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

 

 

ARCANE STRIKER (Raider) 
 

Primary Class: Sorcerer. 

Secondary Class: Monk. 
Alignment: Any lawful. 

Hit Dice: d8. 

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

Weapon and Armor Proficiency: The arcane striker is proficient with 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*. The arcane striker is not proficient 
with any armor or shields. When wearing armor, using a shield, or carrying a medium or heavy load, an arcane striker loses her monk training and arcane 

flurry abilities, and incurs a chance of arcane spell failure if the spell in question has a somatic component. (*Advanced Player’s Guide) 

Diminished Spellcasting: The arcane striker casts arcane spells drawn from the sorcerer/wizards spell list, and both gains and knows one fewer spell of 
each spell level per day. If this reduces the number to 0 (minimum 1 for spells known), she may cast spells of that level only if her Charisma allows bonus 

spells of that level. She otherwise casts spells as a sorcerer of equal level. 

Arcane Flurry (Su): By expending a spell slot of at least first level as a swift action, the arcane striker may make an immediate melee attack. This attack 
and all others made before the arcane striker's next turn gain a bonus to attack rolls equal to the spell's level. This replaces the bloodline power gained at 1st 

level.  

Bloodline: This is exactly like the sorcerer ability of the same name, except that the arcane striker gains his bloodline powers on increment later than 
usual (her first bloodline power at 3rd level, her second bloodline power at 9th level, and so on).  

Monk Training: An arcane striker has been training in the monk’s martial arts techniques, either from the master of a monastery, or other similar source. 

She gains the monk’s unarmed strike and fast movement abilities. At 1st level, her unarmed strike damage is 1d6. This increases to 2d6 at 12th level. In 
addition, while utilizing her unarmed strike to deliver a touch spell, she deals an additional amount of damage equal to twice that spell's level. This ability 

replaces bloodline spells. 

Stunning Fist (Ex): An arcane striker is treated as a monk for the purposes of determining the effects and uses per day of feats like Stunning Fist, and 
gains the feat at 1st level. This ability replaces cantrips, but gains detect magic and read magic and adds them to her spells known as 1st–level spells. 

Purity of Body (Ex): At 5th level, an arcane striker gains the monk’s purity of body ability. This ability, diamond body, and timeless body replace spells 

lost due to diminished spellcasting.  
Bonus Feats: At 7th level and every six levels thereafter, an arcane striker receives one bonus feat from the monk list or those listed as her bloodline feat. 

Alternatively, she may instead the monk’s evasion ability in place of a bonus feat, and may also gain improved evasion when she gains a subsequent bonus 

feat. 
Diamond Body (Su): At 11th level, an arcane striker gains the monk’s diamond body ability. 

Timeless Body (Ex): At 17th level, an arcane striker gains the monk’s timeless body ability.  
 
 

Table: Arcane Striker 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Arcane flurry, diminished spellcasting   2  —  —  —  —  —  —  —  —  
     eschew material, monk training, stunning fist  
2nd  +1  +0 +3  +3     3  —  —  —  —  —  —  —   —  
3rd  +1  +1 +3  +3  Bloodline power   4  —  —  —  —   —  —  —  —  
4th  +2  +1 +4  +4     5   2  —  —  —  —  —  —  —  
5th  +2  +1 +4  +4  Purity of body   5   3  —  —  —  —  —  —  —  
6th  +3  +2 +5  +5     5   4   2  —  —  —  —  —  —  
7th  +3  +2 +5  +5  Bonus feat   5   5   3  —  —  —  —  —  —  
8th  +4  +2 +6  +6     5   5   4   2  —  —  —  —  — 
9th  +4  +3 +6  +6  Bloodline power   5   5   5   3  —  —  —  —  — 
10th  +5  +3 +7  +7     5   5   5   4   2  —  —  —  —  
11th  +5  +3 +7  +7  Diamond body   5   5   5   5   3  —  —  —  —  
12th  +6/+1  +4 +8  +8     5   5   5   5   4   2  —  —  —  
13th  +6/+1  +4 +8  +8  Bonus feat   5   5   5   5   5   3  —  —  —  
14th  +7/+2  +4 +9  +9     5   5   5   5   5   4   2  —  —  
15th  +7/+2  +5 +9  +9  Bloodline power   5   5   5   5   5   5   3  —  —  
16th  +8/+3  +5 +10  +10     5   5   5   5   5   5   4   2  —  
17th  +8/+3  +5 +10  +10  Timeless body   5   5   5   5   5   5   5   3  —  
18th  +9/+4  +6 +11  +11     5   5   5   5   5   5   5   4   2 
19th  +9/+4  +6 +11 +11  Bonus feat   5   5   5   5   5   5   5   5   3 
20th  +10/+5  +6 +12  +12  Bloodline power   5   5   5   5   5   5   5   5   5 
 
  



BATTLEFIELD CHIRURGEON (Elghinn Lightbringer) 
While most summoner’s order their eidolon’s to engage in combat, battlefield chirurgeons willingly wade into the fray themselves in search of fallen 
comrades. Often branded as foolhardy for rushing into a conflict zone, battlefield chirurgeons are simply fulfilling their oath to preserve life. Blessed with 

the divine powers of healing and death-sight, a battlefield chirurgeon can uses his eidolon as aid, rescuer, and guardian on the field of battle.   

Primary Class: Summoner. 
Secondary Class: Cleric. 

Alignment: A battlefield chirurgeon’s alignment must be within one step of his deity's, along either the law/chaos axis or the good/evil axis.  

Hit Die: d8.  
Bonus Skills and Ranks: The battlefield chirurgeon may select three cleric skills to add to his class skills in addition to the normal summoner class skills, 

one of which must be Heal. The battlefield chirurgeon gains a number of ranks at each level equal to 2 + Int modifier.  

Weapon and Armor Proficiency: The battlefield chirurgeon is proficient with all simple weapons, with light armor, but not with shields. A battlefield 
chirurgeon can cast arcane spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcasters, a 

battlefield chirurgeon wearing medium or heavy armor, or using a shield, incurs a chance of arcane spell failure if the spell in question has a somatic 

component. A multiclass battlefield chirurgeon still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Spellcasting: A battlefield chirurgeon casts arcane spells drawn from the summoner spell list, but removes all summon monster spells from that list. A 

battlefield chirurgeon adds the following cleric spells to his list at the indicated spell levels: 0th level—bleed, stabilize; 1st level—cure light wounds, 

deathwatch, diagnose disease**, inflict light wounds, remove sickness**, restore corpse**, sanctify corpse**; 2nd level—aid, cure moderate wounds, delay 
pain**, delay poison, inflict moderate wounds, remove paralysis, status, surmount affliction**;  3rd level—contagion, cure serious wounds, inflict serious 

wounds, remove blindness/deafness, remove disease; 4th level—cure critical wounds, inflict critical wounds, neutralize poison, poison; 5th level—breath of 

life, cure light wounds (mass), inflict light wounds (mass), status (greater)*; 6th level—cure moderate wounds (mass), harm, heal, inflict moderate wounds 
(mass), raise dead, slay living. (*Pathfinder Campaign Setting, p.207; **Ultimate Magic) 

A battlefield chirurgeon otherwise learns and casts spells as a summoner equal to his battlefield chirurgeon level. He also receives bonus spells per day if 

he has a high Charisma score. 
Combat Medic (Ex): A battlefield chirurgeon adds half his class level (minimum 1) to all Heal skill checks and may make all Heal skill checks 

untrained. 

Energy Surge (Su): Starting at 1st level, a battlefield chirurgeon can heal wounds (his own or those of others) or cause terrible wounds by touch (not a 
wave), similar to a paladin’s lay on hands or an antipaladin’s touch of corrution. A good battlefield chirurgeon (or a neutral battlefield chirurgeon who 

worships a good deity) can choose to deal damage to undead creatures or to heal living creatures. An evil battlefield chirurgeon (or a neutral battlefield 

chirurgeon who worships an evil deity) can choose to deal damage to living creatures or to heal undead creatures. A neutral battlefield chirurgeon of a 
neutral deity (or one who is not devoted to a particular deity) must choose whether she heals the living and deals damage to undead, or deals damage to the 

living and heals undead. Once this choice is made, it cannot be reversed.  

When using this ability, the amount of damage dealt or healed is equal to 1d6 points of damage plus 1d6 points of damage for every two battlefield 
chirurgeon levels beyond 1st (2d6 at 3rd, 3d6 at 5th, and so on). Creatures that take damage from energy surge receive a Will save to halve the damage. The 

DC of this save is equal to 10 + 1/2 the battlefield chirurgeon's level + the battlefield chirurgeon's Charisma modifier. Creatures healed by energy surge 

cannot exceed their maximum hit point total—all excess healing is lost. A battlefield chirurgeon may use energy surge a number of times per day equal to 3 
+ his Charisma modifier. This is a standard action that and doesn't provoke an attack of opportunity, unless the battlefield chirurgeon targets himself, in 

which case it is a swift action. Using energy surge to deal damage requires a successful melee touch attack. Undead do not receive a saving throw against 

damage dealt by this ability. Energy surge otherwise counts as channel energy for the purpose of channeling feats. This ability replaces summon monster I.  
Medic Eidolon: This is exactly like the summoner ability of the same name, except for the following changes. While a medic eidolon can choose any 

base form, biped is the most preferred. A medic eidolon gains 6 skill points for each Hit Dice and adds Heal and Use Magic Device to its list of class skills. 

It has one fewer evolution point than normal (maximum 25 points at 20th level), reduces its maximum attacks by two, and receives a Con/Cha bonus instead 
of a Str/Dex bonus. Also, a medic eidolon gains the following ability at 4th level.  

Deliver Touch Spells (Su): If the battlefield chirurgeon is 4th level or higher, a medic eidolon can deliver touch spells for him. If the battlefield chirurgeon 

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

delivered, the touch spell dissipates. 

In addition, a battlefield chirurgeon can choose the following new evolutions for his medic eidolon, and are restricted to the Battlefield Chirurgeon 
multiclass archetype. 

Anesthesia (Ex): The medic eidolon learns how to supplement uses of the Heal skill with pain-killing drugs. It gains Skill Focus (Heal) as a bonus feat. 

Any use of the Heal skill that has a risk of harming the patient (such as extracting a barb) only deals the minimum damage when performed by a medic 
eidolon with this evolution. This evolution is a 1–point evolution.  

