrider 

possesses a powerful bond with her bestial mount, as well as an arsenal of specialized abilities that allow them to fight as one. They must join the Order of 

the Beast, where they gain specialized training for both their duty and survival.  
Primary Class: Barbarian. 

Secondary Class: Cavalier.  

Alignment: Any. 
Hit Dice: d12.  

Bonus Skills and Ranks: The beastborne outrider may select three cavalier skills to add to her class skills in addition to the normal barbarian class skills. 

The beastborne outrider gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The beast outrider is proficient with all simple and martial weapons, with light armor, medium armor, and with shields 

(except for tower shields).  

Bestial Mount (Ex): At 1st level, a beastborne outrider forms a bond with a strong, loyal companion that permits her to ride it as a mount. The animal 
chosen as a mount must be large enough to carry the beastborne outrider (Medium or Large for a Small character; Large or Huge for a Medium character). 

The beastborne outrider does not take an armor check penalty on Ride checks while riding her mount. The mount is always considered combat trained, and 

begins play with Endurance as a bonus feat. A beastborne outrider’s mount does not gain the share spells special ability. 
Each time the beastborne outrider increases in level, she can do one of two things; either retain her current mount and allow it to progress normally, or she 

may select a new, more impressive mount better suited to her chosen terrain and increased power. This newly selected mount must be capable of bearing her 

weight, have at least four legs, and has a maximum number of Hit Dice allowed for an animal companion of a beastborne outrider with an effective druid 
level as shown on the Animal Companion Base Statistics table of the Core Rulebook. Thus, a beastborne outrider may select anything from a horse or camel 

to a dire bear or triceratops as her mount as she increases in level.  

Like a cavalier’s mount, a bestial mount does not gain the share spells ability. Instead, it gains the Master’s Rage ability at 5th level (see below). This 
ability replaces the mount’s share spells ability.  

Master’s Rage (Ex): At 5th level, whenever a beastborne outrider can spend rounds of rage to allow her bestial mount to rage. The beastborne outrider 

must spend an equal number of rounds to activate and maintain the bestial mount’s rage as she would to maintain her own. If the beastborne outrider and 
bestial mount rage at the same time, she must spend the appropriate number of rounds to maintain both hers and her mount’s rage. This ability replaces the 

animal companion’s share spells ability.  

Should the beastborne outrider's mount die, the beastborne outrider may not obtain another mount for 30 days or until she gains a beastborne outrider 
level, whichever comes first. During this 30-day period, the beastborne outrider takes a –1 penalty on attack and weapon damage rolls.  

The bestial mount ability otherwise functions like the druid’s animal companion ability, except that the beastborne outrider’s effective druid level is equal 

to her beastborne outrider level. This ability replaces the rage powers gained at 2nd, 10th, and 18th level.  
Order (Ex): At 1st level, a beastborne outrider gains the cavalier’s order ability, except that the beastborne outrider must select the Order of the Beast and 

gains her order abilities at 3rd, 9th, and 16th level. This ability replaces fast movement, uncanny dodge, and improved uncanny dodge. 

Rage (Ex): This is exactly like the barbarian ability of the same name, except that the morale bonus to Strength and Constitution is reduced by 2. This 
reduction also applies to her greater rage (+4 instead of +6) and mighty rage (+6 instead of +8).  

Rage Power (Ex): This is exactly like the barbarian ability of the same name, except that the beastborne outrider gains a rage power at 2nd level and 

every four levels thereafter.  
Beast Training (Ex): At 4th level, a beastborne outrider gains the druid’s wild empathy ability, except that she cannot use it to influence any creature 

other than those of the animal type. Once per day, a beastborne outrider can take 20 to teach her bestial mount a new trick (though limits on number of tricks 

known are unchanged). In addition, she gains a +4 on this an all other Handle Animal skill checks regarding her bestial mount. This replaces trap sense. 
Brutal Charge (Ex): At 5th level, a beastborne outrider learns to make more devastating charge attacks while mounted at the expense of accuracy. The 

beastborne outrider loses the normal +2 bonus to her melee attack rolls on a charge while mounted, and gains a +2 bonus on damage rolls to her melee attack 

while mounted instead. This bonus increases to +4 at 11th level. In addition, the beastborne outrider does not suffer any penalty to his AC after making a 
charge attack while mounted. This ability replaces rage power at 6th level.  

Fierce Challenge (Ex): Starting at 7th level, the beastborne outrider can spend rounds of rage to challenge a foe to combat, as the cavalier’s challenge 

ability. As a swift action, the beastborne outrider can spend 4 rounds of rage and chooses one target within sight to challenge. The beastborne outrider’s 
melee attacks deal extra damage whenever the attacks are made against the target of her fierce challenge. This extra damage is equal to the beastborne 

outrider’s level. The beastborne outrider can use this ability once per day at 5th level, plus one additional time per day for every six levels beyond 7th, to a 

maximum of three times per day at 19th level. 
Challenging a foe requires much of the beastborne outrider’s concentration, and therefore, cannot rage or use rage powers. Also, the beastborne outrider 

takes a –2 penalty to her Armor Class, except against attacks made by the target of her challenge, and while the challenge is in effect. The challenge remains 
in effect until the target is dead or unconscious or until the combat ends. Each beastborne outrider’s challenge also includes another effect which is listed in 

the section describing the beastborne outrider’s order. This ability replaces damage reduction. 

Inspired Warleader (Ex):  At 8th level, a beastborne outrider becomes a symbol of inspiration to her allies and companions. As long as the beastborne 
outrider 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. At 13th level, and every five levels thereafter, these bonuses increase by +1. The beastborne outrider must be at least Small or larger and must be 

on her mount for this ability to function.  
Reckless Rider (Ex): At 12th level, while mounted, a beastborne outrider gains a morale bonus equal to 1/2 her beastborne outrider level on attack and 

damage rolls on the round she enters a battle. A beastborne outrider only gains this bonus against an opponent (or group of opponents) once per day. Thus, 

she cannot leave a battle and reengage moments later to gain the benefits of this ability more than once in the same battle. This ability replaces rage power at 
14th level. 

Mounted Ferocity (Ex): At 15th level, the beastborne outrider becomes angrier as she fights, the pain of her wounds fueling her strength, and that of her 

mount. While mounted, the beastborne outrider and her mount gains a cumulative +2 morale bonus to Strength and a cumulative –1 penalty to AC for every 
5 points of damage she takes (maximum +10 Strength, –5 AC) for the duration of the encounter. These bonuses last until the battle ends or the target falls 

unconscious. In either case, once the battle rage ends, the beastborne outrider becomes fatigued for 1 minute per round she remained in the battle rage. This 

ability replaces indomitable will. 
Rage Powers: The following rage powers complement the beastborne outrider multiclass archetype: animal fury, beast totem (greater)*, beast totem 

(lesser)*, beast totem*, come and get me*, flesh wound*, guarded life (greater)†, guarded life*, increased damage reduction, inspired ferocity*, intimidating 

glare, no escape, primal scent†, reckless abandon*, scent, strength surge, and terrifying howl. (*Advanced Player’s Guide, †Ultimate Combat) 
 

Table: Beastborne Outrider 
 Base  



Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Bestial mount, order, rage 
2nd  +2  +3  +0  +0 Rage power 
3rd  +3  +3  +1  +1 Order ability 
4th  +4  +4  +1  +1 Beast training 
5th  +5  +4  +1  +1 Brutal charge 
6th  +6/+1  +5  +2  +2  Rage power 
7th  +7/+2  +5  +2  +2  Fierce challenge 1/day  
8th  +8/+3  +6  +2  +2  Inspired warleader 
9th  +9/+4  +6  +3  +3  Order ability  
10th  +10/+5  +7  +3  +3  Rage power 
11th  +11/+6/+1  +7  +3  +3  Greater rage 
12th  +12/+7/+2  +8  +4  +4  Reckless rider 
13th  +13/+8/+3  +8  +4  +4  Fierce challenge 2/day 
14th  +14/+9/+4  +9  +4  +4  Rage power 
15th  +15/+10/+5  +9  +5  +5  Mounted ferocity 
16th  +16/+11/+6/+1  +10  +5  +5  Order ability 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless rage 
18th  +18/+13/+8/+3 +11  +6  +6  Rage power 
19th  +19/+14/+9/+4 +11  +6  +6  Fierce challenge 3/day 
20th  +20/+15/+10/+5  +12  +6  +6  Mighty rage 
 

Order of the Beast   
A cavalier who belongs to this order establishes a symbiotic relationship between himself and his mount. Cavaliers of this order tend to be ferocious, brutal, 

and unrelenting as the bestial creatures they ride. This order complements the beastborne outrider multiclass archetype. 

Edicts: The cavalier must always be on guard, always watchful, and ready to act at a moment’s notice. He must ride fearlessly into battle, rend his foes, 
and trample them into the dust. The cavalier must take every opportunity to defend his lands against incursion, and destroy his enemies wherever they can be 

found.  

Challenge: Whenever an order of the beast cavalier issues a challenge, he receives a +1 morale bonus on all melee damage rolls made against the target 
of his challenge as long as target is threatening him or his mount. This bonus increases by +1 for every four levels the cavalier possesses. Furthermore, 

should the beast cavalier gain initiative over the target of his challenge during the first round of combat in an encounter, the cavalier also gains fast 

movement (+10 feet) while mounted for the duration of the challenge.  
Skills: An order of the beast cavalier adds Knowledge (geography) (Int), Stealth (Dex), and Survival (Wis) to his list of class skills. In addition, an order 

of the beast cavalier adds 1/2 his level to any ride checks made with his mount in addition to his Dexterity modifier.  
Order Abilities: A cavalier that belongs to the order of the beast gains the following abilities as he increases in level. 

Favored Terrain (Ex): At 2nd level, a cavalier gains the ranger’s favored terrain ability, except that only one terrain can be chosen. The cavalier’s bonus is 

+2 at 2nd level, and increases by +2 every eight levels thereafter, to a maximum of +6 at 16th level.  
Energy Resistance (Ex): At 8th level, a cavalier gains energy resistance to one type of energy, equal to 1/2 his class level. The type of energy resistance is 

determined by the cavalier’s favored terrain, as shown on the table below. This ability is exactly like the energy resistance rage power, and is considered the 

rage power for cavalier’s with levels in barbarian. Also, if the cavalier has levels in barbarian, his cavalier level stacks with his barbarian class for the 
purpose of qualifying for rage powers with the energy resistance rage power and class levels as prerequisites.  

 

Favored Terrains Resistance  
Cold (ice, glaciers, snow, and tundra) cold 
Desert (sand and wastelands) fire 
Forest (coniferous and deciduous) cold or fire 
Jungle fire or lightning 
Mountains (including hills) fire or lightning 
Plains lightning 
Planes (pick one, other than Material Plane) pick one of acid, cold, fire, or lightning  
Swamp acid 
Underground (caves and dungeons) acid or cold 
Urban (buildings, streets, and sewers) cold or fire 
Water (above and below the surface) cold 
 
Camouflage (Ex): At 15th level, a cavalier gains the ranger’s camouflage ability, except it only functions within his favored terrain. 

 



BLOODBLAST RAGER (Elghinn Lightbringer)  
Bloodragers are dangerous opponents, employing their bloodrage and martial training with deadly skill. However, there are those who have learned to focus 
their bloodrage internally and unleash it in a tremendous blast of fire. These bloodblast ragers as they have come to be known can change the types of energy 

that is released, based upon their chosen bloodline. Resilient and persistent, bloodblast ragers are powerful warriors, and are even deadlier in close quarters.  

Primary Class: Bloodrager.  
Secondary Class: Alchemist. 

Alignment: Any. 

Hit Dice: d10.  
Bonus Skills and Ranks: The bloodblast rager may select three alchemist skills to add to his class skills in addition to the normal bloodrager class skills. 

The bloodblast rager gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The bloodblast rager is proficient with all simple and martial weapons, with light armor, medium armor, and with 
shields (except tower shields). A bloodblast rager can cast bloodrager spells while wearing light or medium armor without incurring the normal arcane spell 

failure chance. This does not affect the arcane spell failure chance for arcane spells received from other classes. Like other arcane spellcasters, a bloodblast 

rager wearing heavy armor or using a shield incurs a chance of arcane spell failure if the spell in question has somatic components. 
Fireblood Bomb (Su): Starting at 1st level, a bloodblast rager can focus his bloodrage into a volatile explosion that he can release to blast nearby 

enemies. Once per bloodrage, a bloodblast rager can spend 2 extra rounds of bloodrage to focus and unleash a fireblood bomb. Focusing his energy, 

expending the rounds of bloodrage, and releasing the blast requires a standard action that provokes an attack of opportunity. A bloodblast rager’s fireblood 
bomb inflicts 1d6 points of fire damage to all adjacent creatures, but also deals an amount of fire damage to the bloodblast rager equal to the blast’s 

minimum damage (so if the fireblood bomb would deal 2d6+4 points of fire damage, it would deal 6 points of fire damage to the bloodblast rager). The 

damage of a bloodblast rager's fireblood bomb increases by 1d6 points at 4th level and every three levels thereafter (this additional damage is not multiplied 
on a critical hit or by using feats such as Vital Strike).  

At 6th level, a fireblood bomb can make an adjacent, unattended Fine flammable objects catch on fire and works as if he were using flint and steel except 

that functions in any sort of weather and takes much less time to actually ignite an object. This affects Diminutive objects at 8th, and Small objects at 10th 
level. A bloodblast rager can learn new types of fireblood bombs discoveries (see the Blast Discovery ability) as he levels up. This ability replaces the 

bloodline power gained at 1st level. 

Bloodline: This is exactly like the bloodrager’s ability of the same name, except that whenever the bloodblast rager gains a bloodline power, he can 
choose to gain the power granted at the indicated level or a power granted at a previous level.   

Blast Discovery: Starting at 3rd level, a bloodblast rager makes an incredible discovery that alters the effects of his fireblood bomb. He can choose one of 

the following alchemist bomb discoveries: acid bomb, anarchic bomb, blinding bomb, boneshard bomb, breath weapon bomb, concussive bomb, confusion 
bomb, defoliant bomb, delayed bomb, demolition charge, dispelling bomb, ectoplasmic bomb, fast bombs, fire brand, force bomb, frost bomb, healing bomb, 

holy bomb, immolation bomb, plague bomb, poison bomb, psychoactive bomb, profane bomb, scrap bomb, shock bomb, smoke bomb, sunlight bomb, 

tanglefoot bomb. A bloodblast rager must meet the requirements of any bomb discovery he chooses and treats his bloodblast rager level as his alchemist 
level for the purpose of level prerequisites. A bloodblast rager with the Undead bloodline is treated as having the alchemical zombie for the purpose of 

selecting the boneshard bomb discovery. 

At 6th level and every three levels thereafter, a bloodblast rager can select another bomb discovery he qualifies for in place of a bloodline feat. Unless 
otherwise noted, the bloodblast rager cannot select an individual bomb discovery more than once. For the purpose of these discoveries, a fireblood bomb is 

treated as an alchemist’s bombs. Bombs that are marked with an asterisk (*) do not stack. Only one such discovery can be applied to a bloodblast rager’s 

fireblood bomb. The DC of any saving throw called for by a discovery is equal to 10 + 1/2 the bloodblast rager’s level + the bloodblast rager's Charisma 
modifier. This ability replaces blood santuary.  

Fire Resistance (Su): At 7th level, a bloodblast rager gains a resistance to fire 5. This resistance to fire increases to 10 at 11th level and to 15 at 15th 

level. At 19th level, a bloodblast rager becomes completely immune to fire. This ability replaces damage reduction. 
 

NEW DISCOVERIES 
The following new discovery complements the Bloodblast Rager multiclass archetype.  

 

Thunderblast Bomb 
The alchemist’s bomb creates a peal of thunder that can knock down enemies.  

Prerequisites: Bomb class feature, alchemist 6. 
Benefits: When the alchemist uses a bomb, he creates a thunderous report. All creatures adjacent to the bombs splash area must succeed 

at a Fortitude save or be deafened for 1 minute. Any creature wielding or carrying the firearm takes a –4 penalty on this saving throw, and her 
misfire range increases by 1 for 1d4 rounds. If the firearm was loaded when it was targeted by this effect, that ammunition is wasted. If the 
creature fails its Fortitude save by 10 or more, it is also knocked prone.  
 

 

Table: Bloodblast Rager 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +0  Bloodline, bloodrage, fast movement, fireblood bomb 1d6  —  —  —  — 
2nd  +2  +3  +0  +0  Uncanny dodge  —  —  —  — 
3rd  +3  +3  +1  +1  Blast discovery  —  —  —  — 
4th  +4  +4  +1  +1  Bloodcasting, bloodline power, fireblood bomb 2d6   1  —  —  — 
     eschew materials 
5th  +5  +4  +1  +1  Improved uncanny dodge   1  —  —  — 
6th  +6/+1  +5  +2  +2  Bloodline feat   1  —  —  — 
7th  +7/+2  +5  +2  +2  Bloodline spell, fire resistance 5, fireblood bomb 3d6   1   1  —  — 
8th  +8/+3  +6  +2  +2  Bloodline power   1   1  —  — 
9th  +9/+4  +6  +3  +3  Bloodline feat   2   1  —  — 
10th  +10/+5  +7  +3  +3  Bloodline spell, fireblood bomb 4d6   2   1   1  — 
11th  +11/+6/+1  +7  +3  +3  Fire resistance 10, greater bloodrage   2   1   1  — 
12th  +12/+7/+2  +8  +4  +4  Bloodline feat, bloodline power   2   2   1  — 
13th  +13/+8/+3  +8  +4  +4  Bloodline spell, fireblood bomb 5d6   3   2   1   1 
14th  +14/+9/+4  +9  +4  +4  Indomitable will   3   2   1   1 



15th  +15/+10/+5 +9  +5  +5  Bloodline feat, fire resistance 15   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +5  Bloodline power, bloodline spell, fireblood bomb 6d6   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless bloodrage   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +6  Bloodline feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +6  Fireblood bomb 7d6, immunity to fire   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +6  Bloodline power, mighty bloodrage   4   4   3   2 

CHANNELED MYSTIC (Christos Gurd) 
Some of those touched by bloodrage seek to control their dangerous powers by training with monks to achieve a sense of betterment. 

Primary Class: Bloodrager.   

Secondary Class: Monk.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The channeled mystic selects three monk skills to add to his class skills in addition to the normal bloodrager class skills. The 

channeled mystic gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The channeled mystic is proficient with all simple weapons, plus 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 types of armor or shields.  
Bloodline (Su): This is exactly like the bloodrager ability of the same name, except that the channeled mystic may also select the new Monastic 

Bloodline. Any bloodline abilities based on Charisma instead use the channeled mystic’s Wisdom to determine their effects. 

Controlled Bloodrage (Su): When a channeled mystic enters a bloodrage, he gains a +4 morale bonus to two of the following physical attributes: 
Strength, Dexterity, or Constitution, but gains no bonus to his Will saves, takes no penalties to AC, and can still use Intelligence-, Dexterity-, and Charisma-

based skills. At 6th level, the channeled mystic can choose to split the total of these bonuses between all three physical attributes. She must apply these 

bonuses in increments of +2 and cannot exceed a maximum of +4 bonus to a single attribute. For example, the channeled mystic could gain a +4 bonus to his 
Strength and Dexterity, or a +4 to his Strength, and a +2 to his Dexterity and Constitution. This also applies to the bonuses gained from greater bloodrage 

and mighty bloodrage. At 11th level, he cannot exceed a maximum of +6 to a single attribute, and a maximum of +8 to a single attribute at 20th level. This 

modifies bloodrage and replaces blood casting. 
Still Mind (Ex): At 3rd level, a channeled mystic gains the monk’s still mind ability. This ability replaces blood sanctuary. 

Spell Casting: A channeled mystic uses his Wisdom in place of his Charisma to determine the effects of his spellcasting ability. 

 
 

Monastic Bloodline (Bloodrager) 
Your blood has been infused with the rigorous training and mental discipline of the monastic orders throughout the world, allowing you to become one with 

the infinite comic energies of the universe. This bloodline complements the channeled mystic multiclass archetype 
Bonus Feats: Combat Casting, Defensive Combat Training, Dodge, Great Fortitude, Lightning Reflexes, Iron Will, Mobility. 

Bonus Spells: expeditious retreat (7th), glide(10th), healing thief (14th), dimension door (16th). 

Bloodline Powers: You are trained in the mystic knowledge of the ascetics, and can draw upon it to gain an advantage in combat. 
Unarmed Strike (Ex): At 1st level, you gain Improved Unarmed Strike as a bonus feat and deal 1d6 points of damage (1d4 for Small, 1d8 for Large) with 

any unarmed strike. Your attacks may be made with fist, elbows, knees, and feet. This means that you may make unarmed strikes with your hands full. There 

is no such thing as an off-hand attack when striking unarmed. You may thus apply your full Strength bonus on damage rolls for all your unarmed strikes. 

Usually your unarmed strikes deal lethal damage, but you can choose to deal nonlethal damage instead with no penalty on your attack roll. You have the 

same choice to deal lethal or nonlethal damage while grappling. Your unarmed strike is treated as both a manufactured weapon and a natural weapon for the 

purpose of spells and effects that enhance or improve either manufactured weapons or natural weapons. 
If you already possess the Improved Unarmed Strike feat or the monk’s unarmed strike class feature, you gain either Elemental Fist or Stunning Fist as a 

bonus feat. This power counts as the monk’s unarmed strike class feature for the purpose of feat prerequisites. 

Channeled Ki (Su): At 4th level, you are treated as if you had the monks ki pool class feature for the purposes of effects. Whenever you would need to 
expend any number of ki points you may instead spend up to twice the number of bloodrage rounds as the ki points required.  

In addition, you can select the following quinggong monk powers in place of a bloodline feat. At 5th level, he can choose from the list of 5th level ki 

powers, and from each subsequent level of powers or lower every six levels thereafter.  
 

5th-Level Ki Powers 

Deny Death (1 bloodrage rounds) 
High jump (monk ability, 2 bloodrage rounds) 

Ki arrow (2 bloodrage rounds) 

Ki Stand (1 bloodrage rounds) 
Slow fall (monk ability, 1 bloodrage rounds) 

Wholeness of body (monk ability, 4 bloodrage rounds) 

 

11th-Level Ki Powers 

Greater Bull Rush (4 bloodrage rounds) 
Greater Disarm (4 bloodrage rounds) 

Greater Feint (4 bloodrage rounds) 

Greater Sunder (4 bloodrage rounds) 
Improved Blind-Fight (2 bloodrage rounds) 

 

17th-Level Ki Powers 

Bleeding Critical (6 bloodrage rounds) 

Blinding Critical (6 bloodrage rounds) 

Crippling Critical (6 bloodrage rounds) 
Deafening Critical (6 bloodrage rounds) 

Diamond soul (monk ability) 

Empty body (monk ability, 6 bloodrage rounds) 
Greater Blind-Fight (4 bloodrage rounds) 

Improved Ki Throw (4 bloodrage rounds) 



Ki shout (6 bloodrage rounds) 

Timeless body (monk ability, 0 bloodrage rounds) 
Tiring Critical (6 bloodrage rounds) 

Tongue of the sun and moon (monk ability, 0 bloodrage rounds) 

 
Resilient Body (Su): At 8th level, you gain immunity to all diseases, including supernatural and magical diseases, and to all poisons. This power counts as 

both the monk’s purity of body and diamond body class features for the purpose of feat prerequisites. 

Abundant Step (Su): At 12th level, you gain the monk’s abundant step ability. Using this ability is a move action that consumes 4 rounds of bloodrage.  
Quivering Palm (Su): At 16th level you gain quivering palm as the monk class ability. 

Perfect Self (Su): At 20th level, you become a magical creature. You are forevermore treated as an outsider rather than as a humanoid (or whatever your 

creature type was) for the purpose of spells and magical effects. Additionally, you gain an additional +4 morale bonus to Wisdom. Unlike other outsiders, 
you can still be brought back from the dead as if you were a member of your previous creature type. 

 

 

Table: Channeled Mystic 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +0  Bloodline, bloodline power, controlled bloodrage,  —  —  —  — 
     fast movement  
2nd  +2  +3  +0  +0  Uncanny dodge  —  —  —  — 
3rd  +3  +3  +1  +1  Still mind  —  —  —  — 
4th  +4  +4  +1  +1  Bloodline power, eschew materials   1  —  —  — 
5th  +5  +4  +1  +1  Improved uncanny dodge   1  —  —  — 
6th  +6/+1  +5  +2  +2  Bloodline feat   1  —  —  — 
7th  +7/+2  +5  +2  +2  Bloodline spell, damage reduction 1/—   1   1  —  — 
8th  +8/+3  +6  +2  +2  Bloodline power   1   1  —  — 
9th  +9/+4  +6  +3  +3  Bloodline feat   2   1  —  — 
10th  +10/+5  +7  +3  +3  Bloodline spell, damage reduction 2/—   2   1   1  — 
11th  +11/+6/+1  +7  +3  +3  Greater controlled bloodrage   2   1   1  — 
12th  +12/+7/+2  +8  +4  +4  Bloodline feat, bloodline power   2   2   1  — 
13th  +13/+8/+3  +8  +4  +4  Bloodline spell, damage reduction 3/—   3   2   1   1 
14th  +14/+9/+4  +9  +4  +4  Indomitable will   3   2   1   1 
15th  +15/+10/+5 +9  +5  +5  Bloodline feat   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +5  Bloodline power, bloodline spell, damage reduction 4/—   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless bloodrage   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +6  Bloodline feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +6  Damage reduction 5/—   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +6  Bloodline power, mighty controlled bloodrage   4   4   3   2 
  



CLAN CRUSADER (Lindley Court) 
Many clans dot the lands; from the lush highlands of the mountain hills, to the desert tundra of the cold north. No matter where they live, in every clan can 
be found one who draws upon both their magical heritage and god-granted gifts of their patron deities. These then, are the clan crusaders–sworn to protect 

their clan and destroy their blood enemies no matter the cost. Through the power of his rage, the clan crusader draws upon the divine energies of his god to 

smite his foes and gain abilities meant to enhance his capacity in battle. While not common, clan crusaders are both deadly and fearsome to behold.      
Primary Class: Bloodrager. 

Secondary Class: Paladin.  

Alignment: Any nonchaotic.  
Hit Dice: d10.  

Bonus Skills and Ranks: The clan crusader may select three paladin skills to add to his class skills in addition to the normal bloodrager class skills, one 

of which must be Knowledge (nobility). The clan crusader gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The clan crusader is proficient with all simple and martial weapons, with light and medium armor, and with shields 

(except towers shields). A clan crusader can cast bloodrager spells while wearing light armor or medium armor without incurring the normal arcane spell 

failure chance. This does not affect the arcane spell failure chance for arcane spells received from other classes. Like other arcane spellcasters, a clan 
crusader wearing heavy armor or wielding a shield incurs a chance of arcane spell failure if the spell in question has somatic components. 

Bloodline Clan: The clan crusader’s clan is a symbol of both his heritage and the source of his magic that empowers his bloodrages, bonus feats, and 

bonus spells. Regardless of the source, his clan’s influence manifests in a number of ways. This functions like the bloodrager’s bloodline ability and once 
made, this choice cannot be changed. 

In addition to the clan crusader’s bloodline powers, bonus feats, and bonus spells, his bloodline determines his blood enemy (see Smite Blood Enemy 

below). The clan crusader gains the following creature types (or subtypes) as his blood enemies, according to his bloodline.  
 

Table: Blood Enemies 

Bloodline Blood Enemies 

Aberrant Animals, magical beasts  

Abyssal  Good outsiders, good divine spellcasters  

Arcane  Arcane spellcasters (creatures with spell-like abilities) 
Black Blood Fey, plants  

Boreal  Fire subtype, monstrous humanoids   

Celestial  Evil outsiders, evil divine spellcasters  
Destined  Chose one of the following types: Dragon (metallic or chromatic), Outsider (chaotic, evil, good or lawful), Undead  

Draconic  Dragons of opposing subtypes (chromatic or. metallic), including spellcasters with opposing draconic bloodlines 

Elemental  Outsiders of the opposing elemental subtype (air, earth, fire or, water) 
Fey  Aberrations, undead 

Infernal  Good outsiders, good divine spellcasters 

Kyton  Chaotic or good outsiders 
Undead  Good outsiders, good divine spellcasters 

 

Crusader’s Defense (Su): At 2nd level, when a clan crusader wields a two-handed melee weapon, he gains a +2 shield bonus to AC. At 5th level, this 
bonus increases to +4. This ability replaces uncanny dodge.  

Crusader’s Grace (Ex): At 5th level, a clan crusader gains the paladin’s divine grace ability. This ability replaces improved uncanny dodge.  

Smite Blood Enemy (Su): Starting at 3rd level, a clan crusader can focus his bloodrage to aid him in his struggle against the enemies of his bloodline 
(see Bloodline Clan). Once per day as a swift action, the clan crusader can spend 2 rounds of bloodrage and choose one target within sight to smite. If this 

target is of a creature type (or alignment) that is a blood enemy of his clan, the clan crusader adds his Charisma bonus (if any) to his attack rolls and adds his 

clan crusader level to all damage rolls made against the target of his smite. Regardless of the target, smite blood enemy attacks automatically bypass 
any DR the creature might possess. 

In addition, while smite blood enemy is in effect, the clan crusader gains a deflection bonus equal to his Charisma modifier (if any) to his AC against 

attacks made by the target of the smite. If the clan crusader targets a creature that is not an enemy of his clan, the smite is wasted with no effect. 
The smite blood enemy effect remains for a number of minutes equal to his Charisma modifier or until the target of the smite is dead, whichever comes 

first. At 7th level, and at every four levels thereafter, the clan crusader may smite blood enemy one additional time per day, as indicated on Table: Clan 

Crusader, to a maximum of five times per day at 19th level. A clan crusader can only use this ability while in a bloodrage. This ability replaces blood 
sanctuary, greater bloodrage, and mighty bloodrage.  

Inherited Vigilance (Ex): At 8th level, a clan crusader gains a +1 morale bonus to his Initiative against his blood enemy. He also gains a +1 bonus to 
saving throws against diseases, and the shaken and sickened conditions. These bonuses increase by +1 at 11th level and every three levels thereafter, to a 

maximum of +5 at 20th level. At 11th level, these bonuses apply to dazed, poisoned, and staggered the conditions. At 14th level, these bonuses apply to the 

frightened and nauseated conditions. Should the target of a clan crusader’s smite blood enemy use any spells or effects that bestow any of the listed 
conditions, the bonus to such saving throws is doubled. This ability replaces damage reduction. 

 

 

BOREAL BLOODLINE (BLOODRAGER) 
Your enormous ancestors have graced you with a powerful form that can only be matched by your heart of ice.  

Bonus Feats: Endurance, Great Fortitude, Greater Bull Rush, Improved Bull Rush, Iron Will, Power Attack, Toughness.  

Bonus Spells: enlarge person (7th), bull’s strength (10th), elemental aura (13th), ice storm (16th). 
Bloodline Powers: Strong, unwavering, and with all the power of a raging blizzard, you cannot be stopped.  

Oversized Combat (Ex): At 1st level, your giant blood heritage allows you to function in many ways as if you were one size category larger. You can use 

melee weapons designed for a creature one size larger without penalty. However, your space and reach remain those of a creature of your actual size. The 
benefits of this ability stack with the effects of powers, abilities, and spells that change your size category. 

Frostbitten Hide (Su): At 4th level, you gain cold resistance 5 and a +1 natural armor bonus to AC. These improve to cold resistance 10 and a +2 natural 

armor bonus to AC at 8th level, and cold resistance 15 and a +3 natural armor bonus to AC at 16th level.   
Enormous Presence (Ex): At 8th level, whenever you are subject to a size modifier or special size modifier for a Combat Maneuver Bonus or Combat 

Maneuver Defense (such as during grapple checks, bull rush attempts, and trip attempts), you are treated as one size larger if doing so is advantageous to 

you. You are also considered to be one size larger when determining whether a creature's special attacks based on size (such as grab or swallow whole) can 
affect you. At 20th level, you are treated as two size categories larger for the purpose of this ability.  



Mammoth Endurance (Su): At 12th level, when you use bloodrage, the morale bonus to your Constitution increases by +2. At 16th level, this bonus 

increases by +4. 
Critical Mass (Ex): At 16th level, whenever you confirm a critical hit with a melee attack, you can make a bull rush combat maneuver against the target as 

if you had the Improved Bull Rush feat as an immediate action. You can move your target up to 10 feet before you are required to move yourself.   

Giant of the Tundra (Su): At 20th level, your giant heritage becomes manifest. You increase one size category (Small to Medium, Medium to Large, and 
so on) permanently. You gain +2 Strength, +2 Constitution, and a +4 natural armor bonus to AC permanently. You also gain immunity to cold and the rock 

catching special ability.  

 
 

Table: Clan Crusader 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +0  Bloodline clan, bloodline power, bloodrage,  —  —  —  — 
     fast movement  
2nd  +2  +3  +0  +0  Crusader’s defense   —  —  —  — 
3rd  +3  +3  +1  +1  Smite blood enemy 1/day  —  —  —  — 
4th  +4  +4  +1  +1  Bloodcasting, bloodline power, eschew materials   1  —  —  — 
5th  +5  +4  +1  +1  Crusader’s grace   1  —  —  — 
6th  +6/+1  +5  +2  +2  Bloodline feat   1  —  —  — 
7th  +7/+2  +5  +2  +2  Bloodline spell, smite blood enemy 2/day   1   1  —  — 
8th  +8/+3  +6  +2  +2  Bloodline power, inherited vigilance +1   1   1  —  — 
9th  +9/+4  +6  +3  +3  Bloodline feat   2   1  —  — 
10th  +10/+5  +7  +3  +3  Bloodline spell   2   1   1  — 
11th  +11/+6/+1  +7  +3  +3  Inherited vigilance +2, smite blood enemy 3/day   2   1   1  — 
12th  +12/+7/+2  +8  +4  +4  Bloodline feat, bloodline power   2   2   1  — 
13th  +13/+8/+3  +8  +4  +4  Bloodline spell   3   2   1   1 
14th  +14/+9/+4  +9  +4  +4  Indomitable will, inherited vigilance +3   3   2   1   1 
15th  +15/+10/+5 +9  +5  +5  Bloodline feat, smite blood enemy 4/day   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +5  Bloodline power, bloodline spell   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +5  Inherited vigilance +4, tireless bloodrage   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +6  Bloodline feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +6  Smite blood enemy 5/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +6  Bloodline power, inherited vigilance +5   4   4   3   2 
 
  



CONSECRATED FURY (Bardess) 
Many bloodragers neither know nor understand from whence their powers come. However, the consecrated fury knows, either by choice or chance or fate 
that a deity has been bestowed a portion of its power to infuse his blood with divine energy. While a consecrated fury’s deity may ask for little recompense 

for its divine favor, it may ask that he fulfill a sacred quest or become the leader of its church’s fighting arm. In any case, the consecrated fury is a feared 

when upon on the battlefield. A slayer and healer, the consecrated fury serves as a warning to his god’s enemies and a symbol of hope and victory to the  
members of his flock. 

Primary Class: Bloodrager.  

Secondary Class: Warpriest.  
Alignment: Any; a consecrated fury is wild and free and can have an alignment that is very different from that of his deity.  

Hit Dice: d10. 

Bonus Skills and Ranks: The consecrated fury may select three warpriest skills to add to his class skills in addition to the normal bloodrager class skills. 
The consecrated fury gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The consecrated fury is proficient with all simple and martial weapons, as well as the favored weapon of his deity, and 

with light armor, medium armor, and shields (except tower shields). If the consecrated fury worships a deity with unarmed strike as its favored weapon, he 
gains Improved Unarmed Strike as a bonus feat. A consecrated fury can cast bloodrager spells while wearing light armor or medium armor without incurring 

the normal arcane spell failure chance. This does not affect the arcane spell failure chance for arcane spells received from other classes. Like other arcane 

spellcasters, a consecrated fury wearing heavy armor or wielding a shield incurs a chance of arcane spell failure if the spell in question has somatic 
components. 

Blessed Bloodline: The granted powers from the consecrated fury’s deity interfere with the natural powers coming from his bloodline. At 1st level, a 

consecrated fury chooses one bloodline and one blessing granted from his patron deity. The chosen blessing must be related to his bloodline, as shown on the 
following table.  

 

Bloodline  Blessings 
Aberrant Animal, Charm, Destruction, Madness, Void  
Abyssal Chaos, Darkness, Destruction, Evil, Strength, War  
Arcane Artifice, Knowledge, Magic, Protection, Rune  
Black Blood Darkness, Death, Madness, Void, Water  
Celestial Chaos, Glory, Good, Healing, Law, Protection, Sun, War  
Destined Community, Glory, Nobility, Repose, Strength, War  
Draconic Air, Artificer, Earth, Fire, Magic, Scalykind, Water  
Elemental Air, Earth, Fire, Strength, Water, Weather  
Fey  Animal, Charm, Liberation, Luck, Plant, Travel, Trickery  
Infernal Darkness, Evil, Fire, Law, War  
Kyton Darkness, Destruction, Evil, Madness, War  
Undead Darkness, Death, Evil, Repose, War 
 

The consecrated fury can choose to replace either his bloodline power gained at 1st, 4th, or 8th level with his minor blessing, and either his bloodline 

power gained at 12th or 16th level with his major blessing. A consecrated fury can use his blessings while in bloodrage, and their effect lasts for the 
bloodrage’s duration. This modifies bloodline.  

Sacred Bloodrage (Su): The mix of arcane and divine power in the consecrated fury’s blood leaves him more vulnerable to distractions and mind–

affecting attacks. AS such, the consecrated fury does not gain the normal +2 morale bonus on all Will saving throws. At 11th level, when the consecrated 
fury gains his greater bloodrage ability, he gains only a +1 bonus to Will saving throws. At 20th level, when the consecrated fury gains his aspect of fury 

ability, this bonus increases to +2. This modifies bloodrage.  

Focus Weapon: At 3rd level, a consecrated fury gains the warpriest’s focus weapon ability. This ability replaces blood sanctuary.  
Sacred Weapon (Su): At 4th level, the weapons wielded by a consecrated fury are charged with the power of his blessed blood. In addition to the favored 

weapon of his deity, the consecrated fury can designate a weapon as a sacred weapon by selecting that weapon with the Weapon Focus feat; if he has 

multiple Weapon Focus feats, this ability applies to all of them. The consecrated fury can enhance one of his sacred weapons with divine power as a swift 
action. This power grants the weapon a +1 enhancement bonus. For every 4 levels beyond 4th, this bonus increases by 1 (to a maximum of +5 at 20th level).  

These bonuses stack with any existing bonuses the weapon might have, to a maximum of +5. The consecrated fury can enhance a weapon with any of the 

following weapon special abilities: bane (see table below), blood–hunting (see table below), conductive, defending, furious, invigorating. In addition, if the 
consecrated fury is chaotic, he can add anarchic. If he is evil, he can add unholy. If he is good, he can add holy. If he is lawful, he can add axiomatic. If he is 

true neutral, he can add thundering.  
In addition, the consecrated fury can add the following special weapon abilities to his sacred weapon according to his bloodline: Aberrant (menacing), 

Abyssal (planar), Arcane (spell storing), Black Blood (ominous), Celestial (merciful), Destined (called), Draconic (corrosive, flaming, frost, shock), 

Elemental (corrosive, flaming, frost, shock), Fey (glamered), Infernal (planar), Kyton (cruel), Undead (greyflame).  
If the consecrated fury adds the bane or blood-hunting special weapon ability to his sacred weapon, the weapon functions against one of the following 

creature types or bloodlines, as shown on the following table. 

  
Bloodline  Bane/Blood-Hunting Weapon  
Aberrant  Animal or fey/choose Dragon or Fey 
Abyssal  Outsider (good)/ choose Celestial, Destined, or Dragon 
Arcane  Construct or magical beast/choose Arcane or Destined  
Black Blood  Fey or plant/choose Dragon or Fey  
Celestial  Outsider (evil)/choose Abyssal, Infernal, Kyton, or Undead  
Destined  Humanoid (choose one)/choose Abyssal, Celestial, Infernal, or Kyton 
Draconic  Dragon/choose Black Blood or Undead 
Elemental  Outsider (opposing element; air/earth, fire/water)/choose Arcane or Dragon  
Fey  Aberration or vermin/choose Aberration or Black Blood  
Infernal  Outsiders (good)/choose Celestial or Destined 
Kyton  Outsider (chaotic or good)/choose Celestial or Destined  
Undead  Humanoid (choose one) or monstrous humanoid/choose Celestial or Dragon 
 

A consecrated fury does not deal the warpriest’s sacred weapon extra damage. This ability otherwise functions as the warpriest’s sacred weapon ability 
and replaces eschew materials and bloodline spells. 



Spellcasting: The consecrated fury adds the following warpriest spells to his spell list at the indicated spell levels: 1st level–ant haul, bane, bleed, bless, 

compel hostility, cure light wounds, detect magic, divine favor, doom, inflict light wounds, liberating command, mighty fist of the earth, moment of 
greatness, read magic, reinforce armaments, remove fear, resistance, shield of faith, shield of fortification, stalwart resolve, stunning barrier, swallow your 

fear, weapons against evil; 2nd level–align weapon, ancestral communion, bestow weapon proficiency, blessing of courage and life, blood of the martyr, 

death knell, effortless armor, ghostbane dirge, grace, instant armor, instrument of agony, life shield, martyr’s bargain, sacred bond, spiritual weapon, 
surmount affliction; 3rd level–archon’s aura, aura of cannibalism, badger’s ferocity, battle trance, black sword of war, blood rage, cure moderate wounds, 

deadly juggernaut, inflict moderate wounds, magic vestment, magic weapon, greater, prayer, shield of fortification, greater, storm of blades, stunning 

barrier, greater, summon ancestral guardian, wrathful mantle; 4th level–ancestral gift, ancestral memory, aura of doom, blade barrier, boneshatter, 
crusader’s edge, cure serious wounds, death ward, deathless, disrupting weapon, divine power, forceful strike, freedom of movement, holy smite, inflict 

serious wounds, persistent vigor, righteous might, spell immunity, wrathful weapon. A consecrated fury otherwise learns and casts spells of as a bloodrager 

equal to his consecrated fury level. He also gains bonus spells if he has a high Charisma score.  
Bloodline Feats: This is exactly like the bloodrager ability of the same name, except that the consecrated fury can also select a combat feat that he meets 

the requirements in place of a bloodline feat. For the purposes of qualifying these feats, the consecrated fury treats his consecrated fury level as his fighter 

level.  
Sacred Armor (Su): At 7th level, a consecrated fury gains the warpriest’s sacred armor ability. A consecrated fury can also adds the new blooded special 

armor ability to his armor. Adding this property consumes sacred armor bonus as a +3 special armor ability. The blooded property functions like an amulet 

of the blooded, granting him the benefits of the amulet according to his bloodline. A consecrated fury that has the Arcane bloodline gains the Accursed 
bloodline benefits, while a consecrated fury of the Kyton bloodline gains the benefits of the Infernal bloodline. This ability replaces damage reduction.  

Aspect of Fury (Su): At 20th level, when a consecrated fury enters a bloodrage, the morale bonus to his Strength and Constitution increases to +8, and 

the morale bonus on his Will saves increases to +2 (see Sacred Bloodrage). Furthermore, the spell he can apply to himself at the beginning of a bloodrage 
due to the greater bloodrage class feature is no longer limited to spells of 2nd level or lower. Lastly, during a bloodrage, the consecrated fury gains DR 10/— 

and can move at his full normal speed regardless of the armor he is wearing or his encumbrance. This replaces mighty bloodrage. 

 
 

Table: Consecrated Fury 
 Base      
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +2  Blessed boodline, bloodline power, fast movement,  —  —  —  — 
     sacred bloodrage 
2nd  +2  +3  +0  +3  Uncanny dodge  —  —  —  — 
3rd  +3  +3  +1  +3  Focus weapon  —  —  —  — 
4th  +4  +4  +1  +4  Bloodcasting, bloodline power, sacred weapon +1   1  —  —  — 
5th  +5  +4  +1  +4  Improved uncanny dodge   1  —  —  — 
6th  +6/+1  +5  +2  +5  Bloodline feat   1  —  —  — 
7th  +7/+2  +5  +2  +5  Sacred armor +1   1   1  —  — 
8th  +8/+3  +6  +2  +6  Bloodline power, sacred weapon +2   1   1  —  — 
9th  +9/+4  +6  +3  +6  Bloodline feat   2   1  —  — 
10th  +10/+5  +7  +3  +7  Sacred armor +2   2   1   1  — 
11th  +11/+6/+1  +7  +3  +7  Greater bloodrage   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Bloodline feat, bloodline power, sacred weapon +3   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Sacred armor +3   3   2   1   1 
14th  +14/+9/+4  +9  +4  +9  Indomitable will   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Bloodline feat   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Bloodline power, sacred armor +4, sacred weapon +4   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10 Tireless bloodrage   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Bloodline feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Sacred armor +5   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Aspect of fury, bloodline power, sacred weapon +5   4   4   3   2 
  



CROW DRUID (Apraham Lincoln) 
Thieves and spies, scoundrels and rabble rousers, even worse epithets have branded the crow druid through the ages. While crow druids have no particular 
affinity with crows themselves, these tenacious little thieves go by many names that represent all manner of cunning creatures of the animal kingdom–crow, 

coyote, raven, racoon, squirrel, and so forth. Regardless of their chosen name, crow druids have eyes everywhere, using their animal companions to locate 

and ferret out the secret treasures and hidden bolt holes of their victims. Once these are discovered, the crow druid employs her guile and small size to 
relieve their victims of their valuables and most guarded secrets. Far more domesticated than most other druids, crow druids have been known to feel the 

allure of gems and fine jewelry, and often keep well stocked and hidden lairs. Oppressive tyrants that ravage the land and bullies who use their strength to 

terrorize those smaller than themselves most often draw the ire of the crow druid. It is not the overt attack a large creature like an angry dire bear that they 
fear, but the minuscule eyes that peer out of every dark nook and cranny that cause them to wonder if they will every truly be safe again.  

Primary Class: Druid.  

Secondary Class: Rogue.  
Alignment: Any neutral. 

Hit Dice: d8.  

Bonus Skills and Ranks: The crow druid selects six rogue skills to add to her class skills in addition to the normal druid class skills. The crow druid 
gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The crow druid is proficient with all simple weapons, plus the hand crossbow, rapier, sap, shortbow, and short sword. 

She is also proficient with all natural attacks (claw, bite, and so forth) of any form they assume with wild shape (see below). The crow druid is also 
proficient with light armor, but is prohibited from wearing metal armor; thus, she may wear only padded or leather armor. A crow druid may also wear 

wooden armor that has been altered by the ironwood spell so that it functions as though it were steel. The crow druid is not proficient with shields. A crow 

druid who wears prohibited armor or uses a shield is unable to cast druid spells or use any of her supernatural or spell-like class abilities while doing so and 
for 24 hours thereafter. 

Spellcasting: A crow druid prepares and casts spells as druid equal to her crow druid level. She also gains bonus spells if she has a high Wisdom score. In 

addition, the crow druid treats her divine spells as arcane spells for the purpose of qualifying for the arcane trickster prestige class.  
Nature Bond (Su): This is exactly like the druid ability of the same name, except that the crow druid must for a bond with the shadier aspects of nature. 

Such aspects include natural cunning, curiosity, guile, and trickery, granting her one of the following cleric domains or subdomains: Darkness (Night), Luck, 

Travel (Trade), Trickery (Deception, Innuendo, Thievery). She also has access to the new Crow animal domain. When determining the powers and bonus 
spells granted by this domain, the crow druid's effective cleric level is equal to her crow druid level. A crow druid also receives additional domain spell slots, 

just like a cleric. She must prepare the spell from her domain in this slot and this spell cannot be used to cast a spell spontaneously. 

In addition, gains the following ability. 
Familiar (Su): A crow druid gains a cunning familiar and may choose from the following list:  cat, crow (as raven, but master gains a +3 bonus on Sense 

Motive checks), fox, parrot, racoon, rat, raven, squirrel, weasel. Her effective wizard level for this ability is equal to her crow druid level. These familiars are 

considered dexterous enough to manipulate tiny objects but not weapons. A crow druid’s level stacks with levels from other classes that grant the familiar 
class feature when determining the powers of her familiar. A crow druid may add either the celestial, entropic, fiendish or resolute templates to their familiar 

if they take the Improved Familiar feat. This ability otherwise functions as the familiar ability of the wizard’s arcane bond class feature.  

This ability replaces nature bond.  
Sixth Sense (Ex): At 1st level, a crow druid gains a +2 bonus on all Perception and Sense Motive checks. This ability replaces nature sense. 

Trickster’s Secrets (Ex): A crow druid has the knack of scavenging magic not normally used by other druids. Starting at 1st level and every level 

thereafter, a crow druid adds one of the following spells to her druid spell list.  
0th–Level: mage hand, message, penumbra, prestidigitation, sift. 

1st–Level: comprehend languages, cultural adaptation, disguise self, vanish, ventriloquism.  

2nd–Level: codespeak, darkness, dust of twilight, invisibility, misdirection, rope trick, silence.  
3rd–Level: deeper darkness, dimension door, nondetection, seek thoughts.  

4th–Level: create hold, discern lies, greater invisibility, phantasmal killer, share senses.  

5th–Level: pass wall, secret chest, seeming, sending, telekinesis, treasure stitching. 
6th–Level: envious urge, getaway, legend lore, veil.  

7th–Level: circle of clarity, hungry darkness, vision, walk through space.  

8th–Level: mass invisibility, mind blank.  
9th–Level: etherealness, freedom. 

This ability replaces Medium Armor Proficiency and spontaneous casting.  

Uncanny Dodge (Ex): At 4th level, a crow druid gains the rogue’s uncanny dodge ability. This ability replaces resist nature’s lure. 
Wild Shape (Su): This functions as the druid ability of the same name, except for the following changes. At 4th level, a crow druid gains the ability to 

turn herself into any Small or Medium animal and back again once per day. Her options for new forms include all creatures with the animal type. This ability 
functions like the beast shape I spell, except as noted here. The effect lasts for 1 hour per crow druid level, or until she changes back. Changing form 

(to animal or back) is a standard action and doesn't provoke an attack of opportunity. The form chosen must be that of an animal the crow druid is familiar 

with. 
A crow druid can use this ability an additional time per day at 8th level and every four levels thereafter, for a total of five times at 20th level. As a crow 

druid gains in levels, this ability allows the crow druid to take on the form of larger and smaller animals, and magical beasts. Each form expends one daily 

usage of this ability, regardless of the form taken. 
At 6th level, a crow druid can use wild shape to change into a Tiny animal. When taking the form of an animal, a crow druid's wild shape now functions 

as beast shape II.  

At 8th level, a crow druid can use wild shape to change into a Diminutive animal, or a Small or Medium magical beast. When taking the form of animals 
or magical beasts, a crow druid's wild shape now functions as beast shape III.  

At 10th level, a crow druid can use wild shape to change into a Tiny magical beast.  

Sneak Attack (Ex): Starting at 5th level, a crow druid gains the rogue’s sneak attack ability. This extra damage is 1d6 at 5th level, and increases by 1d6 
every four crow druid levels thereafter, to a maximum of +4d6 at 17th level. A crow druid can make sneak attacks with her natural attacks while in wild 

shape. In addition, a crow druid’s familiar can make sneak attacks with its natural attacks. This extra damage is equal to 1/2 the crow druid’s sneak attack 

damage (minimum 1d6). This ability replaces the elemental and plant forms of the druid’s wild shape ability.  
Rogue Talent: Starting at 6th level, a crow druid gains the rogue’s rogue talent ability. She gains a rogue talent at 6th level and every four levels 

thereafter. She must qualify for each talent as normal. In addition, the crow druid can choose the rogue’s evasion ability as a rogue talent. This ability and 

advanced talents replace wild shape 2/day, wild shape 4/day, wild shape 6/day, and wild shape 8/day. 
Improved Uncanny Dodge (Ex): At 9th level, a crow druid gains the rogue’s improved uncanny dodge ability. This ability replaces venom immunity.  

Inconspicuous (Su): At 13th level, a crow druid can a druid gains the ability to change her appearance through at will illusory means, as if using 

the disguise self spell, but only while in her normal form. While in wild shape, a crow druid is treated as is under a constant nondetection spell. This ability 
replaces a thousand faces. 



Advanced Talents: At 14th level, a crow druid can choose an advanced talent whenever he could select a rogue talent.  

 Natural Spell (Sp or Su): At 15th level, a crow druid gains Natural Spell as a bonus feat, even if she does not meet the prerequisites. If she already has 
the Natural Spell feat, she can cast her druid spells as though they were a spell-like ability while in wild shape, instead of casting them normally. This means 

that the crow druid cannot be countered, nor can she apply metamagic feats to her spells during this time. This ability replaces timeless body.  

 
 

 

Crow Domain 
Granted Powers: You posses a devious mind and have learned the shadowy arts from the wise trickster crow. 

Feathery Touch (Su): At 1st level, as a free action, you may gain a competence bonus equal to half your druid level (minimum of +1) on a single Disable 

Device, Fly, Sleight of Hand, or Stealth check. You can use this ability a number of times per day equal to 3 + your Wisdom modifier. 

Ranged Legerdemain (Su): At 6th level, you can use the Disable Device and Sleight of Hand skills at a range of 30 feet. Working at a distance increases 
the normal skill check DC by 5, and you cannot take 10 on this check. Any object to be manipulated must weigh 5 pounds or less. You can only use this 

ability if she has at least 1 rank in the skill being used. If she gains this ability from another source (such as the Arcane Trickster prestige class), she no 

longer increases the DC by 5.  
Domain Spells: 1st—vocal alteration, 2nd—pilfering hand, 3rd—discern value, 4th—shadow step, 5th—prying eyes (except these are tiny birds), 6th—

mislead, 7th—ethereal jaunt, 8th—discern location , 9th—refuge. 

 
 

Table: Crow Druid 
 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  Nature bond, orisons, sixth sense,    3   1  —  —  —  —  —  —  —  —   
     trickster’s secrets, wild empathy 
2nd  +1  +3  +0  +3  Woodland stride   4   2  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Trackless step   4   2   1  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Uncanny dodge, wild shape (1/day)     4   3   2  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4  Sneak attack +1d6   4   3   2   1  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Rogue talent   4   3   3   2  —  —  —  —  —  — 
7th  +5  +5  +2  +5     4   4   3   2   1  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Wild shape (2/day)   4   4   3   3   2  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Improved uncanny dodge   4   4   4   3   2   1  —  —  —  — 
10th  +7/+2  +7  +3  +7  Rogue talent   4   4   4   3   3   2  —  —  —  — 
11th  +8/+3  +7  +3  +7  Sneak attack +2d6   4   4   4   4   3   2   1  —  —  — 
12th  +9/+4  +8  +4  +8  Wild shape (3/day)   4   4   4   4   3   3   2  —  —  — 
13th  +9/+4  +8  +4  +8  Inconspicuous   4   4   4   4   4   3   2   1  —  — 
14th  +10/+5  +9  +4  +9  Advanced talents, rogue talent   4   4   4   4   4   3   3   2  —  — 
15th  +11/+6/+1  +9  +5  +9  Natural spell   4   4   4   4   4   4   3   2   1  — 
16th  +12/+7/+2  +10  +5  +10  Wild shape (4/day)   4   4   4   4   4   4   3   3   2  — 
17th  +12/+7/+2  +10  +5  +10  Sneak attack +3d6   4   4   4   4   4   4   4   3   2   1 
18th  +13/+8/+3  +11  +6  +11  Rogue talent   4   4   4   4   4   4   4   3   3   2 
19th  +14/+9/+4  +11  +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +15/+10/+5  +12  +6  +12  Wild shape (5/day)   4   4   4   4   4   4   4   4   4   4 
 



DARK STALKER (Byrdology) 

While many rangers stalk their prey from blinds or behind bushes, some prefer to seclude themselves in the shadows. Unlike other rangers, dark stalkers are 
not skilled in combat against specific races. Instead, they have become adept in the art of the sneak attack, which allows them to engage any opponent 

equally. Through their use of roguish tricks, stealth, and ambush, they can avoid needless injury to themselves or their quarry. While not as adept in various 

terrains as other rangers, dark stalkers compensate for this shortcoming through sudden and devastating strikes against their foes.  
Primary Class: Ranger.  

Secondary Class: Rogue. 

Alignment: Any.  
Hit Die: d10.  

Bonus Skills and Ranks: The dark stalker may select three rogue skills to add to his class skills in addition to the normal ranger class skills, one of which 

must be Disable Device. The dark stalker gains a number of ranks at each level equal to 6 + Int modifier.  
Weapon and Armor Proficiency: The dark stalker is proficient with all simple and martial weapons plus the hand crossbow, with light armor, but not 

with shields (except tower shields).  

Favored Sneak Strike (Ex): At 1st level, a dark stalker selects a creature type from the dark stalker favored enemies table. He gains a +2 bonus on Bluff, 
Knowledge, Perception, Sense Motive, and Survival checks against creatures of his selected type. A dark stalker may make Knowledge skill 

checks untrained when attempting to identify these creatures. In addition, if a dark stalker can catch the creature when it is unable to defend itself effectively 

from his attack, he can strike a vital spot for extra damage.  
A dark stalker's attack deals 1d6 points of extra damage anytime the creature would be denied a Dexterity bonus to AC (whether the target actually has a 

Dexterity bonus or not), or when the dark stalker flanks the creature. Should the dark stalker score a critical hit with a favored sneak strike, this extra damage 

is not multiplied. Ranged attacks can count as favored sneak strikes only if the creature is within 30 feet. 
With a weapon that deals nonlethal damage (like a sap, whip, or an unarmed strike), a dark stalker can make a favored sneak strike that deals nonlethal 

damage instead of lethal damage. He cannot use a weapon that deals lethal damage to deal nonlethal damage in a favored sneak strike, not even with the 

usual –4 penalty. 
The dark stalker must be able to see the target well enough to pick out a vital spot and must be able to reach such a spot. A dark stalker cannot favored 

sneak strike while striking a creature with concealment.  

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the dark stalker may select an additional favored enemy. At each such interval, 
the skill bonuses against any one favored enemy (including the one just selected, if so desired) increases by +2. In addition, the extra damage dealt against 

each favored enemy increases by 1d6. Thus a dark stalker with three favored enemies would deal 3d6 extra damage against his 1st favored enemy, 2d6 

against his 2nd, and 1d6 against his third.   
If the dark stalker chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table below. (Note 

that there are other types of humanoid to choose from—those called out specifically on the table below are merely the most common.) If a specific creature 

falls into more than one category of favored enemy, the dark stalker's bonuses do not stack; he simply uses whichever bonus is higher. This ability replaces 
favored enemy and favored terrain.  

Stalker Devotions: Beginning at 1st level, a dark stalker can cast a small number of divine spells drawn from his list of devotions as a spell-like ability. A 

dark stalker’s selection of stalker devotion spells is limited to his list of stalker devotions (see below). The save DC for a saving throw against a stalker 
devotion is 10 + the devotion’s level + the dark stalker’s Wisdom modifier. At 1st level, a dark stalker can cast 1st-level devotions and each subsequent level 

of devotions every four levels thereafter, up to a maximum of 5th-level devotions at 17th level.  

A dark stalker gains access to the following devotions: 1st level—ant haul, aspect of the falcon, call animal, calm animals, charm animal, detect snares 
and pits, feather step, hide from animals, illusion of calm, keen senses, know the enemy, longshot, longstrider, residual tracking, speak with animals, tireless 

pursuit, vanish; 2nd level—acute senses, animal aspect, aspect of the bear, badger’s ferocity, blur, cat’s grace, chameleon stride, darkness, forest friend, 

gravity bow, hunter’s eye, lead blades, locate weakness; 3rd level—bloody claws, burrow, burst of speed, deeper darkness, instant enemy, invisibility, 
tireless pursuers; 4th level—animal aspect (greater), aspect of the stag, commune with nature, displacement; find quarry, tree shape; 5th level—aspect of 

the wolf, freedom of movement, invisibility (greater), terrain bond.  

At 1st level, a dark stalker may select one 1st–level spell from his list of devotions to prepare as his 1st–level devotion.   
At 5th level, a dark stalker may select one 2nd–level devotion to prepare as his 2nd–level devotion. 

At 9th level, a dark stalker may select one 3rd–level devotion to prepare as his 3rd–level devotion. 

At 13th level, a dark stalker may select one 4th–level devotion to prepare as his 4th–level devotion. Also, a dark stalker can now select two devotions 
each of 1st–, 2nd–, and 3rd–level to prepare as his 1st–, 2nd–, and 3rd–level devotions.  

At 17th level, a dark stalker may select one 5th–level devotion to prepare as his 5th–level devotion. 

When casting a 1st–, 2nd–, or 3rd–level devotion spell, the dark stalker expends one daily use of his stalker devotion ability, while casting a 4th– or 5th–
level devotion spells expends two daily uses of his stalker devotion ability. A dark stalker can cast use his stalker devotion ability a number of times per day 

equal to 3 + 1/2 his dark stalker level. A dark stalker can cast his stalker devotions as a swift action, and has a caster level equal to his dark stalker level. This 
ability, trapfinding, and improved ambush replace the ranger’s spellcasting ability. 

Combat Style Feats: This is exactly like the ranger’s ability of the same name, except that the dark stalker may only select a combat style feat at 2nd, 

10th, and 18th level.  
Trapfinding: At 2nd level, a dark stalker gains the rogue’s trapfinding ability. 

Rogue Talents: At 3rd level and every three levels thereafter, a dark stalker gains a rogue talent for which he qualifies. A dark stalker 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.  