Greater Merciful Touch (Sp): The medic eidolon gains the ability to remove certain conditions with a touch. Select one of the following conditions: 
exhausted, frightened, nauseated, or stunned. The medic eidolon can remove this condition three times per day a standard action. The battlefield chirurgeon 

must have the merciful touch evolution and be at least 9th level before selecting this evolution. This evolution can be selected more than once. Each time a 

medic eidolon selects this evolution, it applies to a new condition from the above list. This evolution is a 3–point evolution when first selected, and a 2–point 
evolution for each additional mercy selected.  

Healer’s Touch (Ex): The medic eidolon can, as a free action once per round, heal another creature for 5 hit points of damage. The medic eidolon can heal 

5 hit points per day in this manner for every Hit Dice it possesses. The battlefield chirurgeon must be at least 6th level to select this evolution. This evolution 
is a 3–point evolution.  

Major Healer’s Magic (Sp): This evolution functions as the major magic evolution, except that the medic eidolon may select one spell from the following 

list: aid, animate undead (lesser), compassionate ally, consecrate, cure moderate wounds, death knell, delay pain, delay poison, desecrate, inflict moderate 
wounds, remove paralysis, restoration (lesser), shield other, spiritual weapon, or status. The battlefield chirurgeon must be at least 7th level before selecting 

this evolution. This evolution can be selected more than once. Each time a medic eidolon selects this evolution, it applies to a new spell from the above list. 

This evolution is a 3–point evolution.  
Merciful Touch (Sp): The medic eidolon gains the ability to remove certain conditions with a touch. Select one of the following conditions: dazed, 

dazzled, fatigued, shaken, sickened, or staggered. The medic eidolon can remove this condition three times per day a standard action. The battlefield 

chirurgeon must be at least 3rd level before selecting this evolution. This evolution can be selected more than once. Each time a medic eidolon selects this 
evolution, it applies to a new condition from the above list. This evolution is a 2–point evolution when first selected, and a 1–point evolution for each 

additional mercy selected. 

Minor Healer’s Magic (Sp): This evolution functions as the minor magic evolution, except that the medic eidolon may select one spell from the following 
list: bless water, bless, cure light wounds, curse water, deathwatch, decompose corpse, detect undead, inflict cure light wounds, remove sickness, restore 

corpse, sanctify corpse, or sanctuary. The battlefield chirurgeon must be at least 4th level before selecting this evolution. This evolution can be selected 

more than once. Each time a medic eidolon selects this evolution, it applies to a new spell from the above list. This evolution is a 2–point evolution.  



Rapid Healer (Ex): The medic eidolon can, as a free action once per round, apply 1 round’s effect of its healer’s touch ability to itself as if it had the fast 

healing ability; this counts toward its fast healer limit for the day. The medic eidolon’s daily limit for hit points healed by rapid healer is only 5 for every two 
Hit Dice. If the medic eidolon falls unconscious because of hit point damage and it still has healing available from its healer’s touch evolution, this evolution 

activates automatically each round until it is conscious again or the healer’s touch evolution is depleted for the day. The battlefield chirurgeon must be at 

least 9th level and have the healer’s touch evolution to select this evolution. This evolution is a 2–point evolution. 
Ultimate Healer’s Magic (Sp): This evolution functions as the ultimate magic evolution, except that the medic eidolon may select one spell from the 

following list: animate dead, bestow curse, blindness/deafness, contagion, create food and water, cure serious wounds, inflict serious wounds, neutralize 

poison, poison, remove blindness/deafness, remove curse, or remove disease. The battlefield chirurgeon must be at least 11th level before selecting this 
evolution. This evolution can be selected more than once. Each time a medic eidolon selects this evolution, it applies to a new spell from the above list. This 

evolution is a 4–point evolution.  

Life Senses (Su): This is exactly like the summoner’s bond senses ability. Additionally, a battlefield chirurgeon is under the constant effect of a 
deathwatch spell. Whenever he shares his eidolon’s senses, both he and his eidolon can determine the conditions of any creature within sight of his eidolon. 

This ability otherwise functions and replaces bond senses.  

Guard Ally (Ex): At 4th level, whenever an ally (including the battlefield chirurgeon) is within the medic eidolon’s reach, the ally 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 medic eidolon is grappled, helpless, paralyzed, 

stunned, or unconscious. This ability otherwise functions as and replaces shield ally.  

Transposition (Su): This is exactly like the summoner’s transposition ability. Alternatively, a medic eidolon can use maker’s call to send one ally to the 
battlefield chirurgeon’s location once per day. The ally appears in a square adjacent to the battlefield chirurgeon, or as close as possible if unable. The ally 

does not need to conscious to use this effect. This ability otherwise functions as and replaces transposition. 

Expert Healer (Ex): At 10th level, a battlefield chirurgeon no longer provokes attacks of opportunity when using the Heal skill or casting healing spells 
(including his healing surge ability). This ability replaces aspect. 

Greater Guard Ally (Ex): At 12th level, the bonuses gained from guarded ally increase to +4. This ability otherwise functions as and replaces greater 

shield ally.   
Life Bond (Su): This is exactly like the summoner’s life bond ability. Alternatively, the battlefield chirurgeon can choose to transfer his life bond link to 

a single ally as a standard action. While the battlefield chirurgeon’s life bond is thus transferred, the ally is considered the battlefield chirurgeon for the 

purpose of this ability. This transfer remains for 1 minute per battlefield chirurgeon level, or until the battlefield chirurgeon ends it. Ending the transfer is a 
swift action.  

Master Chirurgeon (Su): At 18th level, all of the battlefield chirurgeon’s cure spells (or inflict spells) are treated as if they were empowered, increasing 
the amount of damage healed or dealt by half (+50%). This does not apply to damage dealt to undead with a cure spell. This does not stack with the 

Empower Spell metamagic feat. This ability replaces greater aspect.  

Twin Chirurgeon (Su): At 20th level, a battlefield chirurgeon and his eidolon share a true connection. As a standard action, the medic eidolon can 
assume the shape of its battlefield chirurgeon, copying all of its master’s abilities. The medic eidolon’s Intelligence, Wisdom and Charisma scores change to 

match the base scores of its battlefield chirurgeon. The medic eidolon can choose to have any gear that the battlefield chirurgeon carries (all mundane) when 

in its new form. The medic eidolon its natural attacks, evolutions, and all eidolon traits (except bonus feats, skills, and languages) in favor of the abilities 
granted by its new form. While in this new form, the medic eidolon gains all the battlefield chirurgeon’s class features and spells, but is restricted to only 

using spells with the healing subtype. Any uses of these class features or spells count against the uses and spells of the battlefield chirurgeon. The medic 

eidolon can keep this form for a number of minutes per day equal to the battlefield chirurgeon’s level. This duration does not need to be consecutive, but it 
must be spent in 1-minute increments. The battlefield chirurgeon can end this effect as a free action. This ability replaces twin eidolon.  

 

Table: Battlefield Chirurgeon 
 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 Cantrips, combat medic, energy surge 1d6,   1  —  —  —  —  — 
     life link, medic eidolon 
2nd  +1  +3  +0 +3 Life senses   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Energy surge 2d6   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Guard ally   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Energy surge 3d6   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Maker’s call   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Energy surge 4d6   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Transposition   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Energy surge 5d6   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Expert healer   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Energy surge 6d6   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Greater guard ally   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Energy surge 7d6   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Life bond   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Energy surge 8d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Merge forms   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Energy surge 9d6   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Master chirurgeon   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Energy surge 10d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Twin chirurgeon   5   5   5   5   5   5 
 



BEAST SUMMONER  

The summoner invokes images of strange or occasionally grotesque creatures appearing from nothingness to answer the call of their master. While this is the 
path of most summoners, some walk a different path, one that focuses on the natural world and the creatures that live within it. These beast summoners call 

forth creatures that resemble animals of the natural world–bears, wolves, eagles, lions–but gain evolutions like other eidolons. They also possess a weaker 

bond with their eidolon than other summons, and in turn gain abilities that allow them to traverse the wilds of the world without being hampered. As they 
increase in power, beast summoners gain greater control over their bestial eidolon, allowing them to separate it into two or more smaller and less powerful 

versions of his eidolon. Although most summoners view them as aberrations of their art, the beast summoner basks in the energies that flow from the natural 

world around him.  
Primary Class: Summoner. 

Secondary Class: Druid.  

Alignment: Any neutral. 
Hit Dice: d8.  

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

pack master gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The beast summoner is proficient with all simple weapons, and with all natural attacks (claw, bite, and so forth) of any 

form they assume with wild shape (see below). The beast summoner is also proficient with light armor, but is prohibited from wearing metal armor; thus, 

they may wear only padded or leather armor. The beast summoner is not proficient with shields.  
Spellcasting: A beast summoner casts arcane spells which are drawn from the summoner spell list, but removes all spells with the word “monster” or 

“person” in its name from that list, including all summon monster spells. The beast summoner adds the following druid spells at the indicated spell levels to 

his list: 0 level—create water, detect poison, know direction, purify food and drink; 1st level—call animals, calm, animals, charm animals, detect animals 
or plants, entangle, goodberry, hide from animals, magic fang, speak with animals, summon minor ally, summon nature’s ally I; 2nd level—animal aspect, 

animal messenger, animal trance, delay poison, hold animal, reduce animal, summon monster II, wood shape; 3rd level—animal aspect (greater), 

anthropomorphic animal, diminish plants, dominate animal, neutralize poison, plant growth, speak with plants, summon monster IV; 4th level—antiplant 
shell, atavism, command plants, giant vermin, repel vermin, summon nature’s ally V; 5th level—animal growth, awaken, insect plague, summon nature’s 

ally VII, tree stride, wall of thorn; 6th level—eagle aerie, liveoak, repel wood, summon monster VIII, transport via plants. The beast summoner otherwise 

learns and casts spells as a summoner of the same level. The beast summoner gains bonus spells for a high Charisma score.  
Bestial Eidolon: At 1st level, a beast summoner begins play with the ability to summon to his side a powerful animal outsider from the Plane of Beasts 

called a bestial eidolon. This is similar to the summoner’s eidolon ability, but with the following changes. The beast summoner chooses one animal 

companion from those listed in the druid’s animal companion description and uses his animal companion’s starting statistics (size, speed, AC, attacks, etc.) 
as the bestial eidolon’s base form (instead of one of the eidolon’s normal base forms). The bestial eidolon always appears and functions as an animal of its 

kind. The beast summoner then uses Table: Eidolon Base Statistics to determine its additional base statistics (Hit Dice, BAB, saves, skills, feats, etc.) at 1st 

level, and any further adjustments for level advancement. The bestial eidolon is considered both an animal and outsider for the purpose of what spells affect 
it. Regardless of the animal’s starting statistics, a bestial eidolon always has good Fort and Reflex saves, poor Will saves, an Intelligence score of 7, and 

never exceeds a maximum of 3 natural attacks.  