Alternatively, a dark stalker can learn how to create a snare trap and one other ranger trap of his choice (see the ranger’s Trapper archetype) in place of a 

rogue talent. At each interval thereafter, the dark stalker can learn another trap in place of a rogue talent. The ranger can use these traps a total number of 
times per day equal to 1/2 his ranger level + his Wisdom modifier. Once a trap is learned, it can’t be unlearned and replaced with a different type of trap. The 

dark stalker cannot select an individual trap more than once. This ability and advanced talents replace the combat style feats gained at 6th and 14th level and 

favored terrain. 
Hunter’s Bond (Ex): This is exactly like the ranger ability of the same name, except that the dark stalker must select an animal companion, one 

specifically adept at stealth, such as a small or big cat, an eagle, or similar animal. The following is a list of typical animal companions that meet this stealth 

requirement: ant (giant), ape, bat (dire), bird, cat (big), cat, (small), chameleon (giant), dog, hyena, elk, gecko (giant), mantis (giant), monitor lizard, ram, rat 
(dire), roc, scorpion (giant), snake (constrictor), snake (viper), spider (giant), stag, trumpeter swan , vulture (giant), wasp (giant), weasel (giant), wolf. 

Additional animals may be added at the GM’s discretion.  

Additionally, a dark stalker’s animal companion shares his favored sneak strike ability, just as it would have a ranger’s favored enemy. As a dark stalker 
has no favored terrain class feature, his companion can only share such a bonus if the dark stalker chooses the Favored Terrain rogue talent. Also, the dark 

stalker’s animal companion loses its shared spell ability and gains the following ability in stead.  



Shared Stealth (Ex): If a dark stalker’s animal companion starts or ends its turn within 10 ft. of the dark stalker when he is using Stealth to hide, the 

companion can use the dark stalker’s Stealth check in place of its own. The animal companion cannot use shared stealth in a round in which it makes an 
attack. 

Ambush (Ex): At 7th level, a dark stalker becomes fully practiced in the art of ambushing. When he acts in the surprise round, he can take a move 

action, standard action, and swift action during the surprise round, not just a move or standard action. This ability replaces woodland stride. 
Quarry (Ex): This is exactly like the ranger ability of the same name, except that it corresponds to a specific individual creature, not a creature type.  

Advanced Talents: At 12th level, a dark stalker can choose an advanced rogue talent whenever he could choose a rogue talent, or when she selects the 

Extra Rogue Talent feat. The dark stalker adds the following rogue abilities to the list of advanced talents he may select: Uncanny Dodge and Improved 
Uncanny Dodge. A dark stalker must select uncanny dodge before selecting improved uncanny dodge.  

Shadow Camouflage (Ex): At 12th level, as long as a dark stalker is within 10 feet of an area of dim light, he can use the Stealth skill to hide, even if the 

area doesn't grant cover or concealment. A dark stalker cannot however, hide in his own shadow. This ability replaces camouflage.  
Improved Ambush (Ex): At 14th level, whenever a dark stalker uses his ambush ability or he himself is ambushed, he is not caught flat-footed.  

Improved Quarry (Ex): This is exactly like the ranger ability of the same name, except that it corresponds to a specific individual creature, not a creature 

type.  
Hide in Shadows (Ex): At 17th level, a dark stalker can use the Stealth skill even while being observed. As long as he is within 10 feet of an area of dim 

light, a dark stalker can hide himself from view in the open without anything to actually hide behind. He cannot, however, hide in his own shadow. This 

otherwise functions as and replaces hide in plain sight.  
Master Stalker (Ex): A dark stalker of 20th level becomes a master stalker. He can always move at full speed while using Survival to follow tracks 

without penalty. He can, as a standard action, make a single attack against a favored enemy at his full attack bonus. If the attack hits, the target takes 10d6 

points of extra damage and must make a Fortitude save or become fatigued. The DC of this save is equal to 10 + 1/2 the dark stalker's level + the dark 
stalker's Wisdom modifier. A dark stalker can choose instead to deal an amount of nonlethal damage equal to the creature's current hit points and the creature 

becomes exhausted. A successful save negates this damage but not the exhausted condition. A dark stalker can use this ability once per day against 

each favored enemy type he possesses, but not against the same creature more than once in a 24-hour period. This ability replaces master hunter.  

 

 

Table: Dark Stalker 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0 1st favored sneak strike, stalker devotions (1st), track, wild empathy  
2nd  +2  +3  +3  +0 Combat style feat, trapfinding  
3rd  +3  +3  +3  +1 Endurance, rogue talent  
4th  +4  +4  +4  +1 Hunter’s bond 
5th  +5  +4  +4  +1 2nd favored sneak strike, stalker devotions (2nd) 
6th  +6/+1  +5  +5  +2 Rogue talent 
7th  +7/+2  +5  +5  +2 Ambush 
8th  +8/+3  +6  +6  +2 Swift tracker 
9th  +9/+4  +6  +6  +3 Evasion, rogue talent, stalker devotions (3rd) 
10th  +10/+5  +7  +7  +3 3rd favored sneak strike, combat style feat 
11th  +11/+6/+1  +7  +7  +3 Quarry 
12th  +12/+7/+2  +8  +8  +4 Advanced talents, rogue talent, shadow camouflage 
13th  +13/+8/+3  +8  +8  +4 Stalker devotions (4th) 
14th  +14/+9/+4  +9  +9  +4 Improved ambush 
15th  +15/+10/+5 +9  +9  +5 4th favored sneak strike, rogue talent 
16th  +16/+11/+6/+1  +10  +10  +5 Improved evasion 
17th  +17/+12/+7/+2  +10  +10  +5 Hide in shadows, stalker devotions (5th) 
18th  +18/+13/+8/+3  +11  +11  +6 Combat style feat, rogue talent 
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry 
20th  +20/+15/+10/+5  +12  +12  +6 5th favored sneak strike, master stalker 
 
  



DEPTH CHARGER (Lindley Court)  
 
Primary Class: Bloodrager. 

Secondary Class: Alchemist.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The depth charger may select three alchemist skills to add to her class skills in addition to the normal bloodrager class skills. 

The depth charger gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The depth charger is proficient with all simple and martial weapons, light armor, medium armor, and shields (except 

tower shields). A depth charger can cast bloodrager spells while wearing light armor or medium armor without incurring the normal arcane spell failure 

chance. This does not affect the arcane spell failure chance for arcane spells received from other classes. Like other arcane spellcasters, a depth charger 
wearing heavy armor or wielding a shield incurs a chance of arcane spell failure if the spell in question has somatic components. 

Bloodrage (Su): This is exactly like the bloodrager’s bloodrage ability, except that the depth charger gains a +2 bonus to her Strength and Constitution 

instead of +4. This increases to +4 at 11th level, and +6 at 20th level. This alters bloodrage, greater bloodrage, and mighty bloodrage.  
Blood Alchemy (Su): At 3rd level, a depth charger gains the alchemist’s alchemy ability. She can create mundane alchemical substances such as 

alchemist's fire and smokesticks. When using Craft (alchemy) to create an alchemical item, a depth charger gains a competence bonus equal to her class level 

on the Craft (alchemy) check. In addition, a depth charger 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. 

At 5th level, a depth charger can also channel her bloodrage to fashion magical potion-like extracts in which she can store spell effects. When creating an 

extract, she can infuse the concoction with a tiny fraction of his own magical power—this enables the creation of powerful effects, but also binds the effects 
to the creator. By expending two rounds of bloodrage and an unused 1st-level spell slot as a full-round action, she can create an extract of any 1st-level 

bloodrager spell she knows. This functions as an alchemist extract with a caster level equal to her bloodrager caster level. At 8th level, she can expend four 

rounds of bloodrage and an unused 2nd-level spell slot to create an extract of any 2nd-level bloodrager spell. At 11th level, she can expend six rounds of 
bloodrage and an unused 3rd-level spell slot to create an extract of any 3rd-level bloodrager spell. At 14th level, she can expend four rounds of bloodrage 

and an unused 4th-level spell slot to create an extract of any 4th-level bloodrager spell. This ability replaces blood sanctuary.  

Spellcasting: A depth charger adds the following alchemist extracts to her spell list at the indicated spell levels: 1st level–crafter’s fortune, detect metal, 
detect secret doors, expeditious retreat, heightened awareness, line breaker; 2nd level–air step, alchemical allocation, darkvision, perceive cues, spider 

climb, transmute potion to poison; 3rd level–absorb toxicity, amplify elixir, bloodhound, thorn body; 4th level–darkvision (greater), death ward, 

echolocation.  
Deep Charge (Su): At 6th level, a depth charger can expend two rounds of bloodrage as a standard action to make an immediate charge attack. When 

making a depth charge, she gains a bonus to attack and damage rolls equal to twice her highest level of spells she can cast. For example, a 10th level depth 

charger can cast 3rd-level spells and gains a +3 bonus to her charge’s attack and damage rolls. This ability replaces the bloodline feat gained at 6th level. 
Charge Mastery (Su): At 7th level, when a depth charger makes a charge, she can move an additional 10 feet further than normal. This increases by an 

additional 10 feet at 13th and 19th level. At 10th level, she can make up to two 90 degree turns while making a charge. At 16th level, she can break through 

solid objects with a hardness of less than 10 and less than 15 hit points when making a charge. This ability replaces damage reduction. 
 

 

Table: Depth Charger 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +0  Bloodline, bloodline power, bloodrage, fast movement  —  —  —  — 
2nd  +2  +3  +0  +0  Uncanny dodge  —  —  —  — 
3rd  +3  +3  +1  +1  Blood alchemy  —  —  —  — 
4th  +4  +4  +1  +1  Bloodcasting, bloodline power, eschew materials   1  —  —  — 
5th  +5  +4  +1  +1  Improved uncanny dodge   1  —  —  — 
6th  +6/+1  +5  +2  +2  Deep charge   1  —  —  — 
7th  +7/+2  +5  +2  +2  Bloodline spell, charge mastery   1   1  —  — 
8th  +8/+3  +6  +2  +2  Bloodline power   1   1  —  — 
9th  +9/+4  +6  +3  +3  Bloodline feat   2   1  —  — 
10th  +10/+5  +7  +3  +3  Bloodline spell   2   1   1  — 
11th  +11/+6/+1  +7  +3  +3  Greater bloodrage   2   1   1  — 
12th  +12/+7/+2  +8  +4  +4  Bloodline feat, bloodline power   2   2   1  — 
13th  +13/+8/+3  +8  +4  +4  Bloodline spell   3   2   1   1 
14th  +14/+9/+4  +9  +4  +4  Indomitable will   3   2   1   1 
15th  +15/+10/+5 +9  +5  +5  Bloodline feat   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +5  Bloodline power, bloodline spell   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless bloodrage   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +6  Bloodline feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +6     4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +6  Bloodline power, mighty bloodrage   4   4   3   2 
  



ELEMENATAL ENVOY (Apraham Lincoln) 
Some druids seem to have forgotten the fundamental basis on which nature tends to thrive. If it weren’t for the bedrock of earth, the breath of air, nurturing 
water, and cleansing fire, there would be no natural world. Elemental envoys recognize this and seek to strengthen ties between the material plane and their 

chosen elemental plane. Fortunate are those who are deemed fit by the elemental lords to serve as their ambassadors throughout the realms. 

Primary Class: Druid. 
Secondary Class: Oracle. 

Alignment: Any neutral. 

Hit Dice: d8. 
Bonus Skills and Ranks: The elemental envoy may select three oracle skills to add to her class skills, in addition to the normal druid class skills, one of 

which must be Knowledge (planes). The elemental envoy gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The elemental envoy is proficient with the druid weapon and armor proficiencies. She must also abide by the same 
restrictions except as noted here. 

Air: The elemental envoy gains proficiency with bows and simple throwing weapons.  

Earth: The elemental envoy is not prohibited from wearing metal armor.  
Fire: The elemental envoy gains proficiency with one exotic melee weapon of her choice.  

Water: The elemental envoy gains proficiency with the harpoon, long spear, net, and trident. 

This modifies the normal druid weapon and armor proficiencies and replaces nature sense. 
Spellcasting: An elemental envoy casts divine spells which are drawn from the druid spell list. The elemental envoy removes all summon nature’s ally 

from her spell list and adds the following spells at the indicated spell levels to her list: elemental touch (2nd) elemental aura (3rd). Each of these spells are 

limited to the elemental envoy’s chosen element. In addition, the elemental envoy adds the following spells at the indicated spell levels, as determined by her 
chosen element. 

Air: shocking grasp (1st), protection from arrows (2nd), lightning bolt (3rd), greater invisibility (4th), lightning arc (5th), forceful hand (6th), jolting 

portent (7th), greater shout (8th), ride the lightning (9th). 
Earth: corrosive touch (1st), acid arrow (2nd), spiked pit (3rd), calcific touch (4th), acidic spray (5th), disintegrate (6th), statue (7th), iron body (8th), 

imprisonment (9th). 

Fire: sun metal (1st), scorching ray (2nd), fireball (3rd), scorching ash form (4th), fire snake (5th), chains of fire (6th), delayed blast fireball (7th), 
scintillating pattern (8th), meteor swarm (9th). 

Water: icicle dagger (1st), blur (2nd), stinking cloud (3rd), wall of ice (4th), icy prison (5th), fluid form (6th), ice body (7th), polar ray (8th), mass icy 

prison (9th). 
This modifies the normal druid spell list and replaces spontaneous casting. 

Elemental Bond (Su): This is exactly like the druid’s nature bond, except that the elemental envoy must bond with the natural world, and chooses one of 

the following four elemental domains or one of its subdomains: Air, Earth, Fire, Water. She also gains a bond with the associated elemental plane. When 
determining the powers and bonus spells granted by this domain, the elemental envoy's effective cleric level is equal to her elemental envoy level. An 

elemental envoy also receives additional domain spell slots, just like a cleric. She must prepare spells from her domain in these slots and cannot be used to 

cast a spell spontaneously.  
Elemental Burden (Ex): At 1st level, an elemental envoy is marked with a burden from the element of her choice. The effects persist through any kind of 

polymorph affect or any attempts to disguise or hide them. This functions as the oracle’s curse class feature except as noted here. 

Gustlings (Air): The elemental envoy is plagued by tiny gusts of wind at all times. Over time she learns to tame them, if only for a short time. This 
otherwise functions as the haunted oracle’s curse. All negative effects of this curse are negated while the elemental envoy is on the elemental plane of air. 

Lead Feet (Earth): The elemental envoy is burdened with the weight of the plane. This otherwise functions as the lame curse. As an earth elemental she 

only loses 5 feet of movement. The elemental envoy loses the movement penalty of this curse while on the elemental plane of earth. 
Shark’s Smile (Water): The mouth of the elemental envoy is filled with rows of sharp teeth. Although these can be hidden by refraining from smiling or 

talking, they do interfere with the delicate pronunciation required of some spells. It does not interfere with any speech in Aquan (although spell failure 

chance remains the same no matter the language). This otherwise functions as the wolfscarred face curse and persists when under any polymorph effect (this 
includes elemental form; adjust damage for size as usual), replacing any bite attack that form would have. If using the vortex ability of a water elemental she 

may substitute her bite damage for slam damage. She may cast spells normally while on the elemental plane of water. 

Smokey (Fire): The elemental envoy constantly smells of smoke that is mildly toxic and irritates the senses of those nearby. However, this constant 
exposure renders her immune to the effects, and provides a toxic environment against disease. This otherwise functions as the wasting curse. The elemental 

envoy doesn’t suffer a Charisma skill penalty against creatures with the fire subtype. 

This ability replaces wild empathy. 
Elemental Speech (Ex): An elemental envoy adds Aquan, Auran, Ignan or Terran as a bonus language, as determined by her chosen element.  

Elemental Stride (Su): Starting at 2nd level, an elemental envoy can use her elemental bond to travel the world in a variety of ways. The elemental 
envoy gains the following benefits according to her chosen element.  

Air: The elemental envoy can use feather fall at will. At 3rd level, she can cast levitate once per day. At 5th level, she can fly, as per the spell, for a 

number of minutes per day equal to her level. These minutes do not need to be consecutive, but they must be spent in 1-minute increments. 
Earth: The elemental envoy can use feather step at will. At 7th level, she can use earth glide (as the spell) for a number of minutes per day equal to her 

elemental envoy level. These minutes do not need to be consecutive, but must be spent in 1-minute increments. .  

Fire: The elemental envoy’s base speed increases by 10 feet. At 5th level, she receives Nimble Moves as a bonus feat. At 10th level, she receives 
Acrobatic Steps as a bonus feat. She does not need to meet the prerequisites of these feats. 

Water: The elemental envoy can water walk (as the spell). At 7th level, she also gains the benefits of the water breathing spell, a swim speed of 60 feet, 

and darkvision out to 120 feet, but only while under water. The envoy can use this ability for 10 minutes per day for every elemental envoy level. This 
duration does not need to be consecutive, but it must be spent in 10-minute increments. 

This ability replaces woodland stride and trackless step. 

Elemental Sight (Su): At 4th level, an elemental envoy’s sight is unhindered by her chosen element.  
Air: The elemental envoy ignores penalties on Perception checks based on wind and the first 100 feet of distance. At 7th level, as a standard action, she 

can see and hear into any area (as if using clairaudience/clairvoyance) within range as long as there is an unobstructed path for air to travel between her and 

the target area. This does not require line of effect, meaning the path can turn corners and go through spaces no smaller than 1 inch in diameter. The 
elemental envoy can use this ability a number of rounds per day equal to her elemental envoy level, but these rounds do not need to be consecutive. 

Earth: The elemental envoy can see through stone, earth, or sand as easily as if it were transparent crystal. Her gaze can penetrate a number of feet equal 

to her elemental envoy level, or 1/12th this thickness of metal. She can use this ability a number of rounds per day equal to her elemental envoy level, but 
these rounds do not need to be consecutive. 

Fire: The elemental envoy can see through ash, fire, fog, and smoke without penalty as long as the light is sufficient to allow her to see normally. At 7th 

level, she can gaze through any source of flame within 10 feet per elemental envoy level, as if using clairvoyance. She can use this ability for a number of 
rounds per day equal to your elemental envoy level, but these rounds do not need to be consecutive. 



Water: The elemental envoy can see through cloud, fog and mist without penalty as long as there is enough light to allow her to see normally. At 7th 

level, she can use any calm pool of water at least 1 foot in diameter as a scrying device, as if using the scrying spell. At 15th level, this functions like greater 
scrying. She can use the scrying abilities for a number of rounds per day equal to her elemental envoy level, but these rounds do not need to be consecutive. 

This ability replaces resist nature’s lure and wild shape 1/day. 

Elemental Conduit (Su): At 6th level, an elemental becomes a living conduit to her bonded elemental plane. Once per day as a standard action, an 
elemental envoy can manifest this powerful connection, plus one additional time per day at 8th level and every two levels thereafter, for a total of seven 

times per day at 18th level. An elemental envoy can manifest this connection in one of the following three ways. 

Elemental Channeling: The elemental envoy can expend a use of elemental conduit to channel energy (as the cleric’s Channel energy ability) to either 
command elementals or cause them to flee. Each of these effects function like the Command Undead and Turn Undead channeling feats respectively, except 

that it only affects elementals and neither heals nor harms the elemental. Alternately, she can expend one use of elemental conduit to heal elementals of his 

elemental type or harm another type of elemental of his choice. The choice must be made when the ability is used. The elemental envoy’s cleric level is 
equal to 1/2 her elemental envoy level for the purpose of determining the amount of damage this ability heals or deals, but uses her elemental envoy level as 

her cleric level to determine the number of Hit Dice of elementals she can affect. This otherwise functions as the Elemental Channel channeling feat.  

Elemental Form: The elemental envoy can expend one use of elemental conduit to gain one use of the druid’s wild shape ability. However, the elemental 
envoy can only assume the form of an elemental of her elemental bond’s type. She also gains Natural Spell and Eschew Materials as bonus feats while in her 

elemental form and may speak normally (except as described in the Shark’s Smile burden above).  

At 10th level, an elemental envoy can also use the following ability as part of her elemental conduit.  
Elemental Bolster: An elemental envoy can expend one use of her elemental conduit to bolster her elemental companion. The elemental companion 

polymorphs into a Medium elemental of its type as the elemental body II spell. At 12th level, the elemental companion polymorphs into a Large elemental as 

the elemental body III spell. At 14th level, the elemental companion polymorphs into a Huge elemental as the elemental body IV spell. If the companion is 
slain while bolstered, the bolstering effect immediately ends and the companion is drops to zero hit points, is rendered unconscious, and becomes stabilized. 

This effects of this ability last until the duration expires, or the elemental companion is dismissed, banished, or slain, whichever comes first.  

An elemental envoy may only have one of these abilities in effect at a time. If the elemental envoy uses elemental conduit while a previous use of 
elemental conduit is still in effect, the previous effect immediately ends. This ability replaces wild shape.  

Elemental Companion (Su): At 9th level, an elemental envoy gains the ability to summon to his side a powerful outsider called an elemental companion. 

The elemental companion has the same alignment as the elemental envoy that calls it, and can speak all of her languages. Elemental companions are treated 
as summoned creatures, except that they are not sent back to their home plane until reduced to a number of negative hit points equal to or greater than 

their Constitution score. In addition, due to its tie to its elemental envoy, an elemental companion can touch and attack creatures warded by protection from 
evil and similar effects that prevent contact with summoned creatures. 

When summoned, an elemental companion is always a Small elemental from the elemental envoy’s bonded elemental plane. It has the statistics and 

abilities of an elemental appropriate to it size and type, and gains the benefits of a familiar. The elemental companion’s hit points, saving throws, skills, 
feats, and abilities are tied to the elemental envoy’s class level and increase as the elemental envoy gains levels (see the Familiars description of the wizard’s 

Arcane Bond class feature). The elemental envoy uses her elemental envoy level as her wizard level for the purpose of determining her elemental 

companion’s abilities.  
An elemental envoy can summon his elemental companion in a ritual that takes 1 minute to perform. When summoned in this way, the elemental 

companion hit points are unchanged from the last time it was dismissed or banished. The only exception to this is if the elemental companion was slain, in 

which case it returns with half its normal hit points. The elemental companion does not heal naturally. The elemental companion remains until dismissed by 
the elemental envoy (a standard action). If the elemental companion is sent back to its home plane due to death, it cannot be summoned again until the 

following day. The elemental companion cannot be sent back to its home plane by means of dispel magic, but spells such as dismissal and banishment work 

normally. If the elemental envoy is unconscious, asleep, or killed, his elemental companion is immediately banished.  
This ability replaces venom immunity and a thousand faces.  

Diplomatic Passage (Sp): At 15th level, an elemental envoy can cast plane shift as a spell-like ability once per day as a standard action. The elemental 

envoy may only transport herself and willing targets to her bonded elemental plane or back to her native plane. While on her bonded elemental plane, the 
elemental envoy and those transported with her are treated as though under the constant effect of the planar adaptation spell. This ability replaces timeless 

body. 

Planar Ambassador (Su): At 20th level, an elemental envoy becomes extremely adept at channeling her elemental energies. Whenever an elemental 
envoy uses elemental conduit…  

 her effective cleric level is equal to her elemental envoy level when determining the amount of damage she heals or deals with elemental channel 

 the effect of her elemental bolster lasts indefinitely, or until the elemental companion is dismissed, banished, or slain, or 
 she can assume her elemental form indefinitely, or until she ends the effect or uses elemental conduit again.  

In addition, the elemental envoy gains the native outsider type and elemental subtype appropriate to her bonded elemental plane. This ability replaces wild 

shape (at will). 
 

 

Table: Elemental Envoy 
 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  Elemental bond, elemental burden,      3   1  —  —  —  —  —  —  —  —   
     elemental speech, orisons 
2nd  +1  +3  +0  +3  Elemental stride   4   2  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3     4   2   1  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Elemental sight     4   3   2  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4     4   3   2   1  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Elemental conduit (1/day)   4   3   3   2  —  —  —  —  —  — 
7th  +5  +5  +2  +5     4   4   3   2   1  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Elemental conduit (2/day)   4   4   3   3   2  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Elemental companion   4   4   4   3   2   1  —  —  —  — 
10th  +7/+2  +7  +3  +7  Elemental conduit (3/day)   4   4   4   3   3   2  —  —  —  — 
11th  +8/+3  +7  +3  +7     4   4   4   4   3   2   1  —  —  — 
12th  +9/+4  +8  +4  +8  Elemental conduit (4/day)   4   4   4   4   3   3   2  —  —  — 
13th  +9/+4  +8  +4  +8     4   4   4   4   4   3   2   1  —  — 
14th  +10/+5  +9  +4  +9  Elemental conduit (5/day)   4   4   4   4   4   3   3   2  —  — 
15th  +11/+6/+1  +9  +5  +9  Diplomatic passage   4   4   4   4   4   4   3   2   1  — 



16th  +12/+7/+2  +10  +5  +10  Elemental conduit (6/day)   4   4   4   4   4   4   3   3   2  — 
17th  +12/+7/+2  +10  +5  +10     4   4   4   4   4   4   4   3   2   1 
18th  +13/+8/+3  +11  +6  +11  Elemental conduit (7/day)   4   4   4   4   4   4   4   3   3   2 
19th  +14/+9/+4  +11  +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +15/+10/+5  +12  +6  +12  Planar ambassador   4   4   4   4   4   4   4   4   4   4 
 



ELEMENTAL WARDEN 

Rangers tend to dwell as lone guardians of their chosen terrain. However, some delve further into the bond between man and the land, developing a strong 
affinity towards a particular element of the natural world–air, earth, fire, or water. These protectors, otherwise known as elemental wardens, draw upon 

elemental magic to increase the power of their spells, obtain special resistances, or alter their transform their animal companions into creatures of the 

elemental planes.   
Primary Class: Ranger. 

Secondary Class: Wizard. 

Alignment: Any. 
Hit Dice: d8. 

Bonus Skills and Ranks: The elemental warden may select three wizard skills to add to his class skills in addition to the normal ranger class skills. The 

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

light and medium armor.  

Spellcasting: The elemental warden casts divine spells drawn from the ranger’s spell list, and adds his elemental school spells to his list at the indicated 
spell levels (see Elemental Schools). An elemental warden otherwise learns, prepares, and casts spells as a ranger equal to his elemental warden level. An 

elemental warden receives bonus spells per day if he has a high Wisdom score. 

 Elemental Affinity: An elemental warden has a strong affinity towards one of the primary elements and must select one of the following elements: air, 
earth, fire, or water. The elemental warden gains Aquan (water), Auran (air), Ignan (fire), or Terran (earth) as a free language as determined by his affinity. 

The elemental warden can use the wild empathy ability as normal, except that he can also use this ability to influence an elemental or any creature with his 

chosen elemental subtype (see  above) with an Intelligence score of 1 or 2, but he takes a –4 penalty on the check. This ability otherwise functions as and 
replaces wild empathy.  

Elemental Strike (Su): At 1st level, an elemental warden can, as a swift action, infuse his weapon with elemental power. On a successful hit, the 

elemental warden’s attack deals damage normally plus 1d6 points of damage + 1 point per elemental warden level of an energy type as determined by the 
elemental warden’s elemental affinity: acid (earth), cold (water), electricity (air), fire (fire). An elemental warden must declare that he is using this ability 

before he makes his attack roll (thus a failed attack roll wastes the attempt). An elemental warden may attempt an elemental strike attack once per day at 1st 

level and again at 4th level and every four levels thereafter. For any combat style feats listed below, Elemental Strike counts as the Elemental Fist feat. This 
ability replaces 1st favored enemy.  

Combat Style Feats (Ex): This is exactly like the ranger ability of the same name, except that he gains access to additional combat style feats, as 

determined by his elemental affinity. An elemental warden may choose from the following feats as one of his combat style feats at the indicated level, 
regardless of the type of combat style he has chosen. If any of the following feats have the Improved Unarmed Strike feat as a prerequisite, its effects are 

applied to the elemental warden’s melee attacks instead. Any combat style feat that affects Elemental Fist likewise affects the elemental warden’s Elemental 

Strike ability.  
Air: Djinni Style (2nd), Djinni Spirit (6th), Djinni Spin (10th). 

Earth: Shaitan Style (2nd), Shaitan Skin (6th), Shaitan Earthblast (10th). 

Fire: Efreeti Style (2nd), Efreeti Stance (6th), Efreeti Touch (10th). 
Water: Marid Style (2nd), Marid Stance (6th), Marid Coldsnap (10th). 

Terrain Bond (Su): At 3rd level, an elemental warden forms a bond with a one of the elemental planes. Whenever the elemental warden is on that plane 

or its associated terrain, he gains a +2 bonus on initiative checks and Knowledge (geography), Perception, Stealth, and Survival skill. An elemental warden 
traveling through either his bonded plane of its associated terrain normally leaves no trail and cannot be tracked (though he may leave a trail if he so 

chooses). At 8th level and every five levels thereafter, the elemental warden’s skill bonus and initiative bonus in his favored plane or its associated terrain 

increases by +2. The elemental warden may not choose any additional favored terrains. If a specific terrain falls into more than one category of favored 
terrain, the ranger's bonuses do not stack; he simply uses whichever bonus is higher.  

An elemental warden bonds with the following elemental plane and one of its associated terrains, as determined by his elemental affinity.  

Air: Elemental Plane of Air; Mountains or Plains. 
Earth: Elemental Plane of Earth; Forest, Mountains, or Underground. 

Fire: Elemental Plane of Fire; Desert or Jungle. 

Water: Elemental Plane of Water; Cold, Swamp, or Water. 
This ability otherwise functions as and replaces favored terrain.  

Elemental Bond (Su): At 4th level, an elemental warden forms a stronger bond with his elemental affinity. This bond can take one of two forms. Once 

the form is chosen, it cannot be changed. The first is a bond to his chosen element itself. An elemental warden gains the wizard’s arcane school ability (see 
Arcane School in the Wizard’s description) and must select the elemental school associated with his elemental affinity (Air, Earth, Fire, or Water). The 

elemental warden gains his 1st level school abilities at 4th level and any subsequent abilities at the indicated levels. School abilities function as normal, and 
use the elemental warden’s level as his equivalent wizard level when determining its effects (uses per day, damage, duration, etc.). In addition, an elemental 

warden adds his elemental spells to his spell list at the indicated spell levels. This bond allows him to spend a move action to grant half his elemental enemy 

bonus against a single target of the appropriate subtype to all allies within 30 feet who can see or hear him. This bonus lasts for a number of rounds equal to 
the elemental warden's Wisdom modifier (minimum 1). This bonus does not stack with any elemental enemy bonuses possessed by his allies; they use 

whichever bonus is higher. 

The second option is to form a close bond with an animal companion. An elemental warden who selects an animal companion can choose from those 
listed on the druid’s Animal Choices table, but must choose an animal associated to his terrain bond. This animal is a loyal companion that accompanies the 

elemental warden on his adventures as appropriate for its kind. An elemental warden's companion shares his elemental enemy and terrain bond bonuses. An 

elemental warden’s animal companion functions exactly like a ranger’s animal companion (which is part of the Hunter’s Bond class feature), with his 
effective druid level equal to his elemental warden level –3. 

Like the elemental warden, his animal companion also has a strong bond with his elemental affinity. As the elemental warden gains levels, the animal 

companion becomes more like an elemental type associated with the elemental warden’s elemental affinity and gains the following abilities in addition to 
those granted by the animal companion advancement table.  

At 5th level, the animal companion gains darkvision 60 feet and the traits of the elemental subtype. The companion remains an animal for the purpose of 

what spells affect it. 
At 8th level, the animal companion gains energy resistance 5 to the following energy types, according to the elemental warden’s elemental affinity: air 

(electricity), earth (acid), fire (fire), water (cold). It also gains the following special qualities of an elemental of the elemental warden’s elemental affinity 

type: air (air mastery, fly 30 ft. [average]); earth (burrow 10 ft., earth mastery); fire (burn 1d6, vulnerability to cold); water (water mastery, swim 30 ft.).  
At 11th level, the animal companion gains DR 5/ —  and the following elemental special qualities: air (fly 40 ft., [average]); earth (tremor sense 15 ft.); 

fire (burn 1d8); water (swim 40 ft.).  

At 14th level, the animal companion’s energy resistance increases to 10 and the following elemental special qualities: air (fly 50 ft. [good]); earth (earth 
glide, burrow 20 ft.); fire (burn 1d10); water (drench, swim 50 ft.). 



At 17th level, the animal companion gains DR 10/ — and the following elemental special qualities: air (fly 60 ft. [good]); earth (tremor sense 30 ft.); fire 

(burn 2d6); water (swim 60 ft.).  
At 20th level, the animal companion gains the native and outsider types, its energy resistance increases to 20. In addition, the animal companion gains the 

outsider and native types.  

This ability otherwise functions as and replaces hunter’s bond.  
Elemental Enemy: At 5th level, an elemental warden must select an Outsider with the elemental subtype that opposes his elemental affinity as his 1st 

elemental enemy. The following elements are opposed: air and earth, or fire and water. He must also choose an Outsider with the elemental subtype as his 

subsequent elemental enemies. This ability otherwise functions as favored enemy and replaces 2nd, 3rd, 4th, and 5th favored enemy.  
Planar Adaptation (Sp): At 7th level, an elemental warden can use planar adaptation as a spell-like ability for 10 minutes per elemental warden level. 

These minutes do not need to be consecutive, but must be used in 10 minute increments. This ability replaces woodland stride.  

Terrain Mastery: At 11th level, an elemental warden gains mastery over the elemental plane and its associated terrain he has already selected for terrain 
bond. When within either his elemental plane or associated terrain the elemental warden 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 him. This bonus lasts for a number of rounds equal to the elemental 

warden’s Wisdom modifier (minimum 1).  
Mastery of both the elemental plane and its associated terrain has additional benefits, outlined below. The elemental warden gains the following benefits 

of both his elemental plane and its associated terrain at all times, whether or not he is in the relevant plane or terrain. This ability replaces quarry. 

Cold: The elemental warden gains cold resistance 10.  
Desert: The elemental warden gains immunity to exhaustion; anything that would cause him to become exhausted makes him fatigued instead. 

Forest: The elemental warden gains a +4 competence bonus on Stealth checks. 

Jungle: The elemental warden gains a +4 competence bonus on Escape Artist checks and increases his CMD against grapple maneuvers by +4. 
Mountain: The elemental warden gains a +4 competence bonus on Climb checks and does not lose his Dexterity modifier to AC while climbing. 

Plains: The elemental warden’s movement is not reduced by wearing medium armor or carrying a medium load. 

Plane of Air: The elemental warden 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 elemental warden gains DR 1/adamantine. 

Plane of Fire: The elemental warden gains fire resistance 10. 
Plane of Water: The elemental warden 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. 
Underground: The elemental warden gains Blind-Fight as a bonus feat. 

Water: The elemental warden gains a +4 competence bonus on Swim checks and +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. 
Terrain Dominance: At 19th level, an elemental warden learns total dominance over the elemental plane and associated terrain he has already selected 

for terrain mastery. When dealing with creatures native to either the elemental plane or its associated terrain, the elemental warden treats his terrain bond 

bonus for those terrains as an elemental enemy bonus (as the elemental enemy class feature) against those creatures. This bonus overlaps (does not stack 
with) bonuses gained when fighting an elemental enemy. 

Dominance of both the elemental plane and its associated terrain has additional benefits, outlined below. The elemental warden gains the following 

benefits of both his elemental plane and its associated terrain at all times, whether or not he is in the relevant plane or terrain. This ability replaces improved 

quarry.  

Cold: The elemental warden gains cold resistance 20 (this replaces the elemental warden’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 elemental warden gains fire resistance 10 and immunity to fatigue. 

Forest: The elemental warden gains hallucinatory terrain as a spell-like ability a number of times per day equal to 3 + the character’s Wisdom modifier 
(caster level equal to the elemental warden’s level). The elemental warden can only use this ability to create illusory forests. 

Jungle: The elemental warden gains charm monster as a spell-like ability a number of times per day equal to 3 + the character’s Wisdom modifier (caster 

level equal to the elemental warden’s level). This charm only affects animals, magical beasts, and creatures primarily found in the jungle. 
Mountain: The elemental warden gains DR 2/adamantine. 

Plains: The walker’s base speed increases by +10 feet. 

Plane of Air: The elemental warden gains fly as a spell-like ability a number of times per day equal to 3 + the character’s Wisdom modifier (caster 
level equal to the elemental warden’s level). 

Plane of Earth: The elemental warden gains tremorsense with a range of 30 feet. He must be at least 5th level before selecting this plane for this ability. 

Plane of Fire: The elemental warden 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 elemental warden’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). 
Underground: The elemental warden gains darkvision with a range of 60 feet. If he already has darkvision 60 feet, its range extends by 60 feet. 

Water: The elemental warden gains a swim speed of 20 feet. If he already has a natural swim speed, his swim speed increases by +20 feet. 
Elemental Apotheosis (Su): At 20th level, an elemental warden’s body surges with elemental power. Once per day, as a standard action, the elemental 

warden can transform into a Large elemental of the same type as his elemental affinity. This ability functions as elemental body III with a caster level equal 

to his elemental warden level. In addition, the duration of the elemental warden’s planar adaptation ability increases to 1 hour/level. This ability replaces 
master hunter.  

 

Swap Table 

1st Favored Enemy = Elemental Strike  

Wild Empathy = Elemental Affinity (gain language + wild empathy with preferred element) 

Combat Styles = Normal style + Air (djinni), Earth (shaitan), Fire (efreeti), or Water (marid) 

Favored Terrain = Terrain Bond (plane + terrain type) 

Hunter’s Bond = Elemental Bond  

Favored Enemy (2nd–5th) = Elemental Enemy  

Woodland Stride = Planar adaptation 10 minutes per level 

Quarry = Terrain Mastery  

Improved Quarry = Terrain Dominance  

Master Hunter = Elemental Apotheosis (elemental body 1/day + Planar Adaptation increases to 1 hour per day) 

 



 

Table: Elemental Warden 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +0  +2  +2  +0 Elemental affinity, elemental strike, track  —  —  —  —  
2nd  +1  +3  +3  +0 Combat style feat  —  —  —  —  
3rd  +2  +3  +3  +1 Endurance, terrain bond  —  —  —  —  
4th  +3  +4  +4  +1 Elemental bond   0  —  —  —  
5th  +3  +4  +4  +1 1st elemental enemy   1  —  —  —  
6th  +4  +5  +5  +2 Combat style feat   1  —  —  —  
7th  +5  +5  +5  +2 Planar Adaptation   1   0  —  —  
8th  +6/+1  +6  +6  +2 Swift tracker   1   1  —  — 
9th  +6/+1  +6  +6  +3 Evasion   2   1  —  — 
10th  +7/+2  +7  +7  +3 2nd elemental enemy combat style feat   2   1   0  —  
11th  +8/+3  +7  +7  +3 Terrain mastery   2   1   1  — 
12th  +9/+4  +8  +8  +4 Camouflage   2   2   1  —  
13th  +9/+4  +8  +8  +4    3   2   1   0 
14th  +10/+5  +9  +9  +4 Combat style feat   3   2   1   1  
15th  +11/+6/+1 +9  +9  +5 3rd elemental enemy   3   2   2   1  
16th  +12/+7/+2  +10  +10  +5 Improved evasion   3   3   2   1  
17th  +12/+7/+2  +10  +10  +5 Hide in plain sight   4   3   2   1  
18th  +13/+8/+3  +11  +11  +6 Combat style feat   4   3   2   2 
19th  +14/+9/+4  +11  +11  +6 Terrain dominance   4   3   3   2 
20th  +15/+10/+5  +12  +12  +6 4th elemental enemy, elemental apotheosis   4   4   3   3 



ESSENTIA SHAMAN (Iorthol) 
Some extreme druidic orders focus their practice and understanding of the natural world toward the base foundation elements, and through this focus learn 

to unleash the raw primal force and fury of these elements to greater potential than their druid peers.  

Primary Class: Druid.  
Secondary Class: Wizard.  

Alignment: Any neutral.  

Hit Dice: d8.  
Bonus Skills and Ranks: The essentia shaman may select three wizard skills to add to his class skills in addition to the normal druid class skills. The 

essentia shaman gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The essentia shaman is proficient with the following weapons: club, dagger, dart, quarterstaff, scimitar, scythe, sickle, 
shortspear, sling, and spear. She is also proficient with all natural attacks (claw, bite, and so forth) of any form they assume with wild shape (see below). An 

essentia shaman is proficient with light and medium armor but is prohibited from wearing metal armor; thus, she may wear only padded, leather, or hide 

armor. An essentia shaman may also wear wooden armor that has been altered by the ironwood spell so that it functions as though it were steel. See the 
ironwood spell description. An esssentia shaman is proficient with shields (except tower shields) but must use only wooden ones. 

Diminished Spellcasting: The essentia shaman casts divine spells drawn from the druid spell list, and gains one fewer spell of each spell level per day. 

When Table: Essentia Shaman indicates that the essentia shaman gets 0 spells per day of a given spell level, she gains only the bonus spells she would be 
entitled to based on her Wisdom score for that spell level. She otherwise learns, prepares, and casts spells as a druid of equal level.  

Bonus Languages: This is exactly like the druid’s ability of the same name, except that she gains Aquan, Auran, Ignan, and Terran as bonus languages 

instead of Sylvan.  
Elemental Bond: This is exactly like the druid’s nature bond, except that an essentia shaman must choose to bond with nature and may only select the 

Air, Earth, Fire, or Water domain. This ability otherwise functions as and replaces nature bond. 

Elemental School: At 1st level, an essentia shaman gains the wizard’s arcane school ability but must choose one of the following elemental schools: Air, 
Earth, Fire, or Water. An essentia shaman can choose any element she desires, but may not choose an element opposed to the one chosen for her elemental 

bond. Any bonus spells granted by the elemental school are prepared as divine spells, even if they do not normally appear on the druid spell list. The essentia 

shaman gains the bonus spells from her elemental school as normal, but gains her school powers as follows. At 2nd level, she gains her first listed school 
power, and each subsequent power at 5th and 10th level. For the purpose of level dependent effects of these school powers, the essentia shaman uses her 

Wisdom score instead of her Intelligence score, and treats her effective wizard level as her essentia shaman level. This ability replaces spells lost due to 

diminished spellcasting. 
Elemental Empathy (Ex): This ability is exactly like the druid’s wild empathy ability, except that the essentia shaman can only affects outsiders of the 

Elemental subtype. An essentia shaman can use this ability to influence an elemental with an Intelligence score of 1 or 2 at no penalty, but takes a –4 penalty 

on the check if she is trying to influence an elemental with an Intelligence score of 3 or higher.  
Planar Sense (Ex): This is exactly like the druid’s nature sense ability, except that an essentia shaman gains a +2 bonus on Knowledge (planes) instead of 

Knowledge (nature).  

Environmental Stride (Ex): Starting at 3rd level, an essentia shaman may move through any environmental hazard that hampers movement at her 
normal speed without taking damage or suffering any other impairment, as determined by her elemental domain. This ability replaces woodland stride.  

Air: The essentia shaman is considered to be 1 size larger for the purposes of wind effects, and ignores the first 20 feet of falling damage.  

Earth: The essentia shaman travels through earthy and stony debris that counts as rough terrain without penalty, and ignores damage from effects such as 
Stone Spikes.  

Fire: Traveling through non-magical fires that do no more than 1d6 damage. This damage is only ignored as long as the essentia shaman starts and ends 

her movement outside of the fire. She may also travel through lava in this way, with the same limitation of starting and stopping outside of the lava, but only 
while walking. Full submersion in lava still does normal lava damage.  

Water: The essentia shaman ignores rough terrain effects presented by shallow water, and her movement is not affected while standing and moving on 

icy surfaces.  
Trackless Step (Ex): This is exactly like the druid ability of the same name, except that it also applies to same Elemental Planes as her elemental domain 

and elemental school.  

Resist Elemental’s Lure (Sp): This is exactly like the druid’s resist nature’s lure ability, except that the essentia shaman gains a +4 bonus on saving 
throws against the spell-like and supernatural abilities of elementals. This bonus also applies to spells and effects of her elemental school energy type, such 

as acid arrow, aqueous orb, burning hands, and chill touch.  

Elemental Resilience (Su): At 5th level, whenever an essentia shaman succeeds on a saving throw against a spell or special ability that attack that deals 
energy damage of her elemental domain’s type, she can choose to absorb the energy instead as an immediate action. This allows the essentia shaman to heal 

a number of hit points equal to half the damage that is dealt. An essentia shaman can't heal more than her maximum hit points. An essentia shaman can use 

this ability a number of times per day equal to her Wisdom modifier. This ability replaces wild shape 1/day and venom immunity. 
Elemental Shape (Su): This is exactly like the druid’s wild shape ability, except that at 6th level, an essentia shaman can use this ability once per day and 

an additional time per day every two levels thereafter, up to a maximum of eight times per day at 20th level. An essentia shaman can only use the elemental 
aspects of wild shape as described in the ability description. This elemental form must be of the same type as her elemental domain.  

Wild Element (Su): Once per day, whenever an essentia shaman of 9th level or higher uses elemental shape, she can add the Intensified Spell metamagic 

feat to one prepared spell from either her elemental domain or elemental school as a free action without the normal spell level increase. At 12th she adds 

Empower Spell to the list of metamagic feats she can use. At 15th level, she adds Maximized Spell to the list of metamgic feats she can use. At 18th level, 

she adds Quicken Spell to the list of metamagic feats she can use. An essentia shaman can only add one of these metamagic feats to a spell at one time. This 

ability can only be used once per elemental shape. An essentia shaman can use this ability twice per day at 13th level, and three times per day at 17th level. 
This ability replaces a thousand faces and wild shape at will.  

 

 

Table: Essentia 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  +2  +0  +2  Elemental bond, elemental empathy,    2   0  —  —  —  —  —  —  —  —   
     orisons, planar sense 
2nd  +1  +3  +0  +3  Environmental stride   3   1  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Trackless step   3   1   0  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Resist elemental’s lure   3   2   1  —  —  —  —  —  —  — 

5th  +3  +4  +1  +4  Elemental absorption   3   2   1   0  —  —  —  —  —  — 



6th  +4  +5  +2  +5  Wild shape (1/day)   3   2   2   1  —  —  —  —  —  — 
7th  +5  +5  +2  +5     3   3   2   1   0  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Wild shape (2/day)   3   3   2   2   1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Wild element   3   3   3   2   1   0  —  —  —  — 
10th  +7/+2  +7  +3  +7  Wild shape (3/day)   3   3   3   2   2   1  —  —  —  — 
11th  +8/+3  +7  +3  +7     3   3   3   3   2   1   0  —  —  — 
12th  +9/+4  +8  +4  +8  Wild shape (4/day)   3   3   3   3   2   2   1  —  —  — 
13th  +9/+4  +8  +4  +8     3   3   3   3   3   2   1   0  —  — 
14th  +10/+5  +9  +4  +9  Wild shape (5/day)   3   3   3   3   3   2   2   1  —  — 
15th  +11/+6/+1  +9  +5  +9  Timeless body   3   3   3   3   3   3   2   1   0  — 
16th  +12/+7/+2  +10  +5  +10  Wild shape (6/day)   3   3   3   3   3   3   2   2   1  — 
17th  +12/+7/+2  +10  +5  +10     3   3   3   3   3   3   3   2   1   0 
18th  +13/+8/+3  +11  +6  +11  Wild shape (7/day)   3   3   3   3   3   3   3   2   2   1 
19th  +14/+9/+4  +11  +6  +11     3   3   3   3   3   3   3   3   2   2 
20th  +15/+10/+5  +12  +6  +12  Wild shape (8/day)   3   3   3   3   3   3   3   3   3   3 
 



EVOLUTIONARY STALKER (Crimson Seeker) 

There are those spellcasters who delve too deeply into the realm of summoning magic, calling forth powerful creatures from other planes of existence, and 
become enamored by the power they can bestow upon them. Such infatuation often evolves in a physical relationship between the summoner and the 

summoned creature, and resulting in a strange, half-breed offspring. Over the years, this ancestral bloodline becomes diluted but never truly disappears. On 

occasion, those of this bloodline possess innate mystical powers or ties to the magical art. But, such spellcasters are not necessarily proud of the heritage they 
carry in their veins, and a limited few even harbor a deep resentment and turn that hatred outwards. Despite their umbrage, these descendants come to 

embrace the hereditary gifts given to them through this repulsive union of long ago. Through the subtle stimulation their blood-infused flesh and tissues, they 

have learned to unlock hereditary powers in the form of physical manifestations that more easily enable them hunt those of the same race as their long dead 
descendant. Calling themselves evolutionary stalkers, they become more and more like the abhorrent creatures they detest, evolutionary stalkers come to 

understand their quarry more fully. It is embracing that which they hate, even becoming like their enemy that makes evolutionary stalkers the perfect 

candidates to hunt and destroy them.  
Primary Class: Ranger. 

Secondary Class: Summoner.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The evolutionary stalker may select three summoner skills to add to his class skills in addition to the normal ranger class skills. 

The evolutionary stalker gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The evolutionary stalker is proficient with all simple and martial weapons, all natural attacks (claw, bite, and so forth), 

and with light armor, but not with shields. 

Spellcasting: The evolutionary stalker casts divine spells drawn from the ranger’s spell lists (see below), and adds the following summoner spells to his 
list of the indicated levels: 1st level–daze monster, protection from chaos/evil/good/law; 2nd level–evolution surge (lesser)*, protection from energy, spider 

climb; 3rd level–charm monster, displacement, evolution surge*; 4th level–evolution surge (greater)*, hold monster. The evolutionary stalker’s otherwise 

learns, prepares, and casts spells as a ranger equal to his evolutionary stalker level. He also receives bonus spells per day if he has a high Wisdom score.  
Favored Enemy (Ex): This is exactly like the ranger’s ability of the same name, except that the evolutionary stalker must select his ancestral taint 

(aberration, dragon, magical beast, or outsider) as his first favored enemy. In addition, his first favored enemy must always have the highest bonus according 

to the favored enemy ability.  
Ancestral Taint (Ex): An evolutionary stalker’s hereditary bloodline has been polluted by the blood of another creature, either an aberration, dragon, 

magical beast, or outsider. Outwardly, an evolutionary stalker appears normal for one of his race, but his body and tissues are dependent upon the fusion of 

this supernatural creature’s blood with his. This ancestral taint grants an evolutionary stalker the ability to assume the base form of his ancestral taint. The 
evolutionary stalker can assume his base form a number of times per day equal to 3 + his Constitution modifier. He can take this base form as a standard 

action and the form remains for a number of minutes per day equal to his level. While in his base form (including evolutions), the evolutionary stalker’s 

maximum number of attacks per round, whether with weapons or natural weapons, may not exceed that of his base attack bonus. He is also unable to cast 
spells while in this form, except for evolution surge (lesser), evolution surge, and evolution surge (greater). The evolutionary stalker gains darkvision 60 feet 

and the following base form (see Base Forms in the Eidolon entry of the Summoner class description) according to his ancestral taint.  

Aberration: The evolutionary stalker gains the aquatic base form. 
Dragon: The evolutionary stalker gains the serpentine base form.  

Magical Beast: The evolutionary stalker’s gains the quadruped base form.  

Outsider: The evolutionary stalker gains the biped base form.  
Ancestral taint is a transmutation (polymorph) effect. This ability replaces Endurance and wild empathy.  

Adaptation (Ex): Beginning at 3rd level, an evolutionary stalker learns how to copy the unusual abilities of his prey. He gains the adaptation ability from 

the ranger’s infiltrator archetype (see Advanced Player’s Guide), but must select his ancestral taint as his first adaptation. This ability replaces favored 
terrain.  

Evolution: Starting at 2nd level, the evolutionary stalker becomes more like his ancestral taint. He gains an evolution pool with a number of points as 

shown on Table: Evolutionary Stalker. Points from this pool can be spent on evolutions, like a summoner’s eidolon, but these evolutions are applied to the 
evolutionary stalker’s base form. These choices are not set. The evolutionary stalker can change them whenever he gains a level where the number in this 

pool increases. In addition, while in this evolved form, the evolutionary stalker gains a +2 bonus to his natural armor, and a +1 bonus to his Strength and 

Dexterity scores. These bonuses increase by +2 and +1 respectively at 6th level and every four levels thereafter, to a maximum of +12 to natural armor, and 
+6 to Strength and Dexterity at 18th level. This ability replaces combat style feats. 

An evolutionary stalker can select the following evolutions are determined by his ancestral taint.   

Aberration: 1–point evolutions: bite*, claws*, gills*, improved damage*, improved natural armor*, low-light vision**, magic attack*, pincers*, pull*, 
reach*, resistance*, skilled*, slam*, sting*, swim*, tail*, tail slap*, tentacle*; 2–point evolutions: ability increase*, energy resistance*, grab*, head**, 

immunity*, keen scent*, limb*, minor magic**, poison*, rake*, rend*, trip*; 3–point evolutions: blindsense*, damage reduction*, frightful presence*, major 
magic*, see in darkness**, web*; 4–point evolutions: blindsight*, dimension door**, fast healing*, large*, no breath**, spell resistance*, ultimate magic**. 

(*Advanced Player’s Guide, **Ultimate Magic) 

Dragon: 1–point evolutions: basic magic**, bite*, claws*, climb*, gills*, improved damage*, improved natural armor*, low-light vision**, magic 
attack*, mount*, pull*, push*, reach*, resistance*, scent*, skilled*, slam*, sting*, swim*, tail*, tail slap*, wing buffet*; 2–point evolutions: ability 

increase*, energy resistance*, flight*, gore*, grab*, head**, immunity*, keen scent*, limb*, minor magic**, poison*, rake*, rend*, tremorsense*, trip *; 3–

point evolutions: blindsense*, burrow*, damage reduction*, frightful presence*, major magic*, see in darkness**, swallow whole*; 4–point evolutions: 
blindsight*, breath weapon*, dimension door**, fast healing*, large*, spell resistance*, ultimate magic**. (*Advanced Player’s Guide, **Ultimate Magic) 

Magical Beast: 1–point evolutions: basic magic**, bite*, claws*, climb*, hooves**, improved damage*, improved natural armor*, low-light vision**, 

magic attack*, mount*, pounce*, pull*, push*, reach*, resistance*, scent*, skilled*, slam*, sting*, swim*, tail*, tail slap*, tentacle*, wing buffet*; 2–point 
evolutions: ability increase*, energy resistance*, flight*, gore*, grab*, head**, immunity*, keen scent*, limb*, minor magic**, poison*, rake*, rend*, 

trample*, tremorsense*, trip*; 3–point evolutions: blindsense*, burrow*, damage reduction*, frightful presence*, major magic*, see in darkness**, swallow 

whole*, web*; 4–point evolutions: blindsight*, breath weapon*, dimension door**, fast healing*, large*, no breath**, spell resistance*, ultimate magic**. 
(*Advanced Player’s Guide, **Ultimate Magic) 

Outsider: 1–point evolutions: basic magic**, bite*, claws*, climb*, hooves**, improved damage*, improved natural armor*, low-light vision**, magic 

attack*, pincers*, pull*, push*, reach*, resistance*, scent*, skilled*, slam*, sting*, swim*, tail*, tail slap*, tentacle*, wing buffet*; 2–point evolutions: 
ability increase*, energy resistance*, flight*, gore*, grab*, head**, immunity*, keen scent*, limb*, minor magic**, poison*, rake*, rend*, tremorsense*, 

trip*, weapon training*; 3–point evolutions: blindsense*, damage reduction*, frightful presence*, major magic*, see in darkness**, web*; 4–point 

evolutions: blindsight*, breath weapon*, dimension door**, fast healing*, large*, no breath**, spell resistance*, ultimate magic**. (*Advanced Player’s 
Guide, **Ultimate Magic) 

Swift Morph: At 8th level, an evolutionary stalker can assume his base form as a swift action. This ability replaces swift tracker.  

Quarry (Ex): This is exactly like the ranger’s ability of the same name, except that the evolutionary stalker gains a +4 insight bonus on attack rolls made 
against creatures of his ancestral taint instead of the normal +2.   



Camouflage (Ex): This is exactly like the ranger’s ability of the same name, except that the evolutionary stalker can use this ability in any terrain, but 

only against a favored enemy.  
Hide in Plain Sight (Ex): This is exactly like the ranger’s ability of the same name, except that the evolutionary stalker can use this ability in any terrain, 

but only against a favored enemy. 

Improved Quarry (Ex): This is exactly like the ranger’s ability of the same name, except that the evolutionary stalker’s insight bonus on attack rolls 
made against creatures of his ancestral taint increase to +6. 

True Taint (Su): A 20th level, an evolutionary stalker completely succumbs to his ancestral taint. The evolutionary stalker gains the creature type and the 

following additional abilities as determined by his ancestral taint. This ability replaces master hunter. 
Aberration: The evolutionary stalker’s internal anatomy has become varied from that of a normal individual of his race and has a 50% chance to treat any 

critical hit or sneak attack against it as a normal hit. He also gains the aberration type, and the amphibious special ability.  

Dragon: The evolutionary stalker becomes like a walking dragon. He gains the dragon type and the half-dragon template.  
Magical Beast: The evolutionary stalker takes on the qualities of a magical beast. He gains the magical beast type, a +4 enhancement bonus to Strength 

and Dexterity, a +4 bonus to natural armor, and a +4 competence bonus on all Perception, Stealth, and Survival checks. 

Outsider: The evolutionary stalker takes on the qualities of an outsider. He gains the outsider (native) type, and either the celestial, entropic1, fiendish, or 
resolute1 template as determined by his alignment. (1Bestiary 2) 

 

 

Table: Evolutionary Stalker 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +0  +2  +2 1st favored enemy, ancestral taint, track  —  —  —  —  
2nd  +2  +0  +3  +3 Evolution (2 points)  —  —  —  —  
3rd  +3  +1  +3  +3 Adaptation  —  —  —  —  
4th  +4  +1  +4  +4 Hunter’s bond   0  —  —  —  
5th  +5  +1  +4  +4 2nd favored enemy   1  —  —  —  
6th  +6/+1  +2  +5  +5 Evolution (4 points)   1  —  —  —  
7th  +7/+2  +2  +5  +5 Woodland stride   1   0  —  —  
8th  +8/+3  +2  +6  +6 Adaptation, swift morph   1   1  —  — 
9th  +9/+4  +3  +6  +6 Evasion   2   1  —  — 
10th  +10/+5  +3  +7  +7 3rd favored enemy, evolution (6 points)   2   1   0  —  
11th  +11/+6/+1  +3  +7  +7 Quarry   2   1   1  — 
12th  +12/+7/+2  +4  +8  +8 Camouflage   2   2   1  —  
13th  +13/+8/+3  +4  +8  +8 Adaptation   3   2   1   0 
14th  +14/+9/+4  +4  +9  +9 Evolution (8 points)   3   2   1   1  
15th  +15/+10/+5 +5  +9  +9 4th favored enemy   3   2   2   1  
16th  +16/+11/+6/+1  +5  +10  +10 Improved evasion   3   3   2   1  
17th  +17/+12/+7/+2  +5  +10  +10 Hide in plain sight   4   3   2   1  
18th  +18/+13/+8/+3  +6  +11  +11 Adaptation, evolution (10 points)   4   3   2   2 
19th  +19/+14/+9/+4  +6  +11  +11 Improved quarry   4   3   3   2 
20th  +20/+15/+10/+5  +6  +12  +12 5th favored enemy, true taint   4   4   3   3 
 
  



EXULTANT BEAST (OSW)  
There are dark and fiendish hunters who follow the paths others revile, those often deemed as bloodthirsty and in some cases evil. Exultant beasts train their 
companions to be engines of destruction and pain, rooting out and relentlessly destroying those who follow kinder paths of kinship. 

Primary Class: Hunter. 

Secondary Class: Antipaladin. 
Alignment: Any nongood.  

Hit Dice: d10. 

Bonus Skills and Ranks: The exultant beast may select three antipaladin skills to add to her class skills in addition to the normal hunter class skills. The 
exultant beast gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The exultant beast is proficient with all simple and martial weapons, with light and medium armor, and with shields 

(except tower shields). 
Animal Companion (Su): This is exactly like the hunter ability of the same name, except that at 11th level an exultant beast’s animal companion gains 

the dire creature template. This ability otherwise functions as animal companion and replaces bonus tricks and swift tracker.  

Primal Sense (Su): At will, an exultant beast can, as a move action, concentrate on a single individual within 60 feet and determine its general intent, 
physical well-being, and morale. The exultant beast also gains a bonus to any Knowledge and Sense Motive skill checks made against the target equal to half 

her level. If her animal companion makes a successful aid another action, she gains an additional +4 bonus on such checks. While focusing on one 

individual, the exultant beast cannot use her primal sense on any other individual within range. This ability replaces wild empathy.  
Deadly Partners (Ex): At 2nd level, an exultant beast can select Hurtful, Outflank as a bonus feat. This ability replaces precise companion.  

Ravaging Scourge (Su): At 3rd level, once per day, an exultant beast can use the awesome ferocity of a well coordinated companion attack to crush her 

foes. As a swift action, the exultant beast chooses one target within sight to ravage. As long as the exultant beast’s animal companion is within 10 feet of her, 
she adds her Charisma bonus (if any) on her attack rolls and adds her exultant beast level on all damage rolls made against the target of her ravaging scourge. 

If the target of the ravaging scourge is also targeted by the exultant beast’s animal companion, the bonus to damage on the first successful attack increases to 

2 points of damage per level the exultant beast possesses. Regardless of the target, ravaging scourge attacks automatically bypass any DR the target might 
possess.  

In addition, while ravaging scourge is in effect, the exultant beast and her animal companion gain a deflection bonus equal to her Wisdom modifier (if 

any) to their AC against attacks made by the target of the ravaging scourge.  
The ravaging scourge effect remains until the target is dead or the next time the exultant beast rests and regains her uses of this ability. At 6th level, and at 

every three levels thereafter, the exultant beast may use scourge one additional time per day, as indicated on Table: Exultant Beast, to a maximum of six 

times per day at 18th level. This ability replaces teamwork feats. 
Spellcasting: An exultant beast casts divine spells drawn from the druid and ranger spell list. Only druid spells of 1st to 4th level and ranger spells are 

considered to be part of the exultant beast’s spell list. If a spell appears on both the druid and ranger spell lists, the exultant beast uses the lower of the two 

spell levels listed for the spell. For instance, reduce animal is a 2nd-level druid spell and a 3rd-level ranger spell, making it a 2nd-level exultant beast spell. 
An exultant beast also adds the following antipaladin spells at the indicated levels: 1st level–bane, blood blaze, death knell, doom, inflict light wounds, litany 

of weakness; 2nd level–agonizing rebuke, corruption resistance, litany of entanglement; 3rd level–deadly juggernaut, inflict moderate wounds; 4th level–

fear, inflict serious wounds, litany of madness, litany of thunder, litany of vengeance, resounding blow, slay living. The exultant beast can cast any spell she 
knows without preparing it ahead of time. Any spell that affects an ally can also affect the exultant beast’s animal companion.   

To learn or cast a spell, an exultant beast must have a Charism score equal to at least 10 + the spell's level. The Difficulty Class for a saving throw against 

an exultant beast's spell is 10 + the spell's level + the exultant beast's Charisma modifier.  
An exultant beast cannot use spell completion or spell trigger magic items (without making a successful Use Magic Device check) of druid spells of 5th 

level or higher. Her alignment may restrict her from casting certain spells opposed to her moral or ethical beliefs; see Chaotic, Evil, Good, and Lawful Spells 

below. 
Like other spellcasters, an exultant beast can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given 

on Table: Exultant Beast. In addition, she receives bonus spells per day if she has a high Charisma score. 

Unlike druids and rangers, an exultant beast's selection of spells is extremely limited. An exultant beast begins play knowing four 0-level spells and two 
1st-level spells of her choice. At each new exultant beast level, she gains one or more new spells, as indicated on Table: Exultant Beast Spells Known. 

Unlike spells per day, the number of spells an exultant beast knows is not affected by her Charisma score; the numbers on Table: Exultant Beast Spells 

Known are fixed. 
In addition to the spells gained by exultant beasts as they gain levels, each exultant beast also automatically adds all summon nature's ally spells to her list 

of spells known. These spells are added as soon as the exultant beast is capable of casting them. 

At 8th level and at every 3 levels thereafter, an exultant beast can choose to learn a new spell in place of one she already knows. In effect, the exultant 
beast 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. An exultant beast 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 she gains new spells known for the level. 
She cannot swap any summon nature's ally spells. 

Unlike a druid or ranger, an exultant beast need not prepare her spells in advance. She can cast any spell she knows at any time, assuming she has not yet 

used up her spells per day for that spell level. Through 3rd level, an exultant beast has no caster level. At 4th level and higher, her caster level is equal to her 
exultant beast level –3. 

Vicious Proximity (Su): At 4th level, when an exultant beast and her animal companion are within 10 feet of each other, they receive a +2 morale bonus 

against Intimidate checks and spells with the emotion descriptor. They also add the exultant beast’s level to damage rolls on the first attack each round that is 
made against an animal companion, eidolon, familiar, or summoned creature. At 14th level, her morale bonus against Intimidate checks and spells with the 

emotion descriptor increases to +4. This ability replaces improved empathic link and greater empathic link.  

Shared Resilience (Su): At 5th level, once per day when an exultant beast and her animal companion are within 10 feet of each other, they gain a bonus 
equal to the exultant beast’s Charisma bonus (if any) to one saving throw. The exultant beast can use this ability twice per day at 11th level, and three times 

per day at 17th level. This ability replaces woodland stride.  

 

Table: Exultant Beast 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +2  +0  Animal companion, animal focus, nature training,   —  —  —  — 
     orisons, primal sense  
2nd  +2  +3  +3  +0  Deadly partners, track  —  —  —  — 
3rd  +3  +3  +3  +1  Hunter tactics, ravaging scourge 1/day  —  —  —  — 
4th  +4  +4  +4  +1  Vicious proximity +2   1  —  —  — 



5th  +5  +4  +4  +1  Shared resilience   1  —  —  — 
6th  +6/+1  +5  +5  +2  Ravaging scourge 2/day   1  —  —  — 
7th  +7/+2  +5  +5  +2     1   1  —  — 
8th  +8/+3  +6  +6  +2  Second animal focus    1   1  —  — 
9th  +9/+4  +6  +6  +3  Ravaging scourge 3/day   2   1  —  — 
10th  +10/+5  +7  +7  +3  Raise animal companion   2   1   1  — 
11th  +11/+6/+1  +7  +7  +3  Speak with master   2   1   1  — 
12th  +12/+7/+2  +8  +8  +4  Ravaging scourge 4/day   2   2   1  — 
13th  +13/+8/+3  +8  +8  +4     3   2   1   1 
14th  +14/+9/+4  +9  +9  +4  Vicious Proximity +4   3   2   1   1 
15th  +15/+10/+5 +9  +9  +5  Ravaging scourge 5/day   3   2   2   1 
16th  +16/+11/+6/+1  +10  +10  +5     3   3   2   1 
17th  +17/+12/+7/+2  +10  +10  +5  One with the wild   4   3   2   1 
18th  +18/+13/+8/+3  +11  +11  +6  Ravaging scourge 6/day   4   3   2   2 
19th  +19/+14/+9/+4  +11  +11  +6     4   3   3   2 
20th  +20/+15/+10/+5  +12  +12  +6  Master hunter   4   4   3   2 
 
 

Table: Exultant Beast Spells Known 
Class  Spells 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 
 

  



FIRE DANCER (Tyrannical) 
For centuries, fire dancing has found many uses throughout the world; from tribesmen dancing around totemic bonfires or priests looking to invoke the spirit 
of an ancient god of flames, to fire eaters and flame jugglers that perform in travelling carnivals. The fire dancer understands that fire is like a wild animal 

that must be tamed. With this control over fire, the fire dancer  can manipulate it like a bard plays his instrument, employing it as an effective weapon by 

combining his obsessive pyromania and showmanship to enhance his performances with pyrotechnic compounds that both conflagrate and confuse his foes. 
Primary Class: Skald. 

Secondary Class: Alchemist.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The fire dancer selects three alchemist skills to add to his class skills in addition to the normal skald class skills. The fire dancer 

gains a number of ranks at each level equal to 4 + Int modifier. In addition, the fire dancer adds Craft (alchemy) to her list of class skills and replaces the 
skald’s normal Perform skill list with Perform (act, dance, percussion, sing and wind). 

Weapon and Armor Proficiency: The fire dancer is proficient with all simple weapons, plus the battle poi, fighting fan, flambard, scimitar, and whip. 

He is also proficient with light armor, but not with shields.  
Spellcasting: A fire dancer adds the following spells to her spell list at the indicated spell levels: 1st level–burning hands, faerie fire, touch of 

combustion; 2nd level–destabilize powder, fire breath, flaming sphere, stabilize powder, spontaneous immolation; 3rd level–flame arrow, fireball, flash fire, 

quench; 4th level–firefall, greater flaming sphere, wall of fire, zone of foul flames; 5th level–blessing of the salamander, fire snake; 6th level–chains of fire, 
fire brand, fire seeds. 

Fire Dance (Su): A fire dancer is trained to perform with fire–whether it is juggling torches, twirling battle poi, or making use of fireworks and 

pyrotechnics. This ability functions as the raging song ability, except that it relies on visual components instead of audible components, and requires the use 
of a weapon or alchemical item with pyrotechnic or fire properties (such as alchemist fire, torches, battle poi, fireworks, or any weapon with flaming or 

flaming burst special weapon ability. 

At 1st level, a fire dancer can use this ability for a number of rounds per day equal to 3 + his Charisma modifier. For each level thereafter, she can use fire 
dance for 2 additional rounds per day. A fire dance ends if the fire dancer’s fire source is extinguished, or if she is killed, paralyzed, stunned, knocked 

unconscious, or otherwise prevented from taking a free action to maintain it each round. This ability replaces Raging Song.  

Pyromania (Su): At 1st level, a fire dancer invokes a fiery rage in those affected by her fire dance. This functions as the inspired rage raging song, except 
that it replaces the +2 morale bonus to Strength with a +2 morale bonus to Dexterity and the +1 morale bonus to Will saves with a +1 fire damage to attacks. 

At 4th level and every 4 levels thereafter, the fire dancer's bonus on fire damage increases by 1. This performance otherwise functions as and replaces the 

inspired rage raging song. 
Dance of the Fiery Gaze (Su): At 3rd level, a fire dancer can allow allies to see through flames without any distortion. Any ally within 30 feet of the fire 

dancer who can see the performance can see through fire, fog, and smoke without penalty as long as the light is sufficient to allow him to see normally, as 

with the base effect of the gaze of flames oracle revelation. This performance replaces the song of marching raging song.  
Heat Shimmer (Su): At 6th level, a fire dancer can surround her allies with heat distortion that acts as the blur spell. Creatures that strike any affected 

allies in melee while using this performance is dazzled for 1 round (Fortitude negates). This performance replaces the song of strength raging song.  

Scintillating Cinders (Su): At 10th level, a fire dancer can add components like flash powder and magnesium to a source of fire to create a burning display 
of cinders and sparks that dazes her foes. Enemies must be within 30 feet and able to see the fire dancer's performance to be affected. This performance 

replaces dirge of doom raging song. 

Pyre of the Fallen (Su): At 14th level, a fire dancer can perform a special ritual of cremation to honor the fallen heroes of battle and temporarily summon 
the spirits of her dead allies as living flame to continue fighting, with the same limitations as raise dead. The fire dancer selects a dead ally within 60 feet 

and expends 1 round of fire dance. The dead ally’s body is instantly consumed by fire, releasing the allies spirit which is then manifested as a Medium Fire 

Elemental (as summon monster IV). This Medium Fire Elemental functions normally but is staggered. Each round, the fire dancer may expend another 1 
round of fire dance to manifest that ally as a Medium fire elemental for another round. The ally’s flaming spirit automatically disappears if the fire dancer 

ends this performance or is interrupted. The fire dancer may summon the spirits of multiple allies with this performance (either at the same time or over 

successive rounds) but must expend 1 round of fire dance per summoned ally per round to maintain the effect. This performance replaces the song of the 
fallen rage song. 

Fire Music: At 1st level, a fire dancer gains the Fire Music feat, even if she doesn't meet the prerequisites. This ability replaces scribe scroll. 

Pyrotechnics (Ex): At 1st level, a fire dancer learns how to craft pyrotechnics. This is exactly like the alchemist’s alchemy ability, except that the fire 
dancer may only create mundane alchemical substances from the oils and flammables categories, special equipment section, and alchemical weapons and 

weapon blanches.  

Oil Bomb (Su): At 2nd level, a fire dancer can create oil bombs. This functions as the alchemist’s bomb ability, but with the following changes. A fire 
dancer can use a number of oil bombs each day equal to her class level + her Intelligence modifier. She must expend 2 rounds of fire dance as part of the 

standard action of drawing the components of, creating, and throwing an oil bomb. Upon detonation, an oil bomb deals no damage, but creates a grease slick 
as the grease bomb alchemist discovery. The grease slick can then be ignited by a fire source (such as a candle, torch, or flaming weapon) dealing 1d6 points 

of fire damage at 2nd level plus an additional 1d6 points of fire damage every three levels thereafter, to a maximum  of 7d6 at 20th level. Unlike a grease 

bomb (see grease bomb discovery), an oil bomb affects a target’s clothing and armor if within the bomb’s splash radius. Removing this oil requires a full-
round action, or a standard action using at least a cloth and full bucket of water.  

Alternatively, instead of drawing the components of, creating, and throwing an oil bomb, the fire dancer can expend 2 rounds of fire dance, draw the 

components, drink them, mix them within her body, and then expel them as a fire breath weapon as a standard action. This breath weapon is a 15-foot cone 
of grease and has the same DC as the oil bomb. Each creature within the cone takes fire damage as if the oil bomb had been ignited. A successful Reflex 

save (DC 10 + 1/2 the fire dancer’s level + the fire dancer’s Intelligence modifier) halves the damage. Unlike throwing normal oil bombs, drawing, drinking, 

and expelling this fiery breath weapon does not provoke attacks of opportunity. This alternate effect is similar to the breath weapon alchemist discovery. 
Like an alchemist, a fire dancer can learn new types of bomb discoveries as rage powers (see the Rage Powers ability) as they level up. A fire dancer's oil 

bombs become inert if used or carried by anyone else. This ability replaces versatile performance and lore master.  

Tempered By Fire (Su): At 2nd level, a fire dancer becomes resistant to pyrotechnic effects. She gains a +4 bonus on saving throws made against bardic 
performance, as well as all fire or light effects. This ability replaces well versed. 

Swift Pyrotechnics (Ex): At 3rd level, a fire dancer can create alchemical weapons and volatile substances with astounding speed. It takes a fire dancer 

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 uncanny dodge. 

Rage Powers: This is exactly like the skald ability of the same name. In addition, a fire dancer can choose one of the following alchemist discoveries in 

place of a rage power: blinding bomb, delayed bomb, directed bomb, explosive bomb, explosive missile, fast bombs, fire brand, immolation bomb, inferno 
bomb, precise bombs, rocket bombs, smoke bomb, sticky bomb, sunlight bomb. These discoveries affect the fire dancer's oil bombs in the same fashion they 

would affect normal bombs, but only after the oil bomb has been ignited. She is also treated as a goblin for the purpose of qualifying for these discoveries. 

Alchemical Arsonist (Su): At 5th level, a fire dancer is learned in the secrets of alchemy and can use her own magic as a catalyst for creating extracts. 
Once per day, a fire dancer can create any extract from the alchemist's formulae list. However, any extract with energy damage will instead deal fire damage, 



as if affected by the Fire Music feat. At 11th level, she can use this ability twice per day, and at 17th level, she can use this ability three times per day. This 

ability replaces spell kenning. 
Fire Resistance (Su): At 9th level, a fire dancer gains fire resistance 5. Every five levels thereafter (14th and 19th level), this fire resistance increases by 

5. Additionally, the fire dancer grants this fire resistance to all allies affected by her pyromania performance. This ability replaces damage reduction. 

Instant Pyrotechnics (Ex): At 19th level, a fire dancer can create alchemical weapons and substances with almost supernatural speed. She can create any 
alchemical weapon or substance as a full-round action if she succeeds at the Craft (alchemy) check and has the appropriate resources at hand to fund the 

creation. This ability replaces improved uncanny dodge. 

Master Fire Dancer (Su): At 20th level, a fire dancer's pyromania no longer gives allies a penalty to AC, nor does it limit what skills or abilities they can 
use. Allies with rage class abilities may use features dependent on those abilities without restriction, such as a barbarian's rage powers and a bloodrager's 

blood casting and bloodline abilities. In addition, when making a full attack, affected allies weapon's are affected by the flaming burst (but not flaming) 

special weapon quality. This ability replaces master skald.  
 

 

NEW DISCOVERIES 
The following new alchemist discoveries complement the Fire Dancer multiclass archetype. 
 

Fireworks Bomb 
Your bomb fascinates your enemies. 

Prerequisite: Alchemist 6, snapdragon bomb discovery.  
Benefit: If the alchemist makes a direct hit with his snapdragon bomb, the target is also fascinated for 1d3 rounds.  

 

Snapdragon Bomb 
Your bomb creates a bright shimmering display that dazzles enemies. 

Prerequisite: Alchemist 4, bomb class feature. 

Benefit: If the alchemist makes a direct hit with his bomb attack, the target is dazzled for 1 round.  

 
 

NEW RAGE POWERS 
The following new rage powers complement the Fire Dancer multiclass archetype. 

 

Blistering Shout (Su) 
The barbarian unleashes a tirade of insults that burn her foes. 

Prerequisite: Barbarian (or Skald) 4, rage or raging song class feature. 

Benefit: Whenever the barbarian makes a successful Intimidate skill check, the target also takes 1d10 points of fire damage and must make a successful 
Reflex save (DC 10 + 1/2 the barbarian’s level + the barbarian’s Charisma modifier) or catch fire. Spell resistance can negate the fire damage caused by this 

rage power, but does not protect the creature from the demoralizing effect. 

 

Burning Rage (Ex) 
The barbarian continues to rage while she is on fire. 

Prerequisite: Rage or raging song class feature. 

Benefit: If the barbarian catches fire while raging, she can continue to rage without expending rounds of rage. If she is not raging when she catches fire, 
she can enter a rage as an immediate action and continue to rage as described. This does not grant any resistance against the fire damage, but the barbarian 

can act normally while on fire. This power allows the barbarian to rage even if she has expended all her rounds of rage for the day. 

 

Heat Scarred (Ex) 
The barbarian’s attacks burn her enemies. 

Prerequisite: Barbarian 4, burning rage rage power. 

Benefit: If the barbarian catches fire, she can use the flames to her advantage. She deals 1d6 points of fire damage with any unarmed or natural attacks, ot 
when an enemy grapples her. 

 

 

NEW SPELLS 
 

Hot Coals  
School conjuration (summoning) [fire]; Level bard 2, druid 2, shaman 2, sorcerer/wizard 2, ranger 2, witch 2,  

CASTING 

Casting Time 1 standard action  
Components V, S, M (a piece of coal)  

EFFECT 

Range close (25 ft. + 5 ft./2 levels)  
Effect 10-foot square plus a 5 foot square per 2 levels   
Duration 1 minute/level  
Saving Throw Reflex negates; Spell Resistance no  

DESCRIPTION 

You create a path of red hot coals beneath the feet of your foes. The targets must succeed on a Reflex save or begin jumping and leaping 
from the burning heat of the coals. Each target takes 1d3 points of fire damage, a –2 penalty to AC, and provokes attacks of opportunity each 
round on its turn as long as they remain in the coals. The area is treated as difficult terrain for the purpose of moving through the coals.  
 
 

Table: Fire Dancer 
 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 Bardic knowledge, cantrips, fire dance, fire music,   1  —  —  —  —  — 
     pyromania +1 (+2 Dex/Con) 
2nd  +1  +3  +0 +3 Oil bomb 1d4, tempered by fire   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Dance of the fiery gaze, rage power   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Pyromania +2, swift pyrotechnics   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Alchemical arsonist 1/day, oil bomb 2d4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Heat shimmer, rage power   4   3  —  —  —  — 
7th  +5  +5  +2 +5    4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Oil bomb 3d4, pyromania +3 (+4 Dex/Con)   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Fire resistance 5, rage power   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Scintillating cinders   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Alchemical arsonist 2/day, oil bomb 4d4   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Pyromania +4, rage power   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8    5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Fire resistance 10, oil bomb 5d4, pyre of the fallen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Rage power   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Pyromania +5 (+6 Dex/Con)   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Alchemical arsonist 3/day, oil bomb 6d4   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Rage power   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Fire resistance 15, instant pyrotechnics   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Oil bomb 7d4, pyromania +6, master fire dancer   5   5   5   5   5   5 
 



FOCUSED SNIPER (Christos Gurd) 
In the world there exists a certain sect of marksmen specialists–ones who possess a lethal accuracy whether they are standing 2 feet from their enemy or 300 
feet. With the ability to draw upon a powerful state of mind called focus, the focused sniper counts among their ranks both archers and gunslingers alike. 

Through the use of talents and deeds, focused snipers can drop their targets from a hidden vantage point in the dead of night, or from the back of a moving 

cart in the blight daylight.   
Primary Class: Barbarian. 

Secondary Class: Gunslinger.  

Alignment: Any.  
Hit Dice: d10.  

Bonus Skills and Ranks: The focused sniper may select three gunslinger skills to add to her class skills in addition to the normal barbarian class skills. 

The focused sniper gains a number of ranks at each level equal to 4 + Int modifier.  
Weapon and Armor Proficiency: The focused sniper is proficient with all simple and martial weapons, all firearms, and with light and medium armor.  

Focus (Ex): At 1st level, a focused sniper can enter a state of complete focus, sacrificing her defensive capabilities for accuracy. A focused sniper can 

enter focus for a number of rounds per day equal to her focused sniper level + her Wisdom modifier. Temporary increases to Wisdom, such as those gained 
from spells like owl’s wisdom, do not increase the total number of rounds that a focused sniper can focus per day. A focused sniper can enter focus as a free 

action. The total number of rounds of focus per day is renewed after resting for 8 hours, although these hours do not need to be consecutive. While in focus, 

a focused sniper gains a +2 insight to her attack and damage rolls with ranged weapons (this counts as precision damage), as well as a +2 morale bonus on 
Will saves. In addition, she takes a –2 penalty to Armor Class. A focused sniper can end her focus as a free action.  

By spending 1 grit point, a focused sniper can do one of the following. 

 Double the range increment of her ranged weapon for 1 round, or  
 Enter focus when at half hit points or less without making the required concentration check, or  

 Give herself a +4 competence bonus on Stealth checks for 1 round. 

As the focused sniper takes damage, it becomes more difficult to enter and maintain her focus. When the focused sniper takes damage greater than half 
her total hit points, she must make a successful concentration check to enter focus. The DC for this concentration check is equal to 10 + 1 for every 5 points 

of damage taken. The focused sniper can only make this check once per combat. If the focused sniper is healed and her current hit points are greater than half 

her total hit points, she can again enter focus without having to make a concentration check, as normal. A focused sniper can otherwise focus multiple times 
during a single encounter or combat. If a focused sniper falls unconscious, her focus immediately ends. Focus counts as the rage ability for the purpose of 

feats that affect rage, such as the Extra Rage feat. This ability replaces rage. 

Grit (Ex): At 1st level, a focused sniper gains the gunslinger’s grit ability. If she chooses the gunslinger’s deeds talent, she can spend grit to accomplish 
deeds as normal. In addition, a focused sniper can spend grit to enhance her focus ability. This ability replaces the barbarian’s d12 Hit Dice. 

Signature Weapon: At 1st level, a focused sniper gains one of the following ranged weapons of her choice: blunderbuss, heavy crossbow, light 

crossbow, longbow (composite), longbow, musket, pistol, repeating crossbow, shortbow (composite), or shortbow.  
If the focused sniper chooses a firearm as her signature weapon, the weapon is battered, and only she knows how to use it properly. All other creatures 

treat her gun 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 

weapon can only be sold for scrap (it’s worth 4d10 gp when sold). In addition, the focused sniper gains Gunsmithing as a bonus feat.  
If the focused sniper chooses a ranged weapon other than a firearm as her signature weapon, the weapon is treated as masterwork. All other creatures treat 

her weapon as a normal and mundane, and can only be sold for its listed price. She also gains Craft Arms and Armor as a bonus feat.  

In addition, as a swift action, a focused sniper can spend 1 point of grit to inscribe one piece of ammunition (bullet, arrow, or bolt) with a tiny personal 
rune as arcane mark spell. A successful DC 20 Knowledge (local) check identifies the origin of the ammunition as belonging to the focused snipers and 

establishes a reputation as a deadly enemy. This ability replaces Medium Armor Proficiency and Shield Proficiency.  

Focus Talents: As a focused sniper gains levels, she learns to use her focus in new ways. Starting at 2nd level, a focused sniper gains a focus talent. 
Every two levels beyond 2nd, she gains another focus talent. Some focus talents require the focused sniper to be focused, while some of these talents require 

the focused sniper to take an action first. Unless otherwise noted, a focused sniper cannot select an individual talent more than once. Focus talents count as 
rage powers for the purpose of the Extra Rage Power feat. A focused sniper can choose any of the following focus talents.  

Blinding Precision: The focused sniper gains Blinding Critical as a bonus feat. The focused sniper must be at least 14th level and have the focused 

precision talent to select this talent.  
Bloody Precision: The focused sniper gains Bleeding Critical as a bonus feat. The focused sniper must be at least 10th level and have the focused 

precision talent to select this talent.  

Bury the Bolt (Ex): When using a crossbow, the focused sniper with this talent can target the touch AC of an enemy within her first range increment.  
Close-Ranged Sniper: The focused sniper gains Point Blank Shot as a bonus feat. If the focused sniper already has Point Blank Shot, she can choose either 

Far Shot or Precise Shot instead. At 6th level, the focused sniper also gains Point Blank Master as a bonus feat, even if she does not meet its prerequisites.  

Crippling Precision: The focused sniper gains Crippling Critical as a bonus feat. The focused sniper must be at least 12th level and have the focused 
precision talent to select this talent.  

Crossbow Slinger (Ex): The focused sniper treats a crossbow as a firearm for the purposes of using the gunslinger deeds and gun training. If the focused 

sniper has the hard draw talent, she cannot select this talent. The focused sniper must have the bury the bolt and gunslinger deed talents to select this talent.  
Focused Precision: The focused sniper multiplies her precision damage on a critical hit while in focus. If sniper has the sure shot talent and the blinding 

precision, bloody precision, or crippling precision talents and successfully hits a target while in focus (but does not score a critical hit), she can apply the 

effects of one precision talent as if she had made a critical hit. The target can avoid this effect by making a successful Reflex save (DC 10 + 1/2 the focused 
snipers level + her Wisdom modifier). The focused sniper must be at least 8th level to select this talent. 

Gun Training (Ex): The focused sniper gains the gunslinger’s gun training ability and can select one specific type of firearm (such as an axe musket, 

blunderbuss, musket, or pistol). She gains a bonus equal to her Dexterity modifier on damage rolls when firing that type of firearm. Furthermore, when she 
misfires with that type of firearm, the misfire value of that firearm increases by 2 instead of 4. She can select this talent an additional time every four levels 

beyond 6th (10th, 14th, and 18th), and picks another type of firearm, gaining these bonuses for those types as well. The focused sniper must be at least 6th 

level to select this talent. 
Gunslinger Deeds: The focused sniper selects two deeds from the gunslinger’s list of 1st level deeds. She treats her focused sniper levels as gunslinger 

levels for the purposes of these deeds. The focused sniper can select this talent once at 2nd level, and again every four levels of focused sniper she possesses 

(6th, 10th, etc.). Each time this talent is selected, she chooses two deeds of each subsequent level (3rd, 7th, etc.) up to 15th level deeds at 18th level or 
higher. 

Hard Draw (Ex): The focused sniper adds considerable draw to his crossbows to increase its power. A focused sniper adds her Strength modifier to 

damage rolls when using a heavy crossbow and half her Strength modifier to damage rolls when using a light crossbow. If the focused sniper has the 
crossbow slinger talent, she cannot select this talent. This talent has no effect on hand crossbows.  

Primal Focus: The focused sniper chooses a barbarian rage power. For the purpose of qualifying for this rage power, her effective barbarian level is equal 
to her focused sniper level –3 and she uses her focus in place of rage. The focused sniper must be at least 4th level to select this talent. A focused sniper may 

select this talent an additional time for every four levels of focused sniper she possesses.  



Reflexive Shot (Ex): The focused sniper can take a shot at an opponent about to engage her in melee combat. Whenever an opponent first engages the 

focused sniper in melee combat, she can as a swift action, make one ranged attack at her highest attack bonus. If the attack is successful, she deals damage as 
normal. Once the attack is made, she drops her weapon to the ground and can draw a melee weapon and engage in melee combat as normal. The focused 

sniper must be wielding a loaded crossbow or firearm to use reflexive shot. The focused sniper must be at least 6th level and have the Quick Draw feat to 

select this talent.  
Shot in the Dark (Ex): The focused sniper gains Prone Shooter as a bonus feat. In addition, the focused sniper takes no penalties to Stealth checks while 

making ranged attacks from a prone position. The focused sniper must have the sure shot talent to select this talent. 

Sure Shot (Ex): While in focus, a focused sniper can use a full-round action to make an attack against an opponent who is up to three range increments 
away. The opponent is treated as flat-footed against this attack. This attack bypasses any damage reduction the target might have. If the target has uncanny 

dodge, it retains its damage reduction against this attack.  

Versatile Precision: The focused sniper gains Critical Mastery as a bonus feat. The focused sniper can spend 2 grit points while using sure shot to increase 
the save DC of her critical feats by 4. The focused sniper must be at least 14th level and have two precision talents (blinding precision, bloody precision, or 

crippling precision) to select this talent. 

This ability replaces the rage powers gained. 
Deadly Sniper (Ex): Starting at 7th level, a focused sniper decreases the range increment penalties of her ranged attacks by 2. At 10th level, and every 

three focused sniper levels thereafter (13th, 16th, and 19th level), she reduces her penalty by an additional 2. This replaces damage reduction. 

Greater Focus (Su): At 11th level, when a focused sniper enters her focus, the insight bonus to her attack and damage rolls increases to +4 and the 
morale bonus on her Will saves increases to +3.  This ability replaces greater rage. 

Indomitable Will (Ex): This is exactly like the barbarian ability of the same name, except that if functions while in focus instead of rage.  

Tireless Focus (Ex): Starting at 17th level, a focused sniper is no longer becomes fatigued at the end of her focus. This ability replaces tireless rage.  
Death From Afar (Su): At 20th level, when a focused sniper enters focus, she ignores all range increment penalties, and her maximum range with any 

weapon is increased by 30 feet. In addition she increases the precision damage granted by her focus to +8. This replaces mighty rage. 

 

 

Table: Focused Sniper 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0  Fast movement, focus, grit, signature weapon 
2nd  +2  +3  +3  +0 Focus talent, uncanny dodge 
3rd  +3  +3  +3  +1 Trap sense +1 
4th  +4  +4  +4  +1 Focus talent 
5th  +5  +4  +4  +1 Improved uncanny dodge 
6th  +6/+1  +5  +5  +2  Focus talent, trap sense +2 
7th  +7/+2  +5  +5  +2  Deadly sniper (–2)  
8th  +8/+3  +6  +6  +2  Focus talent 
9th  +9/+4  +6  +6  +3  Trap sense +3 
10th  +10/+5  +7  +7  +3  Deadly sniper (–4), focus talent 
11th  +11/+6/+1  +7  +7  +3  Greater focus 
12th  +12/+7/+2  +8  +8  +4  Focus talent, trap sense +4 
13th  +13/+8/+3  +8  +8  +4  Deadly sniper (–6) 
14th  +14/+9/+4  +9  +9  +4  Focus talent, indomitable will  
15th  +15/+10/+5  +9  +9  +5  Trap sense +5 
16th  +16/+11/+6/+1  +10  +10  +5  Deadly sniper (–8), focus talent 
17th  +17/+12/+7/+2  +10  +10 +5  Tireless focus 
18th  +18/+13/+8/+3 +11  +11 +6  Focus talent, trap sense +6 
19th  +19/+14/+9/+4 +11  +11 +6  Deadly sniper (–10) 
20th  +20/+15/+10/+5  +12  +12 +6  Death from afar, focus talent 
 
 
 

NEW FEATS  
The following feats can be chosen by anyone the meets the prerequisites.  

 

Bayonet Training  
You can use a bayonet with deft skill. 

Prerequisites: Wielding a firearm with a bayonet affixed to it. 

Benefits: You can attach and remove a bayonet from your weapon as a swift action. If you have the Quickdraw feat, you can attach or remove a bayonet 
as a free action, but not during a full attack action. 

Normal: You can attach and remove a bayonet as a move action. 

 

Greater Bayonet Training  
You can apply your weapon’s enhancement bonus to your bayonet.  

Prerequisites: Improved Bayonet Training feat, base attack bonus +8. 

Benefits: You can use your crossbow’s or firearm’s enhancement bonuses in place of the enhancement bonuses of a bayonet that it is affixed to it. The 
bayonet’s enhancement bonus must be lower than that of the weapon, and cannot exceed its maximum weapon enhancement bonus. The bayonet does not 

gain any other enchantments that the weapon possesses. 

Normal: You must use your bayonet enhancement bonus in combat.  
 

Improved Bayonet Training  
You can apply your weapon’s enhancement bonus to your bayonet.  

Prerequisites: Bayonet Training feat, base attack bonus +4. 



Benefits: You treat any bayonet affixed to your crossbow or firearm as a ranged weapon. You can remove the bayonet from your weapon with the flick of 

your wrist and make one extra ranged attack with it at your highest attack bonus as part of a full attack action as if you had the Two-Weapon Fighting feat. 
When used in this way, the bayonet has a range of 10 feet. If you have the Quickdraw feat, you can remove a bayonet from your weapon and drop it to the 

ground as a free action during a full attack action. 



FRONTIER HUNTSMAN 

The frontier huntsman specializes in hunting with long-ranged firearms, specifically the musket. Patient and disciplined, the frontier huntsman employs this 
powerful weapon with deadly accuracy, picking off his enemies from afar, or dropping his quarry within a foot of his mark.  

Primary Class: Ranger.  

Secondary Class: Gunslinger.  
Alignment: Any. 

Hit Dice: d10.  

Bonus Skills and Ranks: The frontier huntsman selects three gunslinger skills to add to his class skills in addition to the normal ranger class skills. The 
frontier huntsman gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The frontier huntsman is proficient with all simple and martial weapons, two-handed firearms, and must take Exotic 

Weapon Proficiency (firearm) to gain proficiency with one-handed firearms and firearm siege engines. He is also proficient with light armor and shields 
(except tower shields). 

Gunsmith: A frontier huntsman gains the gunslinger’s gunsmith ability, and must take a musket when he chooses a battered firearm at 1st level. This 

ability replaces 1st favored enemy.  
Rapid Reloader: At 1st level, a frontier huntsman gains Rapid Reload (muskets) as a bonus feat. This ability, deadly aim, and vigilant hunter replace the 

ranger’s spellcasting ability.  

Deeds (Ex): At 2nd level, a frontier huntsman gains the gunslinger’s deeds ability, and gains access to 1st level deeds. Every four levels beyond 2nd, the 
frontier huntsman gains access each subsequent level of deeds (3rd, 7th, etc.), up to 15th level deeds at 18th level. This ability replaces combat feats. 

In addition, the frontier huntsman swaps four deeds for the following deeds. 

Steady Aim (Ex): At 2nd level, as long as a frontier huntsman has at least 1 grit point, he can take a move-equivalent action to increase the accuracy of a 
two-handed firearm. When he does, he increases the range increment of the firearm he is firing by 10 feet. This stacks with other abilities that increase his 

range increment. This deed replaces the gunslinger’s dodge deed. 

Fast Musket (Ex): At 6th level, as long as the frontier huntsman has 1 grit point, he can reload any two-handed firearm as if it were a one-handed firearm. 
This deed replaces the utility shot deed. 

Knockdown Shot (Ex): At 10th level, as a standard action, a frontier huntsman can make one ranged attack with a two-handed firearm at a –4 penalty. If 

the attack hits, it inflicts damage normally and the target is subject to a bull rush or a trip maneuver using the attack roll as the combat maneuver check. The 
frontier huntsman must decide which maneuver to attempt before making her attack roll. The frontier huntsman must spend 1 grit to perform this deed. This 

deed replaces the startling shot deed.  

Perfect Shot (Ex): At 14th level, a frontier huntsman can make a perfect shot by rolling his attack roll twice and taking the higher result. If one of these 
rolls is a critical threat, the other roll is used as the frontier huntsman’s confirmation roll (his choice if they are both critical threats). The frontier huntsman 

may attempt a perfect shot once per day for every four frontier huntsman levels he has attained, but no more than once per round. At 18th level, the frontier 

huntsman can roll his attack roll three times and take the highest result. If one of these rolls is a critical threat, the frontier huntsman must choose one of his 
other two rolls to use as his confirmation roll. The frontier huntsman must spend 1 grit to perform this deed. This deed replaces the bleeding wound deed. 

Grit (Ex): At 2nd level, a frontier huntsman gains the gunslinger’s grit ability. This ability replaces Endurance. 

Deadly Aim: At 5th level, a frontier huntsman gains Deadly Aim as a bonus feat.  
Musket Training (Ex): Starting at 5th level, a frontier huntsman increases his skill with two-handed firearms. He gains a bonus on damage rolls equal to 

his Dexterity modifier, and when he misfires with a two-handed firearm, the misfire value increases by 2 instead of 4. Every five levels thereafter (10th, 

15th, and 20th), the bonus on damage rolls increases by +1. At 15th level, a frontier huntsman never misfires with a two-handed firearm. This ability 
replaces 2nd, 3rd, 4th, and 5th favored enemy. 

Vigilant Hunter (Ex): At 8th level, a frontiersman does not provoke attacks of opportunity when making ranged attacks with a two-handed firearm.  

Improved Deadly Aim (Ex): At 10th level, when a frontier huntsman has at least 1 grit point and uses Deadly Aim with a two-handed firearm, he gains a 
+3 bonus on ranged damage rolls instead of +2. When the frontier huntsman’s base attack bonus reaches +4, and every +4 thereafter, the bonus on ranged 

damage rolls increases by +3 rather than +2. This ability replaces 2nd favored terrain. 

Greater Deadly Aim (Ex): At 15th level, when a frontier huntsman has at least 1 grit point and uses Deadly Aim with two-handed firearm, he gains a +4 
bonus on ranged damage rolls instead of +3. When the frontier huntsman’s base attack bonus reaches +4, and every +4 thereafter, the bonus on ranged 

damage rolls increases by +4 rather than +3. This ability replaces 4th favored terrain. 

True Hunter (Ex): At 20th level, a frontier huntsman becomes deadly with his musket. He picks one deed that he has access to and that he must spend 
grit to perform. He can perform this deed for 1 grit point fewer (minimum 0) than usual. If the number of grit points to perform a deed is reduced to 0, the 

frontier huntsman can perform this deed as long as he has at least 1 grit point. If a deed could already be performed as long as he had at least 1 grit point, he 

can now perform that deed even when he has no grit points. 
In addition, the frontier huntsman can always move at full speed while using Survival to follow tracks without penalty. He can, as a standard action, make 

a single attack against at his full attack bonus. If the attack hits, the target takes damage normally and must make a Fortitude save or die. The DC of this save 
is equal to 10 + 1/2 the frontier huntsman’s level + the frontier huntsman’s Wisdom modifier. A frontier huntsman can use this ability once per day. This 

ability replaces master hunter.  

 

Table: Frontier Huntsman 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0 Gunsmith, rapid reloader, track, wild empathy  
2nd  +2  +3  +3  +0 Deeds, grit  
3rd  +3  +3  +3  +1 1st favored terrain  
4th  +4  +4  +4  +1 Hunter’s bond 
5th  +5  +4  +4  +1 Deadly aim, musket training  
6th  +6/+1  +5  +5  +2 Deeds  
7th  +7/+2  +5  +5  +2 Woodland stride  
8th  +8/+3  +6  +6  +2 Swift tracker, vigilant hunter 
9th  +9/+4  +6  +6  +3 Evasion 
10th  +10/+5  +7  +7  +3 Deeds, improved deadly aim  
11th  +11/+6/+1  +7  +7  +3 Quarry 
12th  +12/+7/+2  +8  +8  +4 Camouflage  
13th  +13/+8/+3  +8  +8  +4 2nd favored terrain 
14th  +14/+9/+4  +9  +9  +4 Deeds  



15th  +15/+10/+5 +9  +9  +5 Greater deadly aim  
16th  +16/+11/+6/+1  +10  +10  +5 Improved evasion  
17th  +17/+12/+7/+2  +10  +10  +5 Hide in plain sight 
18th  +18/+13/+8/+3  +11  +11  +6 Deeds 
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry 
20th  +20/+15/+10/+5  +12  +12  +6 True hunter 
  



GUN SKALD (Lindley Court)   
While most skalds are trained in the oral traditions, a select few deeply immerse themselves in their tribal lore, enabling them to draw upon the heroic deeds 
of ages past and bolster themselves in battle. Trained in the use of firearms, the gun skald emulates the ancient deeds of heroes long gone to strike down his 

foes and pierce their defenses from afar. Through his raging song, he performs these deeds with eloquence while preserving his own heroics in poetic verse.  

Primary Class: Skald.  
Secondary Class: Gunslinger. 

Alignment: Any.  

Hit Dice: d8. 
Bonus Skills and Ranks: The gun skald may select three gunslinger skills to add to his class skills in addition to the normal skald class skills. The gun 

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

Weapon and Armor Proficiency: The gun skald is proficient with all simple and martial weapons, and with all firearms. He is also proficient with light 
armor, but not with shields. 

Diminished Spellcasting: The gun skald casts arcane spells drawn from the skald’s spell list, but knows one fewer spell of each spell level. He otherwise 

learns and casts spells as a skald of equal level. 
Antique Firearm: At 1st level, a gun skald possesses an ancient tribal firearm and gains the gunslinger’s gunsmith ability. This ability replaces scribe 

scroll.  

Raging Song: This is exactly like skald ability of the same name, except that the gun skald gains the following raging songs.  
Enhance Weapons (Su): At 1st level, the gun skald can grant a +1 enhancement bonus to the weapons (including ammunition) of allies within 60 feet. At 

5th level and every 5 levels thereafter, this enhancement bonus increases by 1. The maximum bonus gained is based upon the number of weapons affected: 

+5 to one weapon, +4 to two weapons, +3 to three weapons, or +2 to four or more weapons. Fifty pieces of ammunition count as one weapon for this 
purpose. 

These bonuses can also be used to add any of the following weapon special abilities to the weapons enhanced by this ability: dancing, defending, distance, 

flaming, frost, ghost touch, keen, mighty cleaving, returning, shock, seeking, or speed. Adding these weapon special abilities consumes an amount of bonus 
equal to the special ability's cost (see Table: Melee Weapon Special Abilities). These enhancement bonuses and special abilities overlap with any 

enhancements or special abilities the weapon already has, though duplicate special abilities do not stack. If an affected weapon is not magical, at least a +1 

enhancement bonus must be added before any other special abilities can be.  
The bonus and special abilities granted by this raging song are determined when the song begins, and cannot be changed until the raging song ends and 

another is begun. These bonuses apply to only one end of a double weapon. This ability replaces the inspired rage raging song. 

Glorious Epic (Su): At 3rd level, a gun skald learns how to truly extol the virtues and prowess of the heroic figures in his epic tales. By performing for 10 
minutes and expending 1 round of raging song, the gun skald can influence opinions positively towards a heroic subject of the gun skald's choice. If the 

subject of the epic attempts a Diplomacy or Intimidate check against anyone who listened to the full performance, he receives a circumstance bonus on that 

check equal to +1. This bonus increases by +1 at 4th level and every four levels thereafter, to a maximum of +6 at 20th level. This ability replaces the song 
of marching raging song.  

Scholarly Skald: A gun skald learns to apply his intellect in new ways. He uses his Intelligence to determine the effects of his spells and bonus spells per 

day, as well as his raging song ability. 
Raging Deeds: At 3rd level, a gun skald learns the ancient skaldic poems of heroic legends long past. He gains the gunslinger’s deeds ability, and chooses 

one 1st level deed. At 5th level and every four levels thereafter, he can select one deed from each subsequent level of deeds, up to 15th level deeds at 17th 

level. To use a deed, a gun skald must expend a number of rounds of raging song equal to twice the number of required grit points. Deeds that require at least 
1 grit point to function instead require at least 2 rounds of raging song. A raging deed only function while a raging song is in effect.  

In addition, a gun skald adds the following raging deeds restricted to the Gun Skald multiclass archetype to the list of deeds he can select.  

Furious Shot (Ex): At 3rd level, the gun skald can spend two rounds of raging song to make two firearm attacks as a single standard action, but each 
attacks takes a –4 penalty. This penalty is reduced by 1 at 5th level and every 4 levels thereafter, to a minimum of 0 at 17th level.  

Studied Aim (Ex): At 3rd level, as a swift action, the gun skald can spend 2 rounds of raging song to gain a bonus on all firearm damage rolls equal to his 

Intelligence modifier (minimum 1) with all firearm attacks he makes until the end of her turn. If he uses the dead shot deed, he multiplies this bonus by the 
number of hits he made while rolling the Dead Shot attack.  

Heroic Barrier (Su): At 5th level, the gun skald can call upon the spirits of heroes long past to shrug off the most serious of attacks. When the gun skald is 

wearing light armor and is subject to a critical hit or sneak attack, he can spend 2 rounds of raging song as an immediate action to attempt to negate 
the critical hit or sneak attack damage. At 5th level, he has a 15% chance of doing so. At 11th level, the chance increases to 25%. At 17th level, the chance 

increases to 50%. While a gun skald’s barrier does not stack with the fortification armor special ability, it does work in concert with that armor special ability 

or similar effects, so a gun skald can use this ability even after the armor of fortification has failed to negate the critical hit or sneak attack damage.  
Distracting Shot (Ex): At 9th level, a gun skald can spend 2 rounds of raging song and choose to miss a target that he could normally attack within his 

range with a firearm attack. When he does, the target loses its Dexterity bonus to AC (if any) for 1 round.  
Cacophonic Blast (Su): At 13th level, a gun skald can spend 2 rounds of raging song to create a devastating shock wave of energy with his firearm. Once 

per day, he can discharge his firearm that functions like a horn of blasting (DC = 10 + 1/2 the gun skald's level + his Intelligence bonus). At 17th level, the 

gun skald can use this deed twice per day and it functions like a greater horn of blasting. Unlike an actual horn of blasting, this deed does not carry the risk 
of destroying the firearm.  

Clipping Shot (Ex): At 13th level, when the gun skald misses with a firearm attack, he can spend 2 rounds of raging song to deal half the damage that 

attack would have dealt if it were a hit (roll damage normally). He can decide to use this raging deed and spend the rounds of raging song after making the 
attack. This deed has no effect if the attack used the dead shot deed. The cost of using this deed cannot be reduced with the Signature Deed feat, the edda 

master class feature, or any similar effect. 

Iron Mind (Ex): At 17th level, when the gun skald has at least 2 rounds of raging song and makes a successful Fortitude saving throw against an attack 
that would deal half damage or have a partial effect, he takes no damage or other effects from that attack. Furthermore, he gains a +2 bonus on all saving 

throws against fear and mind-affecting effects. 

Siege Gun (Su): At 17th level, the gun skald can spend 4 rounds of raging song to shatter massive walls, doors, and other inanimate obstacles by 
discharging his firearm. This deed works as the shatter spell, except the gun skald can increase the amount of damage and size of the object damaged by 

taking aim for longer periods. The gun skald can affect objects weighing up to 10 pounds per level, plus an additional 5 pounds per level for each additional 

round he takes aim. The damage dealt increases by 2d6 per round (to a maximum of 20d6 after 10 rounds). The damage is dealt only after the gun skald 
discharges his firearm. 

This ability replaces spells lost due to diminished spellcasting.  

Rage Powers: This is exactly like the skald’s ability or the same name, except that the gun skald can choose an additional gunslinger deeds of a level he 
has access to in place of a rage power.  

Edda Master (Su): At 20th level, a gun skald becomes a master of relaying the ancient heroic legends of his tribe. He gains one 19th level deed from 

those listed in the gunslinger deeds class feature. He also picks one deed that he has access to and that he must spend rounds of rage to perform. He can 
perform this deed for 2 fewer rounds of raging song (minimum 0) than usual. If the number of rounds of raging song to perform a deed is reduced to 0, the 



gun skald can perform this deed as long as he has at least 2 rounds or raging song. If a deed could already be performed as long as he had at least 2 rounds of 

raging song, he can now perform that deed even when he has no rounds of raging song. In addition, when making a full attack, allies affected by a raging 
song may make an additional attack each round (as if using a haste effect). This ability replaces master skald.  

 

 

NEW RAGE POWERS 
The following rage power is restricted to the Gun Skald multiclass archetype.  

 

Heralding Blasts (Ex) 
The gun skald can use his deeds in a surprise round.  

Prerequisites: Gun skald 6, raging deeds class feature. 
Benefits: The gun skald chooses a single raging deed he has access to. During a surprise round, the number of rounds of rage you need to 

expend to use the chosen deed is reduced by two. This rage power can be selected multiple times, but its effects do not stack. Each time it is 
selected, it applies to a new raging deed.  
 
 

Table: Gun Skald 
 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 Antique firearm, bardic knowledge, cantrips, diminished spelllcasting,   1  —  —  —  —  — 
     enhance weapons (+1), raging song  
2nd  +1  +3  +0 +3 Versatile performance, well-versed   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Glorious epic, raging deeds, rage power   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Uncanny dodge   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Enhance weapons (+2), raging deeds, spell keening 1/day   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Rage power, song of strength   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Lore master 1/day, versatile performance   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved uncanny dodge   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Damage reduction 1/—, raging deeds, rage power   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Dirge of doom, enhance weapons (+3)   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Spell keening 2/day   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Rage power, versatile performance   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Lore master 2/day, raging deeds   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Damage reduction 2/—, song of the fallen   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Enhance weapons (+4), rage power   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10    5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Raging deeds, spell keening 3/day, versatile performance   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Rage power   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Damage reduction 3/—, lore master 3/day   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Edda master, enhance weapons (+5)   5   5   5   5   5   5 
 
  



HERITAGE OVERLORD (Christos Gurd) 
Between the reality-bending sorcerer and the mystically furious bloodrager lays a sort of medium existence. Focused to a greater extent on their bloodline, 
the heritage overlord finds a middle ground of true devotion to his heritage.  

Primary Class: Bloodrager. 

Secondary Class: Sorcerer.  
Alignment: Any.  

Hit Dice: d8.  

Bonus Skills and Ranks: The heritage overlord may select three sorcerer skills to add to his class skills in addition to the normal bloodrager class skills. 
The heritage overlord gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The heritage overlord is proficient with all simple and martial weapons, light armor, medium armor, and shields 

(except tower shields). A heritage overlord can cast heritage overlord spells while wearing light armor or medium armor without incurring the normal arcane 
spell failure chance. This does not affect the arcane spell failure chance for arcane spells received from other classes. Like other arcane spellcasters, a 

heritage overlord wearing heavy armor or wielding a shield incurs a chance of arcane spell failure if the spell in question has somatic components. 

Spellcasting: A heritage overlord casts arcane spells drawn from the sorcerer/wizard spell list and the bloodrager spell list. Only sorcerer/wizard spells of 
6th level and lower are considered to be part of the heritage overlord spell list. If a spell appears on both the sorcerer/wizard  and bloodrager spell lists, the 

heritage overlord uses the lower of the two spell levels listed for the spell. He can cast any spell he knows without preparing it ahead of time.  

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

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

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

heritage overlord’s choice. At each new heritage overlord level, he gains one or more new spells, as indicated on Table: Heritage overlord Spells Known. 

(Unlike spells per day, the number of spells a heritage overlord knows is not affected by his Charisma score (See Table: Ability Modifiers and Bonus 
Spells). 

Upon reaching 5th level, and at every third heritage overlord level after that (8th, 11th, and so on), a heritage overlord can choose to learn a new spell in 

place of one he already knows. In effect, the heritage overlord “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 heritage overlord spell the heritage overlord can cast. A 

heritage overlord 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 heritage overlord 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 uncanny dodge, the bloodrager’s spellcasting ability, and improved uncanny dodge.   
Awakening State (Su): A heritage overlords source of internal power grants him the ability to unleash power similar to a bloodrage. At 1st level, an 

heritage overlord can enter an awakening state for a number of rounds per day equal to 4 + his Charisma modifier. At each level after 1st, he can maintain 

his awakening state for 2 additional rounds per day. Temporary increases to Charisma (such as those gained from spells like eagles splendor) don't increase 
the total number of rounds that a heritage overlord can be in awakened state per day. The total number of rounds of awakened state per day is renewed after 

resting for 8 hours, although these hours need not be consecutive. 

A heritage overlord can enter an awakened state as a free action. While in an awakened state, a heritage overlord gains a +4 morale bonus to his 
Constitution and Charisma, as well as a +2 morale bonus on Will saves. In addition, he takes a –2 penalty to Armor Class. The increase to Constitution 

grants the heritage overlord 2 hit points per Hit Die, but these disappear when the awakening ends and are not lost first like temporary hit points. Using his 

1st level bloodline power during his awakening state does not count towards his daily uses of that bloodline power. 
A heritage overlord can end his awakening state as a free action. When the awakening state ends, he's fatigued for a number of rounds equal to twice the 

number of rounds spent in the awakening state. A heritage overlord cannot enter a new awakening state while fatigued or exhausted, but can otherwise enter 

awakening state multiple times during a single encounter or combat. If a heritage overlord falls unconscious, his awakening state immediately ends, placing 
him in peril of death. 

Awakening state counts as the barbarian's rage or the bloodrager’s bloodrage class features for the purpose of feat prerequisites, feat abilities, magic item 

abilities, and spell effects. This ability replaces bloodrage.  
Bloodline: Like a bloodrager or sorcerer, a heritage overlord has a source of magic somewhere in his heritage that empowers his awakening, powers, 

bonus feats, and bonus spells. Sometimes this source reflects a distant blood relationship to a powerful being, or is due to an extreme event involving such a 

creature somewhere in his family's past. Regardless of the source, this influence manifests in a number of ways. A heritage overlord must pick one bloodline 
upon taking his first level of bloodrager. Once made, this choice cannot be changed. Though his bloodline empowers him, it doesn't dictate or limit his 

thoughts and behavior.  
At 1st level, the heritage overlord gains the class skill and arcana listed in the sorcerer’s bloodline description. He also gains his 1st level bloodline power 

and may choose the 1st level bloodline power from either the bloodrager bloodline or the associated sorcerer bloodline. The bloodlines must be the same 

type, and once chosen it cannot be changed. At 3rd level, he can choose either the sorcerer’s 3rd level bloodline power or the bloodrager’s 4th level 
bloodline power. At 9th level, he can choose either the sorcerer’s 9th level bloodline power, or the bloodrager 8th or 12th level bloodline power. At 15th 

level, he can choose either the sorcerer’s 15th level bloodline power, or the bloodrager’s 12th or 16th level bloodline power. At 20th level, he can choose 

either the sorcerer or bloodrager 20th level bloodline power. The bloodline powers a heritage overlord gains are described in his chosen bloodline. For 
all spell-like bloodline powers, treat the character's heritage overlord level as the caster level. 

At 2nd, 5th, 8th, 11th, 14th, and 17th levels, a heritage overlord learns an additional spell derived from his bloodline. These spells are in addition to the 

number of spells given on Table: Heritage Overlord Spells Known. These spells cannot be exchanged for different spells at higher levels. 
At 6th level and every six levels thereafter, a heritage overlord receives one bonus feat chosen from a list specific to each bloodline. The heritage overlord 

must meet the prerequisites for these bonus feats and may choose from those listed in either the bloodrager or sorcerer bloodline description.  

If the heritage overlord takes levels in another class that grants a bloodline, the bloodlines must be the same type, even if that means that the bloodline of 
one of the classes must change. Subject to GM discretion, the heritage overlord can change his former bloodline to make them conform. This replaces the 

bloodrager’s bloodline.  

Cantrips (Sp): Heritage orverlords learn a number of cantrips, or 0-level spells, as noted on Table: Heritage Overlord Spells Known under "Spells 
Known." These spells are cast like any other spell, but they do not consume any slots and may be used again. This ability replaces fast movement and blood 

sanctuary.  

Eschew Materials: A heritage overlord gains Eschew Materials as a bonus feat at 1st level.  
Bloodcasting (Su): This is exactly like the bloodrager ability of the same name, except that the heritage overlord can cast spells even while in his 

awakening state instead.  

Greater Awakening (Su): At 11th level, when the heritage overlord enters an awakening state, the morale bonus to his Charisma and Constitution 
increases to +6 and the morale bonus on his Will saves increases to +3.  



In addition, upon entering an awakening state, the heritage overlord can apply the effects of a bloodrager or sorcerer spell he knows of 3rd level or lower 

to himself. The spell must have a range of touch or personal. If the spell's duration is greater than 1 round, it instead lasts for the duration of the awakening 
state. This use consumes a heritage overlord spell slot of the appropriate level, as if he had cast the spell; he must have the spell slot available to take 

advantage of this effect. 

Greater awakening counts as the barbarian's greater rage or the bloodrager’s greater bloodrage abiliiesy for the purposes of feat prerequisites, feat 
abilities, magic item abilities, and spell effects. This ability replaces greater bloodrage.  

Indomitable Form (Ex): At 14th level, a heritage overlord gains a +4 bonus on Will saves to resist polymorph effects while in an awakening state. This 

bonus stacks with all other modifiers, including the morale bonus on Will saves he also receives during his awakening state. This ability replaces 
indomitable will. 

Effortless Awakening (Su): At 17th level, a heritage overlord no longer becomes fatigued at the end of his awakening state. This ability replaces tireless 

bloodrage. 
Mighty Awakening (Su): At 20th level, when a heritage overlord enters an awakening state, the morale bonus to his Charisma and Constitution increases 

to +8, and the morale bonus on his Will saves increases to +4. Furthermore, the spell he can apply to himself at the beginning of an awakening state may be 

of 6th level or lower, and must be from the bloodrager or sorcerer spell list as normal. This ability replaces mighty bloodrage. 
 

 

Table: Heritage Overlord 
 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  Awakening state, bloodline, bloodline power,   1  —  —  —  — — 
     cantrips, eschew materials  
2nd  +1  +3  +0  +3  Bloodline spell   2  —  —  —  — — 
3rd  +2  +3  +1  +3  Bloodline power   3  —  —  —  — — 
4th  +3  +4  +1  +4  Bloodcasting   3   1  —  —  — — 
5th  +3  +4  +1  +4  Bloodline spell   4   2  —  —  — — 
6th  +4  +5  +2  +5  Bloodline feat   4   3  —  —  — — 
7th  +5  +5  +2  +5  Damage reduction 1/—   4   3   1  —  — — 
8th  +6/+1  +6  +2  +6  Bloodline spell   4   4   2  —  — — 
9th  +6/+1  +6  +3  +6  Bloodline power   5   4   3  —  — — 
10th  +7/+2  +7  +3  +7  Damage reduction 2/—   5   4   3   1  — — 
11th  +8/+3  +7  +3  +7  Bloodline spell, greater awakening   5   4   4   2  — — 
12th  +9/+4  +8  +4  +8  Bloodline feat   5   5   4   3  — — 
13th  +9/+4  +8  +4  +8  Damage reduction 3/—   5   5   4   3   1 — 
14th  +10/+5  +9  +4  +9  Bloodline spell, indomitable form   5   5   4   4   2 — 
15th  +11/+6/+1 +9  +5  +9 Bloodline power   5   5   5   4   3 — 
16th  +12/+7/+2  +10  +5  +10  Damage reduction 4/—   5   5   5   4   3  1 
17th  +12/+7/+2  +10  +5  +10  Bloodline spell, effortless awakening   5   5   5   4   4  2 
18th  +13/+8/+3  +11  +6  +11  Bloodline feat   5   5   5   5   4  3 
19th  +14/+9/+4  +11  +6  +11  Damage reduction 5/—   5   5   5   5   5  4 
20th  +15/+10/+5  +12  +6  +12  Bloodline power, mighty awakening   5   5   5   5   5  5 
 

Table: Heritage Overlord Spells Known 
Class    Spells Known 
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 
 

  



HIGHWAYMAN (CokeCan) 
Often found roaming in a particular terrain, the highwayman is seen as either a dashing rogue or brutal thug. Trained to make precision attacks against a 
particular foe, the highwayman uses his reputation to instilling fear in those he battles. The strong bond he forms with those with whom he travels allows 

him to unite them in a common cause, such as making a surgical strike against a caravan of wealthy merchant, or an entourage of traveling noblemen. While 

some highwaymen steal for to increase their own wealth, some do so to help the dredges of society who have been trampled underfoot by the privileged.   
Primary Class: Ranger.  

Secondary Class: Rogue. 

Alignment: Any. 
Hit Die: d10.  

Bonus Skills and Ranks: The highwayman may select three rogue skills to add to his class skills in addition to the normal ranger class skills. The 

highwayman gains a number of ranks at each level equal to 6 + Int modifier.  
Weapon and Armor Proficiency: The highwayman is proficient with all simple and martial weapons, with light armor, but not with shields.   

Favored Sneak Attack (Ex): At 1st level, a highwayman selects a creature type from the ranger favored enemies table. He gains a +2 bonus on 

Bluff, Knowledge, Perception, Sense Motive, and Survival checks against creatures of his selected type. Likewise, whenever these creatures would be denied 
a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or when the highwayman flanks one of these creatures, he can strike a 

vital spot for 1d6 points of extra damage (called “precision damage”). Should the highwayman score a critical hit with a favored sneak attack, this extra 

damage is not multiplied. Ranged attacks can count as favored sneak attacks only if the target is within 30 feet. A highwayman may make Knowledge skill 
checks untrained when attempting to identify these creatures. 

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the highwayman may select an additional favored enemy. In addition, at each 

such interval, the extra damage dealt against any one favored enemy (including the one just selected, if so desired) increases by 1d6, and the bonus on Bluff, 
Knowledge, Perception, Sense Motive, and Survival checks increases by +2.  

If the highwayman chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype, as indicated on the table below. (Note 

that there are other types of humanoid to choose from—those called out specifically on the table below are merely the most common.) If a specific creature 
falls into more than one category of favored enemy, the ranger's bonuses do not stack; he simply uses whichever bonus is higher. This ability replaces 

favored enemy, and 3rd and 4th favored terrain.  

Frightening (Ex): Whenever a highwayman successfully uses Intimidate to demoralize a creature, the duration of the shaken condition is increased by 1 
round. In addition, if the target is shaken for 4 or more rounds, the highwayman can instead decide to make the target frightened for 1 round. This ability 

replaces wild empathy. 

Combat Style Feat: This is exactly like the ranger ability of the same name, except that the highwayman adds the Improved Steal and Outflank feats to 
his list of combat style feats he can choose at 2nd level, and the Enfilading Fire and Greater Steal feats to his list of combat style feats he can choose at 6th 

level. These are in addition to his normal combat style feats, regardless of the style that he has chosen.  