In addition, a bestial eidolon permanently loses one evolution point from its total, and therefore begins with only 2 evolution points at 1st level, and 
increases to a maximum of 25 at 20th level. A beast summoner keeps his bestial eidolon’s form as true to its animal counterparts. The bestial eidolon is 

restricted from selecting any evolution that alters its physical appearance or mode of movement in any way. Thus, a bestial eidolon with a lion as its starting 

animal could not select the flight or gills evolutions. Furthermore, the bestial eidolon is restricted from choosing the Basic Magic, Channel Resistance, Head, 
Incorporeal Form, Lifesense, Limbs, Major Magic, Minor Magic, Shadow Form, Ultimate Magic, and Undead Appearance evolutions. This ability otherwise 

functions and replaces the summoner’s eidolon.  

Nature Sense (Ex):  At 1st level, a beast summoner gains the druid’s nature sense ability. This ability replaces life link. 
Summon Nature’s Ally I (Sp): Starting at 1st level, a beast summoner can cast summon nature’s ally I as a spell-like ability a number of times per day 

equal to 3 + his Charisma modifier. At 3rd level, and every 2 levels thereafter, the power of this ability increases by one spell level, allowing him to summon 

more powerful creatures (to a maximum of summon natures ally IX at 17th level). At 19th level, this ability can be used as gate or summon nature’s ally IX, 
but can only gate in creatures similar to those summoned by his summon nature’s ally IX spells. This ability otherwise functions as and replaces summon 

monsters I. 

Woodland Stride (Ex): At 2nd level, the beast summoner gains the druid’s wild empathy ability. This ability replaces bonded senses. 
Trackless Step (Ex): At 4th level, the beast summoner gains the druid’s trackless step ability. This ability replaces shield ally.  

Second Form: At 6th level, a beast summoner selects one additional animal from those listed in the druid’s animal companion list. When a beast 

summoner calls forth his bestial eidolon, he can choose to summon it using the animal base form chosen at 1st level as its base form, or the new animal base 
form chosen at 6th level. Once the choice is made, it cannot be changed for 24 hours or until the next time the beast summoner rests to regain his spells, 

whichever comes first. The first time this second animal form is summoned, the beast summoner calculates its statistics as a bestial eidolon for his level and 
assigns evolution points to the new form as normal. Once its evolutions have been chosen, they remain fixed until the beast summoner gains a new level, just 

like his initial animal form. This ability replaces maker’s call.  

Wild Shape (Su): At 8th level, a beast summoner gains the druid’s wild shape ability once per day, and an additional time per day at 10th, 14th, 18th, and 
20th level. He can turn himself into any Medium creature with the animal or magical beast types and otherwise functions as beast shape I.  

At 10th level, a beast summoner can use wild shape to change into a Large or Tiny animal or magical beast, which now functions as beast shape II. At 

18th level, a beast summoner can use wild shape to change into a Huge or Diminutive animal or magical beast, which now functions as beast shape III. This 
ability replaces transposition, aspect, and twin eidolon. 

Third Form: At 12th level, a beast summoner selects one additional animal from those listed in the druid’s animal companion list as his third bestial 

eidolon base form. This ability replaces greater shield ally.  
Fourth Form: At 18th level, a beast summoner selects one additional animal from those listed in the druid’s animal companion list as his fourth bestial 

eidolon base form. This ability replaces greater aspect. 

 

Table: Beast Summoner  
 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 Bestial eidolon, cantrips, life link, orisons,   1  —  —  —  —  — 
     summon nature’s ally I  
2nd  +1  +3  +0 +3 Woodland stride   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Summon nature’s ally II   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Trackless step   3   1  —  —  —  — 



5th  +3  +4  +1 +4 Summon nature’s ally III   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Second form   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Summon nature’s ally IV   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Wild shape 1/day   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Summon nature’s ally V   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Wild shape 2/day (Large, Small)   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Summon nature’s ally VI   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Third form   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Summon nature’s ally VII   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Wild shape 3/day   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Summon nature’s ally VIII   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Life bond   5   5   5   4   3   1 
17th  +12/+7/+2  +10 +5 +10 Fourth form, summon nature’s ally IX   5   5   5   4   4   2 
18th  +13/+8/+3  +11 +6 +11 Wild shape 4/day (Huge)   5   5   5   5   4   3 
19th  +14/+9/+4  +11 +6 +11 Gate   5   5   5   5   5   4 
20th  +15/+10/+5  +12 +6 +12 Wild shape 5/day   5   5   5   5   5   5 

 
 

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

 

 

BEAST SUMMONER  

The summoner invokes images of strange or occasionally grotesque creatures appearing from nothingness to answer the call of their master. While this is the 
path of most summoners, some walk a different path, one that focuses on the natural world and the creatures that live within it. These beast summoners call 

forth creatures that resemble animals of the natural world–bears, wolves, eagles, lions–but gain evolutions like other eidolons. They also possess a weaker 

bond with their eidlon than other summons, and in turn gain abilities that allow them to traverse the wilds of the world without being hampered. As they 
increase in power, beast summoners gain greater control over their bestial eidolon, allowing them to separate it into two or more smaller and less powerful 

versions of his eidolon. Although most summoners view them as aberrations of their art, the beast summoner basks in the energies that flow from the natural 

world around him.  
Primary Class: Summoner. 

Secondary Class: Druid.  

Alignment: Any neutral. 
Hit Dice: d8.  

Bonus Skills and Ranks: The beast summoner may select three druid skills to add to his class skills in addition to the normal summoner class skills. The 
pack master gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The beast summoner is proficient with all simple weapons, and with all natural attacks (claw, bite, and so forth) of any 

form they assume with wild shape (see below). The beast summoner is also proficient with light armor, but is prohibited from wearing metal armor; thus, 
they may wear only padded or leather armor. The beast summoner is not proficient with shields.  

Spellcasting: A beast summoner casts arcane spells which are drawn from the summoner spell list, and adds any summoning spell from the druid spell 

lists to that list. The beast summoner otherwise learns and casts spells as a summoner of the same level. The beast summoner gains bonus spells for a high 
Charisma score.  

Bestial Eidolon: This is exactly like the summoner’s eidolon ability, except for the following changes. While the eidolon’s physical appearance is always 

up to the beast summoner, its base form always takes the initial appearance of an animal from the natural world, like a baboon or wolf, instead of some 
fantastic creature. The beast summoner can then use evolutions to alter its appearance as he so desires, transforming it into a magical beast of sorts, such as a 

pegasus or unicorn. The beast sumoner otherwise uses the base forms listed in the Eidolon section of the summoner class description. In addition, the eidolon 

permanently loses one evolution point from its total evolution pool. Therefore, the bestial eidolon begins with only 2 evolution points at 1st level, and 
increases to a maximum of 25 at 20th level. This ability otherwise functions as and replaces eidolon. 

Nature Sense (Ex):  At 1st level, a beast summoner gains the druid’s nature sense ability. This ability replaces life link. 

Orisons: The beast summoner may select any summoning orison from the druid’s spell list when selecting his cantrips.  



Summon Nature’s Ally I (Sp): Starting at 1st level, a beast summoner can cast summon nature’s ally I as a spell-like ability a number of times per day 

equal to 3 + his Charisma modifier. At 3rd level, and every 2 levels thereafter, the power of this ability increases by one spell level, allowing him to summon 
more powerful creatures (to a maximum of summon natures ally IX at 17th level). At 19th level, this ability can be used as gate or summon nature’s ally IX, 

but can only gate in creatures similar to those summoned by his summon nature’s ally IX spells. This ability otherwise functions as and replaces summon 

monsters I. 
Woodland Stride (Ex): At 2nd level, the beast summoner gains the druid’s wild empathy ability. This ability replaces bonded senses. 

Trackless Step (Ex): At 4th level, the beast summoner gains the druid’s trackless step ability. This ability replaces shield ally. 

Bestial Brood: At 6th level, whenever his bestial eidolon is summoned, he can choose to split his eidolon into two Small eidolons, each less powerful 
than the single bestial eidolon. These two bestial eidolons can appear as the initial eidolon, or as some other animal or magical beast, but must look the same 

as each other. Regardless of the number of bestial eidolons in the brood, each eidolon has the same base attack bonus and base saving throw bonuses, but the 

rest of the eidolons’ base statistics must be divided between them, including Hit Dice (minimum 1), skill points, number of feats, armor bonus, Str/Dex 
bonus, and maximum number of natural attacks. Individual bestial eidolons in the brood must purchase evolutions separately. Once a beast summoner 

decides on the forms and abilities of his eidolons, they cannot be changed until the beast summoner gains a level. 

Example: A 6th-level beast summoner splits his single bestial eidolon into two bestial eidolons. Each eidolon has 5 Hit Dice, BAB +5, +4 on its two good 
saves and +1 on its bad save. The beast summoner decides to give the first bestial eidolon 10 skill points, two feats, a +2 armor bonus, +1 bonus to Strength 

and Dexterity, 5 points from the evolution pool, and a maximum of two attacks. The remaining 10 skill points, one feat, +2 armor bonus, +1 bonus to 

Strength and Dexterity, 4 points from the evolution pool, and a maximum of two attacks go to the second bestial eidolon. 
The beast summoner must dismiss all of his bestial eidolons at one time. Likewise, all of the bestial eidolons in a brood are banished if the beast 

summoner is unconscious, asleep, or killed. However, each bestial eidolon in the brood is sent back to its home plane individually when its hit points are 

reduced to a negative number equal to or greater than its Constitution score.  
The beast summoner can split his bestial eidolon and back again once per day at 6th level, plus one additional time per day for every six levels thereafter, 

to a maximum o three times per day at 18th level. Splitting a bestial eidolon into a brood, or fusing them back into a single eidolon each requires a standard 

action. This ability replaces the maker’s call. 
Wild Shape (Su): At 8th level, a beast summoner gains the druid’s wild shape ability once per day, and an additional time per day at 10th, 14th, 18th, and 

20th level. He can turn himself into any Medium creature with the animal or magical beast types and otherwise functions as beast shape I.  