Intimidating Prowess: At 2nd level, a highwayman gains Intimidating Prowess as a bonus feat. This ability, rogue talents, stand and deliver, and 
advanced talents replace the ranger’s spellcasting ability. 

Favored Terrain (Ex): This ability is exactly like the ranger ability of the same name, except that the highwayman can select only one favored terrain to 

the exclusion to all others.  
Favored Brutality (Ex): At 3rd level, whenever a highwayman deals sneak attack damage against a favored enemy, he can choose to forgo 1d6 points 

of sneak attack damage to make the target sickened for a number of rounds equal to 1/2 her highwayman level. This ability does not stack with itself—only 

the most recent duration applies. This ability replaces Endurance. 
Rogue Talents: Starting at 4th level, a highwayman gains one rogue talent, and an additional rogue talent every four levels thereafter (8th, 12th, 16th, and 

20th level).  

Ambush (Ex): At 6th level, a highwayman becomes fully practiced in the art of ambushing. When she acts in the surprise round, she can take a move 
action, standard action, and swift action during the surprise round, not just a move or standard action. This ability replaces the combat style feat gained at 6th 

level. 

Stand and Deliver (Ex): Starting at 6th level, whenever a highwayman hits a favored enemy and deals sneak attack damage, he can forgo 1d6 points of 
that damage and make a free Intimidate check to demoralize the foe. For every additional 1d6 points of sneak attack damage he forgoes, he receives a 

+5 circumstance bonus on this check.  

Fearsome Attack (Ex): At 8th level, a highwayman can terrify a favored enemy with a single hit. A number of times per day equal to his Charisma 
modifier (minimum 1), when a highwayman confirms a critical hit and deals sneak attack damage to a favored enemy, he can choose to make the favored 

enemy frightened for a number of rounds equal to his Charisma modifier (minimum 1). He cannot use this ability in conjunction with a critical feat. This 

ability replaces swift tracker and 2nd favored terrain. 
Advanced Talents: At 12th level, a highwayman can choose advanced rogue talents whenever he could choose a rogue talent, or when he selects the 

Extra Rogue Talent feat. A highwayman adds the following rogue abilities to the list of advanced talents he may select: Uncanny Dodge and Improved 
Uncanny Dodge. A stealth mage must select uncanny dodge before selecting improved uncanny dodge. A highwayman 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. 

Camouflage (Ex): This is exactly like the ranger ability of the same name, except that the highwayman gains this ability at 13th level.  
Favored Skirmisher (Ex): At 14th level, whenever a highwayman moves more than 10 feet in a round and makes an attack action against a favored 

enemy, the attack deals sneak attack damage as if the target was flat-footed. If the highwayman makes more than one attack this turn, this ability only applies 

to the first attack. Foes with uncanny dodge are immune to this ability. This ability replaces the combat style feat gained at 14th level. 
 

Swap 
Favored Enemy, Favored Terrain 3rd/4th = Favored Sneak Attack 
Wild Empathy = Frightening 

Endurance = Intimidating Prowess 

Ranger’s Spellcasting = Favored brutality, Stand and Deliver, Rogue talents, Advanced talents 
Combat Style Feat (6) = Ambush 

Swift tracker, 2nd favored terrain = Fearsome Attack 

Combat Style Feat (14) = Favored Skirmisher 
 

 

Table: Highwayman 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  



1st  +1  +2  +2  +0 1st favored sneak attack, frightening, track 
2nd  +2  +3  +3  +0 Combat style feat, intimidating prowess 
3rd  +3  +3  +3  +1 1st favored terrain, favored brutality 
4th  +4  +4  +4  +1 Hunter’s bond, rogue talent 
5th  +5  +4  +4  +1 2nd favored sneak attack 
6th  +6/+1  +5  +5  +2 Ambush, stand and deliver 
7th  +7/+2  +5  +5  +2 Woodland stride 
8th  +8/+3  +6  +6  +2 Fearsome attack, rogue talent  
9th  +9/+4  +6  +6  +3 Evasion 
10th  +10/+5  +7  +7  +3 3rd favored sneak attack, combat style feat 
11th  +11/+6/+1  +7  +7  +3 Quarry 
12th  +12/+7/+2  +8  +8  +4 Advanced talents, rogue talent 
13th  +13/+8/+3  +8  +8  +4 Camouflage  
14th  +14/+9/+4  +9  +9  +4 Favored skirmisher 
15th  +15/+10/+5 +9  +9  +5 4th favored sneak attack 
16th  +16/+11/+6/+1  +10  +10  +5 Improved evasion, rogue talent 
17th  +17/+12/+7/+2  +10  +10  +5 Hide in plain sight 
18th  +18/+13/+8/+3  +11  +11  +6 Combat style feat 
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry 
20th  +20/+15/+10/+5  +12  +12  +6 5th favored sneak attack, master hunter, rogue talent 
 
  



HIVE MASTER (Tyrannical) 
Nature can be grotesque and repugnant, and combined with vile witchcraft one can project their will onto a foul species indeed; insects. The hive master 
overpowers her enemies with a brood consisting of aggressive vermin that will defend her to the death. The kinship of these vile creatures is strong, showing 

loyalty as if the hive master were their monarch and following her will without question. 

Primary Class: Hunter. 
Secondary Class: Witch.  

Alignment: Any. 

Hit Dice: d8.  
Bonus Skills and Ranks: The hive master may select three witch skills to add to her class skills in addition to the normal hunter class skills. The hive 

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

Weapon and Armor Proficiency: The hive master is proficient with all simple and martial weapons, with light armor, medium armor, and with shields 
(except tower shields).  

Spellcasting: The hive master casts arcane spells drawn from the ranger and witch spell lists. Only witch spells of 6th level and lower and ranger spells 

are considered to be part of the hive master spell list. If a spell appears on both the ranger and witch spell lists, the hive master uses the lower of the two spell 
levels listed for the spell. She also adds the following spells to her spell list at the indicated spell levels: 1st –bristle, feather fall, summon nature's ally I; 

2nd–amplify stench, create pit, recentering drone, scent trail, spider climb, summon nature's ally II, warp wood; 3rd–contagion, illusory poison, spiked pit, 

summon nature's ally IV, toxic gift; 4th–acid pit, antiplant shell, bloatbomb, caustic blood, giant vermin, repel vermin, rusting grasp, summon nature's ally 
V, thorn body; 5th–hungry pit, insect plague, phantasmal web, summon nature's ally VII, wall of thorns; 6th–antilife shell, creeping doom, summon nature's 

ally VIII. In addition to hive master automatically adds the summon nature's ally spells from her spell list to her list of spells known. These spells are added 

as soon as the hive master is capable of casting them. When casting summon nature ally spells, the hive master may only summon vermin, and adds the 
following creatures to the list of those available to summon. 

 

Vermin Summoning Options 
 

Table: Summon Nature (Alternatives) 

1st Level Alternatives Type/Subtype(s) Source 

Beetle, fire Vermin    B1 
Centipede (giant) Vermin    B1 

Cockroach (giant) Vermin    B2 

Ghost scorpion Vermin    B3 
Giant crab spider Vermin    B3 

Giant flea Vermin    B4 

Giant maggot Vermin    B2 
 

2nd Level Alternatives Type/Subtype(s) Source 

Bee (giant) Vermin    B2 
Death’s head jellyfish Vermin    B3 

Fly (giant) Vermin    B2 

Giant solifugid Vermin    B2 

Giant tick Vermin    B2 

Giant water strider Vermin    B4 

Scorpion, cave Vermin    B2 
Spider (giant) Vermin    B1 

Spider swarm Vermin/Swarm    B1 

 

3rd Level Alternatives Type/Subtype(s) Source 

Ant (giant) Vermin    B1 

Cave fisher Vermin    B1 
Cockroach swarm Vermin/Swarm    B2 

Crab (giant) Vermin    B1 

Giant sea anemone Vermin    B3 
Leech (giant) Vermin    B1 

Locust swarm Vermin/Swarm    B4 

Mammoth flea Vermin    B4 
 

4th Level Alternatives Type/Subtype(s) Source 

Albino cave solifugid Vermin    B2 

Beetle, slicer Vermin    B2 

Centipede swarm Vermin/Swarm    B1 
Centipede, whiptail (giant) Vermin    B2 

Crab swarm Vermin/Swarm    B1 

Dragonfly (giant) Vermin    B2 
Dragonfly, nymph (giant) Vermin    B2 

Giant locust Vermin    B4 

Giant rot grub Vermin    B3 
Giant stag beetle Vermin    B1 

Leech swarm Vermin/Swarm    B1 

Mantis (giant) Vermin    B1 
Mosquito swarm Vermin/Swarm    B2 

Scorpion (giant) Vermin    B1 

Spider, black widow (giant) Vermin    B2 
Wasp (giant) Vermin    B1 

Wasp swarm Vermin/Swarm    B1 



 

5th Level Alternatives Type/Subtype(s) Source 

Ant swarm, army Vermin/Swarm    B1 

Bee, queen (giant) Vermin    B2 

Giant adult ant lion Vermin    B3 
Giant ant lion Vermin    B3 

Giant mosquito Vermin    B2 

Jellyfish swarm Vermin/Swarm    B2 
Ogre spider Vermin    B3 

 

6th Level Alternatives Type/Subtype(s) Source 

Beetle, goliath stag Vermin    B2 

Deadfall scorpion Vermin    B3 

Giant tarantula Vermin    B2 
Hellwasp swarm Vermin/Swarm    B3 

Jellyfish (giant) Vermin    B2 

Rot grub swarm Vermin/Swarm    B3 
Shark-eating crab Vermin    B3 

Slug (giant) Vermin    B1 

Xenopterid Vermin    B4 
 

7th Level Alternatives Type/Subtype(s) Source 

Centipede, titan Vermin    B2 
Tick swarm Vermin/Swarm    B2 

 

8th Level Alternatives Type/Subtype(s) Source 

Giant emperor scorpion Vermin    B4 

Goliath spider Vermin    B4 
Sapphire jellyfish Vermin    B3 

 

9th Level Alternatives Type/Subtype(s) Source 

Shipwrecker crab Vermin    B3 

 

Vermin Brood (Su): At 1st level, a hive master must choose a vermin companion instead of an animal companion. The hive master can choose from 

following vermin companions: ant (giant), ant (riding), bee (giant), beetle (giant), centipede (giant), cockroach (giant), crab (giant), crab (king), darkling 

beetle (giant), fly (giant), leech (giant), mantis (giant), scorpion (giant), scorpion (greensting), slug (giant), solifugid (giant), spider (giant), spider (scarlet), 
wasp (giant).  

As the hive master gains levels, she can have more than one animal companion, but she must divide her effective druid level between her vermin 

companions to determine the abilities of each one. For example, a 4th-level hive master can have one 4th-level vermin companion, two 2nd-level vermin 

companions, one 3rd-level vermin companion and one 1st-level vermin companion, or four 1st-level vermin companions. 

When a hive master gains a level, she must decide how to allocate the increase among her vermin companions, including whether or not to add a new 1st-

level companion. Once a hive master level is allocated to a particular companion, it cannot be redistributed while that companion is in the hive master's 
service. She must release the companion or wait until the companion dies to allocate its levels to another companion, which she can then do the next time she 

refreshes her spell slots for the day. The share spells vermin companion ability applies to only one vermin companion at a time—the hive master cannot use 

it to cast a spell that affects only a single target and have the spell affect all of her vermin companions. 
This ability replaces animal companion. 

Vermin Empathy (Ex): This is exactly like the hunter’s wild empathy ability, except that the hive master can use it only to influence vermin (not animals 

or magical beasts). This ability alters wild empathy. 
Vermin Focus (Su): A hive master can take on the aspect of a vermin. This functions as animal focus, but allows only the following choices. 

Ant: The creature gains a +2 enhancement bonus to Strength. This bonus increases to +4 at 8th level and +6 at 15th level. 

Beetle: The creature gains a +2enhancement bonus to its natural armor bonus. This bonus increases to +4 at 8th level and +6 at 15th level. (A creature 
without natural armor has an effective natural armor bonus of +0.) 

Centipede: The creature gains a +2 competence bonus on Climb checks and a +2 bonus to CMD against pull, push, reposition, and trip combat 

maneuvers. These bonuses increase to +4 at 8th level and +6 at 15th level. 
Cockroach: The creature gains a +4 bonus on saves against cold dangers, disease, heat dangers, starvation, thirst, and on Constitution checks to 

avoid suffocation. These bonuses increase to +6 at 8th level and +8 at 15th level. 

Crab: The creature gains a +4 competence bonus on Swim checks and a +2 competence bonus on grapple combat maneuver checks. These bonuses 

increase to +6 and +4 respectively at 8th level, and +8 and +6 at 15th level. 

Flea: The creature gains a +4 competence bonus on saves against disease and Acrobatics checks to jump. These bonuses increase to +6 at 8th level and +8 

at 15th level. 
Fly: The creature gains a +2 bonus on Perception checks and on Acrobatics checks to balance or fall safely. These bonuses increase to +4 at 8th level and 

+6 at 15th level. 

Leech: The creature gains a +2 competence bonus on grapple combat maneuver checks, and deals 1 point of bleed damage every time it succeeds at 
a grapple combat maneuver check to damage an opponent (this bleed stacks with itself). These benefits increase to a +4 bonus and 3 points of bleed at 8th 

level, and a +6 bonus and 5 points of bleed at 15th level. Bleed damage from this ability does not stack with itself. 

Mantis: The creature gains a +2 bonus on attack of opportunity attack rolls and a +2 competence bonus on grapple combat maneuver checks. These 
bonuses increase to +4 at 8th level and +6 at 15th level. 

Moth: The creature gains darkvision to a range of 60 feet. At 8th level, the range increases by 30 feet. At 15th level, the creature gains blindsense to a 

range of 10 feet. 
Phasmid: The creature gains low-light vision and a +4 competence bonus on Stealth checks in forests or plains. This bonus increases to +6 at 8th level and 

+8 at 15th level. 

Scorpion: The creature gains a +2 competence bonus on Stealth checks and grapple combat maneuver checks. These bonuses increase to +6 and +4 
respectively at 8th level, and +8 and +6 at 15th level. 



Spider: The creature gains a +2 competence bonus on Stealth checks, saving throws against web effects (magical or otherwise), and checks to break free 

of webs. This bonus increases to +4 at 8th level and +6 at 15th level. 
Wasp: The creature gains a +4 competence bonus on Perception checks. This bonus increases to +6 at 8th level and +8 at 15th level. 

Worm: The creature gains fast healing 1 and a 25% chance to treat any critical hit or sneak attack as a normal hit (as the fortification armor special 

ability). This increases to fast healing 2 and 50% at 8th level, and fast healing 3 and 75% at 15th level. 
This ability replaces animal focus. 

Toxin Resistance (Ex): At 2nd level, a hive master gains a +2 bonus on all saving throws against poison, and against the disease effects of vermin and 

vermin swarms. This bonus increases to +4 at 5th level, and then again to +6 at 8th level. At 10th level, a hive master becomes completely immune to poison 
and the disease effects of vermin and vermin swarms. This ability replaces track. 

Compel Vermin (Su): Starting at 3rd level, a hive master can use compulsion spells or effects against vermin and are treated as having animal 

intelligence (an Intelligence score of 1 or 2) for the purpose of such spells. At 7th level, a hive master can use compulsion spells and effects against vermin 
swarms as though they had animal intelligence. This effect supersedes the normal mindless trait of vermin and vermin swarms. Vermin affected by 

compulsion spells can still make a Will save to negate the effect. In addition, the hive master gains Vermin Heart as a bonus feat. This ability replaces 

precise companion and hunter’s tactics.  
Hex: At 3rd level, the hive master gains the witch’s hex ability. She may choose a hex from those listed in the witch class description or from the new 

hexes listed below. Every three levels beyond 3rd, the hive master can choose an additional hex. The hive master uses her hive master level as her witch 

level for the purpose of determining the effects of her hexes. In addition, if the hive master chooses the feral speech hex, she can to speak to vermin (as speak 
to animals) at 1st level, and to animals at 12th level. This ability, major hex, and grand hex replace teamwork feats. 

Hive Mind (Su): At 4th level, a hive master gains an empathic link with her vermin brood. This functions like an empathic link with a familiar, except the 

hive master can also see through a vermin companion's eyes as a swift action, maintaining this connection as long as she likes (as long as the companion is 
within 1 mile) and ending it as a free action. The hive master is blinded while maintaining this connection. The hive master can only see through the eyes of 

one vermin companion in her brood at a time, but may shift her perception to any other vermin companion as a swift action. This ability otherwise functions 

as and replaces improved empathetic link 
Swarm Stride (Ex): At 5th level, a hive master learns to move through vermin without danger. She can safely pass through swarms of vermin and does 

not take swarm damage while within a vermin swarm's space. In addition, she is immune to a swarm's distraction ability. If the hive master or her vermin 

brood attack a swarm, they lose this protection against only that swarm. This ability replaces woodland stride. 
Second Vermin Focus (Su): At 8th level, whenever a hive master uses her vermin focus ability, she selects two different animal aspects for herself 

instead of one, and can assign two aspects to her vermin brood instead of one. Each aspect must be applied to a different companion, unless the hive master 
has only one vermin companion. As with the brood’s previous aspect, the second one does not count against the minutes per day a hive master can take on an 

aspect. 

If an individual hive master's vermin companion is dead and has applied the companion’s animal aspect to herself, that aspect does not count toward her 
maximum of two aspects at once. The hive master can still apply only one of her dead vermin companion’s aspects to herself, not both. This ability replaces 

second animal focus 

Swarm Master (Su): At 8th level, as a standard action, a hive master can cause one of his vermin companions to become a swarm of his choosing. This 
effect functions as swarm skin, except that it transforms the chosen companion into a swarm instead of the hive master. The hive master can command this 

swarm as if it were one of her vermin companions. He can use this ability once per day at 10th level, plus one additional time per day every 3 levels 

thereafter. This ability replaces swift tracking and bonus tricks. 
Create Hive (Su): At 10th level, a hive master can create a hive that provides him with cover. This functions as the web shelter spell, except the hive has 

a hardness of 6, and 5 hit points for every 5-foot square of web surface area. A hive master can have 2 vermin companions as part of his hive at 10th level, 

and an additional companion every four levels thereafter. Each vermin companion that is part of the hive grants the hive master a +2 shield bonus to AC if it 
is Small or larger, or a +1 shield bonus to AC if it is Tiny. This ability replaces raise animal companion. 

Major Hex: At 12th level, a hive master can choose a major hex whenever she could select a hex. She may select from the new major hexes listed below. 

In addition, the hive master removes animal skin from the list of major hexes she can choose, and may use the hidden home major hex in conjunction with 
her create hive ability.  

Greater Hive Mind (Su): At 14th level, the range of the hive master's empathic link with her vermin brood increases to 10 miles. If a vermin companion 

from her brood is within 1 mile, the hive master can communicate with it telepathically, though only one companion at a time. This ability otherwise 
functions as and replaces greater empathetic link. 

One with the Hive (Su): At 17th level, the hive master can use any of her vermin companions to deliver touch spells or hexes that she knows through any 

of the companions’ natural attacks. The vermin companion must be within range and affected by the hive master's hive mind ability in order to activate this 
ability. Using this ability expends the chosen spell or use of the chosen hex. 

The hive master and her vermin brood can also attempt to demoralize vermin in the appropriate category to her own as a swift action, rolling 1d20 and 

adding the hive master's level and her Charisma modifier to determine the Intimidate check result. This ability replaces one with the wild. 
Grand Hex: At 18th level, a hive master can choose a grand hex whenever she could select a hex. She may select from the new grand hexes listed below. 

In addition, if she selects the witch’s hut grand hex, she can use it in conjunction with her create hive ability.  

Hive Monarch (Su): At 20th level, the hive master and her brood are as one. Whenever the hive master uses her vermin focus ability, all of her vermin 
companions are targeted instead of just one. The hive master may also apply the basic effects of her vermin focus (no 8th or 15th level abilities) to any 

creature summoned with the summon nature's ally spell. 

Additionally, each day when the hive master prepares spells, she chooses one vermin focus to be active on herself for the entire day. This focus is in 

addition to using her vermin focus class ability (including the additional focus ability she is able to use on herself if a vermin companion is dead). This 

ability replaces master hunter. 

 

New Hexes  
The following new hexes complement the Hive Master multiclass archetype.  

Carrion Critters (Su): The witch may use this hex upon a recently deceased body or created zombie. By doing so, the body attracts a swarm of rot grubs 
that attacks any enemy that comes within range. 

Tunneling (Su): The witch gains a burrow speed of 20feet. This increases by 5 feet at 5th level and every 5 levels thereafter. 

 

New Major Hexes  
The following new major hexes complement the Hive Master multiclass archetype.  

Arachnophobia (Sp): The witch plagues the mind of a creature with arachnophobia, compelling illusionary webs and spiders into existence. This functions 

as the phantasmal web spell, except that the affected targets are frightened instead of nauseated. 
Vermin Carapace (Su): The witch can become any vermin of Tiny to Large size whose shell she wears. This ability is similar to vermin shape II, except 

she takes on the appearance of the specific creature from which the shell came. 



 

New Grand Hexes  
The following new grand hexes complement the Hive Master multiclass archetype.  

Drider Form (Su): When this hex is used, the witch's lower body takes on a more spider-like appearance, similar to a drider. While in this form she gains 

a +8 racial bonus on Climb skill checks and a climb speed of 20 feet. If she already has a climb speed, it increases by +20 feet instead. Additionally, the 
witch gains a +12 racial bonus to her CMD against trip attempts and a +10 foot bonus to her base speed. 

Worm Call (Su): Once per day, the witch may call upon a great elder worm to do her bidding. This functions as summon elder worm, but it isn't affected 

by banishing spells.  
Vermin Sovereign (Sp): Once per day, the witch can cast summon nature’s ally XI to summon a vermin of 13 HD. The effect of this hex lasts for 1 minute 

per level. 

 
 

Table: Hive Master 
 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 Nature training, orisons, vermin brood, vermin empathy,   1  —  —  —  —  — 
     vermin focus 
2nd  +1  +3  +3 +0 Toxin resistance +2   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Compel vermin, hex   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Hive mind   3   1  —  —  —  — 
5th  +3  +4  +4 +1 Swarm stride, toxin resistance +4   4   2  —  —  —  — 
6th  +4  +5  +5 +2 Hex   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Compel vermin (swarms)   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Second vermin focus, swarm master, toxin resistance +6   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Hex   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Create hive, toxin immunity    5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Speak with master   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Hex, major hex   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4    5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Greater hive mind   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Hex   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5    5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 One with the hive   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Grand hex, hex   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 Hive monarch   5   5   5   5   5   5 
  



ICHORMANCER (Tyrannical) 
Ichormancers are estranged practitioners of science and magic that combine the fundamentals of druidic practices with alchemy. In doing so, they form a 
close bond with an amalgam of the two, granting them control over gooey substances and the ability to create strange creatures through the gifts of science 

and nature. Ichormancers gain great understanding of oozes, slimes, and all manner of alchemical creatures, able to create an arsenal of vile matter and 

creatures to help or hinder. 
Primary Class: Druid.  

Secondary Class: Alchemist.  

Alignment: Any. 
Hit Dice: d8.  

Bonus Skills and Ranks: The ichormancer selects three alchemist skills to add to her class skills in addition to the normal druid class skills. The 

ichormancer gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The ichormancer is proficient with all simple weapons, natural attacks, light and medium armor, and with shields 

(except tower shields). 

Extracts: At 1st level, an ichormancer gains the ability to create extracts as an alchemist of equal level, and gains extra extracts per day if she has a high 
intelligence score. An ichormancer removes all “bomb” extracts from the alchemist’s formulae list (such as Shadow Bomb Admixture and Bombers Eye), 

and adds the following spell to her formulae list at the indicated extract levels: 1st–grease, hydraulic push, mudball, ray of sickening, summon nature’s ally 

I*, web bolt; 2nd–accelerate poison, ichorous rupture,  pernicious poison, slipstream, summon nature’s ally II*, tar ball, web, web shelter; 3rd–aqueous orb, 
hydraulic torrent, mud buddy, ooze burst, spit venom, summon nature’s ally IV*; 4th–poison, slowing mud, summon nature’s ally V*, touch of ooze, web 

cloud; 5th–blessing of the salamander, conjure black pudding, obsidian flow, summon nature’s ally VII*, tar pool; 6th–flesh to ooze, summon nature’s ally 

VIII*. *(An ichormancer can only summon oozes with summon nature’s ally extracts, and must use the Summon Nature’s Ally Alternatives table below). 
This ability replaces the druid’s spellcasting ability.  

Alchemy (Su): At 1st level, an ichormancer gains the alchemist’s alchemy ability, except that she can only create mundane alchemical items and extracts. 

The ichormancer cannot create bombs or mutagens. This ability and brew potion replace nature sense.  
Bottled Ooze (Su): At 1st level, an ichormaster gains the bottled ooze alchemist discovery, allowing her to trade any prepared extract to create an ooze of 

similar power to the extract's level. This ability replaces spontaneous casting.  

Brew Potion (Ex): At 1st level, an ichormancer gains Brew Potion as a bonus feat.  
Ichor Bond (Su): This is exactly like the druid’s nature bond ability, except fot the following changes. If the ichormancer chooses to bond with the 

natural world, the ichormancer chooses from the following cleric domains and animal and terrain domains 

Domains: The ichormancer can choose from the Earth, Plant, or Water domains, the new Ooze or Poison domains, the Venom (Scalykind) or Blood (War) 
subdomains, or the new Slime (Ooze) and Brew (Poison/Artifice) subdomains.  

Animal and Terrain Domains: The ichormancer can choose from the Aquatic, Cave, Frog, Jungle, or Swamp domains, or the new Mudbog and Volcanic 

domains. 
An ichormancer gains one domain extract slot for each level of alchemist extract she can create, from 1st on up. Each day, an ichormancer can prepare 

one of the spells from her domain in that slot. If a domain spell is not on the alchemist formulae list, an ichormancer can prepare it only in her domain extract 

slot. Domain spells cannot be used to create extracts spontaneously. In regards to domain spells, the ichormancer treats her 1st and 2nd level domains spells 
as 1st– and 2nd–level extracts, but treats her 3rd and 4th level domain spells as 3rd–level extracts, 5th and 6th level domain spells as 4th–level extracts, 7th 

level domain spell as a 5th–level extract, and 8th level domain spell as a 6th–level extract. If an ichormancer has a spell granted by her domain on her 

formulae list already, she uses the spell as an extract at its earliest level.  
As the second option, the ichormancer can choose to bond with the power of oozes and slimes instead of gaining an animal companion. At 1st level, the 

ichormancer gains a specially prepared bottle called an ichor jar. When preparing her daily extracts, an ichormancer can use her ichor jar to prepare a special 

bottled ooze. As a standard action that does not provoke attacks of opportunity, an ichormancer can release this ooze from the jar to fight at her side. While 
in the jar, the ooze heals naturally, as would a druid’s animal companion. An ichormancer can also use “cure” extracts to heal her ooze magically. To do so, 

she must either pour or prepare the “cure” extract directly into the ichor jar for it to take effect. Once released, the ooze remains until placed back into the 

ichor jar by the ichormance (a standard action) or is slain. If the ooze is slain, it is immediately sent back to its ichor jar and cannot be summoned again until 
the following day.  

When an ichormancer uses her ichor jar, she can prepare an ooze as if she had cast summon nature’s ally I using Table: Summon Nature’s Ally 

Alternatives (see below). The type of ooze must be chosen when the ooze is prepared. Once prepared, the ooze cannot be changed until the next time she 
prepares it. At 3rd level, and every 2 levels thereafter, the power of this ability increases by one spell level, allowing her to prepare more powerful oozes (to 

a maximum of summon monster IX at 17th level). An ichormancer cannot have more than one prepared ooze active in this way at one time.   

If an ichor jar is damaged, it is restored to full hit points the next time the ichormancer prepares her extracts spells. If the ichor jar is lost or destroyed, it 
can be replaced 1 week later through a special ritual that costs 200 gp per ichormancer level plus the cost of the masterwork jar. This ritual takes 8 hours to 

complete. Ichor jars replaced in this way do not possess any of the additional enchantments of the previous ichor jar, if they’ve been enchanted. An 
ichormancer can designate an existing magic bottle or similar container as her ichor jar. This functions in the same way as replacing a lost or destroyed ichor 

jar except that the new magic jar retains its abilities while gaining the benefits and drawbacks of becoming an ichor jar. 

Ooze Empathy (Ex): This is exactly like the druid’s wild empathy ability, except that the ichormancer can influence and creatures of the ooze type 
instead of animals. In addition, the ichormancer adds Knowledge (dungeoneering) to her list of class skills and gains a competence bonus on all Knowledge 

(dungeoneering) skill checks to identify oozes equal to 1/2 her ichormancer level.  

Studied Alchemy: An ichormancer can choose one of the following alchemist discoveries in place of a normal feat: combine extracts, concentrate poison, 
dilution, enhance potion, eternal potion, extend potion, infusion, malignant poison, poison conversion, sticky poison. She must meet the prerequisites of a 

selected discovery as normal.  

Craft Ooze (Su): At 2nd level, an ichormancer gains the Craft Ooze item creation feat as a bonus feat, even if she does not meet the prerequisites. Oozes 
crafted by the ichormancer have a starting attitude of friendly rather than unfriendly when using ooze empathy. This ability replaces woodland stride.  

Poison Use (Ex): At 2nd level, an ichormancer gains the alchemist’s poison use ability. This ability replaces trackless step. 

Slime Resistance (Ex): At 3rd level, an ichormancer gains a +2 bonus on all saving throws against poison and acid resistance 5. This bonus increases to 
+4 and acid resistance increases to 10 at 5th level, and then again to +6 and acid resistance 15 at 7th level. At 9th level, an ichormancer becomes completely 

immune poison and gains acid resistance 20. This ability replaces venom immunity. 

Swift Alchemy (Ex): At 3rd level, an ichormancer gains the alchemist’s swift alchemy ability. This ability and instant alchemy replace orisons. 
Amorphous Shape (Su): This is exactly like the druid’s wild shape ability, except for the following changes. At 4th level, the ichormancer can assume 

the form of an amorphous alchemical creature, and is treated as being under the rag doll mutagen and tentacle alchemist discoveries whenever he uses the 

amorphous shape ability.  
At 4th level, an ichormancer gains the ability to turn herself into any Small or Medium slime and back again once per day. This ability functions like 

the vermin shape I spell. An ichormancer loses her ability to speak while in ooze form because she is limited to the sounds that a normal, untrained ooze can 

make, but she can communicate normally with other oozes of the same general grouping as her new form. 



As an ichormancer gains in levels, this ability allows the ichormancer to take on the form of larger and smaller vermin, oozes, and elementals. Each form 

expends one daily usage of this ability, regardless of the form taken. 
At 6th level, an ichormancer can use amorphous shape to change into a Large or Tiny slime or a Small magma, mud, or water elemental. When taking the 

form of a slime, an ichormancer's amorphous shape now functions as vermin shape II. When taking the form of an elemental, the ichormancer's amorphous 

shape functions as elemental body I. 
At 8th level, an ichormancer can use amorphous shape to change into a Small or Medium ooze, or a Medium magma, mud or water elemental. When 

taking the form of an ooze, an ichormancer's amorphous shape now functions as beast shape III, treating the ooze as if it were a magical beast without a 

natural armor bonus. When taking the form of an elemental, the ichormancer's amorphous shape now functions as elemental body II.  
At 10th level, an ichormancer can use amorphous shape to change into a Large magma, mud, or water elemental. When taking the form of an elemental, 

the ichormancer's amorphous shape now functions as elemental body III. Also, while in her amorphous shape, the ichormancer may secrete extracts from her 

body as if she had the Natural Spell feat. Extracts are automatically expended upon creating them, as if they were a spell, but are still classified as extracts 
for the use of feats and abilities. 

At 12th level, an ichormancer can use amorphous shape to change into a Tiny or Large ooze, or a Huge magma, mud, or water elemental. When taking the 

form of an ooze, an ichormancer's amorphous shape now functions as beast shape IV, treating the ooze as if it were a magical beast without a natural armor 
bonus. When taking the form of an elemental, the ichormancer's amorphous shape now functions as elemental body IV.  

Regardless of what form the ichormancer takes, she has no discernible anatomy and is immune to poison, sneak attacks, and critical hits. Though she is 

treated as an ooze for the purposes of spells and abilities that would affect her. An ichrormancer cannot assume the form of an animal, plant, or other 
creature not described above.  

Resist Slimy Malignance (Ex): Starting at 4th level, an ichormancer gains a +4 bonus on saving throws against the extraordinary, spell-like, and 

supernatural abilities of ooze. This bonus also applies to spells and effects that target ooze. This ability replaces resist nature’s lure.  
Ooze Anatomy (Su): Starting at 5th level, an ichormancer’s internal body becomes more amorphous and gains the preserve organs alchemist discovery. 

This grants her a 25% of negating critical wounds and sneak attack damage. At 11th level, and again at 17th level, she gains the preserve organs one 

additional time, increase her chance of negating critical hits and sneak attack damage to 50% and 75% respectively. This ability, deadly excretions, and 
nauseating flesh replace the druid’s 7th, 8th, and 9th level spells. 

Deadly Excretions (Ex): At 7th level, an ichormancer can excrete toxin from her skin. She gains the deadly excretion alchemist discovery, even if she 

does not meet its prerequisites.  
Ooze Insight (Ex): At 13th level, an ichormancer can craft oozes with astounding speed. It takes an ichormancer half the normal amount of time to craft 

oozes. This ability replaces a thousand faces. 
Ichor Blood (Su): At 15th level, an ichormancer's blood transforms into the life ichor of oozes and slimes. She gains immunity to nonlethal damage, 

sleep effects, paralysis, polymorph, and stunning regardless of what form she assumes. In addition, the ichormancer is forevermore treated as an ooze for the 

purpose rather than as a humanoid (or whatever the ichormancer’s creature type was) for the purpose of spells and magical effects. This ability replaces 
timeless body.  

Nauseating Flesh (Ex): At 15th level, an ichormancer gains the nauseating flesh alchemist discovery.  

Instant Alchemy (Ex): At 19th level, an ichormancer gains the alchemist’s instant alchemy ability. In addition, it takes an ichormancer one-quarter the 
normal amount of time to craft oozes. 

 

Table: Summon Nature’s Ally Alternatives 
 

1st Level Subtype(s) Source 

Phlegmatic ooze swarm Ooze  AP43 

Sanguine ooze swarm Ooze  AP43 
 

2nd Level Subtype(s) Source 

Amoeba, giant Ooze    B2 
Amoeba swarm Ooze    B2 

Boilborn Ooze    B4 

Melancholic ooze swarm Ooze  AP43 
Ooze, amber Ooze  THC 

 

3rd Level Subtype(s) Source 

Choleric ooze swarm Ooze  AP43 

Diger Ooze  THC 

Gelatinous orb Ooze    RR 
Jelly, tar Ooze    RR 

Jelly, whip Ooze  THC 

Mold, slime Ooze    B2 
Ooze, garden Ooze    B3 

 

4th Level Subtype(s) Source 

Cube, frost Ooze  DDR 

Cube, gelatinous Ooze    B1 

Freezing flow Ooze    B4 
Hungry flesh Ooze    B4 

Jelly, stun Ooze  THC 

Lightning bladder Ooze  TH4 
Mudbog Ooze  THC 

Ooze, crystal Ooze    B1 

Ooze, emerald Ooze    RR 
Ooze, gray Ooze    B1 

Ooze, hag eye Ooze  AP72 

Ooze, id Ooze    B1 
Ooze, mercury Ooze  THC 

Sewer sludge Ooze  TH4 

Slime mold Ooze  THC 



Slithering tracker Ooze    B2 

 

5th Level Subtype(s) Source 

Cube, ebony Ooze  DDR 

Cube, electric Ooze  DDR 
Ectoplasm Ooze  THC 

Globster Ooze    B3 

Hungry fog Ooze    B3 
Jelly, jolly Ooze  TH4 

Jelly, ochre Ooze    B1 

Livestone Ooze  THC 
Ooze, ebon Ooze  TH4 

Ooze, glacial Ooze  THC 

Ooze, metallic Ooze  THC 
Ooze, undead Ooze  THC 

Ooze, vendurous Ooze  AP35 

Pudding, blood Ooze  THC 
Pudding, white Ooze  THC 

Sea scourge Ooze  IS 

Spawn of Jubelix Ooze  TH4 
Tear of burning flame Ooze  LCG 

Tear of nuruu’gal Ooze  LCG 

 

6th Level Subtype(s) Source 

Jelly, mustard Ooze  THC 

Ooze, brain Ooze    B3 
Ooze, deathtrap Ooze    B3 

Ooze, magma Ooze    B2 
Ooze, vampiric Ooze  THC 

Pudding, black Ooze    B1 

Pudding, brown Ooze  THC 
Pudding, dun Ooze  THC 

Shard slag Ooze    B4 

Trapper Ooze    FF 
 

7th Level Subtype(s) Source 

Color out of space  Ooze    B4 
Jelly, tyrant Ooze    B4 

Living mirage Ooze  OLP 

Ooze, coven Ooze  AP72 
Ooze, entropic Ooze  THC 

Pudding, stone Ooze  THC 

 

8th Level Subtype(s) Source 

Ooze, capacitor Ooze  NLFS 

Ooze, carnivorous crystal Ooze    B3 
Ooze, greater vendruous Ooze  AP35 

Ooze, putrid Ooze  AP76 

Vespergaunt Ooze   ISB 
 

9th Level Subtype(s) Source 

Carnivorous blob Ooze    B2 
Living monolith Ooze  TH4 

 
*AP (Pathfinder RPG Adventure Path), B1 (Bestiary), B2 (Bestiary 2), B3 (Bestiary 3), B4 (Bestiary 4), DDR (Dungeon Denizens Revisited), FF (Forgotten Foes), IS (Isle of 

Shackles), ISB (Inner Sea Bestiary), LCG (Lost Cities of Galorian), NLFS (Pathfinder Campaign Setting: Numeria, Land of Fallen Stars ), OLP (Pathfinder Campaign Setting: 

Osirion, Legacy of Pharaohs ), RR (Remarkable Races: Compendium of Unusual PC Races, Pathway to Adventure Edition), TH4 (Tome of Horrors 4), THC (Tome of Horrors 

Complete) 

 

 

Table: Ichormancer 
 Base  
Class Attack Fort Ref Will  Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Alchemy, bottled ooze, brew potion, ichor bond,   1  —  —  —  —  — 
     ooze empathy, studied alchemy  
2nd  +1  +3  +0 +3 Craft ooze, poison use    2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Slime resistance +2, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Amorphous shape (1/day), resist slimy malignance   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Ooze anatomy I, slime resistance +4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Amorphous shape (2/day)   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Deadly excretions, slime resistance +6   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Amorphous shape (3/day)   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Slime immunity   5   4   3  —  —  — 



10th  +7/+2  +7  +3 +7 Amorphous shape (4/day)   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Ooze anatomy II   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Amorphous shape (5/day)   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Ooze insight   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Amorphous shape (6/day)   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Ichor blood, nauseating flesh    5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Amorphous shape (7/day)   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Ooze anatomy III   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Amorphous shape (8/day)   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 Amorphous shape (at will)   5   5   5   5   5   5 
 
 

NEW DOMAINS 
The following new domains and subdomains can be chosen by any class that has the domain class feature and may complement one or more multiclass 

archetypes.  

 

MUDBOG DOMAIN 

Granted Powers: You can command the powers of bogs and mires, weakening structures and sinking foundations at a whim.  

Trudger (Ex): For a number of minutes equal to 3 + your Wisdom modifier, you can pass through muddy terrain without impairment, and are protected 

from sinking or becoming stuck in such conditions. These minutes need not be consecutive, but must be spent in one minute increments.  

Mudslide (Ex): At 8th level, you can cause a mudslide to occur within a 30 feet cone ahead of you. Targets hit by the mudslide take 2d6 bludgeoning 

damage (Reflex save for half) and are subject to a bull rush combat maneuver. Your CMB for this bull rush is equal to your caster level plus your Wisdom 

modifier. This ability can be used once per day.  
Domain Spells: 1st—mudball, 2nd—soften earth and stone, 3rd—mud buddy, 4th—slowing mud, 5th—transmute stone to mud, 6th—move earth, 7th—

binding earth (mass), 8th—earthquake, 9th—world wave.  

 

OOZE DOMAIN  
Granted Powers: You command the powers of slimes, oozes, and jellies, and can manipulate their strange powers to hinder your foes.  

Sludge Ball (Su): As a standard action, you may fling a ball of sludge towards an opponent within 30ft as a ranged touch attack. The sludge ball causes 

targets to become sickened for one round per cleric level (DC equal to 10 + 1/2 your cleric level + your Wisdom modifier). At 10th level, the target becomes 
nauseated for 1 round per two cleric levels. You can use this ability a number of times per day equal to 3 + your Wisdom modifier.  

Ooze Companion (Su): at 4th level, you gain the service of an ooze companion (as an ooze form of a giant leech). Your effective druid level for this ooze 

companion is equal to your cleric level – 3. (Druids who take this ability through their nature bond class feature use their druid level –3 to determine the 
abilities of their animal companions). 

Domain Spells: 1st—grease, 2nd—vomit twin, 3rd—ooze wound, 4th—touch of ooze, 5th—conjure black pudding, 6th—flesh to ooze, 7th—invocation 

of the faceless lord, 8th—caustic eruption, 9th—shambler (as the verdurous ooze). 
 

POISON DOMAIN  

Granted Powers: Poison has been the bane of kings and tool of many assassins, now you command its vile power.  

Poisoner's Pride (Ex): You may apply poison to a weapon as if having the poison use class feature. If your class or race already gives this ability, the 
poison applied to your weapon lasts an additional round before the weapon is clean.  

Control Poison (Su): At 4th level, you are able to control the poison within ones’ body. You can cast delay poison or accelerate poison as spell-like 

abilities a number of times a day equal to your Wisdom modifier.  
Domain Spells: 1st—poisoned egg, 2nd—spit venom, 3rd—stinking cloud, 4th—poison, 5th—miasmatic form, 6th—cloudkill, 7th—finger of death, 

8th—blood mist, 9th—transmute blood to acid. 

 

VOLCANIC DOMAIN  

Granted Powers: You can draw the powers of the Earth's molten substances, and create an unrivalled volcanic fury.  

Spit Magma (Su): As a standard action, you may spit a blob of molten magma towards an opponent within 30 feet as a ranged touch attack. The magma 

does 1d6 points of fire damage and causes targets to immediately catch on fire (see rules for catching on fire). The target must use a standard action to clean 
off the magma or take an additional 1d3 points of damage each round it remains. You can use this ability a number of times per day equal to 3 + your 

Wisdom modifier.  

Volcanic Gas (Su): Once per day, you may create a crack in the earth and cause volcanic fumes to rise up from its depths. The cloud of gas functions like 
fog cloud, but all those in the cloud also take 1d3 points of temporary Constitution damage as a poison effect unless they make a successful Fortitude save 

(DC equal to 10 + 1/2 your cleric level + your Wisdom modifier).  

Domain Spells: 1st—produce flame, 2nd—tar ball, 3rd—molten orb, 4th—volcanic storm, 5th—obsidian flow, 6th—geyser, 7th—tar pool, 8th—wall of 

lava, 9th—meteor swarm. 

 

BREW SUBDOMAIN 

Associated Domain: Artificer or Poison  
Replacement Powers: The following power replaces the Poisoner's Pride power of the Poison Domain and the Artificer's Touch power of the Artifice 

Domain  

Hold your Liquor (Ex): If you are subject to any saves against the negative side effects of alcohol consumption, you may roll twice and take the higher 
score. You can use this ability up to three times a day.  

Replacement Domain Spells: 1st—enhance water, 2nd—pick your poison, 3rd—imbue with addiction (ale only), 5th—freedom's toast.  

 

SLIME SUBDOMAIN 

Associated Domain: Ooze  

Replacement Powers: The following power replaces the Ooze Companion power of the Ooze Domain.  

Corrosive Slime (Su): At 8th level, you may spew a spout of corrosive slime in a 30-foot cone, as a standard action. The slime does 2d6 points of acid 
damage (Reflex save for half damage). The target must use a full-round action to clean off the acid or take an additional 1d3 points of damage each round it 

remains. You can use this ability a number of times per day equal to 3 + your Wisdom modifier.  



Replacement Domain Spells: 2nd—ichorous rupture, 3rd—resinous skin, 4th—touch of slime, 5th—touch of the salamander.  

 
 



IRONFORGED DRUID (Dustyboy) 

 
Primary Class: Druid.  

Secondary Class: Gunslinger. 

Hit Die: d8.  
Bonus Skills and Ranks: The ironforged druid may select three gunslinger skills to add to her class skills in addition to the normal druid class skills. The 

ironforged guardian gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The ironforged druid is proficient with the following weapons: club, dagger, dart, quarterstaff, scimitar, scythe, sickle, 
shortspear, sling, and spear, with all firearms, and with one martial melee weapon of her choice. She is also proficient with all natural attacks (claw, bite, and 

so forth) of any form they assume with wild shape (see below). The ironforged druid is proficient with light and medium armor, including those made of 

metal. A druid may also wear wooden armor that has been altered by the ironwood spell so that it functions as though it were steel. See the ironwood spell 
description. The ironforged druid is proficient with shields (except tower shields). 

Diminished Spellcasting: The ironforged druid casts divine spells drawn from the druid spell list, 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 her Wisdom allows bonus spells of that level. She otherwise casts spells as a druid of 
equal level. 

Gunsmith: At 1st level, an ironfroged druid gains the gunslinger’s gunsmith ability. This ability, deeds, grit, and metal skin replace spells lost due to 

diminished spellcasting.  
Metal Bond: At 1st level, the ironforged druid forms a powerful bond with an animal companion that has been infused with living steel. As such, the 

animal companion gains the ironskinned template. This otherwise functions as and replaces the animal bond of the druid’s nature bond ability.  

Deeds: At 3rd level, an ironforged druid 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 ironforged druid gains access to the next higher level of deeds, up to 15th level 

deeds at 19th level.  

Grit: At 3rd level, an ironforged druid gains the gunslinger’s grit ability.  
Metal Form (Su): At 6th level, an ironforged druid can awaken the living steel within his animal companion. As a standard action, the animal 

companion’s body becomes covered in living steel, including its hide and any natural weapons it may possess, for a number of minutes per day equal to his 

ironforged druid level. These minutes do not need to be consecutive, but must be spent in 1–minute increments. While metal form is in effect, the animal 
companion gains a +2 enhancement bonus to its natural armor, a +2 bonus to its natural attack rolls, and its natural attacks are considered magical for the 

purpose of bypassing damage reduction. At 11th level, the ironforged druid can cover the form of her animal companion in metal spikes. This functions as 

spiked armor. At 16th level, the animal companion’s bonuses to natural armor and natural attack rolls increase to +4, and its natural attack are now 
considered adamantine for the purpose of by passing damage reduction. This ability replaces wild shape 2/day, 4/day, 6/day, and at will. 

 
Swap Table 
Diminished spells = Gunsmithing, Grit, Deeds (up to 15th),  

Nature Bond = Metal Bond (Ironskinned template) 

Wild shape 2/day, 4/day, 6/day, at will, = metal form 

 

Table: Ironforged Druid 
 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  Gunsmith, metal bond, nature sense,   2   0  —  —  —  —  —  —  —  —   
     orisons, wild empathy 
2nd  +1  +3  +0  +3  Woodland stride   3   1  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Deeds, grit, trackless step   3   1   0  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Resist nature’s lure, wild shape (1/day)   3   2   1  —  —  —  —  —  —  — 

5th  +3  +4  +1  +4     3   2   1   0  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Metal form   3   2   2   1  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Deeds   3   3   2   1   0  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Wild shape (2/day)   3   3   2   2   1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Venom immunity   3   3   3   2   1   0  —  —  —  — 
10th  +7/+2  +7  +3  +7     3   3   3   2   2   1  —  —  —  — 
11th  +8/+3  +7  +3  +7  Deeds   3   3   3   3   2   1   0  —  —  — 
12th  +9/+4  +8  +4  +8  Wild shape (3/day)   3   3   3   3   2   2   1  —  —  — 
13th  +9/+4  +8  +4  +8  A thousand faces   3   3   3   3   3   2   1   0  —  — 
14th  +10/+5  +9  +4  +9     3   3   3   3   3   2   2   1  —  — 
15th  +11/+6/+1  +9  +5  +9  Deeds   3   3   3   3   3   3   2   1   0  — 
16th  +12/+7/+2  +10  +5  +10  Wild shape (4/day)   3   3   3   3   3   3   2   2   1  — 
17th  +12/+7/+2  +10  +5  +10  Timeless body   3   3   3   3   3   3   3   2   1   0 
18th  +13/+8/+3  +11  +6  +11     3   3   3   3   3   3   3   2   2   1 
19th  +14/+9/+4  +11  +6  +11  Deeds   3   3   3   3   3   3   3   3   2   2 
20th  +15/+10/+5  +12  +6  +12  Wild shape (5/day)   3   3   3   3   3   3   3   3   3   3 
 



MAGE SLAYER 
 
 

Primary Class: Ranger.  

Secondary Class: Inquisitor.  
Hit Dice: d10.  

Bonus Skills and Ranks: The mage slayer may select three ranger skills to add to his class skills in addition to the normal inquisitor class skills. The 

mage slayer gains a number of ranks at each level equal to 6 + Int modifier. 
Weapon and Armor Proficiency: Mage slayers are proficient with all simple and martial weapons, and the favored weapon of her deity. He is also 

proficient with light armor, medium armor, and shields (except tower shields). 

Spellcasting: A mage slayer casts divine spells which are drawn from the ranger and inquisitor spell list. He otherwise prepares and casts his spell as 
ranger equal to his mage slayer level. The mage slayer gains bonus spells for a high Wisdom score.  

Arcane Foe (Ex): This ability functions as the ranger’s favored enemy ability, except that a mage slayer must select arcane foe as his favored enemy, 

which includes any creature with levels in any arcane spellcasting class (wizard, sorcerer, bard, etc.). The bonus granted against an arcane foe is +2 at 1st 
level, and increases by +2 every seven levels thereafter, to a maximum of +6 at 15th level. The mage slayer does not select any additional favored enemies. 

This ability otherwise functions as and replaces 1st favored enemy.  

Arcane Lore (Ex): At 1st level, a mage slayer adds his Wisdom modifier on Spellcraft checks in addition to his Intelligence modifier when attempting to 
identify a spell as it is being cast, to identify the properties of a magic item using detect magic, to decipher a scroll, or identify the abilities and weaknesses 

of magical creatures. This ability replaces wild empathy. 

Detect Magic (Sp): At will, a mage slayer can use detect magic, as the spell. A mage slayer 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 mage slayer does not detect magic in any other object or individual within range. This ability replaces track. 

Spell Killer (Ex): At 2nd level, a mage slayer gains the Disruptive feat as a bonus feat, even if he does not meet the prerequisites. When the mage slayer 
defeats an arcane spellcasting enemy (whether by reducing it to 0 or fewer hit points, taking the enemy captive, or accepting a truce), he gains a +2 sacred or 

profane bonus to AC for 1 minute per level, according to the mage slayer’s level (sacred bonus if good, profane if evil; if neutral, he may choose either 

sacred or profane, but once chosen it cannot be change). Whenever the mage slayer hits a creature with levels of wizard or any arcane spellcasting class, or 
that uses spell-like abilities, he can end this effect to stagger that creature. The creature receives a Fortitude save (DC 10 + 1/2 the mage slayer’s level + the 

mage slayer’s Wisdom modifier) against this effect on each of its turns (including the turn in which it gained the effect) to negate the staggered condition. 

This ability counts for any feat with Disruptive as its prerequisite. This ability replaces combat feat at 2nd level.  
Solo Tactics (Ex): At 3rd level, a mage slayer gains the inquisitor’s solo tactics ability. This ability replaces Endurance. 

Spell Scent (Ex): At 3rd level, the mage slayer learns how to sense unique spell signatures, and can follow the trail of a cast spell or spell effect cast back 

to its source. Once per day, when the mage slayer comes into contact with or is exposed to a spell effect or a magic item, he can spend a full-round action to 
examine the spell effect or magic item, and then gains the effect of a locate creature spell. He can do this even if the spell effect was instantaneous, but must 

start his examination within 1 round after he experienced the spell’s effect. Instead of locating a known creature, the mage slayer locates the caster of the 

spell effect or magic item he examined. Doing so does not allow the mage slayer to gain any intelligence about the spellcaster other than its location. This 
ability replaces 1st favored terrain. 

Hunter’s Bond (Ex): This is exactly like the ranger ability of the same name, except that a mage slayer must choose to bond with his companions. 

Judgment (Su): At 5th level, a mage slayer gains the inquisitor’s judgment ability once per day, and an additional time per day every five levels 
thereafter, to a maximum of 4/day at 20th level. This ability replaces 2nd, 3rd, 4th, and 5th favored enemy.  

Combat Style Feat: This is exactly like the ranger ability of the same name, except that the mage slayer gains a combat style feat at 6th, 12th and 18th 

level. Also, any time a mage slayer could select a combat style feat, he can instead select a teamwork feat which he qualifies for.  
In addition, the mage slayer may select from the following feats, using 1/2 his mage slayer level as his fighter level for any prerequisites: Disrupting 

Shot*, Greater Penetrating Strike, Penetrating Strike, Spellbreaker, and Teleporting Tactician*. (*Advanced Player’s Guide) 

Magebane (Su): At 7th level, a mage slayer gains the inquisitor’s bane ability, except that it only affects creatures that are considered arcane foes. This 
ability replaces woodland stride.  

Second Judgment (Ex): At 8th level, a mage slayer gains the inquisitor’s second judgment ability. This ability replaces 2nd favored terrain. 

Arcane Camouflage (Su): This is exactly like the ranger’s camouflage ability. In addition, whenever the mage slayer makes a successful Stealth check, 
the mage slayer can choose to gain the benefits of either a displacement spell or a nondetection spell. Regardless of the choice, only one effect can be active 

at a time. The total duration of both effects cannot exceed a number of rounds per day equal to his mage slayer level, and may be divided between them as 

the mage slayer sees fit. This ability otherwise functions as and replaces camouflage.  
Exploit Weakness (Ex): At 13th level, the mage slayer gains the inquisitor’s exploit weakness ability. This ability replaces 3rd favored terrain. 

Greater Magebane (Su): At 14th level, the mage slayer’s magebane ability bonus increases to +4 against creatures that are considered arcane foes. This 
ability replaces combat style feat at 14th level.  

Third Judgment (Ex): At 17th level, the mage slayer gains the inquisitor’s third judgment ability. This ability replaces hide in plain sight. 

Arcane Resistance (Ex): At 19th level, a mage slayer gains spell resistance equal to 8 + his mage slayer level. In order to affect the mage slayer with a 
spell, a spellcaster must get a result on a caster level check (1d20 + caster level) that equals or exceeds the mage slayer’s spell resistance. This ability 

replaces 4th favored terrain. 

Mage Hunter (Su): At 20th level, whenever a mage slayer uses her judgment ability against an arcane spellcaster, the mage slayer can make a single 
melee (or ranged attack, if the foe is within 30 feet) against the target. If the attack hits, it deals damage normally, and the target must make a Fortitude save 

(DC 10 + 1/2 the mage slayer’s level + the mage slayer’s Wisdom modifier) or die. If the target is anything other than an arcane spellcaster, the target is 

affected by one of the following effects instead:  
 

 blinded for 2d4 minutes 

 paralyzed for 1d4 rounds, or 
 stunned for 1 round 

 

Regardless of whether or not the save is made, the target creature is immune to the mage slayer’s mage slayer ability for 24 hours. Once this ability has 
been used, it cannot be used again for 1d4 rounds. This ability replaces master hunter.  

Combat Feats: The following combat feats complement the mage slayer multiclass archetype: Blind Fight, Cleave, Cleaving Finish†, Dazing Assault*, 

Far Shot, Great Cleave, Greater Blind Fight*, Greater Two-Weapon Fighting, Improved Blind Fight*, Improved Precise Shot, Improved Two-Weapon 
Fighting, Opening Volley†, Precise Shot, Quick Draw, and Two-Weapon Fighting. (*Advanced Player’s Guide, †Ultimate Combat) 

Teamwork Feats: The following teamwork feats complement the mage slayer multiclass archetype: Allied Spellcaster*, Duck and Cover*, Enfilading 

Fire†, Escape Route†, Precise Strike*, Shake It Off†, and Target of Opportunity†. (*Advanced Player’s Guide, †Ultimate Combat) 
 



 

Table: Mage Slayer  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +2  +0 Arcane foe, arcane lore, detect magic  —  —  —  —  
2nd  +2  +3  +3  +0 Spell killer  —  —  —  —  
3rd  +3  +3  +3  +1 Solo tactics, spell scent  —  —  —  —  
4th  +4  +4  +4  +1 Hunter’s bond   0  —  —  —  
5th  +5  +4  +4  +1 Judgment 1/day   1  —  —  —  
6th  +6/+1  +5  +5  +2 Combat style feat   1  —  —  —  
7th  +7/+2  +5  +5  +2 Magebane   1   0  —  —  
8th  +8/+3  +6  +6  +2 Swift tracker, second judgment   1   1  —  — 
9th  +9/+4  +6  +6  +3 Evasion   2   1  —  — 
10th  +10/+5  +7  +7  +3 Judgment 2/day   2   1   0  —  
11th  +11/+6/+1  +7  +7  +3 Quarry   2   1   1  — 
12th  +12/+7/+2  +8  +8  +4 Arcane camouflage, combat style feat   2   2   1  —  
13th  +13/+8/+3  +8  +8  +4 Exploit weakness   3   2   1   0 
14th  +14/+9/+4  +9  +9  +4 Greater magebane   3   2   1   1  
15th  +15/+10/+5 +9  +9  +5 Judgment 3/day   3   2   2   1  
16th  +16/+11/+6/+1  +10  +10  +5 Improved evasion   3   3   2   1  
17th  +17/+12/+7/+2  +10  +10  +5 Third judgment   4   3   2   1  
18th  +18/+13/+8/+3  +11  +11  +6 Combat style feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry   4   3   3   2 
20th  +20/+15/+10/+5  +12  +12  +6 Judgment 4/day, mage hunter   4   4   3   3 
 

1st favored enemy = Arcane foe 
Wild empathy = Arcane lore 

Track = Detect magic  

Combat feat at 2nd  = Spell Killer 
1st favored terrain = Spell Scent 

Endurance = Solo tactics 

2nd/3rd/4th/5th Favored enemy = Judgment 1/2/3/4/day  
Woodland stride = magebane 

2nd favored terrain = 2nd judgment 

Camouflage = arcane camouflage 
3rd favored terrain = Exploit weakness 

Combat feat at 14th = Greater magebane 

Hide in plain sight = 3rd judgment  

4th favored terrain = Arcane resistance 

Master Hunter = Mage hunter 



MISTBORNE GUARDIAN 
Under cover of night and shadow, these stalkers of nature’s foes train in the arts of magical subterfuge, stealth and assassination. Flanked by their loyal 
umbral pet and utilizing all the forces and forms of their beloved country, a mistborne guardian brooks no challenge to the supremacy of the wild and natural 

spaces. Finally, at the pinnacle of their training, the mistborne guardian may disappear completely from view and strike with deadly force.  

Primary Class: Druid. 
Secondary Class: Ninja.  

Alignment: Any neutral. 

Hit Dice: d8.  
Bonus Skills and Ranks: The mistborne guardian may select three ninja skills to add to her class skills in addition to the normal druid class skills. The 

mistborne guardian gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The mistborne guardian is proficient with all simple weapons, plus the kama, katana, kusarigama, nunchaku, sai, 
scimitar, shortbow, short sword, shuriken, siangham, and wakizashi. A mistborne guardian is proficient with light armor, but is prohibited from wearing 

metal armor and; thus, they may wear only padded or leather armor. A mistborne guardian is not proficient with shields. The mistborne guardian otherwise 

follows the armor and shield restrictions as described in the druid class entry. 
Spellcasting: The mistborne guardian casts divine spells drawn from the mistborne guardian spell list. A mistborne guardian can cast only a certain 

number of spells of each spell level per day. Her base daily spell allotment is given on Table: Mistborne Guardian. Through 3rd level, a mistborne guardian 

has no caster level. At 4th level and higher, her caster level is equal to her mistborne guardian level –3. A mistborne guardian otherwise learns, prepares, and 
casts spells as a druid. She also receives bonus spells per day if she has a high Wisdom score.  

Ki Pool (Su): At 2nd level, a mistborne guardian gains the ninja’s ki pool ability. The number of points in the mistborne guardian’s ki pool is equal to 1/2 

her mistborne guardian level + her Charisma modifier. This ability and sneak attack replace wild shape 1/day through to 8/day. 
Sneak Attack: At 2nd level, a mistborne guardian gains the ninja’s sneak attack ability. This extra damage is 1d6 at 2nd level, and increases by 1d6 every 

four mistborne guardian levels thereafter.  

Ninja Tricks: Starting at 3rd level, a mistborne guardian gains the ninja tricks ability. She gains one ninja trick at 3rd level and an additional ninja trick 
every 3 levels thereafter, to a maximum of six at 18th level. At 12th level, and every level a mistborne guardian could choose a ninja trick, she may choose a 

master trick instead.  