At 10th level, a beast summoner can use wild shape to change into a Large or Tiny animal or magical beast, which now functions as beast shape II. At 
18th level, a beast summoner can use wild shape to change into a Huge or Diminutive animal or magical beast, which now functions as beast shape III. This 

ability replaces transposition, aspect, greater aspect, and twin eidolon. 
Larger Brood: At 12th level, the beast summoner can spend 4 evolution points from the evolution pool for the Large evolution; unlike with other 

evolutions, he spends these 4 points before he assigns evolution points to his initial bestial eidolons (for a 12th-level beast summoner with 15 evolution 

points, this leaves 11 evolution points to distribute among the bestial eidolons). This allows him to summon a single Large bestial eidolon, or alternatively, 
the beast summoner can split his bestial eidolon into a brood of two Medium bestial eidolons, four Small bestial eidolons, or one Medium bestial eidolon and 

two Small bestial eidolons.  

At 17th level, if the beast summoner has purchased the Large evolution for his initial eidolon, he can spend an additional 6 evolution points from the 
evolution pool for the Huge evolution, distributing the remaining points among his bestial eidolon(s). This allows him to call one Huge bestial eidolon, or in 

the case of his brood, two Large bestial eidolons, four Medium bestial eidolons, eight Small bestial eidolons, or any similar combination in which two 

smaller bestial eidolons count as one eidolon of one size larger. This ability replaces greater shield ally.  
Versatile Bond (Su): At 14th level, a summoner’s life becomes linked to his bestial eidolon or his brood. As long as the bestial eidolon has 1 or more hit 

points, the summoner cannot be killed. Damage in excess of that which would kill the summoner is instead transferred to the bestial eidolon. This damage is 

transferred 1 point at a time, meaning that as soon as the eidolon is reduced to a number of negative hit points equal to its Constitution score, all excess 
damage remains with the summoner, killing him.  

Alternatively, if the beast summoner has split his bestial eidolon into a brood, he can only transfer damage to one bestial eidolon in the brood at a time. In 

either case, if the eidolon takes enough damage to send it back to its home plane, all excess damage remains with the beast summoner, killing him. Effects 
that cause death but not damage are unaffected by this ability. This ability does not affect spells like baleful polymorph, flesh to stone, or imprisonment, or 

other spells that do not cause actual damage. This ability otherwise functions as and replaces life bond. 

 

Table: Beast Summoner  
 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 Bestial eidolon, cantrips, life link, orisons,   1  —  —  —  —  — 
     summon nature’s ally I  
2nd  +1  +3  +0 +3 Woodland stride   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Summon nature’s ally II   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Trackless step   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Summon nature’s ally III   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Bestial brood   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Summon nature’s ally IV   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Wild shape 1/day   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Summon nature’s ally V   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Wild shape 2/day (Large, Small)   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Summon nature’s ally VI   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Larger brood   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Summon nature’s ally VII   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Versatile bond, wild shape 3/day   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Summon nature’s ally VIII   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Brood bond   5   5   5   4   3   1 
17th  +12/+7/+2  +10 +5 +10 Summon nature’s ally IX   5   5   5   4   4   2 
18th  +13/+8/+3  +11 +6 +11 Wild shape 4/day (Huge)   5   5   5   5   4   3 
19th  +14/+9/+4  +11 +6 +11 Gate   5   5   5   5   5   4 
20th  +15/+10/+5  +12 +6 +12 Wild shape 5/day   5   5   5   5   5   5 
 
 



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



CANTICLE KNIGHT (Byrdology) 

There are many who seek allies to further the cause of good only when their own strength fails them. Such an ally is the canticle knight, a roaming warrior 
that wields song and sword in the name of her god. Canticle knights have been imbued with divine power. As such, they only unite themselves with those 

they deem as worthy vessels of righteousness in times of great need, and empower them with divine gifts granted from their deity. With an unwavering 

conviction in the goodness of their companions, canticle knights refuse to allow others to descend into wickedness and are ever encouraging them through 
reason and example to maintain their faith. The canticle knight numbers both men and women among its ranks, all of whom are dedicated to knowledge and 

purity, bring great glory to their orders, and seek to sanctify the hearts of all who possess a glint of goodwill within them. 

Primary Class: Bard.  
Secondary Class: Paladin. 

Alignment: Any good.  

Hit Die: d8.  
Bonus Skills and Ranks: The canticle knight may select three paladin skills to add to her class skills in addition to the normal bard class skills. The 

canticle knight gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The canticle knight is proficient with all simple and martial weapon, with light armor, and with shields (except tower 
shields). A canticle knight can cast arcane spells while wearing light armor and using a shield without incurring the normal arcane spell failure chance. Like 

any other arcane spellcaster, a canticle knight wearing medium armor or heavy armor incurs a chance of arcane spell failure if the spell in question has a 

somatic component. A multiclass canticle knight still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Spellcasting: The canticle knight casts arcane spells drawn from the bard spell list, and adds the following paladin spells to that list at the indicated spell 

levels: 1st level—bless, bless weapon, divine favor, endure elements, protection from chaos/evil/law; 2nd level—blessing of courage and life*, holy 

shield**, resist energy, shield other, vestment of the champion**; 3rd level—holy whisper*, litany of defense†, litany of eloquence†, sanctify armor*, veil of 
positive energy; 4th level—divine arrow†, litany of righteousness†, litany of warding†, sacred bond*; 5th level—archon’s aura**, bestow grace of the 

champion**, bright blade of victory**; 6th level—blaze of glory*, litany of thunder†, litany of vengeance†. A canticle knight otherwise casts spells as a bard 

equal to her canticle knight level. (Advanced Player’s Guide*, Ultimate Magic**, Ultimate Combat†) 
Aura of Good (Ex): At 1st level, a canticle knight gains the paladin’s aura of good ability. This ability replaces distraction.  

Bardic Performance: A canticle knight gains the following performances in place of those listed in their individual descriptions.  

Hymn of Grace (Su): A canticle knight of 3rd level or higher can use her performance to grant an ally improved saving throws. The ally must be within 30 
feet and able to see and hear the canticle knight. The ally gains a +2 insight bonus on all saving throws as long as she continues to hear the canticle knight’s 

performance. This bonus increases by +1 for every four levels the canticle knight has attained beyond 3rd (+3 at 7th, +4 at 11th, +5 at 15th, and +6 at 19th). 

This performance replaces the inspire competence performance.  
Song of Mercy (Su): A canticle knight of 6th level or higher can expend 2 rounds of performance to grant mercy to allies within 30 feet that are able to see 

and hear her. The canticle knight selects one mercy from those listed in the paladin’s mercy ability. Whenever the canticle knight uses song of mercy, the 

targets also receive the effects from one mercy possessed by the canticle knight. A mercy can remove a condition caused by a curse, disease, or poison 
without curing the affliction. Such conditions return after 1 hour unless the mercy actually removes the affliction that causes the condition. 

At 6th level, the canticle knight can select from paladin’s list of 6th level mercies. At 9th level, the canticle knight adds the paladin’s 6th level mercies to 

the list of those that can be selected. At 12th level, the canticle knight adds the paladin’s 9th level mercies to the list of those that can be selected. At 15th 
level, the canticle knight adds the paladin’s 12th level mercies to the list of those that can be selected.  

These mercies are not cumulative, but the canticle knight can grant allies additional mercies by expending the appropriate rounds of performance. For 

example, a 12th-level canticle knight that performs song of mercy might cure the fatigued condition. By expending 2 additional rounds of performance for 
each additional mercy, the canticle knight could also remove the exhausted condition as well as removing diseases and neutralizing poisons. Doing so would 

expend a total of 8 rounds of performance. Once a condition or spell effect is chosen, it can't be changed. Song of mercy requires 2 rounds to perform, 

regardless of how many mercies (and rounds of performance expended) the canticle knight uses. A canticle knight can affect a number of allies equal to her 
Charisma modifier. This performance replaces the suggestion and mass suggestion performances.  

Righteous Refrain (Su): A canticle knight of 14th level or higher can expend four rounds of performance to grant the ability to smite evil to all allies 

within 10 feet, using her bonuses. Allies must use this smite evil ability by the start of the canticle knight’s next turn and the bonuses last for 1 minute. Evil 
creatures gain no benefit from this ability. This performance replaces the frightening tune performance.  

Miraculous Performance (Su): A canticle knight of 20th level or higher can use his performance to create an effect equivalent to the heal spell, using the 

canticle knight's level as the caster level. Using this ability requires 6 continuous rounds of performance, and the target must be able to see and hear the 
canticle knight throughout the performance. In addition, the canticle knight gains DR 5/evil and any use of lay on hands to heal a creature heals the 

maximum possible amount during the performance and for an additional number of rounds afterwards equal to the canticle knight’s Charisma modifier. 

Miraculous performance relies on audible and visual components. This performance replaces deadly performance.  
Detect Evil (Sp): At 1st level, a canticle knight gains the paladin’s detect evil ability. This ability replaces fascinate.  

Lay on Hands (Su): Starting at 2nd level, a canticle knight gains the paladin’s lay on hands ability, except that the canticle knight can heal 1d6 points of 
damage at 2nd level, and an addition 1d6 points of damage very three levels thereafter, to a maximum of 7d6 points of damage. This ability replaces 

versatile performance.  

Smite Evil (Su): At 4th level, a canticle knight gains the paladin’s smite evil ability, except that he can smite evil once per day at 4th level, and an 
additional time per day every six levels thereafter, to a maximum of three times per day at 16th level. This ability replaces lore master and jack-of-all trades. 

Medium Armor (Ex): At 8th level, a canticle knight gains proficiency with medium armor. A canticle knight can cast bard spells while wearing medium 

armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a canticle knight wearing heavy armor or using a tower 
shield incurs a chance of arcane spell failure if the spell in question has a somatic component. This ability replaces the dirge of doom performance. 

 

SWAP TABLE 

Distraction = Detect evil 

Fascinate = Aura of good 

Versatile Performance = Lay on hands up to 7d6  
Inspire Competence = Hymn of Grace 

Lore Master/Jack-of All-Trades = Smite evil 

Suggestion/Mass Suggestion = Song of Mercy 
Dirge of Doom = Medium Armor 

Frightening Tune = Righteous refrain 

Deadly Performance = Miraculous Performance 
 

 

Table: Canticle Knight 



 Base  
Class Attack Fort Ref Will         Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0  +2  Aura of good, bardic knowledge, bardic performance,   1  —  —  —  —  —  
     cantrips, countersong, detect evil, inspire courage +1 
2nd  +1  +3  +0 +3  Lay on hands, well-versed   2  —  —  —  —  —  
3rd  +2  +3 +1 +3  Hymn of grace +2   3  —  —  —  —   — 
4th  +3  +4 +1 +4  Smite evil 1/day   3   1  —  —  —  —  
5th  +3  +4 +1 +4  Inspire courage +2   4   2  —  —  —  —  
6th  +4  +5 +2 +5  Song of mercy   4   3  —  —  —  —  
7th  +5  +5 +2 +5  Hymn of grace +3   4   3   1  —  —  —  
8th  +6/+1  +6 +2 +6  Medium armor   4   4   2  —  —  — 
9th  +6/+1  +6 +3 +6  Inspire greatness, song of mercy   5   4   3  —  —  — 
10th  +7/+2  +7 +3 +7  Smite evil 2/day   5   4   3   1  —  —  
11th  +8/+3  +7 +3 +7  Hymn of grace +4, inspire courage +3   5   4   4   2  —  —  
12th  +9/+4  +8 +4 +8  Song of mercy, soothing performance   5   5   4   3  —  —  
13th  +9/+4  +8 +4 +8     5   5   4   3   1  —  
14th  +10/+5  +9 +4 +9  Righteous refrain   5   5   4    4   2  — 
15th  +11/+6/+1  +9 +5 +9  Hymn of grace +5, inspire heroics, song of mercy   5   5   5   4   3  —  
16th  +12/+7/+2  +10 +5 +10  Smite evil 3/day   5   5   5   4   3   1  
17th  +12/+7/+2  +10 +5 +10  Inspire courage +4   5   5   5   4   4   2  
18th  +13/+8/+3  +11 +6 +11  Song of mercy   5   5   5   5   4   3 
19th  +14/+9/+4  +11 +6 +11  Hymn of grace +6   5   5   5   5   5   4 
20th  +15/+10/+5  +12 +6 +12  Miraculous performance   5   5   5   5   5   5 
 



CLOCKWORK MAGE 

No one is more adept at summoning and controlling eidolons or other summoned creatures than the summoner. However, there are those among the 
practitioners of this focused form of arcana who pursue a far different form of summoning; that of calling forth clockwork eidolons, partial-constructs from a 

far-flung realm deep within the void of the Astral Plane. Known as clockwork mages, these oft maligned specialists are frequently shunned by summoning 

purists, for they meld the formal study of the arcane and technical savvy of  the wizard with the summoner’s ability to leap beyond logic and shape the 
natural arcane energies that ebb and flow through the realms of existence. It was a clockwork mage who first discovered a plane that consisted of sentient, 

clockwork eidolons. Dubbed the Plane of Gears by this puissant scholar, it is now the technical term for this little-known realm of self-perpetuating half-

constructs, and from whence the clockwork mage summons forth his minions. Although they are a strange amalgamation of summoner and wizard, their 
unorthodox methods have proven to be reliable, and at times, quite beneficial to those who number a clockwork mage among their company. While 

clockwork mages spend much of their time exploring the arcane arts alongside their clockwork eidolons, in the heat of battle they keep a level head as they 

unleash magical effects or command their eidolons to place themselves in harm’s way. 
Primary Class: Summoner. 

Secondary Class: Wizard.  

Alignment: Any. 
Hit Dice: d8.  

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

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

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

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

Spellcasting: The clockwork mage casts arcane spell drawn from the summoner’s spell list and adds the following spells to that list at the indicated spell 

levels: 0 level–ray of frost, spark; 1st level–chill touch, jury-rig, grease, magic weapon, shocking grasp, stonefist; 2nd level–arcane lock, heat metal, keen 
edge, locate object, make whole, shatter, wood shape; 3rd level–ablative armor, burrow, lightning bolt, magic weapon (greater), soothe construct; 4th level–

animate objects, rapid repair, stone shape, unbreakable construct; 5th level–ball lightning, call construct, control construct, fabricate, polymorph, wall of 

force; 6th level–mage’s private sanctum, wall of iron, wooden phalanx. The clockwork mage can cast these spells without penalty, regardless of his chosen 
opposition schools. 

Unlike other summoners, the clockwork mage prepares his daily allotment of spells like a wizard by studying his spellbook beforehand (see Schematic 

Spellbook), and therefore, may know any number of spells. A clockwork mage otherwise learns and casts spells as a summoner equal to his clockwork mage 
level. He also receives bonus spells per day if he has a high Charisma.  

Schematics Spellbook (Ex): A clockwork mage finds less time to research new spells, but has mastered an emblematic method of scribing those she 

learns. At 1st level, the clockwork mage incorporates elements of a personalized secret code consisting of mathematical diagrams into her arcane writings. 
Creatures take a –4 penalty on skill checks involving the clockwork’s spellbook. The clockwork mage's spells (not including cantrips or 1st–level spells) 

take one less page each in his spellbook.  

A clockwork mage begins play with a spellbook containing all 0-level summoner and sorcerer/wizard spells (except those from his opposed schools; see 
Arcane Schools) plus three 1st-level spells of his choice. The clock work mage also selects a number of additional 1st-level spells equal to his Charisma 

modifier to add to the spellbook. At each new clockwork mage level, he gains only one new spell of any spell level or levels that he can cast (based on his 

new clockwork mage level) for his spellbook. A clockwork mage may know any number of spells.  
A clockwork mage can learn spells from a wizard’s or magus’s spellbook, just as a wizard can from a magus’s spellbook. A wizard or magus can also 

learn clockwork mage spells from a clockwork mage, but at a –4 penalty to their Spellcarft checks (see Schematics Spellbook). The spells learned must be 

on the clockwork mage’s spell list and vice versa, as normal. In addition, due to the formulaic nature of a clockwork mage’s schematics spellbook, a 
clockwork mage can study an alchemist’s formulae book to learn any formula that is equivalent to a spell on his spell list. An alchemist can also do likewise, 

studying a clockwork mage’s spellbook to learn any spell that is equivalent to a formula on his formula list. A clockwork mage or alchemist does not need to 

decipher each other’s arcane writings before copying them. In all other respects, a clockwork mage's spellbook functions as a normal wizard's spellbook. 
Clockwork Eidolon: A clockwork mage begins play with the ability to summon to his side a powerful outsider from the Plane of Gears called a 

clockwork eidolon. The clockwork eidolon forms a link with the clockwork mage, who, forever after summons an aspect of the same creature. This is similar 

like the summoner’s eidolon ability, except that the clockwork eidolon’s physical appearance is always that of a metal, gear-driven, construct-like creature of 
its base form, although color, minor decorations, and texture are determined by the clockwork mage. While a clockwork eidolon is not a construct, it is 

considered a construct for the purpose of casting the following spells: call construct, control construct, make whole, rapid repair, soothe construct, and 

unbreakable construct. 
Construct Crafter: Through study and research, a clockwork mage of 1st level or higher has learned the art and craft of creating constructs. When using 

Spellcraft to create a construct, a clockwork mage gains a competence bonus equal to 1/2 his clockwork mage level on the Spellcraft check. In addition, a 
clockwork mage counts as having the Craft Construct feat, even if he does not meet the prerequisites. He is also considered to have all the spell prerequisites 

for the crafting of a construct on his spell list for the purpose of casting them from scrolls during the crafting process. He must meet all other construction 

requirements for the construct as normal. This ability replaces life link.  
Summoner of Constructs: A clockwork mage is constantly in tune with the spark that gives life to constructs. Whenever a clockwork mage cast the 

summon monster spell, he summons one of the alternative creatures of the construct type instead (see Construct Summoning Options below).  

 

Construct Summoning Options 
 

Table: Summon Monsters (Alternatives) 

1st Level Alternatives Type/Subtype(s) Source 

Clockwork spy Construct/Clockwork    B3 

Wyrwood golem Construct    B4 

 

2nd Level Alternatives Type/Subtype(s) Source 

Homunculus Construct    B1 

 

3rd Level Alternatives Type/Subtype(s) Source 

Cobra, iron Construct    B1 

Clockwork servant Construct/Clockwork    B3 
Necrophidius Construct    B2 

Soulbound doll  Construct     B2 



 

4th Level Alternatives Type/Subtype(s) Source 

Animated object Construct    B1 

Caryatid column Construct    B3 

Cobra, adamantine Construct    B1 
Junk golem Construct    B4 

Living wall Construct    B4 

Wax golem Construct    B4 
 

5th Level Alternatives Type/Subtype(s) Source 

Blood golem Construct    B4 
Clockwork steed Construct/Clockwork    B4 

Golem, carrion Construct    B2 

Golem, ice Construct    B1 
Graven guardian Construct    B3 

Scarecrow Construct    B2 

Skinstitch Construct    B4 
 

6th Level Alternatives Type/Subtype(s) Source 

Cephalophore Construct    B4 
Clockwork soldier Clockwork    B3 

Golem, flesh Construct    B1 

Golem, wood Construct    B1 
Soulbound mannequin Construct    B4  

Terra-cotta soldier Construct     B3 

Tulipaq Construct    B3 
 

7th Level Alternatives Type/Subtype(s) Source 

Bone golem Construct    B3 

Clockwork mage Construct/Clockwork    B4 

Coral golem Construct    B4 
Golem, alchemical Construct    B2 

Golem, glass Construct    B2 

Tiberolith Construct    B4 
 

8th Level Alternatives Type/Subtype(s) Source 

Golem, clay Construct    B1 
Golem, stone Construct    B1 

Juggernaut Construct    B4 

Soulbound shell Construct    B4 
Taotieh Construct    B3 

Tophet Construct    B3 

 

9th Level Alternatives Type/Subtype(s) Source 

Clockwork leviathan Construct/Clockwork    B3 

Fossil golem Construct    B3 
Golem, clockwork Construct/Clockwork    B2 

Golem, iron Construct    B1 

Wickerman Construct/Fire    B4 

 

Arcane School: At 1st level, the clockwork mage gains the wizard’s arcane school ability, but may only select the Conjuration school (or one of its 

associated schools) or the Construct school. The clockwork mage uses his Charisma ability score instead of Intelligence for any ability score-dependent 
qualities for his chosen school powers. The clockwork mage may not select the Conjuration or Transmutation school as an opposition school. This ability 

replaces summon monster and gate. 