Umbral Pet (Ex): At 4th level, a mistborne guardian gains a faithful animal companion to aid her in tracking and thwarting nature’s foes. The mistborne 
guardian may select from any Small or Medium animal listed in the animal companion section of the Druid entry, or from those listed in the Familiars 

section of the Wizard entry. A mistborne guardian prefers animals of a stealthy nature, such as cats, foxes, or hawks, but should select one appropriate to his 

general terrain. This ability functions like the druid animal companion ability (which is part of the Nature Bond class feature), except for the changes 
described in the Umbral Pet entry below. The mistborne guardian’s effective druid level is equal to her mistborne guardian level –3. This ability and uncanny 

dodge replace nature bond. 

Arboreal Affinity (Ex): At 5th level, a mistborne guardian gains an attunement and resistance to plant-related spells and effects. This ability is exactly 
like the druid’s resist nature’s lure ability, except that it provides no bonus to saves against the spell-like and supernatural abilities of fey. This ability 

otherwise functions as and replaces resist nature’s lure.  

Uncanny Dodge (Ex): At 5th level, a mistborne guardian gains the ninja’s uncanny dodge ability.  
Light Steps (Ex): At 7th level, a mistborne guardian gains the ninja’s light steps ability. This ability replaces woodland stride. 

Chameleon (Ex): At 15th level, a mistborne guardian can blend in to her surroundings, even if there is little available cover. This ability functions like 

the ranger’s camouflage ability. This ability replaces timeless body.  
Master of the Mists (Su): At 20th level, a mistborne guardian can, as a standard action, become insubstantial and translucent form for a number of 

minutes equal to her mistborne guardian level + her Charisma modifier. These minutes do not need to be consecutive. This form functions exactly like 

gaseous form, except that she can Fly at a speed of 20 feet. If the mistborne guardian is in contact with her umbral pet when she activates this ability, it is 
considered to be part of her gear. Using this ability consumes 3 ki points from her ki pool. In addition, a mistborne guardian can, as a swift action, release a 

cloud of hazy vapor. This cloud functions exactly like obscuring mist, but only one such cloud can be in existence at a time. The mistborne guardian can end 

this obscuring mist effect as a free action, or it can be dissipated through natural means such as wind. If the mistborne guardian enters magical or natural fog 
or haze-like effect while insubstantial, including her own obscuring mist, she is considered to be invisible as the greater invisibility spell, and cannot be 

detected by any means, not even invisibility purge, see invisibility, and true seeing can reveal her. The mistborne guardian’s vision is unhindered by any fog 

or haze while she is in her gaseous form. This ability replaces wild shape at will.  
 

MISTBORNE GUARDIAN SPELL LIST  
A mistborne guardian gains access to the following spells.  

1st-Level Mistborne Guardian Spells–air bubble†, alarm, aspect of the falcon*, calm animals, charm animal, cloak of shade*, detect aberration*, 
endure elements, entangle, faerie fire, feather fall, feather step*, hide from animals, illusion of calm†, jump, keen senses, longstrider, obscuring mist, pass 

without trace, speak with animals, vanish*. 

2nd-Level Mistborne Guardian Spells–aspect of the bear*, barkskin, blur, cat’s grace, certain grip†, darkness, darkvision, dust of twilight*, eagle eye*, 
elemental speech*, fog cloud, forest friend†, invisibility, natural rhythm*, reduce animal, spider climb, treeshape, warp wood, wilderness soldiers†, wood 

shape.  

3rd-Level Mistborne Guardian Spells–badger’s ferocity**, blink, burst of nettles**, cloak of wind*, companion mind link†, displacement, dominate 

animal, gaseous form, invisibility sphere, lily pad stride*, nondetection, protection from energy, resinous skin†, snare, speak with plants, spike growth, spit 

venom**, stone shape, water breathing, wind wall.  
4th-Level Mistborne Guardian Spells–antiplant shell, arboreal hammer**, aspect of the stag*, atavism*, blight, command plants, echolocation**, 

freedom of movement, greater darkvision**, greater invisibility, grove of respite*, life bubble*, river of wind*, shadow step**, spike stones, thorny body*. 

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

Table: Mistborne Guardian 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +0  +2  +2  +0 Nature sense, orisons, wild empathy  —  —  —  —  
2nd  +1  +3  +3  +0 Ki pool, sneak attack +1d6  —  —  —  —  
3rd  +2  +3  +3  +1 Ninja trick, trackless step  —  —  —  —  
4th  +3  +4  +4  +1 Umbral pet   0  —  —  —  
5th  +3  +4  +4  +1 Arboreal affinity, uncanny dodge   1  —  —  —  
6th  +4  +5  +5  +2 Ninja trick, sneak attack +2d6   1  —  —  —  



7th  +5  +5  +5  +2 Light steps   1   0  —  —  
8th  +6/+1  +6  +6  +2    1   1  —  — 
9th  +6/+1  +6  +6  +3 Ninja trick, venom immunity   2   1  —  — 
10th  +7/+2  +7  +7  +3 Sneak attack +3d6   2   1   0  —  
11th  +8/+3  +7  +7  +3    2   1   1  — 
12th  +9/+4  +8  +8  +4 Master tricks, ninja trick   2   2   1  —  
13th  +9/+4  +8  +8  +4 A thousand faces   3   2   1   0 
14th  +10/+5  +9  +9  +4 Sneak attack +4d6   3   2   1   1  
15th  +11/+6/+1 +9  +9  +5 Chameleon, ninja trick   3   2   2   1  
16th  +12/+7/+2  +10  +10  +5    3   3   2   1  
17th  +12/+7/+2  +10  +10  +5    4   3   2   1  
18th  +13/+8/+3  +11  +11  +6 Ninja trick, sneak attack +5d6   4   3   2   2 
19th  +14/+9/+4  +11  +11  +6    4   3   3   2 
20th  +15/+10/+5  +12  +12  +6 Master of the mists   4   4   3   3 
 

 

UMBRAL PET 
An umbral pet’s abilities are determined in the same manner as a druid's animal companion. Table: Umbral Pet Base Statistics determines many of the base 

statistics of the umbral pet. They remain creatures of the animal type for purposes of determining which spells can affect them. An umbral pet otherwise 

functions as a druid’s animal companion, except for the following changes.  
 

Umbral Pet Abilities 
An umbral pet gains the following abilities, but otherwise functions like a normal animal companion.  

Link (Ex): A mistborne guardian and his umbral pet share a mental link allows for communication across any distance (as long as they are on the same 

plane). This communication is a free action, allowing the mistborne guardian to give orders to his umbral pet at any time. In addition, as a standard action, an 
umbral pet can share a portion of its senses, allowing its master to hear and see what the umbral pet does. It can use this ability a number of rounds per day 

equal to the mistborne guardian’s level. There is no range to this effect, but the umbral pet and the mistborne guardian must be on the same plane. The 

mistborne guardian or umbral pet can end this effect as a free action. This replaces the animal companion’s link. 
One Mind (Ex): An umbral pet’s mind is strongly linked to its master’s. Whenever a mistborne guardian is subject to a mind-affecting effect or condition, 

the umbral pet is likewise affected. However, if the umbral pet is first subject to such an effect, the mistborne guardian remains unaffected. This ability 

replaces share spells.  
Shared Tricks (Ex): The mistborne guardian may use any ninja trick he knows on his umbral pet instead of on himself. A mistborne guardian may use 

tricks on his umbral pet even if the trick does not affect creatures of the pet’s type (animal). 

Cloak of Mists (Ex): An umbral pet gains a +2 bonus on all Perception and Survival checks. In addition, it gains a +2 bonus to Stealth checks made in 
areas of dim or no light. These bonuses increase to +4 at 11th level.  

Vanish (Su): As a swift action, the umbral pet can disappear for 1 round per level of the mistborne guardian, as the invisibility spell. These rounds do not 
need to be consecutive. 

 

 

Table: Umbral Pet Base Statistics 
        Natural 
Class          Armor  Str/Dex Bonus  
Level  HD  BAB  Fort  Ref  Will Skills  Feats  Bonus  Bonus  Tricks Special 
4th  2  +1  +3  +3 +0  2  1  +0  +0  1  Link, one mind, shared tricks 
5th  3  +2  +3  +3 +1  3  2  +0  +0  1  Cloak of mists 
6th  3  +2  +3  +3 +1  3  2  +2  +1  2  Evasion 
7th  4  +3  +4  +4 +1  4  2  +2  +1  2  Ability score increase 
8th  5  +3  +4  +4 +1  5  3  +2  +1  2  — 
9th  6 +4  +5  +5 +2  6  3  +4  +2  3  Devotion 
10th  6  +4  +5  +5 +2  6  3  +4  +2  3  — 
11th  7  +5  +5  +5 +2  7  4  +4  +2  3  Vanish 
12th  8  +6  +6  +6 +2  8  4  +6  +3  4  Ability score increase, multiattack 
13th  9  +6  +6  +6 +3  9  5  +6  +3  4  — 
14th  9  +6  +6  +6 +3  9  5  +6  +3  4  — 
15th  10  +7  +7  +7 +3  10  5  +8  +4  5  — 
16th  11  +8  +7  +7 +3  11  6  +8  +4  5  — 
17th  12  +9  +8  +8 +4  12  6  +8  +4  5  Ability score increase 
18th  12  +9  +8  +8 +4  12  6  +10  +5  6  Improved evasion 
19th  13  +9  +8  +8 +4  13  7  +10  +5  6  — 
20th  14  +10  +9  +9 +4  14  7  +10  +5  6  — 
 



MUTAGENIC BRUTE   
Adrenaline fueled bursts of inhuman strength and endurance are the way of the barbarian. However, there are those who seek to augment their inner rage 
through chemical means. Mutagenic brutes use alchemical mutagens to undergo a transformation that enhances their physical prowess, toughen their skin, 

and increases their size, all to the detriment of their mental abilities. By melding his natural ferocity with the chemically-induced rage brought about by 

mutagens, the mutagenic brute can transforms into a truly fearsome and vicious foe that none can withstand.  
Primary Class: Barbarian. 

Secondary Class: Alchemist. 

Hit Dice: d10. 
Bonus Skills and Ranks: The mutagenic brute may select three alchemist skills to add to his class skills in addition to the normal barbarian class skills, 

one of which must be Craft (alchemy). The mutagenic brute gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The mutagenic brute is proficient with all simple and martial weapons, and with light armor, but not with shields 
(except tower). 

Alchemy (Ex): At 1st level, a mutagenic brute gains the alchemist’s alchemy ability, except that he can only use it to create mundane alchemical items. 

This ability replaces fast movement. 
Rage Power (Ex): This is exactly like the barbarian ability of the same name, except that beginning at 6th level, whenever the mutagenic brute could 

select a rage power, he may select one of the following alchemist discoveries for which he qualifies: chameleon±, deadly excretions±, feral mutagen*, infuse 

mutagen*, mummification**, nauseating flesh†, parasitic twin**, preserve organs**, spontaneous healing**, tentacle**, vestigial arm**, and wings**.  A 
mutagenic brute uses his mutagenic brute level as his alchemist level for the purpose of qualifying for alchemist discoveries and calculating the effects of 

any discovery he’s chosen. (*Advanced Player’s Guide, **Ultimate Magic, ±Advanced Races Guide) 

Mutagen (Su): At 3rd level, a mutagenic brute gains the alchemist’s mutagen ability. The effects of a mutagen stack with those of the mutagenic brute’s 
rage ability. This ability replaces uncanny dodge.  

Larger than Life (Ex): At 5th level, whenever a mutagenic brute uses a mutagen, his physical stature allows him to function in many ways as if he were 

one size category larger. Whenever a mutagenic brute is subject to a size modifier or special size modifier for a Combat Maneuver Bonus or Combat 
Maneuver Defense (such as during grapple checks, bull rush attempts, and trip attempts), he is treated as one size larger if doing so is advantageous to him. 

At 9th level, a mutagenic brute is also considered to be one size larger when determining whether a creature’s special attacks based on size (such 

as grab or swallow whole) can affect him. A mutagenic brute can use weapons designed for a creature one size larger without penalty. However, his space 
and reach remain those of a creature of his actual size. The benefits of this ability stack with the effects of powers, abilities, and spells that change the 

mutagenic brute’s size category. This ability replaces trap sense. 

Swift Alchemy (Ex): At 7th level, a mutagenic brute gains the alchemist’s swift alchemy ability. This ability replaces uncanny dodge.  
Greater Mutagen (Su): At 13th level, a mutagenic brute gains the alchemist’s greater mutagen discovery. The effects of a greater mutagen stack with 

those of the mutagenic brute’s rage ability. This ability replaces damage reduction 1/— and damage reduction 2/—.  

Persistent Mutagen (Su): At 15th level, a mutagenic brute gains the alchemist’s persistent mutagen ability. This ability replaces .  
Grand Mutagen (Su): At 17th level, a mutagenic brute gains the alchemist’s grand mutagen discovery. The effects of a grand mutagen stack with those 

of the mutagenic brute’s rage ability. This ability replaces indomitable will.   

Eternal Mutagen (Su): At 19th level, a mutagenic brute can make the effects of a mutagen last for 1 day per level. However, maintaining a mutagen for 
so long a period is very taxing on the mutagenic brute’s mental faculties. All alchemical penalties accrued to his mental abilities are doubled until the 

mutagen ends. At which time, the mutagenic brute is exhausted for 24 hours. This ability replaces damage reduction 3/—, damage reduction 4/—, and 

damage reduction 5/—. 
True Mutagen (Su): At 20t level, a mutagenic brute makes a truly astounding alchemical breakthrough of significant import. His mutagen now grants a 

+8 natural armor bonus and a +8 alchemical bonus to Strength, Dexterity, and Constitution. The alchemist takes a –2 penalty to his Intelligence, Wisdom, 

and Charisma as long as the mutagen persists. This ability replaces mighty rage. 
Rage Powers: The following rage powers complement the mutagenic brute multiclass archetype: animal fury, bleeding blow†, body bludgeon†, crippling 

blow†, fearless rage, powerful blow, roused anger, unexpected strike. (†Ultimate Combat) 

 

1st  +1  +2  +2  +0  Alchemy, rage 
2nd  +2  +3  +3  +0 Rage power 
3rd  +3  +3  +3  +1 Mutagen 
4th  +4  +4  +4  +1 Rage power 
5th  +5  +4  +4  +1 Larger than life  
6th  +6/+1  +5  +5  +2  Rage power 
7th  +7/+2  +5  +5  +2  Swift alchemy  
8th  +8/+3  +6  +6  +2  Rage power 
9th  +9/+4  +6  +6  +3    
10th  +10/+5  +7  +7  +3  Rage power 
11th  +11/+6/+1  +7  +7  +3  Greater rage 
12th  +12/+7/+2  +8  +8  +4  Rage power 
13th  +13/+8/+3  +8  +8  +4  Greater mutagen 
14th  +14/+9/+4  +9  +9  +4  Rage power 
15th  +15/+10/+5  +9  +9  +5  Persistent mutagen 
16th  +16/+11/+6/+1  +10  +10  +5  Rage power 
17th  +17/+12/+7/+2  +10  +10  +5  Grand mutagen 
18th  +18/+13/+8/+3 +11  +11  +6  Rage power 
19th  +19/+14/+9/+4 +11  +11 +6  Eternal mutagen 
20th  +20/+15/+10/+5  +12  +12 +6  Rage power, true mutagen 
 

Fast movement (1) = Alchemy 

Uncanny dodge (2) = Mutagen  
Trap sense (3) = Swift alchemy  

Improved uncanny dodge (5) = Larger than life 

Damage reduction 1/—, 2/—, and 3/— (7) = Greater mutagen 
Indomitable will (14) = Persistent mutagen 

Tireless rage (17) = Grand mutagen  

Damage reduction 4/— and 5/— (19) = Eternal mutagen 
Mighty rage (20) = True mutagen 



  



NATURE WHISPERER (JonathonWilder) 

Plants and animals have a language that scant few creatures can understand, let alone speak. Nature whisperers are what many jokingly refer as a side order 
of druids. They understand the ways of nature, but approach it with a certain wild joy that sometimes is at odds with the more stern approach of most other 

druidic circles. Nature whisperers feel a certain kinship with the beasts of the land more than with the plants and the earth. As such, their sympathy allows 

them to sing with an animal’s voice, and the animals join in with pleasure. However, unlike most other druids, nature whisperers have little qualms with the 
civilized world, as long as they do not witness the mistreatment of animals. Thus, they serve as superb teamsters, falconers, handlers and trainers, and are 

often found traveling to farmlands and other places where people may have trouble with animals, using their array of skills to smooth strained relationships 

between hunter and prey, or master and herd. 
Primary Class: Druid.  

Secondary Class: Bard.  

Alignment: Any. 
Hit Dice: d8.  

Bonus Skills and Ranks: The nature whisperer selects three bard skills to add to her class skills in addition to the normal druid class skills, one of which 

must be Perform. The nature whisperer gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The nature whisperer is proficient with all simple weapons, and with all natural attacks (claw, bite, and so forth) of 

any form that she assumes with her wild shape. The nature whisperer is proficient with light and medium armor but is prohibited from wearing metal armor; 

thus, she may wear only padded, leather, or hide armor. A nature whisperer may also wear wooden armor that has been altered by the ironwood spell so that 
it functions as though it were steel. A nature whisperer is proficient with shields (except tower shields) but must use only wooden ones. A nature whisperer 

who wears prohibited armor or uses a prohibited shield is unable to cast nature whisperer spells or use any of her supernatural or spell-like class abilities 

while doing so for 24 hours.  
Wild Performance: A nature whisperer has a singular affinity towards nature. As such, she is trained to use the Performance skill to create magical 

effects on animal and plant life, including herself is desired. This functions like the bard’s bardic performance ability, except for the following changes. A 

nature whisperer can use wild performance for a number of rounds per day equal to 4 + her Charisma modifier, but gains only 1 additional round of 
performance per day at each level after 1st, instead of the usual 2 additional rounds per day. Each round, the nature whisperer can produce any wild 

performances that she has mastered, as indicated by her level. Each wild performance has audible visual components, or both, as usual.  

A nature whisperer gains the following wild performances.  
Call of the Wild (Su): At 1st level, an animal whisper can use wild performance to call 1d3 Tiny or smaller animals of a particular type she designates 

(provided their total CR is less than or equal to her caster level) to seek her out. The called animals must all be of a similar class of animals, such as 

amphibians (frogs and salamander), birds, insects, mammals (chipmunks, rabbits, and weasels), or reptiles (lizards and snakes). These animals move towards 
the nature whisperer under their own power and arrive within 1d4 rounds. The animal whisper must continue this performance during these rounds. Once the 

animals arrive, they remain for as long as the performance continues, plus a number of additional rounds equal to half the animal whisper’s level once the 

performance ends. Animals called in this way willingly perform one trick, such as attack, defend, or fetch, as if the nature whisperer had taught them to do so 
(see the Teach an Animal a Trick section of the Handle Animal skill description). 

At 3rd level and every two levels thereafter, the number of animals an animal whisper can call increases by an additional 1d3. At 7th level, a nature 

whisperer can use this performance to call Small animals. At 11th level, a nature whisperer can call Medium animals. Regardless of the size or type, all 
animals called in this way must be of the same type and their total CR must be less than or equal to her caster level. 

Fascinate the Wild (Su): At 1st level, a nature whisperer can use her wild performance to cause one or more creatures to become fascinated with her. This 

functions like the bard’s fascinate bardic performance, except that the animal whisper can only use it to fascinated creatures of the animal and magical beast 
types with an Intelligence score of 1 or 2. Each creature to be fascinated must be within 90 feet, able to see and hear the nature whisperer, and capable of 

paying attention to her. The nature whisperer must also be able to see the creatures affected. The total number of HD worth of creatures that she fascinates is 

equal to 1/2 her nature whisperer level (minimum 1). The closest targets are selected first until no more targets within range can be affected. Each creature 
within range receives a Will save (DC 10 + 1/2 the nature whisperer’s level + the nature whisperer’s Charisma modifier) to negate the effect. At 6th level, a 

nature whisperer can use this performance to fascinate creatures of the plant type with an Intelligence score of 1 or 2. Fascinate relies on audible and visual 

components in order to function. 
Bolstering Voice (Su): At 3rd level, a nature whisperer can use wild performance to remove unfavorable conditions from her allies. At 3rd level, she can 

spend one round of performance to remove the fascinated or shaken condition. At 6th level, she can spend two continuous rounds of performance to remove 

the confused, fatigued, or frightened condition. At 9th level, she can spend three continuous rounds of performance to remove the exhausted or panicked 
condition. The nature whisperer can affect a number of allies equal to her Charisma modifier. This ability is a language-dependent ability and relies on 

audible components. 

Dominate Animal (Sp): At 6th level, a nature whisperer can use wild performance to dominate one animal (as per the dominate animal spell) that she has 
already fascinated (see above). Using this ability does not disrupt the fascinate effect, but it does require a standard action to activate (in addition to the free 

action to continue the fascinate effect). A nature whisperer can use this ability more than once against an individual creature during an individual 
performance. A Will saving throw (DC 10 + 1/2 nature whisperer’s level + the nature whisperer’s Charisma modifier) negates the effect. This ability affects 

only a single creature (but see mass dominate animal below). Dominate animal is an enchantment (compulsion), mind-affecting, language-dependent ability 

and relies on audible components. 
Healing Voice (Su): At 12th level, a nature whisperer can use her wild performance to snatch allies from the brink of death. For each round that the 

performance continues, all allies within 30 feet immediately stabilize and are healed for a number of hit points equal to 1d6 points + the nature whisperer’s 

Constitution modifier, up to a total of 4d6 hit points of damage. Once a creature benefits from this performance, it cannot benefit from that nature 
whisperer’s healing voice again for 24 hours.  

Wild Ferocity (Su): At 14th level, a nature whisperer can use wild performance to compel animals to protect her. All animals within 30 feet are subject to 

the rage spell and gain a +2 morale bonus to Strength and Constitution, a +1 morale bonus on Will saves, and a -2 penalty to AC for as long as the 
performance continues. Creatures affected by this ability do not become fatigued when the performance ends. Wild ferocity is an enchantment (compulsion), 

emotion, mind-affecting, language-dependent ability and relies on audible components. 

Mass Dominate Animals (Sp): This functions like dominate animal, but allows a nature whisperer of 18th level or higher to dominate any number of 
animals, the total number of which cannot exceed a number of Hit Dice equal to her nature whisperer level. Mass dominate animal is 

an enchantment (compulsion), mind-affecting, language-dependent ability and relies on audible components. 

Irresistible Compulsion (Su): At 20th level, a nature whisperer can expend 6 rounds of wild performance to designate an object or location to emanate 
magical vibrations that attract (as per the sympathy spell) or repel (as per the antipathy spell) a specific type of creature. A Will saving throw (DC 10 + 1/2 

nature whisperer’s level + the nature whisperer’s Charisma modifier) negates the effect. This ability can only affect creatures of the animal, magical beast, or 

plant types, and only one creature type can be affect at a time. Irresistible compulsion is an enchantment (compulsion), emotion, mind-affecting, language-
dependent ability and relies on audible components.  

Speak with Animals (Sp): At 2nd level, an animal can speak with animals at will. This ability and speak with plants replace wild shape 2/day, 5/day and 

8/day.  



Nature Bond (Su): This ability functions like the druid ability of the same name except that the nature whisperer’s effective druid level is equal to her 

nature whisperer level –3.  
Wild Shape (Su): This is exactly like the druid ability of the same name, except for the following changes. A nature whisperer can use wild shape once 

per day at 4th level, and an additional time per day every tree levels thereafter, up to a maximum of six times per day at 19th level. At 8th level, a nature 

whisperer can change into a Small or Medium magical beast with an intelligence score of 1 or 2. When taking the form of animals or magical beasts, a nature 
whisperer's wild shape now functions as beast shape III. At 10th level, a nature whisperer can use wild shape to change into a Tiny or Large magical beast 

with an intelligence of 1 or 2. At 12th level, a nature whisperer can use wild shape to change into a Huge magical beast with an intelligence of 1 or 2. When 

taking the form of magical beasts, a nature whisperer's wild shape now functions as beast shape IV. The nature whisperer does not gain the ability to wild 
shape into an elemental or plant creature.  

Speak with Plants (Sp): At 6th level, a nature whisperer can speak with plants at will.  

 
 

NATURE WHISPERER SPELL LIST 
Animal whisperers gain access to the following spells.  

0th-Level Nature Whisperer Spells—create water, dancing lights, detect magic, detect poison, guidance, know direction, light, lullaby, message, 
purify food and drink, read magic, resistance, sift, stabilize, unwitting ally, virtue.   

1st-Level Nature Whisperer Spells—adoration, ant haul, anticipate peril, aspect of the falcon, blend, borrow skill, bristle, call animal, calm 
animals, charm animal, chord of shards, commune with birds, compel hostility, comprehend languages, confusion (lesser), cultural adaptation, cure light 
wounds, deadeye’s lore, detect animals or plants, detect charm, diagnose disease, ear-piercing scream, endure elements, enhance water, entangle, 

expeditious retreat, faerie fire, feather fall, feather step, forced quiet, frostbite, goodberry, hide from animals, horn of pursuit, invigorate, jump, keen senses, 

lighten object, longstrider, magic fang, nereid’s grace, obscuring mist, pass without trace, play instrument, read weather, remove fear, remove sickness, 

restful sleep, shillelagh, sleep, solid note, speak with animals, summon minor ally, summon nature’s ally I, toilsome chant, whispering lore,  

2nd-Level Nature Whisperer Spells—aboleth’s lung, accelerate poison, acute senses, animal aspect, animal messanger, animal trance, aspect of 
the bear, barkskin, bear’s endurance, bestow insight, blood biography, bull’s strength, cacophonous call, carry companion, cat’s grace, certain grip, 

compassionate ally, cure moderate wounds, defoliate, delay disease,  delay poison, determine depth, distracting cacophony, eagle eye, eagle’s splendor, 

enthrall, fog cloud, forest friend, fox’s cunning, fury of the sun, ghostbane dirge, glide, greensight, gust of wind, hold animal, hold person, honeyed tongue, 
misdirection, natural rhythm, owl’s wisdom, reduce animal, resist energy, restoration (lesser), savage maw, scent trail, silence, spider climb, stone call, 

suggestion, summon nature’s ally II, summon swarm, treeshape, warp wood, whispering wind, wilderness soldiers, wood shape.   

3rd-Level Nature Whisperer Spells—animal aspect (greater), anthropomorphic animal, ape walk, badger’s ferocity, beast shape I, burrow, burst 
of nettles, call lightning, companion mind link, contagion, daylight, diminish plants, dominate animal, fungal infestation, heatstroke, invigorate (mass), lily 

pad stride, mad monkeys, magic fang (greater), nature’s exile, neutralize poison, nixie’s lure, plant growth, poison, protection from energy, quench, remove 
disease, sleet storm, speak with plants, stone shape, summon nature’s ally IV, vermin shape I, water breathing.  

4th-Level Nature Whisperer Spells—absorb toxicity, animal growth, antiplant shell, aspect of the stag, aspect of the wolf, beast shape II, break 
enchantment, charm monster, command plants, commune with nature, confusion, control water, cure serious wounds, deep slumber, discordant blast, dispel 

magic, dominate person, earth glide, echolocation, forgetful slumber, freedom of movement, giant vermin, good hope, grove of respite, haunting choir, hold 
monster, ice storm, legend lore, reincarnate, repel vermin, reviving finale, serenity, shout, song of healing, sonic thrust, spike stones, stoneskin, summon 

nature’s ally V, thorn body, vermin shape II, virtuoso performance, wall of sound, witness, zone of silence. 

5th-Level Nature Whisperer Spells—awaken, beast shape III, blessing of the salamander, call lightning storm, contagion (greater), control 
winds, cure critical wounds, deafening song bolt, death ward, eagle aerie, fire snake, foe to friend, frozen note, hallow, hymn of mercy, insect plague, 

ironwood, music of the spheres, raise animal companion, resonating word, rest eternal, snake staff, song of discord, stunning finale, summon nature’s ally 
II, transmute mud to rock, transmute rock to mud, treestride, unhallow, wall of fire, wall of thorns.  

6th-Level Nature Whisperer Spells—animal shapes, animate plants, antilife shell, beast shape IV, charm monster (mass), control weather, 
creeping doom, deadly finale, dispel magic (greater), dust form, euphoric tranquility, find the path, fire seeds, heal, hymn of peace, liveoak, move earth, pied 

piping, repel wood, shout (greater), stone tell, summon nautre’s ally VIII, summon stampede, swarm skin, sympathetic vibration, transport via plants, wall of 

stone.   
 

Table: Nature Whisperer 
 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  Call of the wild, fascinate the wild, nature sense, orisons,   1  —  —  —  —  —  
     wild empathy, wild performance  
2nd  +1  +0  +3 +3  Speak with animals, woodland stride   2  —  —  —  —  —  
3rd  +2  +1 +3 +3  Bolstering voice, trackless step    3  —  —  —  —   — 
4th  +3  +1 +4 +4  Nature bond, resist nature’s lure, wild shape (1/day)     3   1  —  —  —  —  
5th  +3  +1 +4 +4  Speak with plants   4   2  —  —  —  —  
6th  +4  +2 +5 +5  Dominate animal   4   3  —  —  —  —  
7th  +5  +2 +5 +5  Wild shape (2/day)   4   3   1  —  —  —  
8th  +6/+1  +2 +6 +6     4   4   2  —  —  — 
9th  +6/+1  +3 +6 +6  Venom immunity   5   4   3  —  —  — 
10th  +7/+2  +3 +7 +7  Wild shape (3/day)   5   4   3   1  —  —  
11th  +8/+3  +3 +7 +7     5   4   4   2  —  —  
12th  +9/+4  +4 +8 +8  Healing voice   5   5   4   3  —  —  
13th  +9/+4  +4 +8 +8  A thousand faces, wild shape (4/day)   5   5   4   3   1  —  
14th  +10/+5  +4 +9 +9  Wild ferocity   5   5   4    4   2  — 
15th  +11/+6/+1  +5 +9 +9  Timeless body   5   5   5   4   3  —  
16th  +12/+7/+2  +5 +10 +10  Wild shape (5/day)   5   5   5   4   3   1  
17th  +12/+7/+2  +5 +10 +10     5   5   5   4   4   2  
18th  +13/+8/+3  +6 +11 +11  Mass dominate animal   5   5   5   5   4   3 
19th  +14/+9/+4  +6 +11 +11  Wild shape (6/day)   5   5   5   5   5   4 
20th  +15/+10/+5  +6 +12 +12  Irresistible compulsion   5   5   5   5   5   5 



NATURE’S AVATAR (Lindley Court) 
Some druids feel that the first step to becoming one with nature is to become one with oneself, so as to properly realize how to synergize with the world 
around them. By utilizing a pool of ki, such a druid can merge with the animal who she holds dearest, and even take such features upon herself. 

Primary: Druid. 

Secondary: Monk. 
Alignment: Any. 

Hit Dice: d8. 

Bonus Skills and Ranks: The nature’s avatar may select three monk skills to add to her class skills in addition to the normal druid class skills. The 
nature’s avatar gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: A nature’s avatar is proficient with all simple weapons plus the brass knuckles*, cestus*, kama, nunchaku, sai, short 

sword, shuriken, siangham, and temple sword*. She is also proficient with light armor, medium armor, and with shields (except tower shields). 
Embodied Bond (Ex): This is exactly like the druid’s nature bond, except that the nature’s avatar must bond with an animal and select an animal 

companion from the following list: ape, bat, bear, boar, crocodile, eagle, lion, rat, shark, snake, or wolf. In addition, a nature’s avatar immediately undergoes 

a physical change and takes on the appearance of her chosen companion. For example, a nature’s avatar that selects a lion as her animal companion might 
gain cat-like eyes and a shaggy mane-like head of hair, while one who chooses a snake might gain snake-like nose and scaly skin.  

Wild Empathy (Ex): This is exactly like the druid ability of the same name, except that she can use the wild empathy against any animal of her animal 

companion’s type as a full-action round (instead of 1 minute) with a +4 bonus to her check.  
Unarmed Strike (Ex): At 2nd level, a nature’s avatar gains the monk’s unarmed strike ability and deals damage with his unarmed attacks as shown on 

Table: Nature’s avatar. In addition, a nature’s avatar deals her unarmed strike damage whenever she uses any natural attacks while in her hybrid or animal 

form if the damage is greater than its normal damage dice (see Wild Ki Pool and Totemic Transformation). This ability replaces woodland stride and resist 
nature’s lure.  

Fast Movement (Ex): At 3rd level, a nature’s avatar gains the monk’s fast movement ability. She adds this speed increase to all movement modes when 

she assumes her hybrid or animal form. This ability replaces trackless step.  
Wild Ki Pool (Su): At 4th level, a nature’s avatar gains the monk’s ki pool ability, but she can make a ki strike with her unarmed strike or any natural 

attacks made while using her hybrid or totemic transformation, as long as she has 1 ki point.  

At 4th level, her unarmed strikes and any natural attacks made while in her hybrid or totemic form are treated as magic for the purpose of overcoming 
damage reduction.  

At 7th level, her unarmed attacks and natural attacks are also treated as cold iron and silver for the purpose of overcoming damage reduction. 

At 12th level, her unarmed attack and natural attacks are also treated as aligned weapons (chaotic, evil, good, or lawful) for the purpose of overcoming 
damage reduction. 

At 19th level, her unarmed attacks and natural attacks are treated as adamantine weapons for the purpose of overcoming damage reduction and bypassing 

hardness. 
By spending 1 point from her ki pool, a nature’s avatar can do one of the following: 

 Make one additional attack at her highest attack bonus when making an unarmed strike or natural attack, or  

 Allow her animal companion to make one additional attack at its highest attack bonus when making a natural attack, or 

 Increase her speed by 20 feet for 1 round (all modes), or 

 Give herself a +4 natural armor bonus to AC for 1 round. 

Each of these powers is activated as a swift action. 

The wild ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be consecutive. This ability and totemic 
transformation replace wild shape.  

Totemic Transformation (Su): At 6th level, a nature’s avatar can spend 1 wild ki point to may adopt an aspect of her animal companion while retaining 

her normal form. While using totem transformation, the nature’s avatar may speak normally and can cast speak with animals (with specific animal types 
only, see below) at will. Using this ability is a standard action at 6th level, a move action at 9th level, and a swift action at 12th level. The nature’s avatar can 

use this ability for a number of minutes per day equal to her nature’s avatar level. These minutes do not need to be consecutive, but they must be used in 1-
minute increments. This is a polymorph effect and cannot be used while the nature’s avatar is using another polymorph spell or effect.   

In addition, she gains one of the following aspect bonuses according to her animal companion type. 

Ape: At will–speak with animals (primates only); Aspects–movement (climb speed 20 ft., +4 racial bonus on Climb checks), natural weapons (2 slams 
[1d6 for a Medium nature’s avatar], +2 on combat maneuver checks to grapple), senses (low-light vision, scent), or toughness (+2 natural armor 

bonus to AC, Endurance feat). 

Bat: At will–speak with animals (mammals only); Aspects–movement (fly speed 30 ft. [average]), natural weapons (bite [1d4 for a Medium nature’s 
avatar]), or senses (blindsense 20 ft.). 

Bear: At will–speak with animals (mammals only); Aspects–movement (+10 enhancement bonus to land speed, +4 racial bonus on Swim checks), natural 

weapons (bite [1d6] and 2 claws [1d4] for a Medium nature’s avatar, +2 to CMB on grapple checks), senses (low-light vision, scent), or toughness (+2 
natural armor bonus to AC, Endurance feat). 

Boar: At will–speak with animals (boars and related animals only); Aspects–movement (+10 enhancement bonus to land speed), natural weapons (gore 

[1d8 for a Medium nature’s avatar], +2 on combat maneuver checks to overrun), senses (low-light vision, scent), or toughness (+2 natural armor bonus to 

AC, Endurance feat).  

Crocodile: At will–speak with animals (lizards only); Aspects–movement (swim speed 30 feet, can hold breath for a number of minutes equal to 

Constitution score), natural weapons (bite [1d6 plus grapple] for a Medium nature’s avatar, +2 bonus on CMB on grapple checks, knock prone on a 
successful grapple check), senses (low-light vision, +4 racial bonus to Perception), or toughness (+2 natural armor bonus to AC, Endurance feat). 

Eagle: At will–speak with animals (birds only); Aspects–movement (fly speed 30 feet [average]), natural weapons (bite [1d4], 2 talons [1d4] for a 

Medium nature’s avatar), senses (low-light vision, +4 racial bonus to Perception). 
Lion: At will–speak with animals (felines only); Aspects–movement (+20 enhancement bonus to land speed), natural weapons (bite [1d4], 2 claws [1d4] 

for a Medium nature’s avatar, rake, +2 CMB to grapple), senses (low-light vision, scent). 

Rat: At will–speak with animals (rodents only); Aspects–movement (climb speed 20 feet, swim speed 20 feet]), natural weapons (bite [1d4] for a Medium 
nature’s avatar, deal 1 Dex and 1 Con), senses (low-light vision, scent). 

Shark: At will–speak with animals (fish only); Aspects–movement (can breathe water, swim speed 30 feet), natural weapons (bite [1d6] for a Medium 

nature’s avatar), or shark skin (+2 natural armor, creatures grappling the nature’s avatar take 1 point of slashing damage per round of grapple), 
senses (scent 30 feet, scent 90 feet in water).  

Snake: At will–speak with animals (reptiles only); Aspects–movement (climb speed 20 feet, swim speed 20 feet), natural weapons (bite [1d4], poison [ 

frequency 1 round (6), effect 1 Con damage, Cure 1 save, Con-based DC] for a Medium nature’s avatar, +2 CMB to grapple), scales (+2 natural armor 
bonus to AC), senses (low-light vision, scent). 



Wolf: At will–speak with animals (canines only); Aspects–movement (+20 enhancement bonus to land speed), natural weapons (bite [1d4 plus trip] for a 

Medium druid, +2 CMB to trip), senses (low-light vision, scent, +4 racial bonus to Survival when tracking by scent). 
Anthropomorphic Transformation (Su): At 13th level, as a full-action round, a nature’s avatar can spend 3 wild ki points to merge forms with her 

animal companion and take an anthropomorphic form. This transformation includes all of the nature’s avatar’s gear. While merged in this way, the nature’s 

avatar appears similar to hybrid form of a lycanthrope of her animal companion’s type, with one pair of limbs able to manipulate objects and weapons as 
well as human hands do, but possesses no lycanthropic qualities. She retains all class features, qualities, racial abilities, and gains all the bonuses of her 

totemic transformation, plus a +2 bonus to Str and Con. A nature’s avatar can maintain this anthropomorphic form for 1 round per nature’s avatar level, or 

cancel its effect as a free action. This ability replaces a thousand faces.  
 

 

Table: Nature’s Avatar 
 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  Embodied bond*, nature sense,   3   1  —  —  —  —  —  —  —  —   
     orisons, wild empathy* 
2nd  +1  +3  +0  +3  Unarmed strike (1d4)   4   2  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Fast movement   4   2   1  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Natural ki pool (magic)    4   3   2  —  —  —  —  —  —  — 

5th  +3  +4  +1  +4     4   3   2   1  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Totemic transformation   4   3   3   2  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Natural ki pool (cold iron and silver)   4   4   3   2   1  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Unarmed strike (1d6)   4   4   3   3   2  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Venom immunity   4   4   4   3   2   1  —  —  —  — 
10th  +7/+2  +7  +3  +7     4   4   4   3   3   2  —  —  —  — 
11th  +8/+3  +7  +3  +7     4   4   4   4   3   2   1  —  —  — 
12th  +9/+4  +8  +4  +8  Natural ki pool (aligned)   4   4   4   4   3   3   2  —  —  — 
13th  +9/+4  +8  +4  +8  Anthropomorphic transformation   4   4   4   4   4   3   2   1  —  — 
14th  +10/+5  +9  +4  +9  Unarmed strike (1d8)   4   4   4   4   4   3   3   2  —  — 
15th  +11/+6/+1  +9  +5  +9  Timeless body   4   4   4   4   4   4   3   2   1  — 
16th  +12/+7/+2  +10  +5  +10     4   4   4   4   4   4   3   3   2  — 
17th  +12/+7/+2  +10  +5  +10     4   4   4   4   4   4   4   3   2   1 
18th  +13/+8/+3  +11  +6  +11     4   4   4   4   4   4   4   3   3   2 
19th  +14/+9/+4  +11  +6  +11  Natural ki pool (adamantine)   4   4   4   4   4   4   4   4   3   3 
20th  +15/+10/+5  +12  +6  +12  Unarmed strike (1d10)   4   4   4   4   4   4   4   4   4   4 

 



PRIMAL AVATAR (55hi55)  
Some barbarians fuel their rage through arcane means. Instead of channeling their rage internally, they draw energy from the primal plane and form it into 
something only they can control. This spirit avatar feeds off its master’s rage like a parasite. In turn, the primal avatar gains great combat prowess, more than 

any mortal might normally obtain.  

Primary Class: Barbarian. 
Secondary Class: Summoner. 

Alignment: Any chaotic. 

Hit Dice: d12. 
Bonus Skills and Ranks: The spirit warrior may select three summoner skills to add to her class skills in addition to the normal barbarian class skills. 

The primal caller gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The spirit warrior is proficient with all simple and martial weapons, with natural weapons, and with light armor, but 
not with shields. 

Primal Spirit: A primal avatar begins play with the ability to summon a powerful creature called a primal spirit to meld with his own being. The primal 

avatar wears the spirit like translucent, living armor. The primal spirit mimics all of the primal avatar’s movements, has the same alignment as the primal 
avatar that calls it, and can speak all of her languages. A primal avatar can summon her spirit for a number of rounds per day equal to 4 + her Constitution 

modifier. At each level after 1st, she can summon her primal spirit for 2 additional rounds. Temporary increases to Constitution, such as those gained from 

rage and spells like bear's endurance, do not increase the total number of rounds that a primal avatar can summon her spirit per day. A primal avatar can 
summon her primal spirit as a move action that does not provoke an attack of opportunity. The total number of rounds of summoning her primal spirit per 

day is renewed after resting for 8 hours, although these hours do not need to be consecutive. Unlike an eidolon, a primal spirit is not treated as a summoned 

creature, and is not subject to banishment, or similar effects that affect summoned creatures.  
While a primal spirit is summoned, the primal avatar is treated as both an outsider and his original creature type. The spirit grants the primal avatar 

darkvision 60 feet, a number of temporary hit points equal to 1/2 her primal avatar level (minimum 1) + her Constitution modifier, and a +2 natural armor 

bonus. It also grants her the same maximum number of natural attacks as an eidolon of her level. If the primal avatar has more natural attacks than the 
maximum number, she must choose which natural attacks to use in any given round. 

In addition, the primal avatar gains 2 evolution points. She can spend evolution points to gain any evolution an eidolon of her level has access to except 

for the Large, Huge, and Ability Increase evolutions, or any evolutions that duplicate the effects of a rage power. Whenever the primal avatar gains a 
level, she must decide how these points are spent, and they are set until she gains another level of primal avatar. She is also treated as having the bipedal base 

form for the purpose of what evolutions she qualifies for. The primal spirit does not grant the primal avatar a bonus to her base attack bonus, skill points, 

feats, or special abilities normally gained by to the eidolon (see Table: Primal Spirit Base Statistics).  
At 9th level, a primal avatar gains the Multiattack feat whenever her primal spirit is summoned.  

Due to the exposure of intense energy’s generated by summoning her primal spirit, the primal avatar becomes fatigued for a number of rounds equal to 

two times the number of rounds the primal spirit was summoned. All benefits granted by the primal spirit end once it has been dismissed.  
If the primal avatar should wear an item or come under the effects of a spell that increases her natural armor bonus while her primal spirit is summoned, 

only the highest bonus from either the armor, spell, or her spirit applies. This ability replaces rage. 

Primal Manifestation: As a primal avatar gains experience, the primal spirit grants her a primal manifestation. At 2nd level and every two levels 
thereafter, a primal avatar gains either a rage power or 2 additional evolution points to spend on new evolutions. The primal avatar treats her primal avatar 

class levels as barbarian levels for the purpose of qualifying for rage powers. Evolutions or rage powers are only manifested when the primal spirit is 

summoned. A primal avatar is restricted from choosing any evolution that duplicates the effects of a similar rage power (such as the bite, claws, climb, 
lowlight vision, gore, swim, and wings evolutions). A primal avatar cannot benefit from the transmogrify spell. All chosen evolutions remain fixed until she 

gains another level. This ability replaces rage powers gained at 2nd, 4th, 6th, 10th, 12th, 14th, 16th, 18th, and 20th level.  

Guarded Ally (Su): At 4th level, whenever a primal avatar summons her primal spirit, any ally that is adjacent to her receives a +2 shield bonus to 
his Armor Class and a +2 circumstance bonus on his saving throws. This bonus does not apply if the primal avatar is grappled, helpless, paralyzed, stunned, 

or unconscious. This ability replaces trap sense. 

Primal Jump (Sp): At 8th level, while her primal spirit is summoned, a primal avatar can cast dimension door as a spell-like ability using her caster 
level. This ability only affects the primal avatar and his primal spirit. The primal avatar can use this ability once per day at 8th level, plus one additional time 

per day for every five levels beyond 8th. This ability replaces  

Greater Guarded Ally (Su): At 12th level, whenever an ally is adjacent to the primal avatar when her primal spirit is summoned, the ally receives a +4 
shield bonus to its Armor Class and a +4 circumstance bonus on its saving throws. This bonus does not apply if the primal avatar is grappled, helpless, 

paralyzed, or unconscious. This ability replaces greater rage. 

Tireless Spirit (Ex): Starting at 17th level, a primal avatar no longer becomes fatigued when her primal spirit is dismissed. This ability replaces tireless 
rage.  

Twin Avatar (Su): At 20th level, a primal avatar can manifest his primal spirit in corporeal form. As a standard action, the primal avatar can create a 
duplicate of his primal spirit, copying all of her evolutions, form, and abilities. Its Strength, Dexterity, and Constitution scores change to match the base 

scores of the primal avatar. The duplicate spirit does not have any gear that the primal avatar is carrying, including magical items. The primal spirit also 

gains none of the primal avatar’s class features. The primal avatar can maintain this duplicate spirit form by expending 2 rounds of summoning per round. 
This duration does not need to be consecutive, but it must be spent in 2 round increments. If the twin avatar is reduced to zero hit points, it is banished to the 

primal plane and the primal avatar may resume normal summoning. The primal avatar can end this effect as a free action. This ability replaces mighty rage.  

 

Table: Primal Avatar 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Fast movement, primal spirit 
2nd  +2  +3  +0  +0 Uncanny dodge 
3rd  +3  +3  +1  +1  
4th  +4  +4  +1  +1 Guarded ally 
5th  +5  +4  +1  +1 Improved uncanny dodge 
6th  +6/+1  +5  +2  +2   
7th  +7/+2  +5  +2  +2  Damage reduction 1/—  
8th  +8/+3  +6  +2  +2  Primal jump 
9th  +9/+4  +6  +3  +3   
10th  +10/+5  +7  +3  +3  Damage reduction 2/— 
11th  +11/+6/+1  +7  +3  +3   



12th  +12/+7/+2  +8  +4  +4  Greater guarded ally 
13th  +13/+8/+3  +8  +4  +4  Damage reduction 3/— 
14th  +14/+9/+4  +9  +4  +4  Indomitable will 
15th  +15/+10/+5  +9  +5  +5   
16th  +16/+11/+6/+1  +10  +5  +5  Damage reduction 4/— 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless spirit 
18th  +18/+13/+8/+3 +11  +6  +6   
19th  +19/+14/+9/+4 +11  +6  +6  Damage reduction 5/— 
20th  +20/+15/+10/+5  +12  +6  +6  Twin avatar 
 

Table: Primal Spirit Base Statistics 
    Max. 
Class  Bouns Armor  Str/Dex Evolution Max. 
Level  Hit Points Bonus  Bonus  Points Attacks  Special 
1st  +0 +0  +0  2 3  Darkvision 60 ft.  
2nd  +1 +1  +2  4 3  Primal manifestation 
3rd  +1 +1  +2  4 3  — 
4th  +2 +1  +2  6 4  Primal manifestation 
5th  +2 +2  +2  6 4  — 
6th  +3 +2  +2  8 4  Primal manifestation 
7th  +3 +3  +2 8 4  — 
8th  +4 +3  +4 10 4  Primal manifestation 
9th  +4 +3  +4 10  5  Multiattack 
10th  +5 +4  +4 12  5  Primal manifestation 
11th  +5 +4  +4 12  5  — 
12th  +6 +5  +4 14  5  Primal manifestation 
13th  +6 +5  +4 14  5  — 
14th  +7 +5  +6 16  6  Primal manifestation 
15th  +7 +6  +6 16 6  — 
16th  +8 +6  +6 18  6  Primal manifestation 
17th  +8 +7  +6 18 6  — 
18th  +9 +7  +6 20 6  Primal manifestation 
19th  +9 +7  +6 20 7  — 
20th  +10 +8  +8 22 7  Primal manifestation 
 



PRIMAL CALLER 
Primal callers have the unique ability to summon forth primordial spirits and fuse them with their physical bodies. Melding with these spirits grants primal 
callers a vast array of powers that are all dependent on the type of spirit he summons. However, this influx of power comes with a cost, for the primal caller 

becomes greatly fatigued once the spirit returns to its home plane. 

Primary Class: Barbarian. 
Secondary Class: Summoner.  

Hit Dice: d10.  

Alignment: Any nonlawful 
Bonus Skills and Ranks: The primal caller may select three summoner skills to add to their class skills in addition to the normal barbarian class skills. 

The primal caller gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The primal caller is proficient with all simple and martial weapons, with light armor, medium armor, and with shields 
(except for tower shields).  

Primordial Spirit: A primal caller summons the essence of a powerful primordial spirit to fuse with his own being. When summoned, the spirit 

surrounds the primal caller as a translucent image of its true form. While fused, the spirit grants the primal caller a number of temporary hit points equal to 
his level x Constitution modifier. When these hit points reach 0, the spirit is sent back to its home plane, leaving the primal caller fatigued for 1d4 rounds. 

The primal caller also gains the spirit’s modifiers to ability scores, a natural armor bonus equal to 1/2 his class level, and the spirit’s maximum number of 

natural attacks. While fused, the primal caller counts as both his original type and as the primordial spirit’s type for any effect related to type, whichever is 
worse for the primal caller. Spells such as banishment or dismissal work normally on the spirit, but the primal caller is unaffected. Neither the primal caller 

nor his primordial spirit can be targeted separately, as they are fused into one creature. The primal caller and primordial spirit cannot take separate actions. 

While fused with his primordial spirit, the primal caller can use all of his own abilities and gear. The primal caller may select from the following types of 
primordial spirits: Elemental (air, earth, fire, or water), Dragon (as specific types), Magical Beast, or Outsider (chaos, evil, or good only). Once the 

primordial spirit is chosen, it cannot be changed. A primordial spirit otherwise functions as a summoner’s eidolon. This ability replaces trap sense and 

damage reduction.  
Primal Link (Su): Starting at 1st level, the primal caller forms a close bond with a primordial spirit. Whenever the temporary hit points from his 

primordial spirit would be reduced to 0, the primal caller can, as a free action, sacrifice any number of his own hit points. Each hit point sacrificed this way 

prevents 1 point of damage done to the primordial spirit (thus preventing the loss of the primal caller’s temporary hit points), preventing the primordial spirit 
from being sent back to its home plane. This ability replaces fast movement. 

Evolution Pool (Ex): This is exactly like the summoner’s eidolon evolution pool, except that the primal caller gains a number of evolution points equal to 

1/2 those of the eidolon (rounded down). Unlike those of the eidolon, these evolutions affect the primal caller directly, and he may only choose from the 
following evolutions, as determined by his chosen primordial spirit. This ability replaces rage power at 2nd, 6th, 10th, 14th, and 18th level 

Elemental: 1 point evolutions–gills*,improved damage*, improved natural attack*, low-light vision**, magic attacks*, reach*, resistance*, slam*, swim*; 

2 point evolutions–ability increase*, energy attacks*, flight*, grab*, immunity*, minor magic*, tremor sense*, trip*; 3 point evolutions–blind sense*, 
burrow*, damage reduction*, major magic**, see in darkness**; 4 point evolutions–blindsight*, breath weapon*, large*, spell resistance*, ultimate magic**. 

 Dragon: 1 point evolutions–basic magic**, bite*, claws*, climb*, gills*, improved damage*, improved natural attack*, low-light vision**, magic 

attacks*, pull*, push*, reach*, resistance*, scent*, skilled*, swim*, tail*, tail slap*, wing buffet*; 2 point evolutions–ability increase*, flight*, grab*, 
immunity*, keen scent*, limbs*, minor magic*, rake*, rend*, tremor sense*, trip*, weapon training*; 3 point evolutions–blind sense*, burrow*, damage 

reduction*, frightful presence*, major magic**, see in darkness**; 4 point evolutions–blindsight*, breath weapon*, large*, spell resistance*, ultimate 

magic**. 
Magical Beast: 1 point evolutions–basic magic**, bite*, claws*, climb*, gills*, hooves**, improved damage*, improved natural attack*, low-light 

vision**, magic attacks*, pincers*, pounce*, pull*, push*, reach*, resistance*, scent*, skilled*, slam*, sting*, swim*, tail*, tail slap*, tentacle*, unnatural 

aura**, wing buffet*; 2 point evolutions–ability increase*, constrict*, flight*, gore*, grab*, head**, immunity*, keen scent*, limbs*, minor magic*, poison*, 
rake*, rend*, tremor sense*, trip*; 3 point evolutions–blind sense*, burrow*, damage reduction*, frightful presence*, major magic**, see in darkness**, 

web*; 4 point evolutions–blindsight*, breath weapon*, dimension door**, large*, spell resistance*, ultimate magic**. 

Outsider: 1 point evolutions–basic magic**, bite*, claws*, gills*, hooves**, improved damage*, improved natural attack*, low-light vision**, magic 
attacks*, pincers*, pull*, push*, reach*, resistance*, scent*, skilled*, slam*, sting*, tail*, tail slap*, tentacle*, unnatural aura**, wing buffet*; 2 point 

evolutions–ability increase*, channel resistance**, constrict*, energy attacks*, flight*, gore*, grab*, head**, immunity*, keen scent*, limbs*, minor magic*, 

poison*, rake*, rend*, tremor sense*, trip*, weapon training*; 3 point evolutions–blind sense*, damage reduction*, frightful presence*, major magic**, see 
in darkness**; 4 point evolutions–blindsight*, breath weapon*, dimension door**, fast healing*, incorporeal form**, large*, spell resistance*, ultimate 

magic**. (*Advanced Player’s Guide, **Ultimate Magic) 

Primordial Synthesis (Su): Starting at 11th level, the primal caller undergoes a transformation become like his primordial spirit. The primal caller gains 
the following aspects as determined by his primordial spirit. This ability replaces greater rage. 

Elemental: 2 slams (1d6, 1d4 if Small), ability boost +2 Str (earth and water) or +2 Dex (air and fire), and darkvision 60 feet.  
Dragon: 2 claw attacks (1d4, 1d3 if Small), ability boost (+2 Str), darkvision 60 feet, and low-light vision. 

Magical Beast: 1 bite attack (1d6, 1d4 if Small), ability boost (+2 Dex), darkvision 60 feet, low-light vision, and scent. 

Outsider: ability boost (+2 Str), darkvision 60 feet, and weapons are treated as aligned (chaos, evil, or good) for the purpose of overcoming damage 
reduction, as determined by his alignment.   

Greater Primordial Synthesis (Su): At 16th level, a primal caller becomes more like his primordial spirit. The primal caller gains the following greater 

aspects as determined by his primordial spirit. This ability replaces indomitable will and tireless rage. 
Elemental: ability boost +2 Str (air and fire) or +2 Con (earth and water), energy resistance 5 to acid (earth), cold (water), electricity (air), or fire (fire), 

and burrow 20 feet (earth), fly 30 feet (air), land speed +10 feet (fire), or swim 20 feet (water).  

Dragon: ability boost (+2 Str), energy resistance 5 to the same type as his chosen dragon, and natural armor increase (+2).  
Magical Beast: +4 save against charms and poisons, ability boost (+2 Str), natural armor increase (+2), and his weapons are treated as magic for the 

purpose of overcoming damage reduction.  

Outsider: ability boost (+2 Con), damage reduction 5/chaos, evil or good as determined by his alignment, and fast healing 2 for a number of rounds per 
day equal to his primal caller level + his Constitution modifier.  

Primordial Apotheosis (Su): At 20th level, a primal caller and permanently fuses with his primordial spirit. The primal caller gains the same type as his 

primordial spirit, and all evolutions selected at 20th level become permanent. In addition, he gains following final aspects of his primordial spirit. This 
ability replaces mighty rage. 

Elemental: ability boost +2 Str (earth and water) or +2 Dex (air and fire), damage reduction 5/—, energy resistance increases to 10, and his melee or 

natural attacks gain the corrosive (earth), flaming (fire), frost (water), or shock (air) special weapon abilities.  
Dragon: ability boost (+2 Con), breath weapon (3d6) of the same energy type as his dragon spirit a number of times per day equal to 3 + his Constitution 

modifier, damage reduction 10/magic, natural armor increase (+2), and his weapons are treated as magic for the purpose of overcoming damage reduction. 

Magical Beast: ability boost (+2 Con), damage reduction 5/magic and silver, immunity to charms and poison, ??? 



Outsider: ability boost (+2 Cha), damage reduction increases to 10/ chaos, evil, or good, truespeech, and his weapons gain the anarchic, holy, or unholy 

special ability according to the primal caller’s alignment.  
Rage Powers: The following rage powers complement the primal caller multiclass archetype.  

All: Hive totem†, Hive Totem Resilience†, Hive Totem Toxicity†, Low-light Vision, Moment of Clarity, Night Vision†, Perfect Clarity†, Primal Scent†, 

Scent, Spirit Totem (Lesser)*, Spirit Totem*, Spirit Totem (Greater)*, Sprint, Superstition, Swift Foot, World Serpent Totem (Lesser) †, and World Serpent 
Spirit†. 

Dragon: Dragon Totem*, Dragon Totem Resilience*, Dragon Totem Wings*. 

Elemental: Elemental Rage (Lesser)*, Elemental Rage*, Elemental Rage (Greater)*. 
Magical Beast: Animal Fury, Beast Totem (Lesser)*, Beast Totem*, and Beast Totem (Greater)*.  

Outsider: Celestial Totem (Lesser), Celestial Totem, Celestial Totem (Greater), Chaos Totem (Lesser)*, Chaos Totem*, Chaos Totem (Greater)*, Evil 

Totem (Lesser), Evil Totem, Evil Totem (Greater), Fiend Totem (Lesser)*, Fiend Totem*, Fiend Totem (Greater)*, Good Totem (Lesser), Good Totem, and 
Good Totem (Greater).  

(*Advanced Player’s Guide, †Ultimate Combat) 

 

New Rage Powers 
Celestial Totem (Su): This rage power is exactly like the fiend totem power, except that the barbarian is infused with divine energy and anyone striking the 

barbarian with a melee weapon, unarmed strike, or natural weapon takes 1d6 holy damage.  

Celestial Totem, Greater (Su): This rage power is exactly like the greater fiend totem power, except that non-good creatures adjacent to the barbarian take 
2d6 bludgeoning damage and are blinded. Neutral creatures that are adjacent too the barbarian are blinded, but do not take damage. Good creatures are 

unaffected.  

Celestial Totem, Lesser (Su): This rage power is exactly like the lesser fiend totem power, except that the barbarian gains a slam attack instead of a gore 

attack.  

Evil Totem (Su): This rage power is exactly like the chaos totem power, except that the barbarian gains a bonus to Bluff instead of Escape Artist.   

Evil Totem, Greater (Su): This rage power is exactly like the greater chaos totem power, except that the barbarian gains DR/good and weapons count as 
evil. 

Evil Totem, Lesser (Su): This rage power is exactly like the lesser chaos totem power, except that the barbarian gains a resistance bonus against good 

spells and creatures.  
Good Totem (Su): This rage power is exactly like the chaos totem power, except that the barbarian gains a bonus to Diplomacy instead of Escape Artist.   

Good Totem, Greater (Su): This rage power is exactly like the greater chaos totem power, except that the barbarian gains DR/evil and weapons count as 

good. 
Good Totem, Lesser (Su): This rage power is exactly like the lesser chaos totem power, except that the barbarian gains a resistance bonus against evil 

spells and creatures.  

 
 

Table: Primal Caller 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +2  Primal link, primordial spirit, rage 
2nd  +2  +3  +0  +3 Evolution pool, uncanny dodge 
3rd  +3  +3  +1  +3 Rage power 
4th  +4  +4  +1  +4  
5th  +5  +4  +1  +4 Improved uncanny dodge   
6th  +6/+1  +5  +2  +5    
7th  +7/+2  +5  +2  +5  Rage power 
8th  +8/+3  +6  +2  +6   
9th  +9/+4  +6  +3  +6   
10th  +10/+5  +7  +3  +7  Primordial synthesis 
11th  +11/+6/+1  +7  +3  +7  Rage power 
12th  +12/+7/+2  +8  +4  +8   
13th  +13/+8/+3  +8  +4  +8   
14th  +14/+9/+4  +9  +4  +9   
15th  +15/+10/+5  +9  +5  +9  Rage power 
16th  +16/+11/+6/+1  +10  +5  +10  Greater primordial synthesis 
17th  +17/+12/+7/+2  +10  +5  +10   
18th  +18/+13/+8/+3 +11  +6  +11   
19th  +19/+14/+9/+4 +11  +6  +11 Rage power 
20th  +20/+15/+10/+5  +12  +6  +12 Primordial apotheosis 
 
 



RAMPANT ICONOCLAST (OSW) 
Some warriors are inspired to overcome their foes in anger or simple-minded dedication to a cause–the rampant iconoclast channels that anger into wrathful 
power, able to perform miraculous feats of martial acumen or use her companions as inspiration or in tactically advantageous ways. 

Primary: Barbarian. 

Secondary: Inquisitor. 
Alignment: Any. 

Hit Dice: d10. 

Bonus Skills and Ranks: The rampant iconoclast may select three inquisitor skills to add to her class skills in addition to the normal barbarian class 
skills. The rampant iconoclast gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: A rampant iconoclast is proficient with all simple and martial weapons, with light armor, medium armor, and with 

shields (except tower shields). 
Wrath (Ex): A rampant iconoclast can call upon divine strength, granting her additional combat prowess. Starting at 1st level, a rampant iconoclast can 

enact wrath for a number of rounds per day equal to 4 + her Constitution modifier. At each level after 1st, the duration of her wrath increases for 2 additional 

rounds. Temporary increases to Constitution, such as those gained from wrath and spells like bear's endurance, do not increase the total number of rounds 
that a rampant iconoclast can enact wrath per day. A rampant iconoclast can enact wrath as a free action. The total number of rounds of wrath per day is 

renewed after resting for 8 hours, although these hours do not need to be consecutive. 

While a wrath is in effect, a rampant iconoclast gains a +4 morale bonus to her Strength or Constitution (not both), as well as a +2 morale bonus on Will 
saves. In addition, she takes a –1 penalty to Armor Class. The increase to Constitution grants the rampant iconoclast 2 hit points per Hit Dice, but these 

disappear when the wrath ends and are not lost first like temporary hit points. 

The rampant iconoclast must also choose one inquisition. She can use this inquisition only while under the effects of wrath. 
While wrath is in effect, a rampant iconoclast cannot use any Charisma–, Dexterity–, or Intelligence–based skills (except Acrobatics, Fly, Intimidate, and 

Ride) or any ability that requires patience or concentration (except for those granted by her inquisition). 

A rampant iconoclast can end her wrath as a free action and is fatigued after wrath for a number of rounds equal to 2 times the number of rounds spent in 
wrath. A rampant iconoclast cannot enact a new wrath while fatigued or exhausted but can otherwise enter wrath multiple times during a single encounter or 

combat. If a rampant iconoclast falls unconscious, her wrath immediately ends, placing her in peril of death. This ability replaces rage. 

Staunch Mien (Ex): A rampant iconoclast becomes well versed in making the most of overbearing and intimidating her foes through body language and 
speech. She adds 1/2 her rampant iconoclast level on all Intimidate checks. The rampant iconoclast also adds her Strength or Constitution modifier to any 
Intimidate checks made while her wrath is activated. This ability replaces fast movement. 

Wrath Power: At every even level the rampant iconoclast can elect to learn one judgment, rage power, or teamwork feat for which she qualifies. These 

can only be used while the rampant iconoclast is under the effects of wrath. This ability replaces rage powers. 
Cunning Initiative (Ex): At 2nd level, a rampant iconoclast gains the inquisitor’s cunning initiative ability. This ability replaces uncanny dodge. 

Solo Tactics (Ex): At 3rd level, a rampant iconoclast gains the inquisitor’s solo tactics ability. This ability replaces trap sense. 

Bane: At 5th level, a rampant iconoclast gains the inquisitor’s bane ability. This ability replaces improved uncanny dodge. 
Greater Wrath (Ex): At 11th level, when a rampant iconoclast enacts wrath, the morale bonus to her Strength or Constitution increases to +6 and the 

morale bonus on her Will saves increases to +3. This ability replaces greater rage.  

Greater Bane (Ex): At 12th level, a rampant iconoclast gains the inquisitor’s greater bane ability. This ability replaces damage reduction.  
Tireless Wrath (Ex): This is exactly like the barbarian’s tireless wrath ability, except that it only applies to her wrath.  

Mighty Wrath (Ex): At 20th level, when a rampant iconoclast enacts wrath, the morale bonus to her Strength or Constitution (not both) increases to +8 

and the morale bonus on her Will saves increases to +4. This ability replaces mighty rage. 

 

Table: Rampant Iconoclast 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Staunch mien, wrath 
2nd  +2  +3  +0  +0 Cunning initiative, wrath power 
3rd  +3  +3  +1  +1 Solo tactics 
4th  +4  +4  +1  +1 Wrath power 
5th  +5  +4  +1  +1 Bane 
6th  +6/+1  +5  +2  +2  Wrath power 
7th  +7/+2  +5  +2  +2    
8th  +8/+3  +6  +2  +2  Wrath power 
9th  +9/+4  +6  +3  +3   
10th  +10/+5  +7  +3  +3  Wrath power 
11th  +11/+6/+1  +7  +3  +3  Greater wrath 
12th  +12/+7/+2  +8  +4  +4  Wrath power  
13th  +13/+8/+3  +8  +4  +4  Greater bane 
14th  +14/+9/+4  +9  +4  +4  Indomitable will, wrath power 
15th  +15/+10/+5  +9  +5  +5   
16th  +16/+11/+6/+1  +10  +5  +5  Wrath power 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless wrath 
18th  +18/+13/+8/+3 +11  +6  +6  Wrath power 
19th  +19/+14/+9/+4 +11  +6  +6   
20th  +20/+15/+10/+5  +12  +6  +6  Mighty wrath, wrath power 
 

  



ROARING DRUNK (Taco Man) 

Alcohol; the demon drink, the sauce, the giggle-water, is the most common and varied of all drugs throughout the realms. Such beverages allow tense 
soldiers to relax, provide a retreat for the desperate, and on rare occasions, it gives the timid and fearful to become cunning and reckless. Let it be known, the 

roaring drunk is not an alcoholic, she is a booze-fueled engine of destruction that harnesses the mental liberation of libation and the numbing and nauseating 

elements of alcohol to enhance their strength and durability beyond the normal limits of their physical capacities.  
Primary Class: Barbarian.  

Secondary Class: Alchemist.  

Alignment: Any non-lawful. 
Hit Dice: d10.  

Bonus Skills and Ranks: The roaring drunk selects three alchemist skills to add to her class skills in addition to the normal barbarian class skills. The 

roaring drunk gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The roaring drunk is proficient with all simple and martial weapons, with light and medium armor, and with shields 

(except tower shields).  

Drunken Rage (Ex): A roaring drunk is perpetually intoxicated, fortifying her inner reserves of strength and ferocity with strong drink. Thus, she is 
always on the verge of a drunken rage. This functions like the barbarian’s rage ability except that all morale bonuses granted by the rage are alchemical 

bonuses instead. While in rage, a roaring drunk can also enter a drunken stupor to fortify her reserves of inner strength and ferocity. As a move action that 

does not provoke an attack of opportunity, a roaring drunk can drink a potion or a tankard or ale or similar quantity of strong alcohol. Drinking a potion 
grants the roaring drunk its normal effect, while imbibing alcohol allows the roaring drunk to maintain her rage for 1 round without expending a round of 

rage (instead of the alcohol’s normal effect). She can consume a number of alcoholic drinks to maintain her rage in this way equal to her Constitution 

modifier (unadjusted by her rage) each day. For each alcoholic drink consumed while raging, the roaring drunk is nauseated for 1 round when her rage 
expires, in addition to the normal fatigued effect. Tireless rage does not negate this nauseated condition, but the internal fortitude rage power does. This 

ability replaces rage and fast movement.  

Rage Powers: A roaring drunk gains access to the following rage powers restricted to the Roaring Drunk multiclass archetype.  
Focused Libation (Ex): While in a drunken rage, the roaring drunk gains a +1 morale bonus on saving throws against mind-affecting and fear effects for 

each alcoholic drink she consumes during her rage (including the drink that initiated the drunken stupor), to a maximum of +1 per four roaring drunk levels. 

Noxious Belch (Ex): While in a drunken rage, the roaring drunk may expend 2 rounds of her rage to expel noxious fumes from her stomach into an 
adjacent opponent's face. The target must make a Fortitude save (DC 10 + 1/2 the roaring drunk's level + her Strength modifier), or be nauseated for 1d4+1 

rounds. If the save succeeds, the creature is instead sickened for 1 round. 

Staggering Stupor (Ex): While in a drunken rage, a roaring drunk may move 5 feet as a swift action. This movement does not count against the roaring 
drunk's ability to make a 5-foot step. Furthermore, she gains a +1 dodge bonus to AC against attacks of opportunity for each alcoholic drink she has 

consumed during her stupor (including the drink that initiated the drunken stupor), to a maximum of +1 per four roaring drunk levels. 

In addition, a roaring drunk may also select the following alchemist discoveries in place of a rage power: extend potion, enhance potion, eternal potion, 
infusion, lingering spirit, nauseating flesh. These discoveries activate only while the roaring drunk is in rage. The roaring drunk treats her roaring drunk level 

as her alchemist level for the purpose of qualifying for discoveries. She must otherwise meet the prerequisites she selects.  

Specialty Brews (Ex): Starting at 3rd level, a roaring drunk gains the ability to create alcoholic drinks at great speed. Once per day, a roaring drunk can 
brew one tankard of powerful grog by mixing various alchemical ingredients. It requires 10 minutes of work to brew a tankard of grog (or similar quantity of 

strong alcohol). The grog remains potent for 24 hours, at which time it becomes inert and must be brewed again. At 6th level and every three levels 

thereafter, the roaring drunk can brew one additional tankard of grog per day, up to six times per day at 18th level. In addition, when the roaring drunk 
creates an extract she can infuse that extract into an alcoholic beverage (including her grog). When consumed, this specialty brew is treated as both an 

extract and an alcoholic drink. At 19th level, the roaring drunk may infuse two extracts into an alcoholic beverage. She can infuse any combination of 

extracts into an alcoholic beverage, but may not exceed a total of four extract levels (two 1st–level extracts, one 1st–level and one 2nd–level extract, two 
2nd–level extracts, or one 1st–level and one 3rd–level extract). When creating a specialty brew, one tankard of grog or similar quantity of strong alcohol is 

consumed in the process. This ability replaces trapsense. 

Extracts: Beginning at 4th level, a roaring drunk gains the ability to create a small number of extracts, which are drawn from the roaring drunk formulae 
list. A roaring drunk must choose and prepare her extracts in advance. 

To prepare or use an extract, a roaring drunk must have an Intelligence score equal to at least 10 + the extract level.  

Like other alchemists, a roaring drunk can create only a certain number of extracts of each formula level per day. Her base daily extract allotment is given 
on Table: Roaring Drunk. In addition, she receives bonus extracts per day if she has a high Intelligence score. When Table: Roaring Drunk indicates that the 

roaring drunk gets 0 extracts per day of a given formula level, she gains only the bonus extracts she would be entitled to based on her Intelligence score for 

that extract level. 
A roaring drunk must spend 1 minute of work per extract to create her daily allotment of extracts. A roaring drunk may prepare any extract on the roaring 

drunk formulae list that is recorded in her formulae book spell, provided that she can create extracts of that level.  
Through 3rd level, a roaring drunk has no caster level. At 4th level and higher, her caster level is equal to her roaring drunk level –3. She otherwise learns, 

prepares, and uses extracts an alchemist. This ability replaces damage reduction.  

Greater Stupor (Ex): At 11th level, when a roaring enters a drunken rage, the alchemical bonus to her Strength and Constitution increases to +6, and the 
alchemical bonus on her Will saves increases to +3. This ability otherwise functions and replaces greater rage. 

Indomitable Drunk (Ex): This is exactly like the barbarian’s indomitable will ability. In addition, whenever a roaring drunk consumes a tankard of grog 

or strong alcohol while in rage, she takes a –2 penalty on Reflex saving throws, but gains a number of temporary hit points equal to her roaring drunk level, 
and gains a +2 alchemical bonus on Fortitude and Will saving throws. These bonuses last until the temporary hit points gained by this effect are lost or the 

rage ends, whichever occurs first. Regardless, the penalty lasts for a number of rounds equal to the number of rounds in rage.  

Mighty Stupor (Ex): At 20th level, when a roaring drunk enters a rage, the alchemical bonus to her Strength and Constitution increases to +8, and the 
alchemical bonus to her will saves increases to +4. In addition, drinking an alcoholic beverage while in rage allows the roaring drunk to maintain her rage for 

2 rounds without expending rounds of rage (instead of the alcohol’s normal effect). This ability otherwise functions as and replaces mighty rage.  

 
 

ROARING DRUNK EXTRACT LIST 
Roaring drunks gain access to the following extracts.  

1st-Level Roaring Drunk Extracts—ant haul, anticipate peril, comprehend languages, crafter’s fortune, endure elements, enhance water, 
enlarge person, expeditious retreat, jump, keep senses, linebreaker, longshot, savage maw, stone fist, touch of the sea.   

2nd-Level Roaring Drunk Extracts—acute senses, aid, bear’s endurance, bestow weapon proficiency, bull’s strength, cat’s grace, certain grip, 
darkvision, delay disease, delay poison, fire breath, heroic fortune, imbue with addiction (alcohol only), perceive cues, resist energy, restoration (lesser), 

transmute potion to poison.  



3rd-Level Roaring Drunk Extracts—absorb toxicity, ale to water*, amplify elixir, battle trance, bloodhound, burst of speed, haste, heroism, 
orchid’s drop, paragon surge, protection from energy, rage, remove blindness/deafness, remove disease, resinous skin. water to ale*. (*These function as 

acid to water and water to acid, but transmute an equal volume of alcoholic beverage in to water, or water in alcoholic beverage.) 

4th-Level Roaring Drunk Extracts—absorbing inhalation, dragon’s breath, freedom of movement, neutralize poison, restoration, stoneskin, 
universal formula.  
 

 

NEW SPELLS 

The following spell is added to the extract list of the Roaring Drunk multiclass archetype.  

 

Hair of the Dog 

School transmutation; Level alchemist 2, druid 2, ranger 2, sorcerer/wizard 2 

CASTING 
Casting Time 1 round 
Components S, F (a minimum of 2 oz. of alcohol) 

EFFECT 
Range personal 
Target you 

Duration 1d4 rounds + 1 round per three caster levels  
Saving Throw none; Spell Resistance no 

 

DESCRIPTION 
The subject imbibes quantities of alcohol to stave off the negative effects of alcohol. The subject of this spell gains a +10 bonus against effects that cause the 

sickened condition. In addition, whenever the subject would otherwise become nauseated, the subject is instead sickened for the duration of the spell.  

 
 

SWAPS 

Rage/fast movement = Drunken rage 
Trap sense = Specialty brews 

Greater rage = Greater stupor 

Indomitable will = Indomitable drunk 
Mighty rage = Mighty stupor 

 

 

Table: Roaring Drunk 
 Base  
Class Attack Fort Ref Will    Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Drunken rage  —  —  —  — 
2nd  +2  +3  +0  +0  Rage power, uncanny dodge  —  —  —  — 
3rd  +3  +3  +1  +1  Specialty brews 1/day  —  —  —  — 
4th  +4  +4  +1  +1  Rage power   0  —  —  — 
5th  +5  +4  +1  +1  Improved uncanny dodge   1  —  —  — 
6th  +6/+1  +5  +2  +2  Rage power, specialty brews 2/day   1  —  —  — 
7th  +7/+2  +5  +2  +2     1   0  —  — 
8th  +8/+3  +6  +2  +2  Rage power   1   1  —  — 
9th  +9/+4  +6  +3  +3  Specialty brews 3/day   2   1  —  — 
10th  +10/+5  +7  +3  +3  Rage power   2   1   0  — 
11th  +11/+6/+1  +7  +3  +3  Greater stupor   2   1   1  — 
12th  +12/+7/+2  +8  +4  +4  Rage power, specialty brews 4/day   2   2   1  — 
13th  +13/+8/+3  +8  +4  +4     3   2   1   0 
14th  +14/+9/+4  +9  +4  +4  Indomitable drunk, rage power   3   2   1   1 
15th  +15/+10/+5 +9  +5  +5 Specialty brews 5/day   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +5  Rage power   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless rage   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +6  Rage power, specialty brews 6/day   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +6     4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +6  Mighty stupor, rage power   4   4   3   3 
 

  



ROARING HUNTER (Noro)  
Some hunters have an affinity towards the arcane, feeling that magic is a part of the natural world. Lacking both sorcerous blood and wizardry training, 
roaring hunters access the arcane by emulating the wilderness, which they believe to be the source of all power. Their songs incorporate the drumming of 

rain or the howl of the wolf. More primal than the wildest skalds, roaring hunters inspire animals or beasts to outdo themselves in combat. 

Primary Class: Hunter.  
Secondary Class: Skald. 

Alignment: Any neutral. 

Hit Dice: d8.  
Bonus Skills and Ranks: The roaring hunter may select three skald skills to add to his class skills in addition to the normal hunter class skills. The 

roaring hunter gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The roaring hunter is proficient with all simple and martial weapons, with light armor, medium armor, and with 
shields (except tower shields). A roaring hunter can cast bard spells while wearing light or medium armor, and using a shield without incurring the normal 

arcane spell failure chance. This does not affect the arcane spell failure chance for arcane spells received from other classes. Like other arcane spellcasters, a 

roaring hunter wearing heavy armor incurs a chance of arcane spell failure if the spell in question has somatic components. 
Spellcasting: A roaring hunter casts arcane spells drawn from the bard spell list and adds the following spells to his spell list at the indicated spell levels: 

1st level–animal messenger, animal purpose training, calm animals, charm animal, hide from animals, magic fang, shield companion, summon nature’s ally 

I; 2nd level–animal aspect, hold animal, reduce animal, summon nature’s ally II; 3rd level–animal aspect (greater), carry companion, companion mind link, 
dominate animal, magic fang (greater), summon nature’s ally III; 4th level–animal growth, raise animal companion, summon nature’s ally IV; 5th level–

awaken, summon nature’s ally V; 6th level–summon nature’s ally VI. A roaring hunter otherwise learns and casts spells as a skald of his roaring hunter level. 

He also gains bonus spells if he has a high Charisma score.  
Hunter’s Song (Su): At 1st level, a roaring hunter gains the skald’s raging song ability, except for the following changes. A roaring hunter can only use 

hunter’s song to affect himself, or creatures of the animals and magical beast types. His animal companion is always affected if it is within the range of the 

empathic link ability. This ability and animal rage replace animal focus and second animal focus.  
A roaring hunter gains the following hunter’s songs.  

Animal Rage (Su): At 1st level, a roaring hunter gains the skald’s incited rage raging song and grants the benefits of that song to himself and any allied 

animal or magical beast within range. While this song is in effect, the roaring hunter also selects one animal aspect from those listed in the hunter’s animal 
focus ability and grants the bonus or special ability based on the type of animal selected and her roaring hunter level. The roaring hunter can grant the 

benefits of only one animal at a time. At 8th level, he can grant two different animal aspects to those affected by his animal rage song instead of one. The 

second aspect does not expend any extra rounds of hunter’s song.  
Charming Song (Su): At 2nd level, a roaring hunter can expend rounds of his hunter’s song to charm one animal as the charm animal spell. The target 

creature must be within 90 feet, able to see and hear the roaring hunter, and capable of paying attention to him. The roaring hunter must also be able to see 

the creature affected. The target can make a Will save (DC 10 + 1/2 the roaring hunter’s level + the roaring hunter’s Charisma modifier) to negate the effect. 
For every three levels a roaring hunter has attained beyond 2nd, he can target one additional animal with this ability.  

Starting at 5th level, a roaring hunter can also affect a single Medium (or smaller) magical beast. At 8th level, he can affect a single Large magical beast 

or two Medium or smaller magical beasts. At 11th level, he can affect a single Huge magical beast, two Large magical beasts, or four Medium or smaller 
magical beasts.  

This song is maintained for 1 minute per round of hunter’s song expended. Expending rounds of hunter’s song to maintain this song is a swift action. This 

song replaces precise companion and woodland stride. 
Rage Powers: At 3rd level and every 3 levels thereafter, a roaring hunter learns a rage power that affects the roaring hunter and any allies under the 

influence of his animal rage song. This ability replaces teamwork feats. 

Extra Summoning (Sp): At 10th level, a roaring hunter can cast a summon monster or summon nature's ally spell that he knows without expending a 
spell slot of the appropriate level once per day. This spell cannot be modified by metamagic. This ability replaces raise animal companion. 

Wandering Song (Su): At 17th level, as long as a roaring hunter’s animal companion is within 1 mile of him (see improved empathic link), the animal 

companion can use his hunter’s song by making natural noises (howling, barking, etc.) to affect animals or magical beasts within range of it with the animal 
rage song. This counts against the roaring hunter’s daily rounds of hunter’s song ability. This ability replaces one with the wild.  

 

 

Table: Roaring Hunter 
 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 Animal companion, animal rage, hunter’s song,   1  —  —  —  —  — 
     nature training, orisons, wild empathy 
2nd  +1  +3  +3 +0 Charming song, track   2  —  —  —  —  — 
3rd  +2  +3  +3 +1 Hunter tactics, rage power   3  —  —  —  —   — 
4th  +3  +4  +4 +1 Improved empathic link   3   1  —  —  —  — 
5th  +3  +4  +4 +1    4   2  —  —  —  — 
6th  +4  +5  +5 +2 Rage power   4   3  —  —  —  — 
7th  +5  +5  +5 +2 Bonus trick   4   3   1  —  —  — 
8th  +6/+1  +6  +6 +2 Swift tracker   4   4   2  —  —  — 
9th  +6/+1  +6  +6 +3 Rage power   5   4   3  —  —  — 
10th  +7/+2  +7  +7 +3 Extra summoning   5   4   3   1  —  — 
11th  +8/+3  +7  +7 +3 Speak with master   5   4   4   2  —  — 
12th  +9/+4  +8  +8 +4 Rage power   5   5   4   3  —  — 
13th  +9/+4  +8  +8 +4 Bonus trick   5   5   4   3   1  — 
14th  +10/+5  +9  +9 +4 Greater empathic link   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +9 +5 Rage power   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +10 +5    5   5   5   4   3   1 
17th  +12/+7/+2  +10  +10 +5 Wandering song   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +11 +6 Rage power   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +11 +6 Bonus trick   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +12 +6 Master hunter   5   5   5   5   5   5 
  



SAVAGE AVENGER (Apraham Lincoln) 
It seems that nature is always retreating from the encroachment of agriculture and civilization. Now that it has been pushed back to the most remote of 
places, nature has had enough. She doesn’t need an arbiter to learn how to live with other races; she was here first, long before even the elves and dragons 

and demons and gods. She has her own way and those who follow her call are terrifying in their vengeance.  

Primary: Druid.  
Secondary: Inquisitor. 

Alignment: Any neutral.  

Hit Dice: d8.  
Bonus Skills and Ranks: The savage avenger may select three inquisitor skills to add to her class skills in addition to the normal druid class skills. The 

savage avenger gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The savage avenger is proficient with the club, dagger, dart, quarterstaff, scimitar, scythe, sickle, shortspear, sling, and 
spear. She is also proficient with all natural attacks (claw, bite, and so forth) of any form they assume with wild judgment (see below). The savage avenger is 

proficient with light and medium armor but is prohibited from wearing metal armor; thus, she may wear only padded, leather, or hide armor. The savage 

avenger may also wear wooden armor that has been altered by the ironwood spell so that it functions as though it were steel. See the ironwood spell 
description. The savage avenger is proficient with shields (except tower shields) but must use only wooden ones.  

Diminished Spellcasting: The savage avenger casts divine spells drawn from the druid and inquisitor spell list, 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 domain spells or if her Wisdom allows bonus spells of that 
level. If a spell appears on both the druid and inquisitor spell lists, use the druid’s spell level. She otherwise learns, prepares, and casts spells as a druid of 

equal level. 

Nature Bond (Ex): This is exactly like the druid ability of the same name, except for the following changes.  
If the savage avenger chooses to bond with an animal companion, she gains the following ability. 

Share Judgment (Su): At 4th level, while the savage avenger activates her judgment ability, her animal companion gains the same bonuses until the end of 

combat. The animal companion must participate in the combat to gain these bonuses as normal. If it is frightened, panicked, paralyzed, stunned, 
unconscious, or otherwise prevented from participating in the combat, the ability does not end, but the bonuses do not resume until she can participate in the 

combat again. When the savage avenger uses this ability, the animal companion gains one type of judgment, and is changed whenever the savage avenger 

changes her judgment to another type. An animal companion cannot gain the benefits of more than one judgment. When the savage avenger gains her second 
and third judgment abilities, she must choose a single judgment for her animal companion use. This judgment can be changed as a swift action whenever the 

savage avenger changes her judgments.  

If the savage avenger chooses to bond with the natural world, she gains the following ability instead.  
Spontaneous Domain Casting: A savage avenger can channel stored spell energy into domain spells that she hasn't prepared ahead of time. She can “lose” 

a prepared spell in order to cast any domain spell spell of the same level or lower. 

These abilities replace the druid’s spontaneous casting.  
Stern Gaze (Ex): At 1st level, a savage avenger gains the inquisitor’s stern gaze ability. This ability replaces wild empathy.  

Track (Ex): At 2nd level, a savage avenger gains the inquisitor’s track ability. This ability replaces nature sense.  

Cunning Initiative (Ex): At 3rd level, a savage avenger gains the inquisitor’s cunning initiative ability. This ability replaces resist nature’s lure.  
Wild Judgment (Su): This is exactly like the druid’s wild shape, except that the savage avenger cannot take the form of any elemental or plant creature. 

Also, at 10th level, a savage avenger can use wild shape to change into a Small magical beast. At 12th level, a savage avenger can use wild shape to change 

into a Medium magical beast. When taking the form of a magical beast, the savage avenger's wild shape continues to function as beast shape III. A savage 
avenger can use this ability once per day at 4th level, plus an additional time per day at 6th, 10th, 12th, 16th, and 18th level.  

Additionally, once per wild shape, a savage avenger can pronounce judgment upon her foes as a swift action. Starting when the judgment is made, the 

savage avenger receives a bonus or special ability based on the type of judgment made. 
Once activated, the judgment lasts until the combat ends, at which point all of the judgment bonuses and her wild shape immediately end. The savage 

avenger must participate in the combat to gain these bonuses. If she is frightened, panicked, paralyzed, stunned, unconscious, or otherwise prevented from 

participating in the combat, the ability does not end, but the bonuses do not resume until she can participate in the combat again. 
When the savage avenger uses this ability, she must select one type of judgment to make. As a swift action, she can change this judgment to another type. 

If the savage avenger is evil, she receives profane bonuses instead of sacred, as appropriate. Neutral savage avengers must select profane or sacred bonuses. 

Once made, this choice cannot be changed. The savage avenger may only select from the destruction, justice, protection, purity, and smiting judgments or 
the new stalking judgment described hereafter. This effect otherwise function like the inquisitor’s judgment ability.  

Stalking: The savage avenger gains the demeanor and skill of a stalking predator, gaining a +1 sacred bonus to Perception and Stealth checks, and to 

Survival skill checks made to follow or identify tracks. This bonus increases by +1 for every five savage avenger levels she possesses. At 10th level the 
savage avenger also gains the scent ability, no matter what her wild shape form is. The foes tracks must be present to activate this ability, though the foe 

does not. While this judgment is active, if the savage avenger is actively tracking, engaged in combat with, or using Stealth to pursue her foe, her wild shape 
does not expire when combat ends. 

Wild judgment counts as the inquisitor’s judgment and the druid’s wild shape abilities for the purpose of qualifying for feats. This ability replaces wild 

shape and spells lost due to diminished spellcasting.  
Bane (Su): At 7th level, a savage avenger gains the inquisitor’s bane ability. This ability replaces venom immunity. 

Second Judgment (Su): At 9th level, a savage avenger gains the inquisitor’s second judgment ability. This ability replaces wild shape 3/day.  

Stalwart (Ex): At 13th level, a savage avenger gains the inquisitor’s stalwart ability. This ability replaces a thousand faces. 
Greater Bane (Su): At 14th level, a savage avenger gains the inquisitor’s greater bane ability. This ability replaces timeless body.  

Third Judgment (Su): At 17th level, a savage avenger gains the inquisitor’s third judgment ability. This ability replaces wild shape 7/day.  

Vengeful Slayer (Ex): At 20th level, a savage avenger learns to focus her judgment. Whenever a savage avenger uses judgment while in wild shape, she 
must select one type of judgment. She is treated as if she were 5 levels higher for the purposes of determining the bonus granted by this judgment. Unlike 

other types of judgment, the one enhanced by this ability cannot be changed for the remainder of the judgment. This ability replaces wild shape (at will).  

 
 

SWAPS 
Wild empathy = Stern gaze 
Nature sense = Track 

Resist nature’s lure = Cunning initiative 

Wild shape + Spells lost = Wild judgment 
Venom immunity = Bane 

Wild shape 3/day = Second judgment 

A thousand faces = Stalwart 
Timeless body = Greater bane 



Wild shape 7/day = Third judgment 

Wild shape (at will) = Vengeful slayer 
 

Table: Savage Avenger 
 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  Diminished spellcasting, nature bond,   2   0  —  —  —  —  —  —  —  —   
     orisons, stern gaze 
2nd  +1  +3  +0  +3  Track, woodland stride   3   1  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Cunning initiative, trackless step   3   1   0  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Wild judgment (1/day)    3   2   1  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4     3   2   1   0  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Wild judgment (2/day)   3   2   2   1  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Bane   3   3   2   1   0  —  —  —  —  — 
8th  +6/+1  +6  +2  +6     3   3   2   2   1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Second judgment   3   3   3   2   1   0  —  —  —  — 
10th  +7/+2  +7  +3  +7  Wild judgment (3/day)   3   3   3   2   2   1  —  —  —  — 
11th  +8/+3  +7  +3  +7     3   3   3   3   2   1   0  —  —  — 
12th  +9/+4  +8  +4  +8  Wild judgment (4/day)   3   3   3   3   2   2   1  —  —  — 
13th  +9/+4  +8  +4  +8  Stalwart   3   3   3   3   3   2   1   0  —  — 
14th  +10/+5  +9  +4  +9  Greater bane   3   3   3   3   3   2   2   1  —  — 
15th  +11/+6/+1  +9  +5  +9     3   3   3   3   3   3   2   1   0  — 
16th  +12/+7/+2  +10  +5  +10  Wild judgment (5/day)   3   3   3   3   3   3   2   2   1  — 
17th  +12/+7/+2  +10  +5  +10  Third judgment   3   3   3   3   3   3   3   2   1   0 
18th  +13/+8/+3  +11  +6  +11  Wild judgment (6/day)   3   3   3   3   3   3   3   2   2   1 
19th  +14/+9/+4  +11  +6  +11     3   3   3   3   3   3   3   3   2   2 
20th  +15/+10/+5  +12  +6  +12  Vengeful slayer   3   3   3   3   3   3   3   3   3   3 
 
 
 

 
  



SCORPION KNIGHT (Lindley Court) 
While most rangers develop their talent for tracking and wilderness lore, there are those who instead focus on the use of direct-fire siege engines, and how to 
employ them in both city and wilderness alike. As part of their learning, some develop magic that allows them to summon an eidolon from the Plane of 

Sieges. With his long-range partner at his side, the scorpion knight, as they have been called, utilize their training with the ballista to great effect. In the eyes 

of many, scorpion knights deliver a powerful sting to their enemies, making them truly powerful and mighty.  
Primary Class: Ranger.  

Secondary Class: Summoner.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The scorpion knight gains Knowledge (engineer) and selects two summoner skills to add to his class skills in addition to the 

normal ranger class skills. The scorpion knight gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The scorpion knight is proficient with all simple and martial weapons, plus the ballista siege engine, double crossbow, 

hand crossbow, repeating crossbow, and scorpion whip. He is also proficient with. The scorpion knight is also proficient with the light and medium armor, 

and with shields (except tower shields). 
Siege Gunner (Ex): At 1st level, a scorpion knight gains Siege Gunner as a bonus feat, even if he does not meet the prerequisites. This ability replaces 

wild empathy. 

Siege Commander (Ex): At 3rd level, a scorpion knight gains Siege Commander as a bonus feat, even if he does not meet the prerequisites. This ability 
replaces wild endurance. 

Arbalest Eidolon: A scorpion knight begins play with the ability to summon to his side a powerful outsider from the Plane of Sieges called an arbalest 

eidolon. The arbalest eidolon forms a link with the scorpion knight, who, forever after summons an aspect of the same creature. This is exactly like the 
summoner’s eidolon ability except for the changes described in the Arbalest Eidolon entry below.  

Spellcasting: The scorpion knight adds the following spells to the ranger’s spell list at the indicated spell levels: 1st Level–jury-rig, life conduit, 

rejuvenate eidolon (lesser); 2nd Level–evolution surge (lesser), magic siege engine*, restore eidolon (lesser), summon eidolon; 3rd Level–arcane ballista**, 
devolution, evolution surge, life conduit (improved), magic siege engine (greater)*, rejuvenate eidolon, restore eidolon, transmogrify; 4th Level–evolution 

surge (greater), life conduit (greater), purified calling, rejuvenate eidolon (greater). A scorpion knight otherwise prepares and casts spells as a ranger equal 

to his scorpion knight level.  
*Note: If a scorpion knight casts magic siege engine or greater magic siege engine, it can also affect ballistae.  

**New spell. 

Shield Ally (Ex): At 5th level, a scorpion knight gains the summoner’s shield ally ability. This ability replaces 2nd favored enemy.  
Expose Weakness (Ex): At 7th level, whenever the scorpion knight confirms a critical attack against a foe, his arbalest eidolon gains a +4 bonus to its 

attacks against the same creature until the beginning of the scorpion knight’s next turn. If the arbalest eidolon has precise shot, this attack may be a ranged 

attack. This ability replaces woodland stride. 
Siege Engineer (Ex): At 8th level, a scorpion knight gains Siege Commander as a bonus feat, even if he does not meet the prerequisites. This ability 

replaces swift tracker. 

Aspect (Su): At 10th level, a scorpion knight gains the summoner’s aspect ability. This ability replaces 3rd favored enemy.  
Master Siege Engineer (Ex): At 13th level, a scorpion knight gains Master Siege Engineer as a bonus feat, even if he does not meet the prerequisites.  

Greater Shield Ally (Ex): At 15th level, a scorpion knight gains the summoner’s greater shield ally ability. This ability replaces 4th favored enemy.  

Greater Aspect (Su): At 20th level, a scorpion knight gains the summoner’s greater aspect ability. This ability replaces 5th favored enemy.  
 

 

NEW SPELLS 

The following spells is added to the spell list of the Scorpion Knight multiclass archetype.  
 

Arcane Ballista 

School transmutation; Level sorcerer/wizard 4 

CASTING 
Casting Time 1 round 

Components V, S, F (an ornate miniature ballista crafted from iron wood that costs 1,000 gp) 

EFFECT 
Range close (25 ft. + 5 ft./2 levels) 

Effect one magically animated ballista 

Duration 1 round/level 
Saving Throw none; Spell Resistance no 

 

DESCRIPTION 
Your focus becomes a ballista that appears in an unoccupied square within the spell’s range. If no unoccupied square is within range, the spell fails. The 

ballista comes into existence loaded. Each round thereafter, the ballista can either fire or load. A ballista must be loaded to fire. You do not need to supply 

ammunition for the ballista. On your turn, you can spend a move action to direct the ballista to wheel itself to a new location, moving the ballista up to 30 
feet. If the arcane ballista ever leaves your line of sight, it winks out of existence, and the spell’s duration ends. The ballista has a range increment of 60 feet. 

It uses a normal range attack in all range increments, and it has no misfire chance. The ballista acts as a weapon with the keen special weapon ability. The 

ballista’s attack bonus is equal to your caster level + your Intelligence bonus or your Charisma bonus (for wizards or sorcerers, respectively) with an 
additional +1 per four caster levels (maximum +5 at 20th level). On a hit, the ballista deals 3d8 damage. The arcane ballista attacks have a critical modifier 

of 18-20/×2. 

The ballista has AC 10, hardness 5, and 50 hit points. If the ballista is subject to a spell or effect that requires a save, it uses your saving throw modifiers. 
The ballista never provokes attacks of opportunity. If the ballista is destroyed, so is your focus. 

 
 

Table: Scorpion Knight 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +2  +0 1st favored enemy, siege gunner, track  —  —  —  —  
2nd  +2  +3  +3  +0 Combat style feat  —  —  —  —  



3rd  +3  +3  +3  +1 Siege commander  —  —  —  —  
4th  +4  +4  +4  +1 Arbalest eidolon   0  —  —  —  
5th  +5  +4  +4  +1 Shield ally   1  —  —  —  
6th  +6/+1  +5  +5  +2 Combat style feat   1  —  —  —  
7th  +7/+2  +5  +5  +2 Expose weakness   1   0  —  —  
8th  +8/+3  +6  +6  +2 Siege engineer   1   1  —  — 
9th  +9/+4  +6  +6  +3 Evasion   2   1  —  — 
10th  +10/+5  +7  +7  +3 Aspect, combat style feat   2   1   0  —  
11th  +11/+6/+1  +7  +7  +3 Quarry   2   1   1  — 
12th  +12/+7/+2  +8  +8  +4 Camouflage   2   2   1  —  
13th  +13/+8/+3  +8  +8  +4 Master siege engineer   3   2   1   0 
14th  +14/+9/+4  +9  +9  +4 Combat style feat   3   2   1   1  
15th  +15/+10/+5 +9  +9  +5 Greater shield ally   3   2   2   1  
16th  +16/+11/+6/+1  +10  +10  +5 Improved evasion   3   3   2   1  
17th  +17/+12/+7/+2  +10  +10  +5 Hide in plain sight   4   3   2   1  
18th  +18/+13/+8/+3  +11  +11  +6 Combat style feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry   4   3   3   2 
20th  +20/+15/+10/+5  +12  +12  +6 Greater aspect, master hunter   4   4   3   3 
 
 
 

ARBALEST EIDOLON 
Arbalest eidolons are living mechanisms of shifting flesh that are summoned by scorpion knights from a little-known plane called the Plane of Sieges. Like 
an eidolon, an arbalest eidolon is subject to its scorpion knight’s will and functions in all ways as an eidolon, except for the changes described hereafter. 

 

ARBALEST EIDOLON ABILITIES 

An arbalest eidolon’s abilities are determined by the scorpion knight’s level and by the choices made using its evolution pool. An arbalest eidolon’s qualities 
are similar to those described in the Eidolons description block of the Advanced Player’s Guide, except with the following changes. 

Special: The following new abilities are gained by all arbalest eidolons as they increase in power. Each of these bonuses is described below. 

Heavy Crossbow: The arbalest eidolon is summoned with a heavy crossbow (for its size) as part of its permanent form. A heavy crossbow counts as one 
of the eidolon’s natural attacks and is treated as both a natural attack and a manufactured weapon. The heavy crossbow reduces the eidolon’s total evolution 

point by two (only 1 point at 4th level, 2 points at 5th level and so on, up to a maximum of 20 at 20th level).  

Endless Bolts (Sp): The arbalest eidolon is under the constant effects of an abundant ammunition spell (see the Spells chapter of Ultimate Combat). When 
summoned, the heavy crossbow of an arbalest eidolon comes into existence loaded. Each round thereafter, the arbalest eidolon must reload its heavy 

crossbow using the appropriate action. A sufficient number of bolts are conjured to load the arbalest eidolon’s heavy crossbow each round, and therefore it 

does not need to carry a supply of ammunition. 
Rapid Reload (Ex): The arbalest eidolon gains Rapid Reload as a bonus feat. If the arbalest eidolon has the ballista evolution, this reduces the ballista’s 

reload time from two full-round actions to a full-round action. This ability replaces evasion. 

Combat Style Feats (Ex): An arbalest eidolon gains the ranger’s combat style feat ability, but must choose the crossbow combat style. The eidolon’s 

expertise manifests itself in the form of bonus feats at 6th, 10th, 14th, and 18th level. The arbalest eidolon can choose from the following list whenever its 

gains a combat style feat: Deadly Aim, Focused Shot, Precise Shot, and Rapid Reload. At 10th level, it adds Crossbow Mastery and Improved Precise 

Shot to the list. At 14th level, it adds Pinpoint Targeting and Shot on the Run to the list. This ability replaces the ranger’s favored terrain. 
Heavy Crossbow Training (Ex): An arbalest eidolon adds its Dex modifier to the damage dealt by its heavy crossbow. This ability replaces devotion. 

Lightning Reload (Ex): The arbalest eidolon reduces its heavy crossbow’s reload time from a move action to a free action. If the arbalest eidolon has the 

ballista evolution, it reduces its reload time from a full-round action to a standard action. This ability replaces improved evasion. 
 

Base Forms 

Each arbalest eidolon must choose the aquatic, quadruped, or serpentine form as its base form. Each of these forms otherwise function as those listed in the 

eidolon description of the Advanced Player’s Guide. A scorpion knight cannot select the biped base form.  
 

EVOLUTIONS 

An arbalest eidolon may select any evolution listed in the Advanced Player’s Guide or Ultimate Magic. However, the arbalest eidolon is restricted to the 

following evolutions: ability increase, blindsense, blindsight, burrow, climb, damage reduction, energy attacks, fast healing, frightful appearance, gills, grab, 
immunity, improved damage, improved natural armor, keen scent, large (huge), limbs , low-light vision, magic attacks, mount, no breath, pincers, poison, 

push, reach, resistance, scent, skilled, spell resistance, sting, tail, tail slap, trample, tremorsense, unnatural aura. The improved damage evolution does affect 

the arbalest eidolon’s heavy crossbow, but has no effect on the ballista evolution.  
The following list includes new evolutions specific to the Scorpion Knight multiclass archetype or rule changes to existing ones.  

 

1-Point Evolutions 
The following evolutions cost 1 point from the scorpion knight’s evolution pool. 

Knockback Shot (Ex): When an arbalest eidolon with this evolution confirms a critical hit with its heavy crossbow attack, the target is automatically 

knocked back 5 feet. By spending an additional 2 evolution points, targets are knocked back 10 feet instead on a confirmed critical hit. If the scorpion knight 

has the ballista evolution, this evolution causes the target to be knocked back 10 feet (15 feet with 2 additional evolution points) with a light ballista, and 15 
feet (20 feet) with a heavy ballista.  

Pincer Tactics (Ex): While an arbalest eidolon with this evolution is flanking an opponent, it gains an additional +2 circumstance bonus to attack and 

damage rolls against the flanked target. This bonus ends when the current target is no longer flanked. The scorpion knight must be at least 6th level before 
selecting this evolution. 

 

2-Point Evolutions 
The following evolutions cost 2 points from the scorpion knight’s evolution pool. 

Arbalest Armor (Ex): An arbalest eidolon with this evolution can, as an immediate action, take a –2 penalty to AC to grant the scorpion knight a +4 armor 
bonus to his AC against the next single attack until the start of its next turn. At 8th level, the scorpion knight gains this bonus against the next two attacks, 

and at 14th level against the next three attacks.  



Energy Bolts (Su): An arbalest eidolon with this evolution can, as a standard action, substitute two damage dice of his heavy crossbow for 2d6 points of 

additional energy damage of the chosen type on a successful hit with its heavy crossbow. The scorpion knight must be at least 8th level and have the energy 
attack and improved damage evolutions before selecting this evolution.  

Piercing Shot (Ex): An arbalest eidolon with this evolution adds its Strength modifier to all damage rolls and increases its critical multiplier to x3 when a 

successful attack (or critical hit) is made with its heavy crossbow natural attack.  
Precision Sting (Ex): An arbalest eidolon with this evolution deals 1d6 points of precision damage on all natural attacks (including its heavy crossbow 

attack) made against a single target. If the arbalest eidolon attacks a different target, or if the target is unconscious or dead, this effect immediately ends. This 

evolution can only be used once per combat. The scorpion knight must be at least 6th level before selecting this evolution.  
Shielding Claw (Ex): When an arbalest eidolon with this evolution is adjacent to its scorpion knight who is wielding a shield, the scorpion knight gains 

damage reduction (magic) equal to the shield bonus (including enhancement bonuses). At 10th level, this increases to DR/silver, and at 14th level to DR/–. 

The scorpion knight must be at least 6th level to before selecting this evolution. 
Scorpion Slam (Ex): When an arbalest eidolon with this evolution is adjacent to its scorpion knight who is wielding a shield, the scorpion knight can, as a 

standard action, make a shield bash attack with a +4 competence bonus to the attack roll and gains the benefits of the Improved Shield Bash feat. The 

scorpion knight must be at least 8th level before selecting this evolution.  
Scorpion Sting (Ex): When an arbalest eidolon with this evolution that makes a natural attack against an adjacent target, it can, as a swift action, take a –1 

penalty to his AC to gain a +2 bonus on all damage rolls until the start of its next turn. This increases to –2 and +4 at 8th level, –3 and +6 at 12th level, –3 

and +6 at 16th level, and –5 and +10 at 20th level. The scorpion knight must be at least 4th level before selecting this evolution.   
 

3-Point Evolutions 
The following evolutions cost 3 points from the scorpion knight’s evolution pool. 

Improved Energy Bolts (Su): An arbalest eidolon with this evolution deals 3d6 points of energy damage of the chosen type on a successful hit. The 

scorpion knight must be at least 12th level and have the energy bolt evolution before selecting this evolution.  

 

4-Point Evolutions 
The following evolutions cost 4 points from the scorpion knight’s evolution pool. 

Greater Energy Bolts (Su): An arbalest eidolon with this evolution can, as a standard action, substitute four damage dice of his heavy crossbow for 4d6 
points of additional energy damage of the chosen type on a successful hit with its heavy crossbow. The scorpion knight must be at least 16th level and have 

the energy attack, improved damage, and huge evolutions before selecting this evolution.  

Large (Ex): If an arbalest eidolon takes this evolution, the damage dice of its heavy crossbow increase by one step to 2d8 (3d8 if it has the improved 
damage evolution). The heavy crossbow now counts as two natural attacks. The arbalest eidolon’s crossbow attacks otherwise functions as a heavy 

crossbow.  

If the eidolon spends 6 additional evolution points for to become Huge, the damage dice of its heavy crossbow increases by two steps to 3d8 (4d8 if it has the 
improved damage evolution). The heavy crossbow now counts as three natural attacks and its range increases to 180 feet. The arbalest eidolon’s crossbow 

attacks otherwise functions as a heavy crossbow.



SILENT HUNTER (Browman) 
A silent hunter is normally trained by the elders of their craft, older silent hunters who mentor him in the ways of silence and blood, shadow and steel. 
Trained in both wilderness lore and subterfuge, the silent hunter relies on his stealth to find and destroy his chosen foe. By employing secret methods, which 

include a variety of combat styles, even specialized poison strategies, the silent hunter can dog his prey until it either surrenders, or is defeated. Often the 

first sign that one is being tracked by a silent hunter is the strangled death cry of one of the foe’s comrades. 
Primary Class: Ranger.  

Secondary Class: Ninja.  

Alignment: Any.  
Hit Dice: d10. 

Bonus Skills and Ranks: The silent hunter may select three ninja skills to add to his class skills in addition to the normal ranger class skills. The silent 

hunter gains a number of ranks at each level equal to 6 + Int modifier. 
Weapon and Armor Proficiency: The silent hunter is proficient with all simple and martial weapons, plus the kama, katana, kusarigama, nunchaku, sai, 

shuriken, siangham, and wakizashi. He is also proficient with light armor and light shields.  

Favored Enemy Strike (Ex): This is exactly like the ranger’s favored enemy ability, except that the silent hunter does not gain the normal +2 bonus to 
his attack and damage rolls against his favored enemies. Instead, he gains a +1 bonus to his attack rolls and deals 1d6 points of extra damage to the enemy. 

Bonus damage from favored enemy strike is precision damage. Should the silent hunter score a critical hit with a favored enemy strike attack, this precision 

damage is not multiplied. Ranged attacks count as favored enemy strike attacks only if the target is within 30 feet.  
With a weapon that deals nonlethal damage (such as a sap, whip, or unarmed strike), a silent hunter can make a favored enemy strike attack that 

deals nonlethal damage instead of lethal damage. He cannot use a weapon that deals lethal damage to deal nonlethal damage in a favored enemy strike 

attack, even with the usual –4 penalty. 
The silent hunter must be able to see the target well enough to pick out a vital spot, and must be able to reach this spot. A silent hunter cannot make a 

favored enemy strike while striking a creature that has concealment. 

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the silent hunter may select an additional favored enemy. In addition, at each 
such interval, the attack bonus and extra damage dealt against any one favored enemy (including the one just selected, if so desired) increases by +1 and 1d6 

respectively (up to a maximum of +5 attack bonus and +5d6 precision damage with his 5th favored enemy). If a favored enemy is normally immune to sneak 

attack or precision damage, it is not immune to the silent hunter’s favored enemy strike damage. A silent hunter that has the sneak attack ability from another 
class, sneak attack damage from that class stack with his favored enemy strike damage, but only against his favored enemies. Enemies immune to sneak 

attack or precision damage are immune to sneak attack damage from other classes as normal. This ability otherwise functions as and replaces favored enemy.  

Poison Use: At 1st level, a silent hunter gains the ninja’s poison use ability. This ability replaces wild empathy.  
Combat Style Feats: This is exactly like the ranger ability of the same name, except that the silent hunter can also choose the poison master combat style, 

which is restricted to and complements the Silent Hunter archetype.   

If the silent hunter selects poison master combat, he can choose one ability from the following list whenever he gains a combat style feat.  
Concentrate Poison (Ex): The silent hunter can combine two doses of the same poison to increase their effects. This requires two doses of the poison and 

1 minute of concentration. When completed, the silent hunter has one dose of poison. The poison’s frequency is extended by 50% and the save DC increases 

by +2. This poison must be used within 1 hour of its creation or it is ruined. This is exactly like the alchemist discovery of the same name.  
Enhance Poison (Ex): A number of times per day equal to his Intelligence modifier, the silent hunter can increase any poison that deals hit point or ability 

score damage by one damage die. For example, a poison that deals 1d3 hit point damage can be enhanced to deal 1d4 hit points damage, or one that deals 1 

Con damage can be enhanced to deal 1d2 Con damage. Any poison with an effect of unconscious, paralyzed, or confused cannot be enhanced in this manner. 
If the poison has both a damage and condition effect, only the damage effect can be enhanced. 

Extend Poison (Ex): A number of times per day equal to his Intelligence modifier, the silent hunter can double the duration of any poison. For example, a 

poison with a frequency of 1/round for 6 rounds can be increased to 1/round for 12 rounds. 
Master Poisoner (Ex): A silent hunter can use Craft (alchemy) to change the type of a poison. This requires 1 hour of work with an alchemist’s lab and a 

Craft (alchemy) skill check with a DC equal to the poison’s DC. If successful, the poison’s type changes to contact, ingested, inhaled, or injury. If the check 

fails, the poison is ruined. The silent hunter also receives a bonus on Craft (alchemy) skill checks when working with poison equal to 1/2 his silent hunter 
level.  

Poison Resistance (Ex): The silent hunter gains a +2 bonus on all saving throws against poison.  

At 6th level, a silent hunter adds the following abilities to the list  
Improved Poison Resistance (Ex): The silent hunter’s bonus on all saving throws against poison increases to +4. The silent hunter must have the poison 

resistance ability before selecting this ability. 

Merged Poison (Ex): At 5th level, the venom blade can merge two different ingested type poisons into one. When the poisons are ingested, both poisons 
take effect. The newly merged poison has a save DC two points higher than the poison with highest DC used in the merging. At 8th level, the venom blade 

can merge two injury type poisons. At 13th level, a venom blade can merge two contact poisons. This ability replaces throw anything.  
Poison Conversion (Ex): By spending 1 minute, the silent hunter can convert 1 dose of poison from its current type (contact, ingested, inhaled, or injury) 

to another type. For example, the silent hunter can convert a dose of Small centipede poison (an injury poison) to an inhaled poison. This process requires an 

alchemy lab. This is exactly like the alchemist discovery of the same name. 
Sticky Poison (Ex): Any poison the silent hunter creates is sticky—when the silent hunter applies it to a weapon, the weapon remains poisoned for a 

number of strikes equal to the silent hunter’s Intelligence modifier. 

At 10th level, a silent hunter adds the following abilities to the list  
Malignant Poison (Ex): As a full-round action, the silent hunter can increase the save DC of any poison by 4 and increase its duration by 2 frequency 

increments (for example, large scorpion venom lasts 8 rounds instead of 6 and drow poison lasts 4 minutes instead of 2). Additionally, malignant poisons 

take effect immediately and do not have an onset time. This alchemical change lasts until the poison's extended duration ends or for a number of minutes 
equal to 1/2 the silent hunter’s level, whichever comes first. After that, the poison reverts back to its original state. This is exactly like the alchemist 

discovery of the same name. 

Poisoned Blood (Ex): The silent hunter’s blood is suffused with poison. Any creature that ingests his blood (bites him, or imbibes or consumes his blood) 
must make a Fortitude saving throw (DC 10 + 1/2 the silent hunter’s level + the silent hunter’s Constitution modifier) or be sickened for 2d6 rounds. The 

silent hunter does not suffer the effect of the poison of his own blood. Any creatures that is immune to poison is also unaffected by this ability.  

Ninja Tricks: At 3rd level, a silent hunter gains the ninja’s ninja trick ability and gains one ninja trick. He gains one additional ninja trick for every five 
silent hunter levels attained after 3rd. This ability and master tricks replace favored terrain.  

Hunter’s Ki Pool (Su):  At 4th level, a silent hunter gains a pool of ki points similar to a ninja’s ki pool that he can use to accomplish amazing feats. The 

number of points in the hunter’s ki pool is equal to 1/2 his silent hunter level + his Wisdom modifier. As long as he has at least 1 point in his hunter’s ki pool, 
he treats any Acrobatics any Acrobatics skill check made to jump as if she had a running start. At 10th level, she also reduces the DC of Acrobatics skill 

checks made to jump by 1/2 (although she still cannot move farther than her speed allows). 

By spending 1 point from his hunter’s ki pool, a silent hunter can make one additional favored enemy strike attack at his highest attack bonus against a 
single favored enemy, but he can do so only when making a full attack. In addition, he can spend 1 point to increase his speed by 20 feet for 1 round. Finally, 



a silent hunter can spend 1 point from his hunter’s ki pool to give him a +4 insight bonus on Stealth checks against his favored enemies for 1 round. Each of 

these powers is activated as a swift action. A silent hunter can gain additional powers that consume points from his hunter’s ki pool by selecting certain ninja 
tricks. 

The hunter’s ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be consecutive. If the silent hunter 

possesses levels in another class that grants points to a ki pool, silent hunter levels stack with the levels of that class to determine the total number 
of 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 silent hunter can now use ki points from this pool to power the abilities of every class he possesses 

that grants a ki pool. This ability otherwise functions as the ninja’s ki pool and replaces hunter’s bond.  
Light Steps (Ex): At 7th level, a silent hunter gains the ninja’s light steps ability. This ability replaces woodland stride.  

Master Tricks: At 13th level, whenever a silent hunter could select a ninja trick, he can choose a master trick instead.  

Camouflage (Ex): This is exactly like the ranger ability of the same name, except that the silent hunter must be within an area of dim light, and can use 
the Stealth skill to hide himself within that area of dim light. He cannot, however, hide in his own shadow.  

Hide in Plain Sight (Ex): This is exactly like the ranger ability of the same name, except that the silent hunter can use the Stealth skill even while being 

observed, but only as long as he is within 10 feet of an area of dim light. He cannot, however, hide in his own shadow. 
 

Table: Silent Hunter 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +2  +0 1st favored enemy strike, poison use, track  —  —  —  —  
2nd  +2  +3  +3  +0 Combat style feat  —  —  —  —  
3rd  +3  +3  +3  +1 Endurance, ninja trick  —  —  —  —  
4th  +4  +4  +4  +1 Hunter’s ki pool   0  —  —  —  
5th  +5  +4  +4  +1 2nd favored enemy strike   1  —  —  —  
6th  +6/+1  +5  +5  +2 Combat style feat   1  —  —  —  
7th  +7/+2  +5  +5  +2 Light steps   1   0  —  — 
8th  +8/+3  +6  +6  +2 Ninja trick, swift tracker   1   1  —  — 
9th  +9/+4  +6  +6  +3 Evasion   2   1  —  — 
10th  +10/+5  +7  +7  +3 3rd favored enemy strike, combat style feat   2   1   0  —  
11th  +11/+6/+1  +7  +7  +3 Quarry   2   1   1  — 
12th  +12/+7/+2  +8  +8  +4 Camouflage   2   2   1  —  
13th  +13/+8/+3  +8  +8  +4 Master tricks, ninja trick   3   2   1   0 
14th  +14/+9/+4  +9  +9  +4 Combat style feat   3   2   1   1  
15th  +15/+10/+5 +9  +9  +5 4th favored enemy strike   3   2   2   1  
16th  +16/+11/+6/+1  +10  +10  +5 Improved evasion   3   3   2   1  
17th  +17/+12/+7/+2  +10  +10  +5 Hide in plain sight   4   3   2   1  
18th  +18/+13/+8/+3  +11  +11  +6 Combat style feat, ninja trick   4   3   2   2 
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry   4   3   3   2 
20th  +20/+15/+10/+5  +12  +12  +6 5th favored enemy strike, master hunter   4   4   3   3 
  



SPIRIT SENTINEL (BARDESS)   
Bound by a deep love of their chosen terrains, spirit sentinels scout the border between the material plane and world of spirits. Seeing a soul in all the living 
and nonliving parts of their environment, these spirit sentinels firmly believe in a need for balance between all living things. Thus, they go to great lengths in 

order to help, heal, nurture, and protect them while employing spirits to act as intermediaries between the wild and civilization, enabling them to understand 

and learn from each other. 
Primary Class: Ranger.  

Secondary Class: Shaman.  

Alignment: Any.  
Hit Dice: d10. 

Bonus Skills and Ranks: The spirit sentinel may select three shaman skills to add to her class skills in addition to the normal ranger class skills. The 

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

shields. 

Favored Terrain (Ex): This is exactly like the ranger’s ability of the same name, except that a spirit sentinel gains his first favored terrain at 1st level, 
and an additional favored terrain at 5th, 10th, 15th and 20th level. This ability replaces favored enemy.  

Friend of Spirits (Su): Starting at 3rd level, a spirit sentinel becomes sensitive to the magic of spirits inhabiting different lands of the world. When a 

spirit sentinel is in a favored terrain other than his first favored terrain, he can choose to attune himself with one of the spirits of that terrain. The spirit 
sentinel gains access to all hexes and spirit magic spells of 1st to 4th level granted by that terrain’s chosen associated spirit. The choice must be each day and 

the effect lasts until he rests to regain his daily allotment of spells. The spirit sentinel continues to maintain the spirit abilities of his 1st favored terrain, but 

the hexes and spirit magic spells replace those of his first favored terrain for the duration of the ability.  
In addition, when spirit sentinel is in his first favored terrain, he is treated as 1 level higher for the purpose of determining the effects of the terrain’s 

associated hexes and spirit magic spells. This ability replaces endurance.  

Terrain Spirit (Su): At 3rd level, a spirit sentinel gains the shaman’s spirit ability, and must chosen one spirit from those listed according to his favored 
terrain chosen at 1st level as follows.  

 

Table: Terrain Spirits  
Terrain Spirits 
Cold Mammoth, Waves  
Desert Flame, Wind  
Forest Battle, Nature  
Jungle Life, Nature  
Mountain Stone, Wind  
Plains Mammoth, Nature  
Planes Heavens, Life  
Swamp Bones, Waves  
Underground Bones, Stone  
Urban Battle, Lore  
Water Waves, Wind 
 

At 3rd level, a spirit sentinel gains the spirit ability granted by his terrain spirit. She adds the spells granted by that spirit to the list of spells that she can 

cast using spirit magic. At 9th level, the spirit sentinel gains the abilities listed in the greater version of his selected spirit. This ability and spirit magic 
replace 1st favored terrain and evasion.   

Spellcasting: A spirit sentinel adds the following shaman spells to his spell list at the indicated spell levels: 1st level–guidance, hex vulnerability, hex 

ward, know direction, produce flame, purify food and drink, sense spirit magic, spirit call, wave shield; 2nd level–beastspeak, calm emotions, 
clairaudience/clairvoyance, create food and water, flame blade, font of spirit magic, imbue with elemental might, wood shape; 3rd level–air breathing, aura 

sight, bloody arrows, call lightning, control water, dominate animal, hex glyph, mantle of calm, nauseating trail, remove blindness/deafness, stone shape, 

thorn body, tongues, water breathing; 4th level–ancestral memory, awaken, baleful polymorph, bestow curse, blight, cone of cold, control winds, divination, 
earth glide, elemental swarm, giant vermin, hex glyph, ice storm, imbue hex, poison, remove curse, speak with haunt, spike stones, stoneskin, wall of fire, 

wall of stone, wall of thorns. 

Spirit Magic: At 4th level, a spirit sentinel gains the shaman’s spirit magic ability and adds all spirit spells of 1st to 4th level to his spell list. 
Spirit Bond (Su): This is exactly like the ranger’s hunter’s bond ability, except that a spirit sentinel must choose to bond with an animal companion. In 

addition, his animal companion gains the spirit animal abilities granted by his chosen spirit. This modifies hunter’s bond.  
Hex: At 8th level, and again at 13th and 18th level, the spirit sentinel gains a hex granted by his chosen spirit. He cannot select a hex from the shaman’s 

general hex list. This ability replaces the 2nd, 3rd, and 4th favored terrain.  