Construct Ascension (Ex): At 10th level, a clockwork mage begins to transform his clockwork eidolon into a true construct. The clockwork eidolon can 
only be repaired by spells that affect the construct type such as rapid repair. As such, a clockwork eidolon cannot be raised or resurrected. In addition, it is 

no longer subject to ability damage, ability drain, fatigue, exhaustion, energy drain, or nonlethal damage. At 14th level, the clockwork eidolon gains the 

clockwork subtype, even though it does not have the construct type. At 18th level, a clockwork eidolon is no longer at risk of death from massive damage. It 

also gains immunity to all mind-affecting effects (charms, compulsions, morale effects, patterns, and phantasms). This ability replaces aspect, greater aspect, 

and life bond. 

Immortal Construct (Ex): At 20th level, a clockwork mage can transform his clockwork eidolon into a true construct. A clockwork mage can summon 
his clockwork eidolon in a ritual that takes 1 hour to complete. Once summoned, the clockwork eidolon gains the construct type, and its evolutions are 

permanently set, never to change again. The clockwork eidolon remains with its master and can no longer be sent back to its home plane when it is 

destroyed. As a result, only through the death of the clockwork mage can another gain control over his clockwork construct.  
Should a clockwork eidolon be destroyed, it can regenerate itself at the rate of 1 hit point per minute. During such time, the clockwork eidolon remains 

inert and gains the helpless condition until it has regained half its total hit points or more. Once it has regenerated half or more of its total hit points, it is no 

longer helpless, and gains the broken condition until it has fully regenerated. While in this broken condition, the clockwork eidolon is considered a weapon, 
armor, and tool for the purpose of determining penalties related to attacks, AC, and skill checks. The clockwork eidolon must be fully regenerated before the 

broken condition is removed, or the clockwork mage may give it commands. This regeneration effect functions even if the clockwork eidolon has the self-

destruct evolution.  
In addition, the clockwork mage can use his maker’s call ability once per day to summon his clockwork eidolon to his side, regardless of distance or 

circumstance, and as long as the eidolon and master are on the same plane. This summoning functions as the call construct spell. This ability replaces twin 

eidolon. 
 



 

Construct School 
The construct school is uses arcane energies to summon, mend, and control constructs and similar creatures.  The construct school complements the 

Clockwork Mage multiclass archetype. 

Artificer's Touch (Sp): You can cast mending at will, using your wizard level as the caster level to repair damaged objects. In addition, you can cause 

damage to objects and construct creatures by striking them with a melee touch attack. Objects and constructs take 1d6 points of damage +1 for every two 
wizard levels you possess. This attack bypasses an amount of damage reduction and hardness equal to your wizard level. You can use this ability a number 

of times per day equal to 3 + your Intelligence modifier.  

Summoner’s Charm (Su): Whenever you cast a conjuration (summoning) spell, increase the duration by a number of rounds equal to 1/2 your wizard level 
(minimum 1). This increase is not doubled by Extend Spell. At 20th level, you can change the duration of all summon monster spells to permanent. You can 

have no more than one summon monster spell made permanent in this way at one time. If you designate another summon monster spell as permanent, the 

previous spell immediately ends. 
Rapid Repair (Sp): At 8th level, you can grant a number of rounds of fast healing 5 per day equal to your caster level upon a creature of the construct type 

that you touch. These rounds do not need to be consecutive. This ability is a standard action and otherwise functions as the rapid repair spell. 

 

Construct School Spells 
0th—ghost sound, mending.  
1st—animate rope, endure elements, grease, magic weapon, stonefist, summon monster I.   

2nd—bull’s strength, cat’s grace, heat metal, locate object, make whole, resist energy, shatter, summon monster II, wood shape. 

3rd—dispel magic, haste, heroism, keen edge, magic weapon (greater), protection from energy, stinking cloud, summon monster III. 
4th—freedom of movement, geas (lesser), minor creation, stone shape, stoneskin, summon monster IV.  

5th—fabricate, major creation, polymorph, rapid repair, soothe construct, summon monster V, unbreakable construct.  
6th—antimagic field, flesh to stone, geas/quest, stone to flesh, summon monster VI, wall of iron.   

7th—control construct, limited wish, polymorph (greater), statue, summon monster VII, spell turning.  

8th—call construct, discern location, iron body, polymorph any object, summon monster VIII.  
9th—crushing hand, iron body, summon monster IX, wish, wooden phalanx.  

 

 

Table: Clockwork Mage 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +0 +2 Arcane school, cantrips, clockwork eidolon,   2   1  —  —  —  —  — 
     csonstruct crafter, summoner of constructs  
2nd  +1  +0  +0 +3 Bond senses   3   2  —  —  —  —  — 
3rd  +2  +1  +1 +3    3   3  —  —  —  —   — 
4th  +3  +1  +1 +4 Shield ally   4   3   1  —  —  —  — 
5th  +3  +1  +1 +4    4   4   2  —  —  —  — 
6th  +4  +2  +2 +5 Maker’s call   5   4   3  —  —  —  — 
7th  +5  +2  +2 +5    5   4   3   1  —  —  — 
8th  +6/+1  +2  +2 +6 Transposition   5   4   4   2  —  —  — 
9th  +6/+1  +3  +3 +6    5   5   4   3  —  —  — 
10th  +7/+2  +3  +3 +7 Construct ascension I   5   5   4   3   1  —  — 
11th  +8/+3  +3  +3 +7    5   5   4   4   2  —  — 
12th  +9/+4  +4  +4 +8 Greater shield ally   5   5   5   4   3  —  — 
13th  +9/+4  +4  +4 +8    5   5   5   4   3   1  — 
14th  +10/+5  +4  +4 +9 Construct ascension II   5   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +5 +9    5   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +5 +10 Merge forms   5   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +5 +10    5   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +6 +11 Construct ascension III   5   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +6 +11    5   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +6 +12 Immortal construct   5   5   5   5   5   5   5 
 

 

CLOCKWORK EIDOLONS 
Clockwork eidolons are living, sentient outsiders whose bodies are enhanced or have parts replaced by constructed metal mechanisms through a combination 

of magic and precise technologies. Clockwork eidolons that are summoned by clockwork mages hail from a little-known plane called the Plane of Gears. 

Although these clockwork eidolons are not constructs, it is only through bonding with a clockwork mage that their goal of becoming a true, sentient 
construct can be realized. As such, it willingly subjects itself to its master’s will in hopes of achieve its true purpose. A clockwork eidolon is considered an 

outsider for the purpose of what types of spell affect it. Clockwork eidolons have the base statistics as shown on the Clockwork Eidolon Base Statistics table. 

These base statistics can be modified by the clockwork eidolon’s base form and upgrade pool. 
 

CLOCKWORK EIDOLON ABILITIES 
A clockwork eidolon’s abilities are determined by the clockwork mage’s level and by the choices made using its upgrade pool. Table: Clockwork Eidolon 

Base Statistics determines many of the base statistics of the clockwork eidolon. Each clockwork eidolon possesses a base form that modifies these base 
statistics. A clockwork construct’s qualities are similar to those described in the Eidolons description block of the Advanced Player’s Guide (see p. 58), 

except with the following changes. 

Hit Dice: This is the total number of 10-sided (d10) Hit Dice the clockwork eidolon possesses.  
Good/Bad Saves: These are the clockwork eidolon’s base saving throw bonuses. A clockwork eidolon always possesses a good Fort saving throw and a 

bad Reflex and Will saving throw, regardless of the creature’s base form. 

Armor Bonus: The clockwork eidolon has only an armor bonus, and cannot split this amount between an armor bonus and a natural armor bonus.  



Upgrade Pool: The clockwork eidolon uses upgrades, not evolutions to enhance itself. The clockwork gains a number of upgrade points at each level, as 

indicated on Table: Clockwork Eidolon Base Statistics. The clockwork eidolon’s upgrades otherwise function exactly like evolutions.  
Special: This includes a number of new abilities gained by all clockwork eidolons as they increase in power, some that replace those normally gained by 

an eidolon. Each of these abilities is described below. 

Constructed Eidolon (Ex): While clockwork eidolons are not constructs, they do possess some minor construct-like qualities. For the purposes of effects 
targeting creatures by type (such as a ranger's favored enemy and bane weapons), clockwork eidolons count as both outsiders and constructs. Clockwork 

eidolons gain a +4 racial bonus on all saving throws against mind-affecting effects, paralysis, poison, and stun effects, are not subject to fatigue or 

exhaustion, and are immune to disease and sleep effects. Clockwork eidolons can never gain morale bonuses, and are immune to fear effects and all 
emotion-based effects. A clockwork eidolon does not breathe, eat, or sleep, unless it wants to gain some beneficial effect from one of these activities. This 

means that a clockwork eidolon can drink potions to benefit from their effects and can sleep in order to regain spells, but neither of these activities is 

required for the clockwork eidolon to survive or stay in good health. 
Low-Light Vision (Ex): The clockwork eidolon has low-light vision, enabling it to see twice as far as a human in conditions of dim light.  

Find Master (Su): As long as the clockwork eidolon and the clockwork mage that summoned it are on the same plane, the clockwork eidolon can locate 

its master. This ability replaces evasion.  
Guard (Ex): If ordered to do so, a clockwork eidolon moves to defend the clockwork mage. All attacks against the clockwork mage take a –2 penalty 

when the clockwork eidolon is adjacent to its clockwork mage. This ability replaces devotion. 

Spell Storing (Sp): The clockwork eidolon can store one spell of 4th level or lower that is cast into it by another creature. It “casts” this spell when 
commanded to do so or when a predefined situation arises. Once this spell is used, the clockwork eidolon can store another spell (or the same spell again). At 

16th level, the clockwork eidolon can store one spell of 5th level or lower that is cast into it by another creature, in addition to a spell of 4th level or lower. 

This otherwise functions like the spell storing ability. This ability replaces improved evasion. 

 
 

CLOCKWORK EIDOLON SKILLS 
The following skills are class skills for the clockwork eidolon: Climb (Str), Knowledge (planes), Intimidate (Str*), Perception (Wis), Sense Motive (Wis), 
Stealth (Dex), and Swim (Str). *Note that clockwork eidolons use their Strength score when making Intimidate checks, which is due to their minimal 

Charisma score. 

 

Base Forms 
Each clockwork eidolon has one of four base forms that determine its starting size, speed, AC, attacks, and ability scores. All natural attacks are made using 

the clockwork eidolon’s full base attack bonus unless otherwise noted (such as in the case of secondary attacks). Clockwork eidolon slam attacks add 1-1/2 

times the clockwork eidolon’s Strength modifier to the damage roll. If the clockwork eidolon gains additional attacks due to extra limbs, a tail, etc., it adds 
only its Strength modifier. These base forms also note any free upgrades that base form possesses. The bonuses from these free upgrades are already factored 

into the starting statistics. A clockwork mage may select from either the biped, quadruped, or serpentine base forms, and are similar to those listed in the 

eidolon description of the Advanced Player’s Guide (see p. 60), but use the statistics listed below. The clockwork mage may also select the new arachnid 
base for listed below. A clockwork mage cannot select the aquatic base form.  

Alternatively, any one of these base forms can be used to make a Small clockwork eidolon. If the clockwork eidolon is Small it gains a +2 bonus to its 

Dexterity score and a –4 penalty to its Strength. The clockwork eidolon’s bonus hit points are reduced to 10. It also gains a +1 size bonus to its AC and 
attack rolls, a –1 penalty to its CMB and CMD scores, a +2 bonus on its Fly skill checks (if they have one), and a +4 bonus on its Stealth skill checks. 

Reduce the damage of all of its attacks by one step (1d6 becomes 1d4, 1d4 becomes 1d3). If this choice is made, the clockwork eidolon can be made 

Medium whenever the clockwork mage can change the clockwork eidolon’s upgrade pool (which causes it to lose these modifiers for being Small) 
 

Arachnid 
Starting Statistics: Size Medium; Speed 40 ft.; AC +2 armor bonus; Saves Fort (good), Ref (bad), Will (bad); Attack 1 slam (1d8); Ability Scores Str 14, 

Dex 14 Con 13, Int 7, Wis 10, Cha 11; Free Upgrades limbs (legs) (3), slam. 
 

Biped 
Alternate Starting Statistics: Size Medium; Speed 20 ft.; AC +2 armor bonus; Saves Fort (good), Ref (bad), Will (bad); Attack 1 slam (1d8); Ability 

Scores Str 16, Dex 12, Con 13, Int 7, Wis 10, Cha 11; Free Upgrades limbs (arms), limbs (legs), slam. 

 

Quadruped 
Alternate Starting Statistics: Size Medium; Speed 30 ft.; AC +2 armor bonus; Saves Fort (good), Ref (bad), Will (bad); Attack 1 slam (1d8); Ability 

Scores Str 14, Dex 14, Con 13, Int 7, Wis 10, Cha 11; Free Upgrades limbs (legs) (2), slam. 

 

Serpentine  
Alternate Starting Statistics: Size Medium; Speed 20 ft., climb 20 ft.; AC +2 armor bonus; Saves Fort (good), Ref (bad), Will (bad); Attack 1 slam (1d8), 
tail slap (1d6); Ability Scores Str 12, Dex 16 Con 13, Int 7, Wis 10, Cha 11; Free Upgrades climb, reach (slam), slam, tail, tail slap. 

 

UPGRADES 
Like a summoner’s eidolon, a clockwork eidolon receives a number of points that can be spent to give the clockwork eidolon new abilities, powers, and 
other upgrades. These abilities are called upgrades, not evolutions, and can be changed whenever the clockwork mage gains a new level, but they are 

otherwise set. Some upgrades require that the clockwork eidolon have a specific base form or the clockwork mage be of a specific level before they can be 

chosen. A number of upgrades grant the clockwork eidolon additional natural attacks.  
A clockwork eidolon may select any evolution listed in the Advanced Player’s Guide or Ultimate Magic as an upgrade. Unless otherwise noted here, an 

upgrade functions exactly like the evolution of the same name. Due to the clockwork eidolon’s nature, the following evolutions have no effect and cannot be 

added to the clockwork eidolon as an upgrade: channel resistance, gills, incorporeal form, keen scent, scent, swim, undead appearance, and unnatural aura.  
The following list includes new upgrades specific to the clockwork mage multiclass archetype or rule changes to existing ones.  

 

1-Point Upgrades 
The following upgrades cost 1 point from the clockwork eidolon’s upgrade pool. 

Improved Speed (Ex): One of the clockwork eidolon’s movement modes increases by +10 ft. This upgrade can be selected more than once. Its effects do 
stack. It can only be applied once to the clockwork eidolon’s speed mode, plus 1 additional time for every 6 levels the clockwork mage possesses.  

Master’s Voice (Ex): The clockwork mage can use the clockwork eidolon to project his vocalizations. The clockwork eidolon appears to speak, but uses 

the voice and words of the clockwork mage. The clockwork mage can control the volume of his vocalizations as normal.  



Piercing Attack (Ex): The clockwork eidolon’s slam attack deals piercing damage instead of bludgeoning damage.  

Resourceful (Ex): The clockwork eidolon has a hidden compartment built directly into its chassis. Each compartment can create a single tool worth no 
more than 25 gp per clockwork mage level each day. This tool is a temporary item, created inside the clockwork eidolon to make mundane situations easier 

for his master. This evolution can be selected multiple times. Each time it is chosen it adds one additional compartment to the clockwork eidolon. The 

clockwork mage must be at least 6th level before selecting this upgrade. 
Slashing Attack (Ex): The clockwork eidolon’s slam attack deals slashing damage instead of bludgeoning damage.  

 

2-Point Upgrades 
The following upgrades cost 2 points from the clockwork eidolon’s upgrade pool. 

Armored Conveyance (Ex): The clockwork mage can enter a small chamber within the clockwork eidolon through a hatch somewhere upon its form. The 
chamber is only large enough for the clockwork mage or another creature of the same size to sit comfortably to sit comfortably. While inside the clockwork 

eidolon, the clockwork mage is protected from harm and cannot be the target of spells or effects. All effects and spells currently targeting the clockwork 

mage are suspended until the clockwork mage emerges from the clockwork eidolon (although durations continue to expire). The chamber provides the 
clockwork mage safe place, keeping him out of harm’s way as the clockwork eidolon fulfills its master's commands. It requires a full round action to enter or 

emerge from the clockwork eidolon. The clockwork mage may only cast touch spells and those that target either him or the clockwork eidolon while within 
the chamber. The clockwork mage must use his clockwork eidolon to deliver his touch spells. If the clockwork eidolon is sent to its home plane while 

carrying a creature or a load, its contents are immediately ejected and take 4d6 points of bludgeoning damage. The creature is also stunned for 1 round. The 

clockwork eidolon must have the mount upgrade and be at least one size larger than its clockwork mage to select this upgrade. 
Cleaving Attack (Ex): The clockwork eidolon can make a single attack against a foe within reach. If it hits, it deals damage normally and can make an 

additional attack against a foe that is adjacent to the first and also within reach. The clockwork eidolon can only make one additional attack per round. The 

clockwork eidolon also takes a –2 penalty to its Armor Class until its next turn. This upgrade functions exactly like the Cleave feat. The clockwork mage 

must be at least 7th level before selecting this upgrade. 

Elemental Aura (Ex): The clockwork eidolon’s body generates an intense aura of elemental energy, dealing 1d4 points of damage with its touch. Creatures 

attacking a clockwork eidolon with unarmed strikes or natural weapons take this same energy damage each time one of their attacks hits. This damage 
increases to 1d6 once the clockwork mage reaches 8th level. The clockwork mage must be at least 4th level before selecting this upgrade. 

Gear Grind (Ex): The clockwork eidolon can open a section of his chassis at will. As a standard action, the clockwork eidolon can attempt a grapple 

combat maneuver once per round. If the grapple is successful, the opponent takes 1d6 points of bludgeoning damage +1 point of damage per Hit Dice of the 
clockwork eidolon from the exposed rotating gears. The clockwork mage must be at least 11th level before selecting this upgrade. 

Haste (Su): After it has engaged in at least 1 round of combat, a clockwork eidolon can haste itself once per day as a free action. The effect lasts 3 rounds 

and is otherwise the same as the spell. This upgrade is exactly like the clay golem’s haste ability. The clockwork mage must be must be at least 5th level 
before selecting this upgrade.  

Lesser Breath Weapon (Su): The clockwork eidolon learns to exhale a cone or line of magical energy, which is usually reflected in its elemental spirit, 

gaining a breath weapon. Select either acid, cold, electricity, fire, or sonic. The clockwork eidolon can breathe a 30-foot cone (or 60-foot line) that deals 3d6 
points of damage of the selected type. Those caught in the breath weapon can attempt a Reflex save for half damage. The DC is equal to 10 + 1/2 the 

clockwork eidolon’s HD + the clockwork eidolon’s Strength modifier. The clockwork eidolon can use this ability once per day. The clockwork eidolon can 

use this ability 1 additional time per day by spending an additional 1 upgrade point (maximum 3/day). The clockwork mage must be at least 9th level before 
selecting this upgrade. 

Shifting Plates (Ex): As a swift action, the clockwork eidolon can alter his shell’s makeup, allowing it to change the damage type of natural attacks to 

bludgeoning, slashing, or piercing. This evolution can be selected multiple times. Each time it is chosen it changes the damage type to a different natural 

attack. The clockwork mage must be at least 6th level before selecting this upgrade.  

Silent Gears (Ex): The clockwork eidolon’s internal mechanisms no longer reverberate with grinds and whirls when it moves. Its gears and joints are 

under the constant effects of a silence spell and gains a +4 bonus to all Stealth checks.  
Slow (Su): The clockwork eidolon can use a slow effect, as the spell, as a free action once every 2 rounds. The effect has a range of 10 feet in a burst 

centered on the clockwork eidolon and a duration of 7 rounds, requiring a DC 17 Will save to negate. The save DC is Constitution-based. This upgrade is 

exactly like the clay golem’s slow ability. The clockwork mage must be must be at least 7th level before selecting this upgrade. 
 

3-Point Upgrades 
The following upgrades cost 3 points from the clockwork eidolon’s upgrade pool. 

Cold Iron (Ex): The clockwork eidolon’s form becomes composed of cold iron and its natural attacks are treated as cold iron for the purpose of bypassing 

damage reduction. The clockwork eidolon continues to have a hardness of 10. The clockwork mage must be at least 11th level before selecting this upgrade. 
Deadly Critical (Ex): The clockwork eidolon increases the threat multiplier for one natural attack by 1. Its effects do not stack. Each time a clockwork 

eidolon selects this upgrade, it applies to a different natural attack. The clockwork mage must be at least 9th level before selecting this upgrade. 

Exoskeleton (Ex): The clockwork eidolon’s external structure becomes stronger and more resilient. The clockwork eidolon gains a +4 enhancement bonus 
to its Armor Class and DR 5/–.  