Wandering Terrain Spirit (Su): At 12th level, the spirit sentinel can temporarily bond with a spirit related to another of his favored terrains. He must 
make the selection each day when preparing his spells. While this ability is active, he gains the spirit ability granted by the spirit. He also adds the 1st–4th 

level spells granted by that spirit to his spell list. At 17th level, she gains the abilities listed in the greater version of her wandering spirit. This ability 

replaces camouflage and hide in plain sight.  
Wandering Terrain Hex: At 16th level, a spirit sentinel can temporarily gain the use of one of the hexes possessed by either one of his spirits. He must 

make this selection each day when he prepares his spells. For the purposes of this ability, he can select any hex possessed by his terrain spirit or wandering 

spirit. If he selects it from his wandering spirit, he loses the hex immediately if he bonds with another spirit, although he can then select a different hex to 
gain using this ability, from either his spirit or his new wandering spirit. This replaces improved evasion.  

Emissary of Spirits: At 20th level, a spirit sentinel gains the abilities listed for the true version of her selected spirit. If the spirit sentinel has chosen the 

Mammoth or Nature spirit, his spirit animal companion is granted all the abilities of a spirit familiar in addition to those of an animal companion, using the 
spirit sentinel’s level as his effective shaman level. Moreover, the spirit sentinel can always move at full speed while using Survival to follow tracks without 

penalty. This ability replaces master hunter. 

 
 

Table: Spirit Sentinel 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2 1st favored terrain, track, wild empathy  —  —  —  —  



2nd  +2  +3  +0  +3 Combat style feat  —  —  —  —  
3rd  +3  +3  +1  +3 Friend of spirits, terrain spirit  —  —  —  —  
4th  +4  +4  +1  +4 Spirit bond   0  —  —  —  
5th  +5  +4  +1  +4 2nd favored terrain   1  —  —  —  
6th  +6/+1  +5  +2  +5 Combat style feat   1  —  —  —  
7th  +7/+2  +5  +2  +5 Woodland stride   1   0  —  —  
8th  +8/+3  +6  +2  +6 Hex, swift tracker   1   1  —  — 
9th  +9/+4  +6  +3  +6 Terrain spirit (greater)   2   1  —  — 
10th  +10/+5  +7  +3  +7 3rd favored terrain, combat style feat   2   1   0  —  
11th  +11/+6/+1  +7  +3  +7 Quarry   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8 Wandering terrain spirit   2   2   1  —  
13th  +13/+8/+3  +8  +4  +8 Hex   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9 Combat style feat   3   2   1   1  
15th  +15/+10/+5 +9  +5  +9 4th favored terrain   3   2   2   1  
16th  +16/+11/+7/+2  +10  +5  +10 Wandering terrain hex    3   3   2   1  
17th  +17/+12/+7/+2  +10  +5  +10 Wandering terrain spirit (greater)   4   3   2   1  
18th  +18/+13/+8/+3  +11  +6  +11 Combat style feat, hex   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11 Improved quarry   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12 5th favored terrain, emissary of the spirits   4   4   3   3 



TANDEM HUNTER 
Hunters tend to be loners when venturing into the wilds to track their quarry. However, some employ a summoned ally to aid them in the hunt. Over time, 
the tandem hunter and his companion stalker develop techniques that allow them to think and act as one. Among these are a system of coordinated attacks, 

shared tactics, and a unique bond that enables the tandem hunter to share the sense of his stalker. Although these techniques have transformed both the 

tandem hunter and companion stalker into fearsome foes, they are equally efficient and deadly when left to their own devices.  
Primary Class: Ranger.  

Secondary Class: Summoner.  

Alignment: Any.  
Hit Dice: d10.  

Bonus Skills and Ranks: The tandem hunter may select three summoner skills to add to his class skills in addition to the normal ranger class skills. The 

tandem hunter gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The tandem hunter is proficient with all simple and martial weapons, with light and medium armor, and with shields 

(except tower shields). 

Favored Enemy (Ex): This is exactly like the ranger ability of the same name, except that the tandem hungers may select a favored enemy at 1st level 
and every seven levels thereafter, up to a third favored enemies at 15th level.  

Companion Stalker: This is exactly like the summoner’s eidolon ability, but the tandem hunter may only select biped or quadruped as the stalker’s base 

form. The stalker’s physical appearance is up to the tandem hunter, but it always appears as some powerful predatory creature that suits the tandem hunter’s 
favored terrain. This ability replaces hunter’s bond and the ranger’s 4th and 5th favored enemy. 

Life Link (Su): At 1sst level, a tandem hunter gains the summoner’s life link ability. This ability replaces wild empathy.  

Bond Senses (Su): At 2nd level, a tandem hunter gains the summoner’s bond senses ability. This ability replaces Endurance. 
Favored Terrain (Ex): This is exactly like the ranger’s ability of the same name, except that the tandem hunter selects only one favored terrain, and his 

bonus increases by +2 every five levels after 3rd, to a maximum of +6 at 18th level. 

Body Double (Sp): Starting at 4th level, a tandem hunter can create a number of quasi-real doubles of himself. Drawing upon this ability uses the same 
power as the tandem hunter uses to call his companion stalker. As a result, he can only use this ability when his stalker is not summoned. He can use this 

ability a number of times per day equal to 3 + his Wisdom modifier as a standard action and the doubles remain for 1 minute per level.  

A tandem hunter can create one double at 4th level, plus an additional double every four levels thereafter, to a maximum of five at 20th level. Each body 
double remains in the tandem hunter’s square, and moves and mimics all the tandem hunter’s sounds and actions. A double has a number of hit points equal 

to the tandem hunter’s level + his Constitution modifier, an AC of 10 + 1/2 the tandem hunter’s level, and can make one attack per round with a base attack 

bonus equal to 1/2 the tandem hunter’s level. A double uses whatever weapon the tandem hunter is wielding at the time of casting, but deals only half 
damage (minimum 1). If a double confirms a critical hit against an opponent, it deals only half its critical hit damage. In addition, a double uses the tandem 

hunter’s poor saves for attacks or spells that require a saving throw. 

Similar to the mirror image spell, whenever the tandem hunter is attacked or is the target of a spell that requires an attack roll, there is a possibility that 
the attack targets one of the doubles instead. If the attack is a hit, a random roll is made to see whether the selected target is the tandem hunter or a double. If 

it is a double, the double takes damage as normal. If a double is reduced to 0 hit points, whether from an attack or a spell, it is destroyed. A double can 

otherwise be affected in the same way as the tandem hunter from attacks and spells. This ability and greater body double replace the ranger’s spell casting 
ability.  

Shared Hunting (Ex): At 5th level, the tandem hunter can grant his companion stalker the benefits of his favored enemy, favored terrain, or track ability. 

Each round, as a swift action, the tandem hunter can change which ability is active. Only one of these abilities can be in effect at a time. This ability replaces 
the combat style feat gained at 2nd level.  

Flanker (Ex): Beginning at 6th level, any ally adjacent to the tandem hunter or his companion stalker when they are flanking also gain a flanking bonus 

as if they were part of the flanking action. This ability replaces combat style feat at 6th level. 
Hunter’s Call (Su): This is exactly like the summoner’s maker’s call ability, except that the tandem hunter can use this ability once per day at 9th level, 

plus one additional time per day for every three levels beyond 9th. This ability replaces combat style feat at 10th level. 

Shared Stride (Ex): At 10th level, the tandem strider’s companion stalker gains the benefits of his woodland stride ability. This ability replaces the 
ranger’s 2nd and 3rd favored terrain.  

Greater Flanker (Ex): At 12th level, whenever the tandem hunter and his companion stalker flank an opponent, they gain the benefits of the Outflank 

teamwork feat. Allies adjacent to them during this flanking action only receive the +2 flank bonus as normal. This ability replaces camouflage. 
Transposition (Su): This is exactly like the summoner ability of the same name, except that it applies to the tandem hunter’s companion stalker instead.  

Greater Body Double (Sp): At 14th level, a tandem hunter’s body double can make a second iterative attack per round with a –5 penalty. Thus, a double 

summoned by a 14th level tandem hunter would have a +7 bonus with its first attack, and a +2 bonus with its second attack. In addition, a double gains a +4 
bonus to its AC. This ability and body double replace the ranger’s spell casting ability.  

Camouflage (Ex): This is exactly like the ranger’s ability of the same name and replaces hide in plain sight. 
Shared Quarry (Ex): At 17th level, the tandem hunter’s companion stalker gains the benefits of his quarry ability. This ability replaces the ranger’s 4th 

favored terrain.  

Master Flanker (Ex): At 18th level, any ally that is adjacent to the tandem hunter or his companion stalker when they are flanking also gain the benefits 
of the Outflank teamwork feat as if they had the feat. This ability replaces combat style feat at 18th level. 

Twin Hunter (Su): This is exactly like the summoner’s twin eidolon ability and replaces master hunter. 

 

Table: Tandem Hunter  
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0 1st favored enemy, companion stalker, life link, track 
2nd  +2  +3  +3  +0 Bond senses 
3rd  +3  +3  +3  +1 Favored terrain 
4th  +4  +4  +4  +1 Body double 
5th  +5  +4  +4  +1 Shared hunter  
6th  +6/+1  +5  +5  +2 Flanker 
7th  +7/+2  +5  +5  +2 Woodland stride 
8th  +8/+3  +6  +6  +2 2nd favored enemy, swift tracker 
9th  +9/+4  +6  +6  +3 Evasion, hunter’s call 
10th  +10/+5  +7  +7  +3 Shared stride 
11th  +11/+6/+1  +7  +7  +3 Quarry  



12th  +12/+7/+2  +8  +8  +4 Greater flanker 
13th  +13/+8/+3  +8  +8  +4 Transposition 
14th  +14/+9/+4  +9  +9  +4 Greater body double 
15th  +15/+10/+5 +9  +9  +5 3rd favored enemy 
16th  +16/+11/+6/+1  +10  +10  +5 Improved evasion  
17th  +17/+12/+7/+2  +10  +10  +5 Camouflage, shared quarry 
18th  +18/+13/+8/+3  +11  +11  +6 Master flanker  
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry 
20th  +20/+15/+10/+5  +12  +12  +6 Twin hunter 
 

Hunter’s bond + Favored enemy (4th & 5th) = companion stalker 
Wild empathy = life link 

Endurance = bond senses  

Favored terrain (2nd & 3rd) = shared stride 
Favored terrain (4th) = shared quarry 

Spells = body double + greater body double  

Combat style feat (2) = shared hunter 
Combat style feat (6) = flanker 

Combat style feat (10) = hunter’s call 

Combat style feat (14) = transposition 
Combat style feat (18) = master flanker 

Camouflage = greater flanker 

Hide in plain sight = camouflage 
Master hunter = twin stalker 

 

Body double = mirror image (eventually add mirror strike, each double can make one attack roll at ¾ BAB, deal ½ damage of the character + ½ Str;  

 
 
 
  



TOTEM RAGER (Noro) 
Some bloodragers believe that their power comes from a totem animal. As such, they draw upon their inner rage to temporarily manifest it in animal form. 
Once they are physical manifested, rage eidolons can fight alongside the totem rager, and can even return a portion of the bloodrage power back to them.  

Primary Class: Bloodrager. 

Secondary Class: Summoner.  
Alignment: Any.  

Hit Dice: d10.  

Bonus Skills and Ranks: The totem rager selects three summoner skills to add to his class skills, in addition to the normal bloodrager class skills. The 
totem rager gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The totem rager is proficient with all simple and martial weapons, with light and medium armor, and with shields 

(except tower shields). A totem rager can cast bloodrager spells while wearing light armor or medium armor without incurring the normal arcane spell failure 
chance. This does not affect the arcane spell failure chance for arcane spells received from other classes. Like other arcane spellcasters, a totem rager 

wearing heavy armor or wielding a shield incurs a chance of arcane spell failure if the spell in question has somatic components. 

Bloodline: This is exactly like the bloodrager ability of the same name, except that the totem rager gains his 1st level bloodline power at 4th level, and 
each subsequent bloodline power every four levels thereafter, up to his 16th level bloodline power at 20th level.  

Rage Eidolon (Su): A totem rager begins play with the ability to manifest his internal rage as a powerful beast called a rage eidolon. This functions in all 

ways as the summoner’s eidolon ability, except for the following changes.  
As a swift action, a totem rager can manifest his eidolon for a number of rounds per day equal to 4 + his Constitution modifier. At each level after 1st, he 

can manifest his rage eidolon for 2 additional rounds per day. Temporary increases to Constitution (such as those gained from spells like bear's endurance) 

don't increase the total number of rounds that a totem rager can manifest his rage eidolon per day. The total number of rounds of manifestation per day is 
renewed after resting for 8 hours, although these hours need not be consecutive. 

When the rage eidolon is manifested, it appears adjacent to the totem rager. If the target square is occupied, the eidolon can make an immediate bull rush 

attack against the creature occupying it. An unsuccessful bull rush positions the eidolon in a free adjacent square. If no adjacent squares are free, the eidolon 
can try bull rush as many different targets as it has attacks. If all tries fail, it is dismissed. 

Once manifested, the rage eidolon enters a bloodrage as an immediate action and gains a +4 morale bonus to its Strength and Constitution, as well as a 

+2 morale bonus on Will saves. In addition, it takes a –2 penalty to Armor Class. The increase to Constitution grants the rage eidolon 2 hit points per Hit 
Die, but these disappear when the rage eidolon manifestation ends and are not lost first like temporary hit points. While bloodraging, a rage eidolon cannot 

use any Charisma-, Dexterity-, or Intelligence-based skills (except Acrobatics, Fly, Intimidate, and Ride) or any ability that requires patience or 

concentration.  
The rage eidolon does not heal naturally. When a rage eidolon is damaged, its hit points remain unchanged from the last time it was manifested. The only 

exception to this is if the totem rager has rested to regain his daily rounds of rage eidolon, in which case, when it is first manifested for the day, it is restored 

to full hit points. If the rage eidolon manifestation ends due to death, it cannot be manifested again until the following day, even if the totem rager has 
manifestation rounds remaining. In which case, it returns the next day with only half its normal hit points. The rage eidolon manifestation cannot be ended 

by means of dispel magic, but spells such as dismissal and banishment immediately end the manifestation. When the manifestation ends, the totem rager is 

fatigued for a number of rounds equal to the number of rounds that the rage eidolon is manifested.  
The totem rager must select one of the animal companions from the druid’s list of animal companions. This animal functions as the rage eidolon’s base 

form, and once chosen, it cannot be changed. The eidolon’s physical appearance is up to the totem rager, but it always appears as a fantastical version of his 

chosen animal. The eidolon’s Hit Dice, saving throws, skills, feats, and abilities are tied to the totem rager’s class level and increase as the totem rager gains 
levels, using Table: Eidolon Base Statistics found in the Eidolon description. Each rage eidolon also receives a pool of evolution points, based on the totem 

rager’s class level that can be used to give the rage eidolon different abilities and powers, but reduces his total number of evolution points by 2 (max 24 at 

20th level). Whenever the totem rager gains a level, he must decide how these points are spent, and they are set until he gains another level of totem rager.  
In addition, when the totem rager gains his uncanny dodge, blood sanctuary, improved uncanny dodge, and indomitable will class features, he also applies 

its effects to his rage eidolon. The rage eidolon may also select a feat from the totem rager’s bloodline feats as a normal feat.  

At 4th level, the rage eidolon also gains the following ability. 
Deliver Touch Spells (Su): If the totem rager is 4th level or higher, a rage eidolon can deliver touch spells for him. As the rage eidolon is manifestation of 

his rage, whenever the totem casts a touch spell, he can designate his rage eidolon as the “toucher.” The rage eidolon can then deliver the touch spell just as 

the master would. As usual, if the totem rager casts another spell before the touch is delivered, the touch spell dissipates. At 7th level, a rage eidolon can use 
this ability to deliver any spell that requires a ranged touch attack.  

The rage eidolon’s bloodrage counts as the barbarian's rage class feature for the purpose of feat prerequisites, feat abilities, magic item abilities, and spell 

effects. Any feats chosen or magical item abilities used by the totem rager that affect a barbarian’s rage ability affect the rage eidlon’s bloodrage instead.  
This ability replaces the bloodrager’s 1st level bloodline power, bloodrage, as well as the eidolon’s evasion, improved evasion, and ability score increases. 

Totem Magic: The totem rager adds the following summoner spells to his spell list, at the indicated spell level: 1st–life conduit; 2nd–evolution surge 
(lesser), restore eidolon (lesser); 3rd–evolution surge, life conduit (improved); 4th–evolution surge (greater), life conduit (greater), purified calling, restore 

eidolon, transmogrify. 

Blood Link (Su): At 3rd level, a totem rager gains the summoner’s life link ability, except that if the rage eidolon moves more than 10,000 feet away 
from the totem rager, its manifestation immediately ends. This ability replaces blood sanctuary. 

Shared Bloodrage (Su): At 6th level, while his rage eidolon is manifested, the totem rager can also gain the benefits of the rage eidolon’s bloodrage 

(including greater bloodrage and mighty bloodrage) as long as the rage eidolon is within 10 feet of him. While his rage eidolon is manifested, the totem rager 
must spend one additional round of rage per round. He can elect not to pay this cost, in which case he does not bloodrage.  

If the rage eidolon manifestation ends, the totem rager can choose to maintain this own bloodrage by expending rounds of rage eidolon. These rounds 

count against his total daily rounds of rage eidolon as normal. When the bloodrage ends, the totem rager is fatigued for a number of rounds equal to the 
number of rounds his rage eidolon was manifested, plus the number or rounds he was in bloodrage. This ability replaces the bloodline feat gained at 6th 

level.  

Greater Rage Eidolon (Su): This functions like the bloodrager’s geater bloodrage ability, except that the rage eidolon gains the benefits of greater 
bloodrage instead of the totem rager.  

Aspect (Su): At 12th level, a totem rager gains the summoner’s aspect ability. This ability replaces the bloodline feat gained at 12th level. 

Tireless Bloodrage (Su): This is exactly like the bloodrager’s tireless bloodrage ability, except that the totem rager is not fatigued at the end of his rage 
eidolon’s bloodrage, or his own.  

Greater Aspect (Su): At 18th level, a totem rager gains the summoner’s greater aspect ability. This ability replaces the bloodline feat gained at 18th 

level. 
Mighty Rage Eidolon (Su): This functions like the bloodrager’s mighty bloodrage ability, except that the rage eidolon gains the benefits of mighty 

bloodrage instead of the totem rager.  

 
 



Table: Totem Rager 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +0  Bloodline, fast movement, rage eidolon, totem magic  —  —  —  — 
2nd  +2  +3  +0  +0  Uncanny dodge  —  —  —  — 
3rd  +3  +3  +1  +1  Blood link  —  —  —  — 
4th  +4  +4  +1  +1  Bloodcasting, bloodline power, eschew materials   1  —  —  — 
5th  +5  +4  +1  +1  Improved uncanny dodge   1  —  —  — 
6th  +6/+1  +5  +2  +2  Shared bloodrage   1  —  —  — 
7th  +7/+2  +5  +2  +2  Bloodline spell, damage reduction 1/—   1   1  —  — 
8th  +8/+3  +6  +2  +2  Bloodline power    1   1  —  — 
9th  +9/+4  +6  +3  +3  Bloodline feat   2   1  —  — 
10th  +10/+5  +7  +3  +3  Bloodline spell, damage reduction 2/—   2   1   1  — 
11th  +11/+6/+1  +7  +3  +3  Greater rage eidolon    2   1   1  — 
12th  +12/+7/+2  +8  +4  +4  Aspect, bloodline power   2   2   1  — 
13th  +13/+8/+3  +8  +4  +4  Bloodline spell, damage reduction 3/—   3   2   1   1 
14th  +14/+9/+4  +9  +4  +4  Indomitable will   3   2   1   1 
15th  +15/+10/+5 +9  +5  +5  Bloodline feat   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +5  Bloodline power, bloodline spell, damage reduction 4/—   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +5  Tireless bloodrage   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +6  Greater aspect   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +6  Damage reduction 5/—   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +6  Bloodline power, mighty rage eidolon   4   4   3   2 

 



UNTAMED FURY (mbunchholz)  

 

Primary: Druid. 

Secondary: Barbarian. 

Alignment: Any neutral and nonlawful. 
Hit Dice: d10. 

Bonus Skills and Ranks: The untamed fury selects three barbarian skills to add to her class skills in addition to the normal druid class skills. The 

untamed fury gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The untamed fury is proficient the club, dagger, dart, quarterstaff, scimitar, scythe, sickle, shortspear, sling, and spear, 

plus one martial weapon of her choice. She is also are proficient with light and medium armor but is prohibited from wearing metal armor; thus, she may 

wear only padded, leather, or hide armor. An untamed fury may also wear wooden armor that has been altered by the ironwood spell so that it functions as 
though it were steel. See the ironwood spell description. An untamed fury is proficient with shields (except tower shields) but must use only wooden ones.  

Diminished Spellcasting: The untamed fury casts divine spells drawn from the druid spell list, and 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 they are domain spells or if her Charisma allows bonus spells of that level. She otherwise 
learns, prepares, and casts spells as a druid of equal level. 

Wild Fighting (Ex): At 1st level, an untamed fury often fights with reckless, savage abandon. An untamed fury using the full-attack action can make one 

extra attack per round at her highest base attack bonus. Until the beginning of her next turn, however, she takes a –2 penalty on attack rolls and –4 penalty to 
AC. This ability and rage powers replace wild shape.  

Nature’s Rage (Ex): Starting at 4th level, an untamed fury forms a bond with the natural, savage world, allowing her to enter an uncontrollable rage that 

can take one of two forms. The first form imitates the ferocity of an enraged bear. The untamed fury gains the barbarian’s rage ability and can rage for a 
number of rounds per day equal to 4 + her Constitution modifier. At 6th level, and every 2 levels thereafter, she gains an additional 2 rounds of rage. These 

rounds do not need to be consecutive.  

The second form of nature’s rage imitates the fight or flight response of a deer or similar animal seeking to escape a dangerous predator. While in this 
form of rage, an untamed fury gains a +4 morale bonus to Dexterity and Wisdom, gain fast movement (+10 feet). In addition, she takes a –2 penalty to Fort 

saves. The increase to Dexterity grants the untamed fury a +2 bonus to Armor Class.  

Regardless of the form, whenever an untamed fury is in rage, she cannot use any or Charisma-, Dexterity-, or Intelligence-based skills (except Acrobatics, 
Fly, Intimidate, and Ride) or any ability that requires patience or concentration. 

Due to the wild nature of an untamed fury’s rage, whenever she reduces a creature to 0 or fewer hit points, she must attempt a Will save (DC 10 + 

the untamed fury’s level + the untamed fury’s Charisma modifier) or become confused. For the remainder of her current turn, she attacks the nearest creature 
other than herself. On the following round, refer to the confusion spell to determine her actions. At the end of this round, and each round thereafter, she can 

attempt a new saving throw to end the confusion effect. The rounds during which she is confused do not count against the rounds she has spent raging that 

day, but she cannot end her rage voluntarily, nor can she use rage powers while confused. This ability and greater rage replace nature bond.  
Rage Conversion (Ex): At 8th level, an untamed fury who fails a saving throw against any mind-affecting effect can attempt a new saving throw at the 

beginning of her next turn. If the save succeeds, the effect ends and she instead rages and becomes confused as noted above.   

Greater Rage (Ex): At 12th level, an untamed fury gains the barbarian’s greater rage ability. If the untamed fury enters the second form of nature’s rage, 
the morale bonus to her Dexterity and Wisdom increases to +6 and her fast movement increases to +15 feet.  

Controlled Rage (Ex): At 16th level, an untamed fury gains control over her rage. Whenever she fails her Will save when reduced to 0 hit points, she 

remains confused for only 1 round. This ability replaces a thousand faces. 
 

Nature bond = Nature’s fury, greater fury 

Diminished spells = d10, rage conversion 
Wild shape = Rage powers, wild fighting 

A thousand faces = Controlled fury 

 
 

Table: Untamed Fury 
 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  Nature sense, orisons, wild empathy   2   0  —  —  —  —  —  —  —  —   
     wild fighting 
2nd  +1  +3  +0  +3  woodland stride   3   1  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Trackless step   3   1   0  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Nature’s rage, resist nature’s lure   3   2   1  —  —  —  —  —  —  — 

5th  +3  +4  +1  +4     3   2   1   0  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Rage power   3   2   2   1  —  —  —  —  —  — 
7th  +5  +5  +2  +5     3   3   2   1   0  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Rage conversion   3   3   2   2   1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Venom immunity   3   3   3   2   1   0  —  —  —  — 
10th  +7/+2  +7  +3  +7  Rage power   3   3   3   2   2   1  —  —  —  — 
11th  +8/+3  +7  +3  +7     3   3   3   3   2   1   0  —  —  — 
12th  +9/+4  +8  +4  +8  Greater rage   3   3   3   3   2   2   1  —  —  — 
13th  +9/+4  +8  +4  +8     3   3   3   3   3   2   1   0  —  — 
14th  +10/+5  +9  +4  +9  Rage power   3   3   3   3   3   2   2   1  —  — 
15th  +11/+6/+1  +9  +5  +9  Timeless body   3   3   3   3   3   3   2   1   0  — 
16th  +12/+7/+2  +10  +5  +10  Controlled rage   3   3   3   3   3   3   2   2   1  — 
17th  +12/+7/+2  +10  +5  +10     3   3   3   3   3   3   3   2   1   0 
18th  +13/+8/+3  +11  +6  +11  Rage power   3   3   3   3   3   3   3   2   2   1 
19th  +14/+9/+4  +11  +6  +11     3   3   3   3   3   3   3   3   2   2 
20th  +15/+10/+5  +12  +6  +12     3   3   3   3   3   3   3   3   3   3 
 



VIRTUOUS POET  
Song and rhyme are the purview of skalds and bards. And while many clans boast of the power of their skalds, there are those who have been touched by 
righteous hand of the gods. Rare, but not unheard of, virtuous poets rove their hereditary lands creating tales of legendary renown. They demonstrate their 

godly devotion by weaving words of praise into their sacred songs. In so doing, they obtain divine favor and powerful abilities to aid in their battle against 

evil-holy songs that can smite their enemies, enhance their weapons, heal their allies, or protect them from a manner of magical effects.  
Primary Class: Skald. 

Secondary Class: Paladin.  

Alignment: Any good. 
Hit Dice: d8.  

Bonus Skills and Ranks: The virtuous poet may select three paladin skills to add to his class skills in addition to the normal skald class skills. The 

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

shields.  

Spellcasting: A virtuous poet casts divine spells drawn from the bard spell list and can cast any spell he knows without preparing it ahead of time. A 
virtuous poet otherwise learns and casts spells as a skald of equal level. He also gains bonus spells per day if he has a high Charisma score.  

Detect Evil (Sp): At 1st level, a virtuous poet gains the paladin’s detect evil ability. This ability replaces scribe scroll. 

Sacred Song (Su): This is exactly like the raging song ability, except that the virtuous poet’s songs are infused with divine power. A virtuous poet gains 
the following sacred songs.  

Smiting Song (Su): At 1st level, a virtuous poet can call upon the powers of good to aid him and his allies in their struggle against evil. As a swift action, 

the virtuous poet chooses one target within sight. If this target is evil, a number of allies equal to the virtuous poet’s Charisma modifier (including himself) 
add the his Charisma bonus (if any) to their attack rolls and add 1/2 his virtuous poet level (minimum 1) to all damage rolls made against the target of his 

smiting song. Regardless of the target, smiting song attacks automatically bypass any DR the creature might possess. 

In addition, while smiting song is in effect, the virtuous poet and his allies gains a deflection bonus equal to his Charisma modifier (if any) to their AC 
against attack made by the target of the smiting song. If the virtuous poet targets a creature that is not evil, any rounds of sacred song spent on the smiting 

song are wasted with no effect.  

The smiting song can be maintained for as long as the virtuous poet spends rounds of sacred song or until the target of his smiting song is dead, whichever 
comes first. This song replaces the inspired rage raging song.  

Healing Refrain (Su): At 2nd level, a virtuous poet can heal wounds (his own or those of others) through his sacred song. By expending 2 rounds of 

sacred song, a virtuous poet can heal 1d6 hit points of damage to a single creature (including himself) for every two virtuous poet levels he possesses. The 
targets of his healing refrain are determined when the song begins.  

Alternatively, a virtuous poet can use his healing refrain to deal damage to a single undead creature, dealing 1d6 points of damage for every two levels the 

virtuous poet possesses. Undead do not receive a saving throw against this damage. 
At 5th level or higher, a virtuous poet can use healing refrain to heal a number of allies or deal damage to a number of undead up to his Charisma 

modifier. When used in this manner, the virtuous poet must spend 2 rounds of sacred song for each ally (including himself) or undead he affects. The 

virtuous poet does not count against the maximum number of allies he can affect when using healing refrain in this manner.  
Regardless of the effect, any creature affected by this song must be within 30 feet of the virtuous poet and able to hear him. This song replaces versatile 

performance. 

Ode of Courage (Su): At 4th level, a virtuous poet can spend 1 round of sacred song each round to grant himself immunity to fear (magical or otherwise) 
spells and spell-like abilities. By spending 1 additional round of sacred song each round, a number of allies equal to his Charisma modifier within 10 feet of 

him also gain a +4 morale bonus on saving throws against fear effects. This song immediately ends if the virtuous poet falls unconscious or is or dead. This 

song replaces uncanny dodge.  
Weapon Song (Su): At 6th level, a virtuous poet can grant a +1 enhancement bonus to the weapons (including ammunition) of allies within 60 feet. At 9th 

level and every three levels thereafter, this enhancement bonus increases by 1. The maximum bonus gained is based upon the number of weapons affected: 

+5 to one weapon, +4 to two weapons, +3 to three weapons, or +2 to four or more weapons. Fifty pieces of ammunition count as one weapon for this 
purpose. 

These bonuses can also be used to add any of the following weapon special abilities to the weapons enhanced by this ability: brilliant energy, dancing, 

defending, distance, flaming, frost, ghost touch, holy, keen, merciful, mighty cleaving, returning, shock, seeking, or speed. Adding these weapon special 
abilities consumes an amount of bonus equal to the special ability's cost (see Table: Melee Weapon Special Abilities). These enhancement bonuses and 

special abilities overlap with any enhancements or special abilities the weapon already has, though duplicate special abilities do not stack. If an affected 

weapon is not magical, at least a +1 enhancement bonus must be added before any other special abilities can be. 
The bonus and special abilities granted by this sacred song are determined when the song begins, and cannot be changed until the sacred song ends and 

another is begun. These bonuses apply to only one end of a double weapon. The enhance weapon song effect remains as long as he expends rounds of sacred 
song. This song replaces the song of strength. 

Ode of Resolve (Su): At 10th level, a virtuous poet can spend 1 round of sacred song each round to grant himself immunity to charm spells and spell-like 

abilities. By spending 1 additional round of sacred song each round, a number of allies equal to his Charisma modifier within 10 feet of him also gain a +4 
morale bonus on saving throws against charm effects. This song immediately ends if the virtuous poet falls unconscious or is or dead. The virtuous poet can 

combine ode of resolve with his ode of courage by spending the appropriate number of rounds of sacred song for each individual song. This song replaces 

the dirge of doom raging song.  
Ode of Righteous (Su): At 16th level, a virtuous poet can spend 1 round of sacred song each round to grant himself immunity to compulsion spells and 

spell-like abilities. By spending 1 additional round of sacred song each round, a number of allies equal to his Charisma modifier within 10 feet of him also 

gain a +4 morale bonus on saving throws against compulsion effects. This song immediately ends if the virtuous poet falls unconscious or is or dead. While 
this song is in effect, a virtuous poet’s damage reduction is doubled against evil creatures. The virtuous poet can combine ode of righteousness with either 

his ode of resolve or his ode of courage (or both) by spending the appropriate number of rounds of sacred song for each individual song. This song replaces 

the song of the fallen raging song.  
Divine Grace (Su): At 3rd level, a virtuous poet gains the paladin’s divine grace ability. This ability replaces the song of marching raging song.  

Rage Power (Ex): This is exactly like the skald ability of the same name, except that the virtuous poet is restricted from choosing the following rage 

powers, in addition to any others: fiend totem (greater), fiend totem (lesser), fiend totem, linnorm death curse (cairn), linnorm death curse (crag), linnorm 
death curse (fjord), linnorm death curse (ice), linnorm death curse (tarn), linnorm death curse (tiaga), linnorm death curse (tor). 

In addition, the virtuous poet can select one mercy from the paladin’s mercy class feature in place of a rage power, and add its effect to his healing refrain 

song.  
At 3rd level, the virtuous poet can select from the fatigued, shaken, or sickened initial mercies. At 6th level, a virtuous poet adds the dazed, diseased, and 

staggered mercies to the list of those that can be selected. At 9th level, a virtuous poet adds the cursed, exhausted, frightened, nauseated, and poisoned 

mercies to the list of those that can be selected. At 12th level, a virtuous poet adds the blinded, deafened, paralyzed, and stunned mercies to the list of those 
that can be selected.  



These mercies are cumulative. For example, a 12th-level virtuous poet’s healing refrain heals 6d6 points of damage and might also cure the fatigued and 

exhausted conditions as well as removing diseases and neutralizing poisons. Once a mercy is chosen, it can't be changed. 
Divine Health (Su): At 8th level, a virtuous poet gains the paladin’s divine health ability. This ability replaces improved uncanny dodge. 

Spell Keening (Su): This is exactly like the skald ability of the same name, except that the virtuous poet removes the sorcerer/wizard spell list and adds 

the paladin’s spell list to the list of spells he can cast as one of his spells known.  
Master Poet (Su): At 20th level, whenever a virtuous poet uses smiting song and successfully strikes an evil outsider, the outsider is also subject to a 

banishment, using his virtuous poet 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 smite song immediately ends. In addition, when making a full attack while smiting song is in effect, affected 
allies may make an additional attack each round (as if using a haste effect). This ability replaces master skald.  

 

 

Table: Virtuous Poet 
 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 Bardic knowledge, cantrips, detect evil, sacred song,   1  —  —  —  —  — 
     smiting song 
2nd  +1  +3  +0 +3 Healing refrain, well-versed   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Divine grace, rage power   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Ode of courage   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Spell keening 1/day   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Rage power, weapon song   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Lore master 1/day   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Divine health   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Damage reduction 1/—, rage power   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Ode of resolve   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Spell keening 2/day   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Rage power   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Lore master 2/day   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Damage reduction 2/—   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Rage power   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Ode of righteousness   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Spell keening 3/day   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Rage power   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Damage reduction 3/—, lore master 3/day   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Master poet   5   5   5   5   5   5 

  



WILD AEGIS  

Wielding martial weapons and wearing armor of ironwood leaf scale mail or carved ironwood full plate, the wild aegis is a druidic circle’s frontline 
defenders. The wild aegis possesses a unique bond with the natural terrain under his protection. Similar to a paladin, this connection grants a wild aegis the 

ability to enhance his armor through the use of nature spirits. However, a truly unique ability they possess is their mystically empowered body tattoos. These 

wild marks enable the wild aegis to create difficult terrain, or bestow conditions upon his opponents that are based upon his favored terrain. While 
unorthodox when compared to true druids, the wild aegis is powerful in both offensive and defensive situations within his chosen terrain. 

Primary Class: Druid.  

Secondary Class: Fighter.  
Hit Dice: d8.  

Bonus Skills and Ranks: The wild aegis selects three fighter skills to add to his class skills in addition to the normal druid class skills. The wild aegis 

gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The wild aegis is proficient with all simple and martial weapons, and with all natural attacks (claw, bite, and so forth) 

of any form they assume with wild shape. The wild aegis is proficient with all types of armor (heavy, light, and medium), but he is prohibited from wearing 

metal armor; thus, he may wear only padded, leather, or hide armor. A wild aegis may also wear wooden armor (even wooden full plate) that has been 
altered by the ironwood spell so that it functions as though it were steel. See the ironwood spell description. A wild aegis is proficient with shields (except 

tower shields) but must use only wooden ones.  

Spellcasting: The wild aegis casts divine spells drawn from the druid’s spell list, and adds the domain spells from the following terrain domain or 
subdomain as determined by his favored terrain: cold (Arctic, Ice), desert (Desert), forest (Forest, Plant), jungle (Jungle, Plant), mountains (Earth, 

Mountain), plains (Plains, Wind), swamp (Swamp), underground (Cave), water (Aquatic, Water). Like other spellcasters, a wild aegis can cast only a certain 

number of spells of each spell level per day. His base daily spell allotment is given on Table: Wild aegis, and otherwise learns, prepares, and casts spells as a 
druid equal to his wild aegis level. A wild aegis receives bonus spells per day if he has a high Wisdom score. 

Favored Terrain: At 1st level, a wild aegis may select a single type of terrain from Table: Ranger Favored Terrains (except planes and urban) to the 

exclusion of all others. The wild aegis gains a +2 bonus on initiative checks and Knowledge (geography), Perception, Stealth, and Survival skill checks when 
he is in this terrain. Every four levels thereafter, this bonus increases by +2, to a maximum of +8 at 16th level. A wild aegis’s favored terrain also determines 

his wild mark ability.  

Nature Bond (Ex or Su): At 1st level, a wild aegis forms a bond with nature. This bond can take one of two forms. The first option is to form a bond 
with his armor. This bond functions exactly like the divine bond of the divine defender archetype (see p. 116 of the Advanced Player’s Guide), except that 

the wild aegis calls upon the aid of a nature spirit, and the armor sheds no light. Also, the wild aegis may add any of the following armor properties: 

comfort‡, determination*, energy resistance, greater energy resistance, greater shadow, improved energy resistance, improved shadow, shadow, spell 
resistance (13, 15, 17, or 19), wild. (*Advanced Player’s Guide, ‡Pathfinder Society Field Guide). 

The second option is to form a close bond with an animal companion. This is exactly like the druid’s animal companion ability (see pg. 50 of the Core 

Rulebook). This ability otherwise functions as and replaces nature bond.  
Bonus Feat: At 2nd level the wild aegis gains the fighter’s bonus feat ability, and may select one bonus feat at 2nd level and every six levels thereafter. 

The wild aegis counts his level as his fighter level when qualifying for feats with level requirements. This ability replaces wild shape 2/day, 4/day, 6/day, 

and 8/day.  
Weapon Training (Ex): Starting at 5th level, a wild aegis gains the fighter’s weapon training ability, and can select one group of weapons, as noted in 

the fighter’s Weapon Training class feature of the Core Rulebook. Whenever he attacks with a weapon from this group, he gains a +1 bonus on attack and 

damage rolls. Every six levels thereafter (11th, and 17th), a wild aegis becomes further trained in another group of weapons. 
Wild Mark (Su): At 4th level, a wild aegis learns a number of magic tricks, called wild marks. A wild mark is inscribed into the wild aegis’s skin and 

infused with the energy of his favored terrain, granting him the power to hinder, captivate, or even harm his opponents. A wild aegis gains one wild mark of 

his choice and an additional wild mark every four levels beyond 4th, up to 16th level. A wild aegis cannot select an individual wild mark more than once, 
and once selected, it cannot be changed. 

Unless otherwise noted, using a wild mark is a standard action that does not provoke an attack of opportunity. The save to resist a wild mark is equal to 10 

+ 1/2 the wild aegis’s level + the wild aegis’s Wisdom modifier. A wild aegis can use this ability a number of times per day equal to 3 + the wild aegis’s 
Wisdom modifier. A wild aegis may select any wild mark listed under his favored terrain as described below.  

A wild aegis with Cold as his favored terrain chooses from the following wild marks. 

 Aurora Borealis: The wild aegis can create a shimmer of scintillating colors in the target’s square. The target must make a successful Will save or 
become dazzled for 1 round per level of the wild aegis.  

 Arctic Winds: The wild aegis can create a blast of freezing air in the target’s square. The target must make a successful Fortitude save or take an 

amount of nonlethal damage equal to 2d6 + 1/2 the wild aegis’s level and become fatigued for 1 round per level of the wild aegis.  
 Frostbite: The wild aegis’s touch chills the target to the bone. The wild aegis must succeed on a melee touch attack to deal 2d6 points of cold damage 

to the target. The target must make a successful Fortitude save or take 1 point of temporary Dexterity damage for 1 round per level of the wild aegis.   
 Frozen Tundra: The wild aegis can create difficult terrain in the form of rough, ice-covered tundra. The space he occupies and all of the squares 

adjacent to him become difficult terrain for 1 round per wild aegis level. Creatures in these squares, except the wild aegis, must make a Reflex save or 

be knocked prone.  
 Ice Shards: The wild aegis can create a ray of freezing ice shards from his hand. The wild aegis must succeed on a ranged touch attack with the ray to 

deal damage to the target. The ray deals cold and piercing damage equal to 2d6 + 1/2 the wild aegis’s level.  

 Snow Blind: The wild aegis can create a flash of reflective light, like the shimmer of sunlight on the snow in the target’s square. The target must make a 
successful Will save or become blinded for 1 round per level of the wild aegis.  

A wild aegis with Desert as his favored terrain chooses from the following wild marks. 

 Deep Sands: The wild aegis can create difficult terrain in the form of deep, sinking sand dunes. The space he occupies and all of the squares adjacent to 
him become difficult terrain for 1 round per wild aegis level. Creatures in these squares, except the wild aegis, must make a Reflex save or be knocked 

prone. 

 Dehydrate: The wild aegis’s touch causes the target to dehydrate (see starvation and thirst in the Core Rulebook) and takes an amount of nonlethal 
damage equal to 2d6 + the wild aegis’s Wisdom modifier. In addition, the target must make a successful Fortitude save or become confused for 1 round 

per level of the wild aegis, due to the delirium it suffers. The effects of this dehydration can be healed through magical means, such as cure light 

wounds or similar magic.  
 Mirage: The wild aegis can create an image of a small oasis or similar scene in the target’s square. The target must make a successful Will save or 

become fascinated for 1 round per level of the wild aegis. 

 Sand Slash: The wild aegis can create a ray of high-velocity sand from his hand. The wild aegis must succeed on a ranged touch attack with the ray to 
deal damage to the target. The ray deals piercing damage equal to 2d6 + 1/2 the wild aegis’s level.   

 Sun Flare: The wild aegis can create a brilliant flash of sunlight in the target’s square. The target must make a successful Will save or become dazzled 

for 1 round per level of the wild aegis. 



 Swirling Sands: The wild aegis can create a vortex of swirling sand in the target’s square. The target must make a successful Fortitude save or become 

blinded for 1 round per level of the wild aegis. 
A wild aegis with Forest as his favored terrain chooses from the following wild marks. 

 Briar Patch: The wild aegis can create a patch of thorns and briars in the targets square. The target must make a successful Reflex save take an amount 

of slashing and piercing damage equal to 2d6 + 1/2 the wild aegis’s level and become slowed for 1 round. 
 Overgrowth: The wild aegis can create difficult terrain in the form of a heavy undergrowth of thorns, briars, and overgrown foliage. The space he 

occupies and all of the squares adjacent to him become difficult terrain for 1 round per wild aegis level. Creatures in these squares, except the wild 

aegis, must make a Reflex save or be knocked prone.  
 Poison Pollen: The wild aegis can create a cloud of pollen in the target’s square. The target must make a successful Fortitude save or become sickened 

for 1 round per level of the wild aegis.  

 Razor Leaf: The wild aegis can create a ray of razor-edged leaves from his hand. The wild aegis must succeed on a ranged touch attack with the ray to 
deal damage to the target. The ray deals slashing damage equal to 2d6 + 1/2 the wild aegis’s level. The target must make a successful Fortitude save or 

take 1 point of bleeding damage for 1 round per level of the wild aegis.  

 Stun Spores: The wild aegis can create a cloud of spores in the target’s square. The target must make a successful Will save or become dazed for 1 
round per level of the wild aegis. 

 Vine Whip: The wild aegis can create vines to shoot from his hands. The wild aegis must succeed on a ranged touch attack. If successful the target must 

make a successful Reflex save or become entangled for 1 round per level of the wild aegis.  
A wild aegis with Jungle as his favored terrain chooses from the following wild marks. 

 Leech Spores: The wild aegis can create a cloud of spores in the target’s square. The target must make a successful Fortitude save or become fatigued 

for 1 round per level of the wild aegis.  
 Thorn Spray: The wild aegis can create a ray of sharp thorns from his hand. The wild aegis must succeed on a ranged touch attack with the ray to deal 

damage to the target. The ray deals piercing damage equal to 2d6 + 1/2 the wild aegis’s level. 

 Overgrowth: The wild aegis can create difficult terrain in the form of a heavy undergrowth of vines, thorns, and overgrown foliage. The space he 
occupies and all of the squares adjacent to him become difficult terrain for 1 round per wild aegis level. Creatures in these squares, except the wild 

aegis, must make a Reflex save or be knocked prone.  

 Sap Trap: The wild aegis can create a pool of sticky sap in the target’s square. The target must make a successful Reflex save or become grappled for 1 
round per level of the wild aegis. 

 Treespeech: The wild aegis gains the ability to converse with plants as if subject to a continual speak with plants spell, and most plants greet them with 
an attitude of friendly or helpful.  

 Vine Whip: The wild aegis can create vines to shoot from his hands. The wild aegis must succeed on a ranged touch attack. If successful the target must 

make a successful Reflex save or become entangled for 1 round per level of the wild aegis.  
A wild aegis with Mountains as his favored terrain chooses from the following wild marks. 

 Earth Bolt: The wild aegis can create a wave of earth to strike the target’s square. The target must make a successful Reflex save or be subject to a bull 

rush. At 12th level, the DC to save against this bull rush effect increases by +2.  
 Pebble Spray: The wild aegis can create a ray of rock-hard earth and stone from his hand. The wild aegis must succeed on a ranged touch attack with 

the ray to deal damage to the target. The ray deals bludgeoning damage equal to 2d6 + 1/2 the wild aegis’s level.  

 Earth Skin: the wild aegis can harden his skin to the consistency of stone. This grants the wild aegis a +1 natural armor bonus. This increases to +2 at 
12th level. 

 Shatter Stone: The wild aegis can create difficult terrain in the form of a broken earth, rubble, crags. The space he occupies and all of the squares 

adjacent to him become difficult terrain for 1 round per wild aegis level.  
 Stability: The wild aegis gains +4 racial bonus to his Combat Maneuver Defense when resisting a bull rush or trip attempt while standing on the 

ground.  

 Tremor: The wild aegis’s can create a localized shock wave in his square that travels along the ground, toppling creatures and loose objects. The space 
he occupies and all of the squares adjacent to him are subject to this effect. Creatures in these squares, except the wild aegis, must make a Reflex save 

or be knocked prone and take 1d4 points of nonlethal damage. 

A wild aegis with Plains as his favored terrain chooses from the following wild marks. 
 Dust Storm: The wild aegis can create a blast of blowing dust and dirt in the target’s square. The target must make a successful Fortitude save or 

become blinded for 1 round per level of the wild aegis. 

 Furrowed Ground: The wild aegis can create difficult terrain in the form of torn and mounded earth. The space he occupies and all of the squares 
adjacent to him become difficult terrain for 1 round per wild aegis level. Creatures in these squares, except the wild aegis, must make a Reflex save or 

be knocked prone.  

 Gust: The wild aegis can create a blast of high-velocity air (approximately 50 mph) in the target’s square. The target must make a successful Fortitude 
save or suffer the following effect according to the target’s size. A Tiny or smaller target is automatically knocked to the ground and takes 1d4 points 

of nonlethal damage; a Small is knocked prone; a Medium target is unable to move forward during the round the gust is in effect; a Large or larger 

target is unaffected. A flying target takes a –4 penalty on its Fly check, and must make a DC 20 Fly skill check or be knocked out of the sky, taking 
2d4 points of damage.  

 Howling Winds: The wild aegis can create a blast of howling wind in the target’s square. The target must make a successful Fortitude save or become 

deafened for 1 round per level of the wild aegis. 

 Plains Walker: The wild aegis’s base speed increases by 5 feet while in his favored terrain, even while carrying a medium or heavy load. 

 Static Shock: The wild aegis can create a ray of static electricity from his hand. The wild aegis must succeed on a ranged touch attack with the ray to 

deal damage to the target. The ray deals electricity damage equal to 2d6 + 1/2 the wild aegis’s level. 
A wild aegis with Swamp as his favored terrain chooses from the following wild marks. 

 Acid Spray: The wild aegis can create a ray of acid from his hand. The wild aegis must succeed on a ranged touch attack with the ray to deal damage to 

the target. The ray deals acid damage equal to 2d6 + 1/2 the wild aegis’s level. 
 Mud Splash: The wild aegis can create a wave of mud to erupt in the target’s square. The target must make a successful Fortitude save or become 

blinded for 1 round per level of the wild aegis. 

 Poison Spores: The wild aegis can create a cloud of poisonous spores in the target’s square. The target must make a successful Fortitude save or 
become sickened for 1 round per level of the wild aegis.  

 Quagmire: The wild aegis can create difficult terrain in the form of a shallow bog. The space he occupies and all of the squares adjacent to him become 

difficult terrain for 1 round per wild aegis level. Creatures in these squares, except the wild aegis, must make a Reflex save or be knocked prone. 
 Slimy Water: The wild aegis can create a blast of murky green water in the target’s square. The target must make a successful Fortitude save or become 

nauseated for 1 round per level of the wild aegis. 

 Will-O-Wisp: The wild aegis can create faintly glowing balls of light to bob gently in the air of the target’s square. The target must make a successful 
Will save or become fascinated for 1 round per level of the wild aegis.  



A wild aegis with Underground as his favored terrain chooses from the following wild marks. 

 Dust Cloud: The wild aegis can create a cloud of rock dust in the target’s square. The target must make a successful Fortitude save or become blinded 
for 1 round per level of the wild aegis.  

 Pebble Spray: The wild aegis creates a ray of rock-hard earth and stone from his hand. The wild aegis must succeed on a ranged touch attack with the 

ray to deal damage to the target. The ray deals bludgeoning damage equal to 2d6 + 1/2 the wild aegis’s level.  
 Rock Slide: The wild aegis can create a shower of stalactites, loose rocks, and other stone debris to fall in the target’s square. The target must make a 

Reflex save or take 1d4points of damage and become pinned for 1 round per wild aegis level.  

 Shatter Stone: The wild aegis can create difficult terrain in the form of a broken earth, rubble, crags. The space he occupies and all of the squares 
adjacent to him become difficult terrain for 1 round per wild aegis level.  

 Stonecunning: The wild aegis receives a +2 bonus on Perception checks to potentially notice unusual stonework, such as traps and hidden doors located 

in stone walls or floors. They receive a check to notice such features whenever they pass within 10 feet of them, whether or not they are actively 
looking.  

 Tremor: The wild aegis’s can create a localized shock wave in the target’s square that travels along the ground, toppling creatures and loose objects. 

The space he occupies and all of the squares adjacent to him are subject to this effect. Creatures in these squares, except the wild aegis, must make a 
Reflex save or be knocked prone and take 1d4 points of nonlethal damage. This ability is based on the Stomp‡ psychokinetic ability. (‡Psionics 

Unleashed by Dreamscarred Press, Copyright 2010) 

A wild aegis with Water as his favored terrain chooses from the following wild marks. 
 Hydro Cannon: The wild aegis can create a wave of water to strike the target’s square. The target must make a successful Reflex save or be subject to a 

bull rush. At 12th level, the DC to save against this bull rush effect increases by +2.  

 Impeding Mist: The wild aegis can create difficult terrain in the form of a semi-solid misty vapor. The space he occupies and all of the squares adjacent 
to him become difficult terrain for 1 round per wild aegis level. Also, the vapor obscures all sight, including darkvision, beyond 5 feet. This mist does 

not function under water.  

 Poison Sting: The wild aegis’s touch can make the target ill. The wild aegis must succeed on a melee touch attack. If successful, the target must make a 
successful Fortitude save or become sickened for 1 round per level of the wild aegis.   

 Rainstorm: The wild aegis can create a rainstorm in the target’s square. The target must make a successful Fortitude save or become blinded for 1 

round per level of the wild aegis.   
 Razor Shell: The wild aegis creates a ray of razor-sharp shells from his hand. The wild aegis must succeed on a ranged touch attack with the ray to deal 

damage to the target. The ray deals slashing damage equal to 2d6 + 1/2 the wild aegis’s level. 
 Waverunner: The wild aegis gains a Swim speed equal to his land speed and may remain buoyant at will while in water.  

Terrain Affinity (Su): At 13th level, a wild aegis’s connection with his chosen terrain greatly improves, granting him the following abilities while in his 

favored terrain. This ability replaces a thousand faces. (see the Advanced Player’s Guide) 
Cold: The wild aegis can assume the form of a swirling column of snow equivalent to gaseous form at will. While in this form, he gains a circumstance 

bonus on Stealth checks made in cold terrain equal to his wild aegis level. 

Desert: The wild aegis is unaffected by natural and magical wind effects. He also becomes immune to the effects of natural heat and dehydration and 
gains +2 bonus on saving throws against similar magical effects. 

Forest: The wild aegis gains the ranger’s camouflage ability (see p. 67 of the Core Rulebook), but only in his favored terrain.  

Jungle: The wild aegis can cast tree shape at will. 
Mountains: The wild aegis can transform his body into a weathered stone outcrop and back at will. This effect functions as statue. 

Plains: The wild aegis gains evasion when wearing light or no armor and carrying a light load. This functions as the rogue ability of the same name.  

Swamp: The wild aegis gains continuous freedom of movement.  
Underground: The wild aegis can use meld into stone at will as a spell-like ability.  

Water: The wild aegis gains DR/slashing and piercing equal to 1/2 his level. This damage reduction also applies against spells and spell-like abilities that 

inflict damage by grappling or crushing (e.g., black tentacles, crushing hand). He never takes pressure damage from deep water. 
Grand Mark (Su): At 20th level, a wild aegis gains a grand mark that grants him the following abilities as determined by his chosen terrain. He also adds 

1/2 his wild aegis level to any damage rolls made against opponents in his favored terrain. This ability replaces wild shape at will.  

Cold: The wild aegis gains immunity to cold and radiates an aura of cold that deals 2d6 points of cold damage to any creature that makes contact with 
him. 

Desert: The wild aegis gains resistance to fire 10 and his base land speed increases by 10 feet. He also gains the ranger’s hide in plain sight ability while 

in his favored terrain.  
Forest: The wild aegis gains a +15 racial bonus on Acrobatics checks, a Climb speed equal to its land speed, and can always choose to take 10 on Climb 

checks, even if rushed or threatened. He can also use transport via plant as spell-like ability once per day.  

Jungle: The wild aegis gains the Brachiation‡ and Tree Leap‡ abilities described in the Arboreal Creature‡ template. (‡Advanced Bestiary by Green Ronin 
Publishing, LLC. Author: Matthew Sernett; Copyright 2004)  

Mountains: The wild aegis gains the earth glide special ability, DR 5/adamantine, and immunity to any effects that grant the petrified condition.  

Plains: The wild aegis’s base land speed increases by 20 feet, gains resistance to electricity 10, and immunity to slow effects.  
Swamp: The wild aegis gains resistance to acid 10, a Swim speed equal to his land speed, and he can also use water walking at will as a spell-like ability.  

Underground: The wild aegis gains darkvision 60 feet, tremor sense 60 feet, and a burrow speed of 20 feet.  

Water: The wild aegis gains the amphibious special quality, his Swim speed increases to that of twice his land speed, and any ally that is within 30 feet of 

him is under the constant effect of a water breathing spell. He is also under the continuous effects of the endure elements spell while within his favored 

terrain.  

 
 

Table: Wild Aegis 
 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 Favored terrain, nature bond, nature sense,   3   1  —  —  —  —  — 
     orisons, wild empathy  
2nd  +1  +3  +0 +3 Bonus feat, woodland stride   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Trackless step   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Resist nature’s lure, wild mark   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Weapon training 1   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Bonus feat   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5    5   4   3   1  —  —  — 



8th  +6/+1  +6  +2 +6 Wild mark   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Venom immunity   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Bonus feat   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Weapon training 2   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Wild mark   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Terrain affinity   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 Timeless body   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Wild mark   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Weapon training 3   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Bonus feat   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 Grand mark   5   5   5   5   5   5   5 
 
Nature bond = wild armor or animal companion 
Spellcasting reduction = Favored terrain, weapon training 

Wild shape 1/3/5/7/day= Wild mark 

A thousand faces = Terrain affinity 
Wild shape at will = Grand mark 



WILD CONSERVATIONIST 

Preservers of the very spirit essence that infuses the natural world, wild conservationists seek to maintain the natural balance. The endless cycle from life to 
death, and back to life again is the wild conservationist’s primary concern. These single minded folk wander the forests, barren wastelands, and other terrains 

of the world disposing dead and decaying matter, while preserving the last of their life energies. Once this spirit energy has been harnessed, the wild 

conservationist can unleash it at a whim, breathing new life into the vegetation or higher forms of life in need of revitalization. Although they are 
occasionally viewed by other druids as took focused of death and decay, most see wild conservationists as preservers of life and the natural balance they all 

hold dear.  

Primary: Druid. 
Secondary: Cleric. 

Alignment: Any neutral. 

Hit Dice: d8. 
Bonus Skills and Ranks: The wild conservationist selects three cleric skills to add to her class skills in addition to the normal druid class skills. The wild 

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

Weapon and Armor Proficiency: The wild conservationist is proficient with the club, dagger, dart, quarterstaff, scimitar, scythe, sickle, shortspear, 
sling, and spear. She is also are proficient with light and medium armor but is prohibited from wearing metal armor; thus, she may wear only padded, 

leather, or hide armor. A wild conservationist may also wear wooden armor that has been altered by the ironwood spell so that it functions as though it were 

steel. See the ironwood spell description. A wild conservationist is proficient with shields (except tower shields) but must use only wooden ones.  
Diminished Spellcasting: The wild conservationist casts divine spells drawn from the druid spell list, and 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 they are domain spells or if her Wisdom allows bonus spells of that level. She 

otherwise learns, prepares, and casts spells as a druid of equal level. 
Nature Bond (Ex): This is exactly like the druid ability of the same name, except that the wild conservationist must select the bond with the natural 

world. A wild conservationist may only select from either the Plant or Repose domain, or the Ancestor, Decay, and Growth subdomains.  

Life Sense (Sp): At will, a wild conservationist can use deathwatch, as the spell. A wild conservationist can, as a move action, concentrate on a single 
creature within 60 feet and determine its life condition. She instantly knows whether each creature within the area is dead, fragile (alive and wounded, with 3 

or fewer hit points left), fighting off death (alive with 4 or more hit points), healthy, undead, or neither alive nor dead (such as a construct). This ability sees 

through any spell or ability that allows creatures to feign death. Additionally, the wild conservationist can use this ability to determine the conditions of 
plants, trees and other natural life. This ability replaces wild empathy.  

Dust to Dust (Su): At 2nd level, a wild conservationist can inter a deceased creature and return it home to its mother earth. As a full-round action, a wild 

conservationist can touch a corpse and rapidly decompose the flesh, sinew, and even bones of a single corpse of size Large or smaller, leaving only the 
coarse matter from whence the creature was created. Once the process is completed, a burst of spirit energy is released in a 10-foot radius, centered on the 

wild conservationist. A number of allies (including the wild conservationist) up to her Charisma modifier that are within the burst gain an amount of 

temporary hit points equal to the wild conservationist’s Charisma modifier, plus an additional amount of temporary hit point based upon the size of the 
corpse as follows: 1 hit point (Fine, Diminutive, or Tiny), 2 hit points (Small), 4 hit points (Medium ), 6 hit points (Large), 8 hit points (Huge), 10 hit points 

(Gargantuan), 12 hit points (Colossal). These temporary hit points remain for 1 minute per Hit Dice of the deceased creature or until they are used, 

whichever comes first. If this ability is used on a non-corporeal undead, the creature takes a –1 penalty on all rolls and to its Armor Class and CMD for 1 
minute.  

At 6th level, the size of corpse a wild conservationist can affect increases to Huge, while the penalty taken by a non-corporeal undead increases to –2. At 

12th level, the corpse size increase to Gargantuan and the penalty increases to –3. At 18th level, the corpse size increase to Colossal and the penalty 
increases to –4. A wild conservationist can use this ability a number of times per day equal to 3 + his Charisma modifier. This ability replaces the druid’s 

spontaneous casting and a thousand faces.  

Circle of Life (Su): At 4th level, a wild conservationist can preserve the spirit energy of the recently deceased. When a living creature within 30 feet of a 
wild conservationist dies, he can siphon its residual spirit energy from its body and transferred to her own. A wild conservationist can siphon the spirit 

energy from a deceased creature only if it has been dead for no longer than 1 hour per wild conservationist level. A wild conservationist may attempt to 

siphon the spirit energy of a dying creature (-1 hit points or lower), but only if the creature fails a Will save (DC 10 + 1/2 the wild conservationist’s level + 
the wild conservationist’s Charisma modifier). A willing creature automatically fails the save. The amount of spirit energy a wild conservationist can siphon 

is equal to 2d6 points plus 1d6 points for every two levels beyond 4th (3d6 at 6th, 4d6 at 8th, and so on), to a maximum of 10d6 at 20th level. This is a 

standard action that does not provoke an attack of opportunity. 
A wild conservationist can also siphon residual spirit energy from the dead or decaying plant and animal life found within the natural world. This requires 

a full–round action that provokes an attack of opportunity for every 1d6 points of spirit energy she siphons, up to her maximum allotted amount. For 

example, a wild conservationist of 10th level must spend four full rounds to siphon her maximum of 4d6 points of spirit energy.  
Preserved spirit energy can be released in a burst that affects all creatures of one type (either undead or living) in a 30-foot radius centered on the wild 

conservationist. This energy can be used to cause or heal damage equal to the amount of energy siphoned, depending on the type of creatures targeted. A 
wild conservationist can choose whether or not to include herself in this effect. Creatures that take damage from channeled spirit energy receive a Will save 

to halve the damage. The DC of this save is equal to 10 + 1/2 the wild conservationist’s level + the wild conservationist’s Charisma modifier. Creatures 

healed by circle of life cannot exceed their maximum hit point total—all excess healing is lost. Regardless of the target, when spirit energy is released, all 
vegetation within the 30-foot burst (but not creatures of the Plant type) immediately appears more vibrant; seeds spontaneously sprout, flowers blossom, and 

foliage becomes more substantial. Releasing spirit energy in this manner is a standard action that does not provoke an attack of opportunity. 

A wild conservationist may use circle of life a number of times per day equal to 3 + her Charisma modifier. Siphoned spirit energy can be stored 
indefinitely, or until it is released. If this ability is used again when a prior use is active, the prior use immediately ends and any stored spirit energy wasted. 

This ability replaces the wild shape.  

   
Nature bond = Choose from the Plant or Repose domains, or the Ancestor, Decay, or Growth subdomains 

Druids spontaneous casting + a thousand faces = Dust to dust 

Wild empathy = Life sense 
Wild shape = Circle of life 

 

Table: Wild Conservationist 
 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  Diminished spell casting, life sense,   2   0  —  —  —  —  —  —  —  —   
     nature bond, nature sense, orisons 
2nd  +1  +3  +0  +3  Dust to dust, woodland stride   3   1  —  —  —  —  —  —  —   — 



3rd  +2  +3  +1  +3  Trackless step   3   1   0  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Circle of life (2d6), resist nature’s lure   3   2   1  —  —  —  —  —  —  — 

5th  +3  +4  +1  +4     3   2   1   0  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Circle of life (3d6)   3   2   2   1  —  —  —  —  —  — 
7th  +5  +5  +2  +5     3   3   2   1   0  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Circle of life (4d6)   3   3   2   2   1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Venom immunity   3   3   3   2   1   0  —  —  —  — 
10th  +7/+2  +7  +3  +7  Circle of life (5d6)   3   3   3   2   2   1  —  —  —  — 
11th  +8/+3  +7  +3  +7     3   3   3   3   2   1   0  —  —  — 
12th  +9/+4  +8  +4  +8  Circle of life (6d6)   3   3   3   3   2   2   1  —  —  — 
13th  +9/+4  +8  +4  +8     3   3   3   3   3   2   1   0  —  — 
14th  +10/+5  +9  +4  +9  Circle of life (7d6)   3   3   3   3   3   2   2   1  —  — 
15th  +11/+6/+1  +9  +5  +9  Timeless body   3   3   3   3   3   3   2   1   0  — 
16th  +12/+7/+2  +10  +5  +10  Circle of life (8d6)   3   3   3   3   3   3   2   2   1  — 
17th  +12/+7/+2  +10  +5  +10     3   3   3   3   3   3   3   2   1   0 
18th  +13/+8/+3  +11  +6  +11  Circle of life (9d6)   3   3   3   3   3   3   3   2   2   1 
19th  +14/+9/+4  +11  +6  +11     3   3   3   3   3   3   3   3   2   2 
20th  +15/+10/+5  +12  +6  +12  Circle of life (10d6)   3   3   3   3   3   3   3   3   3   3 



WILDERNESS KNIGHT (Bardess) 
Cities and palaces have their armored protectors, but one must not think that wild lands and forests have no protectors of their own. For some, trees are 
natural stone columns, meadows are the tournament fields, and the real nobility resides in the fierce creatures of the natural world. Less known than paladins 

and cavaliers, there are some free spirits in the woods who’ve sworn to protect good and the peace of man, beast and angel alike. They are the land’s saints, 

the chosen of agathions and neutral good angels. These are the wilderness knights. Devoted to good beyond the concerns of law and chaos, wilderness 
knights are neither mighty warriors like paladins, or are they powerful spellcasters like druids. However, they do strive to emulate the virtues of both good 

outsiders and animals, transforming into strong beasts and celestials, and drawing their power from the animal world to ride and summon celestial animal 

creatures. Every wilderness knight chooses one animal species as her emblem and model of perfection, and openly promotes that animal through her coat of 
arms and wild shaping ability.  

Primary: Druid. 

Secondary: Paladin. 
Alignment: Neutral good. 

Hit Dice: d8. 

Bonus Skills and Ranks: The wilderness knight may select three paladin skills to add to her class skills in addition to the normal druid class skills. The 
wilderness knight gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: A wilderness knight is proficient with all simple and martial weapons. She is also proficient with all natural attacks 

(claw, bite, and so forth) of any form they assume with wild shape (see below). A wilderness knight is proficient with light and medium armor but is 
prohibited from wearing metal armor; thus, she may wear only padded, leather, or hide armor. A wilderness knight may also wear wooden armor that has 

been altered by the ironwood spell so that it functions as though it were steel. See the ironwood spell description. A wilderness knight is proficient with 

shields (except tower shields) but must use only wooden ones.  
Spellcasting: A wilderness knight casts divine spells drawn from the wilderness knight spell list. To prepare or cast a spell, the wilderness knight must 

have a Charisma score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a wilderness knight’s spell is 10 + the spell level 

+ the wilderness knight’s Charisma modifier.  
Like other spellcasters, a wilderness knight can cast only a certain number of spells of each spell level per day, as shown on Table: Wilderness Knight. 

She also receives bonus spells per day if she has a high Charisma score.  

A wilderness knight must spend 1 hour each day in a trance-like meditation on the mysteries of nature to regain her daily allotment of spells. A wilderness 
knight may prepare and cast any spell on her spell list, provided that she can cast spells of that level, but she must choose which spells to prepare during her 

daily meditation. 

Aura of Good (Ex): At 1st level, a wilderness knight gains the paladin’s aura of good ability.  
Detect Evil (Sp): At 1st level, a wilderness knight gains the paladin’s detect evil ability. 

Emblem Bond: This is exactly like the druid’s nature bond ability, except that a wilderness knight must form a bond with nature. She may choose the 

Eagle, Frog, Monkey, Serpent, or Wolf animal domains, the Crocodile, Panther or Vulture animal domains in Faiths & Philosophies, or the new Bear, 
Dragon, Lion, Raven, Stag, or Swan animal domains. When she prepares her domain spells, she can only prepare them up to her 6th–level domain spell. A 

wilderness knight displays her chosen animal as part of her shield’s insignia and her holy symbol. This choice also determines her Emblem Companion 

ability.  
Purity Sense (Ex): A wilderness knight gains a +2 bonus on Knowledge (nature) and Sense Motive checks. This ability replaces nature sense. 

Lay On Hands (Su): At 2nd level, a wilderness knight gains the paladin’s lay on hands ability. A wilderness knight qualifies for feats that alter or 

enhance the lay on hands class feature.  
Aura of Courage (Su): At 3rd level, a wilderness knight gains the paladin’s aura of courage ability. This ability replaces trackless step.  

Mercy (Su): At 3rd level, a wilderness knight gains the paladin’s mercy ability, but is restricted to the following mercy selections at the indicated levels. 

At 3rd level, she may select the Charmed*, Fatigued, Shaken, or Sickened mercy.  At 9th level, she may select the Confused* or Diseased mercy, or she can 
also choose the remove the Entangled condition as her mercy. At 15th level, she may select the Dominated*, Exhausted, Frightened, Nauseated, or Poisoned 

mercy.  The wilderness knight qualifies for Extra Mercy and other feats that alter or enhance the mercy class feature. A wilderness knight may only use 

mercy on herself, her emblem companion, or other animals. This ability replaces resist nature’s lure and a thousand faces. *(see Kobold Quarterly 14) 
Wildshape (Su): This is exactly like the druid ability of the same name, except for the following changes. At 4th level, a wilderness knight can only turn 

herself into a Small or Medium animal that corresponds to her emblem bond once per day. For example, if she chose the Eagle domain, she can turn into a 

bird. This ability functions like the beast shape I spell, except as noted here.  
As a wilderness knight gains in levels, this ability allows her to take on the form of larger and smaller animals or of the celestial creatures that she has 

chosen as her patrons. Each form expends one daily usage of this ability, regardless of the form taken. This ability is considered a normal wild shape for all 

requirements.  
At 6th level, a wilderness knight can use wild shape to change into a Large or Tiny version of her emblem animal. When taking the form of an animal, a 

druid's wild shape now functions as beast shape II. The wilderness knight can apply the Dire, Giant, or Young template to her animal forms to match her 
new size options, but doesn’t recalculate her hit points, as normal.  

At 8th level, a wilderness knight can use wild shape to change into a Huge or Diminutive animal or to take some features of her celestial patrons. When 

taking the form of animals, a wilderness knight’s wild shape now functions as beast shape III. When taking the form of a celestial, the wilderness knight's 
wild shape now functions as the new lesser angelic aspect or lesser agathion appearance spell (see New Spells). A wilderness knight must choose between 

these two forms at 8th level. Once the choice is made, it cannot be changed.  

At 10th level, when taking the form of a celestial, the wilderness knight’s wild shape functions as the angelic aspect or agathion appearance spell.  
At 12th level, when taking the form of a celestial, the wilderness knight’s wild shape functions as the greater angelic aspect or greater agathion 

appearance spell. 

*Note: A wilderness knight with the Dragon domain can turn into any dinosaur. A wilderness knight with the Panther domain can turn into a panther by 
using the stats for a leopard or jaguar. A wilderness knight with the Swan domain uses the stats of the swan described in that domain. A wilderness knight 

with the Stag domain uses the stats of an elk or the deer stats described in the Tome of Horrors Complete by Necromancer Games.  

Emblem Companion (Su): At 5th level, the wilderness knight forms a bond with an animal companion of the species corresponding to her emblem bond. 
If her emblem bond domain grants the wilderness knight a familiar, it is replaced by her emblem companion at this level. The emblem companion may also 

serve as a mount, if it is of the appropriate type and size, and may take mount archetypes if it has the right size, though most emblem companions select the 

Totem Guide archetype. The wilderness knight and her emblem companion qualify for all feats affecting paladin’s mounts and druid’s animal companions. 
This ability otherwise functions like the druid animal companion ability, except for the following changes. 

Once per day, as a full-round action, a wilderness knight may magically call her mount to her side. This ability is the equivalent of a spell of a level equal 

to one-third wilderness knight 's level. The mount immediately appears adjacent to the wilderness knight. A wilderness knight can use this ability once per 
day at 5th level, and one additional time per day for every 4 levels thereafter, for a total of four times per day at 17th level. 

At 11th level, her companion gains the celestial template.  

At 15th level, the emblem companion sprouts wings if it cannot already fly, and gains a fly speed of twice its land speed and good maneuverability. If the 
emblem companion could already fly, its fly speed and maneuverability improve to at least this level.  



Should the wilderness knight’s emblem companion die, the wilderness knight may not summon another companion for 30 days or until she gains a 

wilderness knight level, whichever comes first. During this 30-day period, the wilderness knight takes a –1 penalty on attack and weapon damage rolls. 
*Note: A wilderness knight with the Dragon domain gains a dinosaur of her choice, of the appropriate size and Hit Dice. A wilderness knight with the 

Panther domain gains a panther, but uses the stats of a leopard. A wilderness knight with the Raven domain gains a raven, but adds the Giant simple template 

to increase it to Small size. A wilderness knight with the Swan domain gains a swan, but uses the stats of an eagle and replaces the eagle’s talon attack with 
two wing buffets that deal the same damage. A wilderness knight with the Stag domain gains a deer, but uses the stats of an elk.  

Natural Spell (Ex): At 6th level, a wilderness knight gains Natural Spell as a bonus feat, but only when she wild shapes in her emblem animal form. This 

ability replaces wild shape 2/day. 
Summon Ally (Sp): At 7th level, a wilderness knight can cast lesser planar ally once per week as a spell-like ability without having to pay the material 

component cost or the servant (for reasonable tasks). This improves to planar ally at 13th level and greater planar ally and at 19th level. The wilderness 

knight’s caster level for this effect is equal to her wilderness knight level. The wilderness knight will preferably call celestial beings corresponding to her 
chosen emblem animal (a wilderness knight with a lion as her emblem animal, for example, could call a half–celestial lion, a cherub, or a leonal). This 

ability replaces spontaneous casting. 

Aura of Elemental Might (Su): At 11th level, a wilderness knight gains energy resistance 5 to one of the following energy types: acid, cold, electricity, 
or fire. This resistance also applies to her emblem companion and any emblem creatures summoned. Each ally within 10 feet the type gains a +4 resistance 

bonus to all saving throws against spells or effects of that energy type. Each day, after resting to regain her spells, the wilderness knight can change her 

resistance to one of the other energy types. The change remains until the next time she rests to regain her spells. This ability functions only while the 
wilderness knight is conscious, not if she is unconscious or dead. This ability replaces venom immunity. 

Wild Speech (Ex): At 12th level, the wilderness knight gains Wild Speech as a bonus feat, but only when she wild shapes into her emblem animal form. 

This ability replaces wild shape 5/day. 
Aura of Nature’s Embrace (Su): At 17th level, when in natural environments, the wilderness knight can expend two uses of her lay on hands ability to 

tap into the lifeforce of greenery around her, boosting her allies' energies. This aura affects all creatures in a 10-foot radius centered on the wilderness knight. 

Good creatures in the aura receive 1 temporary hit point per level of the wilderness knight, for 1 minute per level. Using this ability is a free action. This 
ability replaces timeless body. 

Planar Wild Shape (Ex): At 18th level, a wilderness knight gains Planar Wild Shape as a bonus feat, but only when she wild shapes in her emblem 

animal form. This ability replaces wild shape 8/day. 
Wilderness Defender (Su): At 20th level, as a standard action, a wilderness knight can sprout wings, but only when she wild shapes into her emblem 

animal form. This allows her to fly at twice her emblem animal form’s land speed with average maneuverability. She can retract the wings as a free action.  
In addition, whenever she uses lay on hands to heal a creature, she heals the maximum possible amount. This ability replaces wild shape (at will). 

 

WILDERNESS KNIGHT SPELL LIST 
Wilderness knights gain access to the following spells.  

0-Level Wilderness Knight Spells—create water, detect magic, detect poison, guidance, know direction, light, mending, purify food and drink, 
read magic, resistance, stabilize, virtue. 

1st-Level Wilderness Knight Spells—ant haul, aspect of the falcon, bless water, bless weapon, bless, bristle, call animal, calm animal, 

challenge evil, charm animal, cure light wounds, detect animals and plants, detect snares and pits, detect the faithful, detect undead, diagnose disease, 
divine favor, endure elements, entangle, feather step, ghostbane dirge, goodberry, heroes’ defiance, hide from animals, horn of pursuit, jump, keen senses, 

knight’s calling, know the enemy, longshot, longstrider, magic fang, magic weapon ,protection from evil, sanctify corpse, summon minor ally, summon 

nature’s ally I, veil of positive energy.  

2nd-Level Wilderness Knight Spells—animal aspect, animal messanger, animal trance, aspect o the bear, aura of greater courage, barkskin, 

bear’s endurance, bull’s strength, campfire wall, cat’s grace, delay poison, eagle’s splendor, elemental speech, flame blade, forest friend, grace, gust of 
wind, hold animal, holy shield, light lance, owl’s wisdom, paladin’s sacrifice, reduce animal, resist energy, sacred bond, shield other, soften earth and stone, 

summon nature’s ally II, tree shape, vestment of the champion, wake of light, warp wood, wartrain mount, wilderness soldiers, wood shape.   

3rd-Level Wilderness Knight Spells—animal aspect (greater), anthropomorphic animal, archon’s aura, badger’s ferocity, blade of bright 
victory, burrow, burst of speed, call lighting, companion mindlink, cure moderate wounds, daylight, deadly juggernaut, diminish plant, dispel magic, divine 
transfer, dominate animal, heal mount (*emblem companion only), hide campsite, mad monkeys, magic circle against evil, magic fang (greater), meld into 

stone, neautralize poison, plant growth, prayer, protection from energy, remove disease, speak with plants, spike growth, summon nature’s ally IV, water 

breathing, wind wall.   

4th-Level Wilderness Knight Spells—antiplant shell, arboreal hammer, aspect of the stag, atavism, ball lighting, blaze of glory, control plants, 

cure serious wounds, echolocation, flame strike, freedom of movement, grove of respite, king’s castle, magic weapon (greater), neutralize poison, sanctify 
armor, spike stones, summon nature’s ally V, thorny body, true form. 

5th-Level Wilderness Knight Spells—animal growth, aspect of the wolf, awaken, break enchantment, call lighting storm, commune with nature, 
cure critical wounds, death ward, dispel evil, hallow, raise animal companion, resounding blow, rest eternal, snake staff, stoneskin, summon nature’s ally 

VII, tree stride, wall of fire, wall of thorns.   

6th-Level Wilderness Knight Spells—antilife shell, bloodsworn retribution, breath of life, cure light wounds (mass), dispel magic (greater), 
eagle aerie, find the path, holy sword, ironwood, live oak, move earth, repel wood, stone tell, summon nature’s ally VIII, transport via plants, wall of stone.  

 

Table: Wilderness Knight 
 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 Aura of good, detect evil, emblem bond, orisons,    3   1  —  —  —  —  — 
     purity sense, wild empathy 
2nd  +1  +3  +0 +3 Lay on hands, woodland stride   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Aura of trackless step   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Wild shape 1/day   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Emblem companion   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Natural spell   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Summon ally (lesser planar ally)   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Wild shape 2/day   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Mercy   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Wild shape 3/day   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Aura of elemental might   5   5   4   4   2  —  — 



12th  +9/+4  +8  +4 +8 Wild speech   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Summon ally (planar ally)   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Wild shape 4/day   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Mercy   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Wild shape 5/day   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Aura of nature’s embrace   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Planar wild shape   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Summon ally (greater planar ally)   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Wilderness defender   5   5   5   5   5   5   5 

 

 

Bear Domain  

Granted Powers: You rely on on strength and rage, tempered by wisdom as you draw upon the power of this mightiest of land animals. 

Uncontrollable Beast (Su): Whenever you fail a saving throw against a mind–affecting spell, you can reroll it with a bonus equal to 1/2 your druid level 

(minimum +1). You can use this ability a number of times per day equal to 3 + your Wisdom bonus.  
Bear Hug (Ex): At 6th level, you deal +1d6 extra points of damage when you make a grapple check to damage a creature. At 12th level, you gain 

Improved Grapple as a bonus feat, even if you don’t meet the prerequisites. If you already have that feat, you gain Greater Grapple instead. 

Domain Spells: 1st–aspect of the bear, 2nd–bear’s endurance, 3rd–rage, 4th–mighty strength, 5th–righteous might, 6th–stoneskin, 7th–animal shapes 
(ursine only), 8th–frightful aspect, 9th–crushing hand. 

 

Dragon Domain  

Granted Powers: You serve the most noble and frightful creatures that ever lived in this world–dragonkind. 
Familiar: You gain a lizard familiar. Your effective wizard level for this ability is equal to your druid level. Your druid level stacks with levels from other 

classes that grant familiars when determining the powers of your familiar. At 7th level, you can choose the Improved Familiar feat to gain a Tiny dragon 

(pseudodragon, faerie dragon, etc.) as your familiar.  
Dragon Claws (Su): As a free action, you may grow your nails in sharp talons, making 1d6 points of slashing damage + your Strength Bonus with your 

unarmed attacks. This doesn’t cause an attack of opportunity but attacking with both hands requires to follow the normal rules for unarmed combat. You can 

use this ability a number of times per day equal to 3 + your Wisdom bonus. These must not be consecutive.  
Dragon Breath (Su): At 4th level, you may use a breath weapon once per day as a standard action. When you gain this ability, choose acid, cold, fire, or 

electricity—this determines what kind of damage your breath weapon deals. Once you make this choice, you cannot change it later. Your breath weapon fills 

a 15-foot cone, and deals 3d6 points of damage—this damage increases by 1d6 points at every even-numbered level you gain beyond 4th level. A creature 
hit by your dragonbreath attack can attempt a Reflex save (DC 10 + 1/2 your druid level + your Constitution modifier) to take 1/2 damage.  

At 9th level, you can use this ability two times per day, and at 14th level you can use it three times per day. 

Domain Spells: 1st–acute senses, 2nd–dragonvoice, 3rd–draconic reservoir, 4th–dragon’s breath, 5th–overland flight, 6th–form of the dragon I, 7th–
form of the dragon II, 8th–form of the dragon III, 9th–storm of vengeance. 

 

Lion Domain  

Granted Powers: The most courageous and kingly of animals is your source of inspiration. 
Lion’s Courage (Su): You gain a +2 bonus on all saves vs. fear and may add your Wisdom bonus to Intimidate checks, in addition to your Charisma 

bonus.  

Lion’s Roar (Sp): At 8th level, as a standard, action, you can emit a shout that functions on hearing opponents as a symbol of fear, using your druid level 
as your caster level. You can use this ability once per day at 8th level, and once more per day for every 4 levels beyond the 8th. 

Domain Spells: 1st–charm animal, 2nd–cat’s grace, 3rd–dominate animal, 4th–heroism, 5th–cat’s grace (mass), 6th–heroism (greater), 7th–animal 

shapes (feline only), 8th–shout (greater), 9th–overwhelming presence. 
 

Raven Domain  

Granted Powers: The raven’s considered a bird of ill omen, and a messenger of death. To you, it’s a messenger of rebirth and a source of knowledge. 

Familiar: You gain a raven familiar. Your effective wizard level for this ability is equal to your druid level. Your druid level stacks with levels from other 
classes that grant familiars when determining the powers of your familiar.  

Evil Eye (Ex): As a swift action, you can add a bonus equal to 1/2 your druid level (minimum +1) to a melee attack or to a Perception check. You can use 

this ability a number of times per day equal to 3 + your Wisdom bonus.  
Raven’s Bite (Ex): At 8th level, you can use the sneak attack ability as if you were a rogue of 1/2 your druid level. At 12th and 16th level, you can select a 

rogue talent (not an advanced talent). Your equivalent rogue level for these talents is equal to 1/2 your druid level. 

Domain Spells: 1st–ill omen, 2nd–cacophonous call, 3rd–fly, 4th–blood crow strike, 5th–cacophonous call (mass), 6th–eyebite, 7th–animal shapes (bird 
only), 8th–prediction of failure, 9th–weird. 

 

Stag Domain  

Granted Powers: Like you, the princes of forests are graceful, mild, strong, swift and mighty creatures. 
Improved Overrun (Ex): You gain Improved Overrun as a bonus feat, even if you don’t meet the prerequisites for it.  

Unreachable (Ex): At 6th level, you gain the Uncanny Dodge ability. If you already have it, you automatically gain Improved Uncanny Dodge instead. At 

12th level, you gain Improved Uncanny Dodge if you didn’t already have it. 
Domain Spells: 1st–expeditious retreat, 2nd–forest friend, 3rd–haste, 4th–aspect of the stag, 5th–tireless pursuers, 6th–summon stampede, 7th–animal 

shapes (antelope, deer, elk, and gazelle only), 8th–getaway, 9th–freedom. 

 

Swan Domain  

Granted Powers: Your spirit dances and flies with the most graceful of migratory birds. 

Familiar: You gain a swan familiar. Your effective wizard level for this ability is equal to your druid level. Your druid level stacks with levels from other 

classes that grant familiars when determining the powers of your familiar.  
Swan: CR 1/3; Small Animal; HD 1d8; hp 4; Init +2; Senses Perception +3 Spd 10 ft., fly 60 ft. (average); AC 13 (+1 size, +2 Dex), touch 13, flat-

footed 12; melee 2 wing buffets +2 (1d3 –1), bite +1 (1d2 –1; AL N; SV Fort +2, Ref +4, Will +1; Ability Scores Str 8, Dex 15, Con 11, Int 2, Wis 12, Cha 

7; Base Atk Bonus +0; CMB –1; CMD 11; Feats Weapon Finesse, Skills Fly +7, Swim +7, Perception +9; Racial Modifier +3 Perception. Master gains a 
+3 bonus on Diplomacy checks.  



Swan’s Grace (Su): As a free action, you can add a competence bonus equal to ½ your druid level (minimum +1) to a Fly, Perception or Swim check, and 

to Survival checks to avoid losing yourself in flight. You can use this ability a number of times per day equal to 3 + your Wisdom bonus.  
Migratory Bird (Ex): At 6th level, your swim speed is equal to your land speed. At 12th level, you gain a bonus on your flight spell in animal form equal 

to your druid level. 

Domain Spells: 1st–touch of the sea, 2nd–enthrall, 3rd–water walk, 4th–blaze of glory, 5th–overland flight, 6th–find the path, 7th–animal shapes (bird 
only), 8th–pied piping, 9th–overwhelming presence. 

 

 

Agathion Appearance, Lesser  

School transmutation [good]; Level cleric/oracle 2, paladin 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  
Your form becomes more bestial and noble, taking on an aspect of a celestial being from the plane of Nirvana.  
You gain low-light vision, resistance to electricity 5, resistance to sonic 5, and the benefits of speak with animals. 
 

Agathion Appearance  

School transmutation [good]; Level cleric/oracle 5, paladin 3, sorcerer/wizard 5  
DESCRIPTION  
This spell functions like lesser agathion appearance, except you gain low-light vision, resistance to electricity and sonic 10, and DR 5/evil and 
silver, and you gain a natural attack (bite or claws) inflicting 1d6 damage. In addition, your natural weapons and any weapons you wield are 
considered good-aligned for the purpose of overcoming damage reduction. 
 

Agathion Appearance, Greater  
School transmutation [good]; Level cleric/oracle 8, paladin 4, sorcerer/wizard 8  
DESCRIPTION  
This spell functions like lesser agathion appearance, except you gain low-light vision; DR 10/evil and silver; immunity to electricity and 
petrification; resistance to cold and sonic 10; a +4 racial bonus on saves against poison; and lay on hands and truespeech as supernatural 
abilities for the duration of the spell. Also, your natural attack inflicts 2d6 damage.  
You can lay on hands as a paladin of your caster level for the duration of the spell, although you don’t gain any mercies.  
Truespeech allows you to speak with any creature that has a language, as though using the tongues spell. 
 



WILDHEART WARRIOR (Elghinn Lightbringer) 
From the vast plains and deep forests to the mired swaps and frozen mountain peaks come the strong, survivors who rely upon their hearts for strength. 
Through adversity, the wildheart warrior draws power from very land itself, allowing him to unleash his rage, gain knowledge of his surroundings, and learn 

new tactics that enable him to obtain victory in battle. While often adorned in furs, feathers, and other primitive apparel, the wildheart warrior possesses a 

noble bearing that grants him the strength to endure the trials of life.  
Primary Class: Ranger. 

Secondary Class: Barbarian. 

Alignment: Any nonlawful.  
Hit Dice: d10.  

Bonus Skills and Ranks: The wildheart warrior selects three barbarian skills to add to his class skills in addition to the normal ranger class skills. The 

wildheart warrior gains a number of ranks at each level equal to +6 Int modifier. 
Weapon and Armor Proficiency: The wildheart warrior is proficient with all simple and martial weapons, plus the bola, boomerang, falcate, net, and 

totem spear. The wildheart warrior is also proficient with light and medium armor, and with shields (except tower shields). 

Wild Fighting (Ex): At 1st level, a wildheart warrior often fights with reckless, savage abandon. A wildheart warrior using the full-attack action can 
make one extra attack per round at his highest base attack bonus. Until the beginning of his next turn, however, he takes a –2 penalty on attack rolls and –4 

penalty to AC. This ability replaces 1st favored enemy.  

Wild Talents (Ex): Starting at 2nd level, a wildheart warrior learns a variety of abilities meant to aid in his survival in the wild. He can choose either a 
ranger’s combat style feat or the uncanny dodge ability. At 4th level and every two levels thereafter, he adds barbarian’s rage powers to the list of abilities he 

can choose. At 6th level or higher, a wildheart warrior can choose the improved uncanny dodge ability as a wild talent. This ability replaces combat style 

feats, 2nd favored terrain, 3rd favored terrain, 4th favored terrain, and camouflage.  
Favored Terrain (Ex): At 3rd level, a wildheart warrior has a favored terrain representing his native homeland. This ability functions as the ranger class 

feature, and the wildheart warrior’s bonuses in that terrain improve by +2 at 8th level and every five levels thereafter. However, he does not gain any 

additional favored terrains. This ability replaces favored terrain. 
Rage of the Wild (Ex): At 4th level, a wildheart warrior gains the barbarian’s rage ability, but his barbarian level is considered to be equal to his 

wildheart warrior level –3. This ability replaces hunter’s bond. 

Raging Enemy (Ex): This is exactly like the ranger’s favored enemy ability, except that the wildheart warrior only gains the benefits of the favored 
enemy ability while raging.  

Warrior’s Tricks: At 5th level, a wildheart warrior learns the use of warrior’s tricks, which typically grant a boon or bonus to the wildheart warrior or a 

nearby ally. At 5th level, the wildheart warrior learns one trick, selected from the list below. At 9th level, and every four levels thereafter, he learns another 
trick. A wildheart warrior can use these tricks a total number of times per day equal to 1/2 his wildheart warrior level + his Wisdom modifier. Tricks are 

usually swift actions, but sometimes move or free actions that modify a standard action, usually an attack action. Once a trick is chosen, it can’t be retrained. 

Unless otherwise noted, a wildheart warrior cannot select an individual trick more than once.  
The following is a list of hunter tricks and their effects. 

Aiding Attack (Ex): The wildheart warrior can use this trick as a free action when he hits a creature with an attack. The next ally who makes an attack 

against the target creature before the start of the wildheart warrior’s next turn gains a +2 circumstance bonus on that attack roll. 
Catfall (Ex): The wildheart warrior can use this trick as an immediate action when he falls 20 or more feet, ignoring the first 20 feet of the fall when 

calculating the falling damage. If the wildheart warrior takes no damage from the fall, he does not fall prone. 

Chameleon Step (Ex): The wildheart warrior can move up to twice his speed as a move action. The wildheart warrior does not take any penalty  on Stealth 
checks for movement during this move. This move provokes attacks of opportunity as normal. 

Cunning Pantomime (Ex): As a standard action, the wildheart warrior can communicate with a single creature as if using the tongues spell for 10 minutes. 

Because the communication is slow and lacks subtlety, the wildheart warrior suffers a –4 penalty on all Bluff and Diplomacy checks relating to the creature 
he is communicating with when using this trick. 

Defensive Bow Stance (Ex): The wildheart warrior can use this trick as a swift action. Until the start of his next turn, his ranged attacks do not provoke 

attacks of opportunity. 
Deft Stand (Ex): The wildheart warrior can spend a move action to stand up without provoking attacks of opportunity. 

Distracting Attack (Ex): The wildheart warrior can use this trick as a free action before he makes an attack. If the attack hits, the target takes a –2 penalty 

on all attack rolls for 1 round. 
Hateful Attack (Ex): The wildheart warrior can use this trick as a free action when he makes an attack against one of his favored enemies. The wildheart 

warrior doubles the threat range of his weapon for this attack. This does not stack with other abilities that increase a weapon’s threat range. 

Hobbling Attack (Ex): The wildheart warrior can use this trick as a free action when he hits with an attack. The target of the attack’s land speed is reduced 
by 1/2 for 1d4 rounds. 

Penetrating Strike (Ex): The wildheart warrior can ignore 1 point of damage reduction each time the wildheart warrior deals damage from a weapon or a 
natural attack. A wildheart warrior can select this trick five times. Each time it is chosen, the amount of damage reduction the wildheart warrior ignores 

increases by 1. 

Quick Climb (Ex): The wildheart warrior can climb at his full speed as a move action without penalty. 
Quick Healing (Ex): As a swift action, the wildheart warrior can make a Heal check to administer first aid on an adjacent dying character. Alternatively, 

the wildheart warrior can administer a potion to an unconscious character as a move action. 

Quick Swim (Ex): The wildheart warrior can swim at his full speed as a move action without penalty. 
Ranger’s Counsel (Ex): As a swift action, the wildheart warrior can grant all allies within 30 feet that are within line of sight and can hear him a +2 bonus 

on skill checks with a single skill of his choice. The wildheart warrior must have at least one rank in the chosen skill. This bonus lasts for 1 round. 

Rattling Strike (Ex): The wildheart warrior can use this trick as a free action before he makes a melee attack. If the attack hits, the target is shaken for 1d4 
rounds. 

Second Chance Strike (Ex): When he misses with a melee attack, the wildheart warrior may reroll his attack at a –5 penalty. Using this ability is an 

immediate action. 
Skill Sage (Ex): As a free action, the wildheart warrior can roll twice on any one skill check and take the better result. He must have at least 1 rank in that 

skill to use this ability. 

Stag’s Leap (Ex): As a free action, the wildheart warrior can attempt a running jump without moving 10 feet before the jump. 
Surprise Shift (Ex): The wildheart warrior can move 5 feet as a swift action. This movement does not provoke attacks of opportunity and does not count as 

a 5-foot step. 

Tangling Attack (Ex): The wildheart warrior can use this attack as a free action when he makes an attack. If the attack hits, the target is entangled for 1 
round. 

Trick Shot (Ex): As a standard action, the wildheart warrior can make a ranged attack that ignores concealment (but not total concealment), soft cover, and 

partial cover. 
Uncanny Senses (Ex): As an immediate action, the wildheart warrior gains a +10 insight bonus on Perception checks for 1 round. 



Upending Strike (Ex): The wildheart warrior can use this trick as a free action just before he makes a melee attack. If the attack hits, he may make a free 

trip combat maneuver against the target. 
Vengeance Strike (Ex): The wildheart warrior can use this trick as an immediate action when an enemy adjacent to him hits an ally with a melee or ranged 

attack. The wildheart warrior can make a single melee attack at his highest base attack bonus against the creature who attacked his ally. 

Wildheart warriors do not gain any spells or spellcasting ability, do not have a caster level, and cannot use spell trigger and spell completion magic items. 
This ability replaces the ranger’s spellcasting. 

Tireless Rage (Ex): At 17th level, a wildheart warrior gains the barbarian’s tireless rage ability. This ability replaces hide in plain sight.  

 
 

SWAPS 

1st favored enemy = Wild fighting 
Combat style feats + Favored Terrain (2/3/4), Camouflage, = Wild talents (8) 

1st favored terrain = Favored terrain (only one) 

Hunter’s bond = Rage of the wild 
Favored enemy (2/3/4/5) = Raging enemy (1/2/3/4) 

Hide in Plain Sight = Tireless rage 

Spells = Warrior’s Tricks  
 

 

Table: Wildheart Warrior 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0 Track, wild empathy, wild fighting 
2nd  +2  +3  +3  +0 Wild talent 
3rd  +3  +3  +3  +1 Endurance, favored terrain 
4th  +4  +4  +4  +1 Rage of the wild, wild talent 
5th  +5  +4  +4  +1 1st raging enemy, warrior’s trick 
6th  +6/+1  +5  +5  +2 Wild talent 
7th  +7/+2  +5  +5  +2 Warrior’s trick woodland stride 
8th  +8/+3  +6  +6  +2 Swift tracker, wild talent 
9th  +9/+4  +6  +6  +3 Evasion, warrior’s trick 
10th  +10/+5  +7  +7  +3 2nd raging enemy, wild talent 
11th  +11/+6/+1  +7  +7  +3 Quarry, warrior’s trick 
12th  +12/+7/+2  +8  +8  +4 Wild talent  
13th  +13/+8/+3  +8  +8  +4 Warrior’s trick 
14th  +14/+9/+4  +9  +9  +4 Wild talent 
15th  +15/+10/+5 +9  +9  +5 3rd raging enemy, warrior’s trick, wild talent 
16th  +16/+11/+7/+2  +10  +10  +5 Improved evasion 
17th  +17/+12/+7/+2  +10  +10  +5 Tireless rage, warrior’s trick 
18th  +18/+13/+8/+3  +11  +11  +6 Wild talent 
19th  +19/+14/+9/+4  +11  +11  +6 Improved quarry, warrior’s trick 
20th  +20/+15/+10/+5  +12  +12  +6 4th raging enemy, master hunter, wild talent 
 
 
  



WYRMKIN SHAMAN (Azten) 
As masters of the nature druids hold a special connection to land and animals around them. Hover, some tribal druids focus their powers on the most 
powerful of creatures–dragons. Wyrmkin shaman are the epitome of giving homage to the great wyrms of the ages. These powerful druids are bonded to a 

tribal dragon patron and utilize a specially crafted mask that enhances this connect, which in turn grants her additional powers, including the ability to 

commune directly with her dragon patron. In additional to dragon spells, the wyrmkin shaman is imbued with draconic powers to the nature of the dragons 
they venerate. Held in high esteem within their individual tribes, wyrmkin shamans wield great power on behalf of their people and their patron.  

Primary: Druid.  

Secondary: Sorcerer. 
Alignment: Any.  

Hit Dice: d8.  

Bonus Skills and Ranks: The wyrmkin shaman may select three sorcerer skills to add to her class skills in addition to the normal druid class skills. The 
wyrmkin shaman gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The wyrmkin shaman is proficient with the club, dagger, dart, quarterstaff, scimitar, scythe, sickle, shortspear, sling, 

and spear. The wyrmkin shaman is also proficient with all natural attacks (claw, bite, and so forth) of any form she assumes with wild shape (see below). 
The wyrmkin shaman is proficient with light and medium armor but is prohibited from wearing metal armor; thus, she may wear only padded, leather, or 

hide armor. A wyrmkin shaman may also wear wooden armor that has been altered by the ironwood spell so that it functions as though it were steel. The 

wyrmkin shaman is proficient with shields (except tower shields) but must use only wooden ones. A wyrmkin shaman who wears prohibited armor or uses a 
prohibited shield is unable to cast druid spells or use any of her supernatural or spell-like class abilities while doing so and for 24 hours thereafter. 

Spellcasting: The wyrmkin shaman casts spells drawn from the druid spell list and adds the following spells to that list at the indicated spell levels: 1st 

level–mage armor; 3rd level–fly; 4th level–fear; 5th level–spell resistance; 6th level–form of the dragon I; 7th level–form of the dragon II; 8th level–form of 
the dragon III; 9th level–wish. The wyrmkin shaman otherwise prepares and casts spells as a druid equal to her wyrmkin shaman level.  

Dragon Bond (Su): At 1st level, a wyrmkin shaman forms a bond with a dragon patron within a specific terrain (see Table: Dragon Patron). This dragon 

serves as the wyrmkin shaman’s patron, granting her a number of abilities. A dragon patron’s alignment is always within one step of the wyrmkin shaman’s, 
along either the law/chaos axis or the good/evil axis. Thus, a good-aligned wyrmkin shaman could have a chaotic good red dragon, or a lawful evil wyrmkin 

shaman could have a neutral evil brass dragon as her dragon patron.  

As part of this bond, a wyrmkin shaman begins play with a special dragon mask from her dargon patron at no cost. This mask is not made of any special 
materials, but is always masterwork quality and crafted in the image of the wyrmkin shaman’s dragon patron. A dragon mask is badge of honor and respect 

within the wyrmkin shaman’s culture. When the mask is worn, it magically bonds to the wyrmkin shaman’s face and can only be forcibly removed if a dispel 

magic spell is cast on the mask, or if she is unconscious or dead. The wyrmkin shaman can wear or remove her dragon mask as a move action that does not 
provoke attacks of opportunity. A dragon mask immediately becomes inert if it leaves the wyrmkin shaman’s possession, reactivating as soon as it returns to 

her keeping. 

A non-wyrmkin shaman who attempts to wear or use a dragon mask must make a Will save (DC 10 + 1/2 the wyrmkin shamans level + the wyrmkin 
shaman’s Wisdom modifier modifier) or become fascinated by the mask’s powerful magic—a non-wyrmkin shaman can never gain the benefit of a dragon 

mask, but a wyrmkin shaman can gain the effects of another wyrmkin shaman's mask if she wears it. (Although if the other wyrmkin shaman commands the 

mask to stop functioning, the effects of the “stolen” dragon mask immediately cease. At the GM’s discretion, the dragon patron of “stolen” mask’s may 
exact some form of retribution upon the perpetrating wyrmkin shaman for attempting use another wyrmkin shaman’s mask, though doing so should warrant 

good cause.) 

While the dragon mask is worn, the wyrmkin shaman gains the following abilities: 
 Cast speak with animals (lizards only) at will.  

 Low-light vision 

 Darkvision 30 feet. If she already has darkvision, it increases by 30 feet.  
 Gains a +4 bonus on Initiative checks and Knowledge (geography), Perception, Stealth, and Survival checks in her dragon patron’s terrain.  

 

Table: Dragon Patron 
Terrain Dragon 
Cold white  
Desert brass, blue 
Forest green 
Jungle green 
Mountains copper (hills), red, silver, white (cold) 
Plains gold 
Swamp black 
Water  bronze 
 

As the wyrmkin shaman gains levels, she gains the following mask powers. These powers can only be used while the dragon mask is worn. 

Dragon Claws (Su): At 3rd level, a wyrmkin druid gains the dragon claws bloodline power from the sorcerer’s draconic bloodline.  
Dragon Resistance (Ex): At 5th level, a wyrmkin druid gains the dragon resistance bloodline power from the sorcerer’s draconic bloodline.  

Dragon Communion (Sp): At 8th level, a wyrmkin shaman can use her mask to contact her dragon patron and ask questions that can be answered by a 

simple yes or no. This functions as the commune spell and can be used once per week.  
Dragon Breath (Su): At 11th level, a wyrmkin druid gains the breath weapon bloodline power from the sorcerer’s draconic bloodline.  

Dragon Wings (Su): At 17th level, a wyrmkin druid gains the wings bloodline power from the sorcerer’s draconic bloodline.  

Dragon Might (Su): At 20th level, a wyrmkin druid gains the power of wyrms bloodline power from the sorcerer’s draconic bloodline.  
A wyrmkin shaman can add additional magic abilities to his dragon mask as if she has the required Item Creation Feats and if he meets the level 

prerequisites of the feat. The magic properties of a dragon mask, including any magic abilities added to the mask, only function for the wyrmkin shaman 

who owns it. If a dragon mask's owner dies, or the mask is replaced, the mask reverts to being an ordinary masterwork item of the appropriate type. 
If a dragon mask is damaged, it is restored to full hit points the next time the wyrmkin shaman prepares her spells. If the dragon mask is lost or destroyed, 

it can be replaced after 1 week in a special ritual that costs 200 gp per wyrmkin shaman level plus the cost of the masterwork item. This ritual takes 8 hours 

to complete. Dragon masks replaced in this way do not possess any of the additional enchantments of the previous mask. A wyrmkin shaman can designate 
an existing mask as his dragon mask. This functions in the same way as replacing a lost or destroyed mask except that the new magic item retains its abilities 

while gaining the benefits and drawbacks of becoming a dragon mask.  

This ability replaces nature bond, trackless step, wild shape 1/day, wild shape 4/day, wild shape 7/day, and wild shape (at will).  
Spontaneous Casting: This is exactly like the druid ability of the same name. In addition, whenever a wyrmkin shaman casts summon nature’s ally 

(either as a normal spell or through spontaneous casting) she can summon one of the alternative creatures of the dragon type instead (see Dragon 



Summoning Options below). The wyrmkin shaman may only summon a dragon of her patron’s type. *At GM’s discretion, the wyrmkin shaman may select a 

dragon of the primal or sovereign subtypes, as appropriate to her terrain (see Side Bar below).  
 

Table: Summon Nature’s Ally (Alternatives) 
3rd Level Type(s) Source 
Wyrmling white dragon Dragon    B1 
 
4th Level  Type(s) Source 
Wyrmling black dragon Dragon    B1 
Wyrmling brass dragon Dragon    B1 
Very young white dragon Dragon    B1 
 
5th Level  Type(s) Source 
Wyrmling copper dragon Dragon    B1 
Wyrmling green dragon Dragon    B1 
Very young black dragon Dragon    B1 
Very young brass dragon Dragon    B1 
Young white dragon Dragon    B1 
 
6th Level  Type(s) Source 
Wyrmling blue dragon Dragon    B1 
Wyrmling bronze dragon Dragon    B1 
Wyrmling red dragon Dragon    B1 
Wyrmling silver dragon Dragon    B1 
Very young copper dragon Dragon    B1 
Very young green dragon Dragon    B1 
Young black dragon Dragon    B1 
Young brass dragon Dragon    B1 
Juvenile white dragon Dragon    B1 
 
7th Level  Type(s) Source 
Wyrmling gold dragon Dragon    B1 
Very young blue dragon Dragon    B1 
Very young bronze dragon Dragon    B1 
Very young red dragon Dragon    B1 
Very young silver dragon Dragon    B1 
Young copper dragon Dragon    B1 
Young green dragon Dragon    B1 
Juvenile black dragon Dragon    B1 
Juvenile brass dragon Dragon    B1 
Young adult white dragon Dragon    B1 
 
8th Level  Type(s) Source 
Very young gold dragon Dragon    B1 
Young blue dragon Dragon    B1 
Young bronze dragon Dragon    B1 
Young red dragon Dragon    B1 
Young silver dragon Dragon    B1 
Juvenile copper dragon Dragon    B1 
Juvenile green dragon Dragon    B1 
Young adult black dragon Dragon    B1 
Young adult brass dragon Dragon    B1 
Adult white dragon Dragon    B1 
 
9th Level  Type(s) Source 
Young gold dragon Dragon    B1 
Juvenile blue dragon Dragon    B1 
Juvenile bronze dragon Dragon    B1 
Juvenile red dragon Dragon    B1 
Juvenile silver dragon Dragon    B1 
Young adult copper dragon Dragon    B1 
Young adult green dragon Dragon    B1 
Adult black dragon Dragon    B1 
Adult brass dragon Dragon    B1 
Mature adult white dragon Dragon    B1 
 

Bond Abilities: Starting at 2nd level, a wyrmkin shaman gains one of the following abilities according to her dragon patron’s terrain. These abilities are 
permanent, and are not dependant on whether the dragon mask is worn.  

 Aquatic Adaptation (Ex): The wyrmkin shaman of the water terrain gains an insight bonus on Initiative checks and Knowledge (geography), 

Perception, Stealth, and Swim checks equal to 1/2 her wyrmkin shaman level in aquatic terrain, and she cannot be tracked such environments.  
 Icewalking (Ex): The wyrmkin shaman of the cold terrain suffers no penalty to speed or on Acrobatics, Climb, or Stealth checks in snowy or icy terrain 

or weather conditions and can walk across snow crusts or thin ice without breaking through.  

 Marshwight (Ex): The wyrmkin shaman of the swap terrain gains a bonus on Initiative checks and Knowledge (geography), Perception, Stealth, Swim, 
and Stealth checks equal to 1/2 her druid level in swamp terrain, and she cannot be tracked in such an environment.  



 Mountaineer (Ex): The wyrmkin shamans of the mountain terrain gains a bonus on Initiative checks 

and Climb, Knowledge(geography), Perception, Stealth, and Survival checks equal to half her druid level in mountainous terrain, and she cannot be 
tracked in such an environment.  

 Plains Traveler (Ex): The wyrmkin shaman of the plains terrain gains a bonus on Initiative checks and Knowledge (geography), Perception, Stealth, 

and Survival checks equal to 1/2 her wyrmkin shaman level in plains terrain, and she cannot be tracked in such an environment.  
 Sandwalker (Ex): The wyrmkin shaman of the desert terrain suffers no penalty to speed or on Acrobatics or Stealth checks when moving through sandy 

or desert terrain.  

 Tree Leaper (Ex): The wyrmkin shaman can move easily from tree to tree so long as their branches are within reach. When the distance between trees 
exceeds twice the wyrmkin shaman’s reach, however, she must make a leap of faith. When climbing or using the Acrobatics skill, the wyrmkin shaman 

can make an Acrobatics check to leap to another location. If she can move at least 20 feet before leaping (without doubling back), set the DC as though 

she had a 20-foot running start (don’t double the DC). If the wyrmkin shaman fails her Acrobatics check by 5 or more, she falls as normal. If the 
wyrmkin shaman fails by less than 5, she can attempt a DC 15 Reflex save to grab a ledge, branch, or wall 5 feet below her target location, so long as 

some protrusion exists there. A wyrmkin shaman that succeeds on any Acrobatics check (not just a tree leap) must immediately attempt an Acrobatics 

or Climb check, as appropriate, to land in a climbing or balancing position. The DC for this check is +5 higher than normal. A failure gives the same 
results as a failure on the Acrobatics check. 

 Tunnelrunner (Ex): The wyrmkin shaman of the underground terrain can move through areas of rubble or narrow passages that require squeezing at her 

normal movement rate and without penalty. 
 Woodland Stride (Ex): The wyrmkin shaman of the forest terrain may move through any sort of undergrowth (such as natural thorns, briars, overgrown 

areas, and similar terrain) at her normal speed and without taking damage or suffering any other impairment. Thorns, briars, and overgrown areas that 

have been magically manipulated to impede motion, however, still affect her. 
At 4th level, she gains one of the following bond abilities according to her dragon patron’s terrain. 

Arctic Endurance (Ex): The wyrmkin shaman of the cold terrain ignores the effects of a cold climate as if using endure elements. She is also immune to 

being dazzled.  
 Desert Endurance (Ex): The wyrmkin shaman of the desert terrain ignores the effects of a hot climate as if using endure elements. She also has a 

reduced need to eat and drink, as if wearing a ring of sustenance (though normal sleep is still required).  

 Forest Endurance (Ex):  The wyrmkin shaman of the forest terrain 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. 

 Nature’s Oceans (Ex): The wyrmkin shaman of the water terrain gains a swim speed equal to half her land speed. In addition, the wyrmkin shaman of 
the water terrain gains a +4 bonus on saving throws against spells of the water type or the exceptional or supernatural abilities of creatures with 

the aquatic or water subtype.  

 Savanna Ambush (Ex): The wyrmkin shaman of the plains terrain gains concealment whenever she is prone in natural surroundings, and can make 
Stealth checks at no penalty when prone and not moving or at –5 when crawling. A wyrmkin shaman of the plains terrain can stand up from prone as 

an immediate action during a surprise round.  

 Spire Walker (Ex): The wyrmkin shaman of the mountain terrain does not lose her Dexterity bonus when climbing. A wyrmkin shaman of the 
mountain terrain is immune to altitude sickness and ignores the effects of a cold climate as if under the effects of endure elements. She also suffers no 

penalty to speed or on Acrobatics or Stealth checks when walking across steep slopes, rubble, or scree.  

 Subterranean Endurance (Ex): The wyrmkin shaman of the underground terrain gains a +2 bonus on saves against extraordinary, supernatural, and 
spell-like abilities of oozes and aberrations. In addition, the wyrmkin shaman cannot be detected with tremorsense. 

 Swamp Rat (Ex): The wyrmkin shaman of the swap terrain suffers no penalty to speed or on Acrobatics or Stealth checks in bogs and undergrowth. In 

addition, the wyrmkin shaman of the swap terrain gains a +4 bonus on saves against disease and the exceptional, supernatural, and spell-like abilities of 
monstrous humanoids. A wyrmking druid of the swamp terrain also gains DR/— equal to half her wyrmkin shaman level against attacks by swarms. If 

this damage resistance prevents damage, the druid is unaffected by distraction or other special attacks of the swarm.  

 Torrid Endurance (Ex): The wyrmkin shaman of the jungle terrain ignores the effects of a hot climate as if under the effects of endure elements. She 
also gains a +4 bonus on saves against disease and the exceptional abilities of animals and magical beasts.  

At 8th level, a wyrmkin shaman gains the one of following bond abilities according to her dragon patron’s terrain.   

 Camouflage (Ex): The wyrmkin shaman of the forest terrain can use the Stealth skill to hide in forest terrains, even if the terrain doesn't grant cover or 
concealment.  

 Canny Charger (Ex): The wyrmkin shaman of the plains terrain can charge through allies’ squares without difficulty (whether mounted or afoot) and 

can turn up to 90 degrees once during a charge, provided the last 10 feet toward the target are in a straight line. She also gains a +4 dodge 
bonus to AC against enemy charge attacks and a +4 bonus to damage with a readied action against a charging foe.  

 Mountain Stance (Ex): The wyrmkin shaman of the mountain terrain gains immunity to petrification and receives a +4 bonus on saving throws or 

to CMD to resist any attempt to push, pull, bull rush, or drag her, or to resist any other effect that would physically move her from her position 
(e.g., repel wood, reverse gravity, or being blown away by high winds). This does not protect her against being tripped, grappled, or overrun.  

 Photosynthesis (Ex): The wyrmkin shaman of the jungle terrain feeds upon nature’s raw essence. Her need to eat and sleep is reduced as if wearing 

a ring of sustenance, and she gains a +4 racial bonus on saving throws made against poison and sleep effects.  
 Seaborn (Ex): The wyrmkin shaman of the water terrain gains the aquatic subtype, the amphibious trait, and a swim speed equal to her land speed. She 

also can endure cold climate effects as if using endure elements. 

 Shaded Vision (Ex): The wyrmkin shaman of the desert terrain becomes immune to blinding and dazzling effects and gains a +2 bonus on saving 

throws against gaze attacks and illusions of the figment and pattern subschools.  

 Snowcaster (Su): The wyrmkin shaman of the cold terrain can see normally in ice storm, sleet storm, or similar natural snowstorms. In addition, she 

can prepare any druid spell with the fire subtype as a cold spell, with an identical effect but inflicting cold damage instead of fire damage.  
 Tremorsense (Ex): The wyrmkin shaman of the underground terrain gains tremorsense 30 feet.  

 Venom immunity (Ex): The wyrmkin shaman of the swamp terrain gains immunity to all poisons. 

At 14th level, a wyrmkin shaman gains one of the following bond powers according to her dragon patron’s terrain.   
 Deep Diver (Ex): The wyrmkin shaman of the water terrain gains DR/slashing or piercing equal to 1/2 her wyrmkin shaman level. This damage 

reduction also applies against spells and spell-like abilities that inflict damage by grappling or crushing (e.g., black tentacles, crushing hand). She 

never takes pressure damage from deep water.  
 Dunemeld (Ex): The wyrmkin shaman of the desert terrain can assume the form of a swirling mass of sand at will. This is equivalent to gaseous form, 

but the wyrmkin shaman gains a land and burrow speed of 10 feet rather than a fly speed. While in this form, the wyrmkin shaman gains a 

circumstance bonus on Stealth checks made in desert terrain equal to her wyrmkin shaman level.  
 Earth Glide (Ex): The wyrmkin shaman of the underground terrain gains the earth glide universal monster ability and can use it to travel at her full base 

speed through sand, dirt, clay, gravel, or similar materials. If protected against fire damage, the wyrmkin shaman can even burrow through lava. The 

wyrmkin shaman can burrow through solid stone at 1/2 her base speed. 



 Evasion (Ex): The wyrmkin shaman of the plains terrain gains evasion when wearing light or no armor and carrying a light load. This functions as the 

rogue ability of the same name. 
 Flurry Form (Ex): The wyrmkin shaman of the cold terrain can assume the form of a swirling column of snow equivalent to gaseous form at will. 

While in this form, she gains a circumstance bonus on Stealth checks made in cold terrain equal to her wyrmkin shaman level.  

 Forest Walker (Ex): The wyrmkin shaman of the forest terrain can cast tree stride at will.  
 Mountain Stone (Ex): The wyrmkin shaman of the mountain terrain can transform her body into a weathered stone outcrop and back at will. This effect 

functions as statue.  

 Slippery (Ex): The wyrmkin shaman of the swamp terrain gains continuous freedom of movement.  
 Verdant Sentinel (Ex): The wyrmkin shaman of the jungle terrain can cast tree shape at will.  

This ability replaces woodland stride, resist nature’s lure, venom immunity, and a thousand faces.  

Wild Shape (Su): This is exactly like the druid ability of the same name except that the wyrmkin shaman gains this ability at 6th level. She can assume 
the form of a Tiny, Small, Medium, or Large animal. When taking the form of an animal, the wyrmkin shaman may only assume the form of a crocodilian, 

dinosaur, lizard, or snake creature or the animal type. A wyrmkin shaman cannot use wild shape to assume an elemental or plant form. A wyrmkin shaman 

can use this ability once per day at 6th level, plus an additional time per day at 8th, 12th, 14th, and 18th level, up to a maximum of five times per day. 
In addition, at 10th level, the wyrmkin shaman can assume the form of a Medium dragon of her dragon patron’s type as if using form of the dragon I. At 

12th level, she can assume the form of a Large dragon of her dragon patron’s type as if using form of the dragon II. At 14th level, she may assume the form 

of a Huge dragon of her dragon patron’s type as if using form of the dragon III.  
 

 

Table: Wyrmkin 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  +2  +0  +2  Dragon bond, nature sense,    3   1  —  —  —  —  —  —  —  —   
     orisons, wild empathy 
2nd  +1  +3  +0  +3  Bond ability   4   2  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Dragon claws   4   2   1  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  Bond ability   4   3   2  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4  Dragon resistance   4   3   2   1  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Wild shape (1/day)   4   3   3   2  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Dragon communion   4   4   3   2   1  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  Wild shape (2/day)   4   4   3   3   2  —  —  —  —  — 
9th  +6/+1  +6  +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +7/+2  +7  +3  +7  Bond ability   4   4   4   3   3   2  —  —  —  — 
11th  +8/+3  +7  +3  +7  Dragon breath weapon   4   4   4   4   3   2   1  —  —  — 
12th  +9/+4  +8  +4  +8  Wild shape (3/day)   4   4   4   4   3   3   2  —  —  — 
13th  +9/+4  +8  +4  +8     4   4   4   4   4   3   2   1  —  — 
14th  +10/+5  +9  +4  +9  Wild shape (4/day)   4   4   4   4   4   3   3   2  —  — 
15th  +11/+6/+1  +9  +5  +9  Timeless body   4   4   4   4   4   4   3   2   1  — 
16th  +12/+7/+2  +10  +5  +10  Bond ability   4   4   4   4   4   4   3   3   2  — 
17th  +12/+7/+2  +10  +5  +10  Dragon wings   4   4   4   4   4   4   4   3   2   1 
18th  +13/+8/+3  +11  +6  +11  Wild shape (5/day)   4   4   4   4   4   4   4   3   3   2 
19th  +14/+9/+4  +11  +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +15/+10/+5  +12  +6  +12  Dragon might   4   4   4   4   4   4   4   4   4   4 

 

 

 

OPTION SIDE BAR 

At GM’s discretion, a wyrmkin shaman may select a primal or sovereign dragon instead of a chromatic or metallic dragon, as appropriateto her chosen 

terrain. This choice affects her summon nature’s ally spells and spontaneous casting ability.  
 

Table: Optional Dragon Patron 
Terrain Dragon 
Forest forest 
Jungle forest 
Mountains magma, sky, sovereign 
Underground crystal, magma, underworld 
Water brine, sea 
 
 

Table: Optional Summon Nature’s Ally (Alternatives) 
3rd Level Type(s) Source 
Wyrmling crystal dragon Dragon    B2 
 
4th Level  Type(s) Source 
Wyrmling brine dragon Dragon    B2 
Wyrmling underworld dragon Dragon    B3 
Very young crystal dragon Dragon    B2 
 
5th Level  Type(s) Source 
Wyrmling magma dragon Dragon    B2 
Wyrmling sea dragon Dragon    B3 
Very young brine dragon Dragon    B2 



Very young underworld dragon Dragon    B3 
Young crystal dragon Dragon    B2 
 
6th Level  Type(s) Source 
Wyrmling cloud dragon Dragon    B2 
Wyrmling forest dragon Dragon    B3 
Wyrmling sky dragon Dragon    B3 
Wyrmling umbral dragon Dragon    B2 
Very young magma dragon Dragon    B2 
Very young sea dragon Dragon    B3 
Young brine dragon Dragon    B2 
Young underworld dragon Dragon    B3 
Juvenile crystal dragon Dragon    B2 
 
7th Level  Type(s) Source 
Wyrmling sovereign dragon Dragon    B3 
Very young cloud dragon Dragon    B2 
Very young forest dragon Dragon    B3 
Very young sky dragon Dragon    B3 
Very young umbral dragon Dragon    B2 
Young magma dragon Dragon    B2 
Young sea dragon Dragon    B3 
Juvenile brine dragon Dragon    B2 
Juvenile underworld dragon Dragon    B3 
Young adult crystal dragon Dragon    B2 
 
8th Level  Type(s) Source 
Very young sovereign dragon Dragon    B3 
Young cloud dragon Dragon    B2 
Young forest dragon Dragon    B3 
Young sky dragon Dragon    B3 
Young umbral dragon Dragon    B2 
Juvenile magma dragon Dragon    B2 
Juvenile sea dragon Dragon    B3 
Young adult brine dragon Dragon    B2 
Young adult underworld dragon Dragon    B3 
Adult crystal dragon Dragon    B2 
 
9th Level  Type(s) Source 
Young sovereign dragon Dragon    B3 
Juvenile cloud dragon Dragon    B2 
Juvenile forest dragon Dragon    B3 
Juvenile sky dragon Dragon    B3 
Young adult magma dragon Dragon    B2 
Young adult sea dragon Dragon    B3 
Adult brine dragon Dragon    B2 
Adult underworld dragon Dragon    B3 
Mature adult crystal dragon Dragon    B2 
 

 

SWAPS 

Nature bond = Dragon Mask (summon monster/nature’s ally) 
Woodland stride = Bond power (2nd) 

Trackless step = Dragon claws  

Resist nature’s lure = Bond power (4th) 
Wild shape 1/day = Dragon resistance 

Venom immunity = Bond power (8th) 

Wild shape 4/day = Dragon breath 

A thousand faces = Bond power (14th) 

Wild shape 7/day = Dragon wings 

Wild shape (at will) = Dragon bloodline capstone 

 
  



PAIZO RULES, OGL, AND COMMUNITY USE POLICY APPENDIX 
 
Paizo’s Alternate Class Features 
The primary way in which archetypes modify their corresponding base classes is via the use 
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