Final Destruction (Ex): When reduced to 0 hit points, the clockwork eidolon shatters in an explosion of jagged shards of metal and gears. All creatures 
within a 10-foot burst take 6d6 points of slashing damage; a DC 19 Reflex save halves the damage. The save DC is Constitution-based. The clockwork mage 

must be at least 13th level before selecting this upgrade. 

Focused Critical (Ex): The clockwork eidolon gains a +4 bonus on attack rolls to confirm critical hits. Its effects do not stack. Each time a clockwork 
eidolon selects this upgrade, it applies to a different natural attack. The clockwork mage must be at least 9th level before selecting this upgrade.  

Noxious Breath Weapon (Su): As a free action once every 1d4+1 rounds, the clockwork eidolon can exhale a 10-foot cube of gas. This gas cloud persists 

for 1 round; any creature within the area when the clockwork eidolon creates it (as well as any creature that passes through the cloud during the remainder of 
that round) is exposed to the cloud’s poisonous effects. This poison is magically created each time the clockwork eidolon uses this power. Breath weapon—

inhaled; save Fort 19; frequency 1/round for 4 rounds; effect 1d4 Constitution damage; cure 2 saves. The save DC is Constitution-based. This upgrade is 

exactly like the iron golem’s breath weapon ability. The clockwork mage must be must be at least 11th level before selecting this upgrade. 
Powerful Blows (Ex): The clockwork eidolon inflicts -1/2 times its Strength modifier and threatens a critical hit on a 19–20 with its slam attack. This 

upgrade does not stack. This upgrade is exactly like the iron golem’s powerful blows ability. The clockwork mage must be must be at least 9th level before 

selecting this upgrade. 
Tricky Gears (Ex): The clockwork eidolon can use one of its natural attacks to deal damage like a thrown weapon with a 15-foot range, effectively 

functioning as if it had the throwing and returning weapon special abilities. This is natural attack does not have reach. This evolution can be selected 

multiple times. Each time it is chosen it applies to a different natural attack. The clockwork mage must be at least 11th level before selecting this upgrade. 
 

4-Point Upgrades 
The following upgrades cost 4 points from the clockwork eidolon’s upgrade pool. 



Breath Weapon (Su): The clockwork eidolon adds sonic to the list of energy types it can select. This otherwise functions like the eidolon upgrade of the 

same name. 
Heavy Chassis (Ex): The clockwork eidolon’s internal structure becomes heavier, stronger, and more resilient. The clockwork eidolon’s hit points 

increase by 20, it gains a +2 enhancement bonus to Strength, and a +4 bonus to its CMD against any bull rush, drag, grapple, overrun, reposition, or sunder 

attempts.  
Mithral (Ex): The clockwork eidolon’s form becomes composed of mithral, is considered to weigh half its normal weight, and gains a hardness of 15. The 

clockwork eidolon’s natural attacks are treated as silver for the purpose of bypassing damage reduction. The clockwork mage must be at least 13th level 

before selecting this upgrade.  
If 6 additional upgrade points are spent, the clockwork eidolon’s form becomes composed of adamantine and gains a hardness of 20. The clockwork 

eidolon’s natural attacks are treated as adamantine for the purpose of bypassing damage reduction. The clockwork eidolon must have selected the mithral 

upgrade. The clockwork mage must be at least 16th level before selecting this upgrade. 
Self-Destruction (Su): When reduced to 10% its total hit points or less but still above 0, the clockwork eidolon self-destructs on its next turn, bursting in 

an explosion of metal scraps and steam that deals 12d6 points of slashing damage plus 12d6 points of fire damage to all creatures within a 20-foot-radius 

burst. A successful DC 24 Reflex save halves the damage. The save is Constitution-based. The clockwork mage must be at least 16th level before selecting 
this upgrade. 

 

Table: Clockwork Eidolon Base Statistics 
Class    Good  Bad    Armor  Str/Dex Upgrade  Max. 
Level  HD  BAB  Saves  Save  Skills  Feats  Bonus  Bonus  Pool  Attacks  Special 
1st  1  +1  +2  +0  4  1  +0  +0  1  3  Constructed eidolon, 
darkvision, 
           link, low-light vision  
2nd  2  +2  +3  +0  8  1  +2  +1  2  3  Find master 
3rd  3  +3  +3  +1  12  2  +2  +1  3  3  — 
4th  3  +3  +3  +1  12  2  +2  +2  5  4  Guard, share spells 
5th  4  +4  +4  +1  16  2  +4  +2  6  4  Ability score increase 
6th  5  +5  +4  +1  20  3  +4  +3  7  4  — 
7th  6 +6  +5  +2  24  3  +6  +3  8  4  — 
8th  6  +6  +5  +2  24  3  +6  +4  9  4  — 
9th  7  +7  +5  +2  28  4  +6  +4  11  5  Multiattack 
10th  8  +8  +6  +2  32  4  +8  +5  12  5  Ability score increase 
11th  9  +9  +6  +3  36  5  +8  +5  13  5  — 
12th  9  +9  +6  +3  36  5  +10  +6  14  5  Spell storing 
13th  10  +10  +7  +3  40  5  +10  +6  15  5  — 
14th  11  +11  +7  +3  44  6  +10  +7  17  6  — 
15th  12  +12  +8  +4  48  6  +12  +7  18  6  Ability score increase 
16th  12  +12  +8  +4  48  6  +12  +8  19  6  — 
17th  13  +13  +8  +4  52  7  +14  +8  20  6  — 
18th  14  +14  +9  +4  56  7  +14  +9  21  6  — 
19th  15  +15  +9  +5  60  8  +14  +9  23  7  — 
20th  15  +15  +9  +5  60  8  +16  +10  24  7  — 
 

 

  



DRACONTINE ELECTUS/MAGE/ELDRITCH DRAGONER (Bandw2) 
Among the multitude of dragon species there is one that is apart from all the rest. While most dragons are slaves to the whim of their instincts, none are more 
so than an unnamed species of dragons known only as draconic companions. Unlike other dragons, the form of a dragon companion is its force of will and 

personality made flesh. As such, dragon companions have no common form, but often resemble other types of dragons. As draconic companions grow in 

power, their egos also increase, bringing about painful changes in their physical makeup.  To overcome this, they choose to bond with other lesser races, 
which cause their shifting forms to stabilize and their minds become focused on their endeavors. Depending upon the dragon companion, this bond can be a 

mutual decision made in good will between itself and its chosen dracontine electus, or forced upon the creature and subjecting it to the dragon companion’s 

will.  
Primary: Sorcerer. 

Secondary: Summoner. 

Alignment: Any.  
Hit Dice: d6.  

Bonus Skills and Ranks: The dracontine electus selects three summoner skills to add to her class skills in addition to the normal sorcerer class skills. The 

dracontine electus gains a number of ranks at each level equal to +2 Int modifier. 
Weapon and Armor Proficiency: The dracontine electus is proficient with all simple weapons. A dracontine electus is not proficient with any type of 

armor or shield. Armor interferes with a dracontine electus's movements, which can cause her spells with somatic components to fail. 

Spellcasting: A dracontine electus learns and casts spells as a sorcerer of equal level, but adds the following spells to the sorcerer/wizard spell list at the 
indicated spell levels: 1st–life conduit, rejuvenate eidolon (lesser); 2nd–evolution surge (lesser), restore eidolon (lesser), summon eidolon; 3rd–evolution 

surge, rejuvenate eidolon; 4th–life conduit (improved), restore eidolon; 5th–summoner conduit; 6th–evolution surge (greater); 7th–life conduit (greater). 

Spells that affect a summoner’s eidolon instead affects the dracontine electus’s draconic companion. A dracontine electus also gains bonus spells if she has a 
high Charisma score.  

Draconic Companion (Su): A dracontine electus begins play with a draconic companion. This companion is a unique race of dragons that forms a link 

with the dracontine electus, who, forever after, is bonded to the same creature. A draconic companion always has the same alignment as the dracontine 
electus that bonds with it and can speak all of his languages. Unlike eidolons, draconic companions are creatures of the dragon type (it is not an outsider) and 

cannot be sent back to their home plane, nor are they subject to banishment or dismissal spells. Should the draconic companion be reduced to a number of 

negative hit points equal to its Constitution score, it is slain, but can be healed by natural and magical means. In addition, due the bond between the draconic 
companion and its dracontine electus, they always know the direction of the other from their current position. This functions as a constant know direction 

spell, with the companion’s or dracontine electus’s direction considered north.  

A draconic companion takes damage as a dragon, but can be healed naturally or through magical means. If the draconic companion is slain, it can be 
brought back to life with a raise dead or resurrections spell (or similar magic). The draconic companion always takes the form of a Small dragon. The 

companion’s Hit Dice, saving throws, skills, feats, and abilities are tied to the dracontine electus’s class level and increase as the dracontine electus gains 

levels. In addition, each draconic companion receives a pool of evolution points, based on the dracontine electus’s class level that can be used to give the 
companion different abilities and powers. Whenever the dracontine electus gains a level, he must decide how these points are spent, and they are set until he 

gains another level of dracontine electus. The draconic companion is properly skilled and to serve as a combat-trained mount, but must be at least one size 

category larger than its rider.  
Unlike eidolons, the draconic companion’s physical appearance is up to the companion itself, and not the dracontine electus, but it always appears as 

some sort of dragon type creature. The draconic companion also bears a glowing rune that is identical to a rune that appears on the dracontine electus’s 

forehead as long as the companion remains alive. While this rune can be hidden through mundane means, it cannot be concealed through magic that changes 
appearance, such as alter self or polymorph (although invisibility does conceal it as long as the spell lasts). This ability replaces the bloodline powers gained 

at 1st, 3rd, and 15th level. 

Draconic Summoner: Whenever a dracontine electus casts summon monster, she can instead choose to summon humanoids of the reptilian subtype and 
creatures of the dragon type, as shown on Table: Summon Monster Alternatives below.  

 

Table: Summon Monster Alternatives 
 

1st Level Type (Subtype) Source 

Kobold Humanoid (reptilian) B1 

Nagaji Humanoid (reptilian) B4 
Wyvaran Dragon B4 

 

2nd Level Type (Subtype) Source 

Lizardfolk Humanoid (reptilian) B1 

Pseudodragon Dragon B1 

Troglodyte Humanoid (reptilian) B1 
 

3rd Level Type (Subtype) Source 

Faerie dragon Dragon B3 

Nycar Dragon B4 

Shadow drake Dragon B4 
Tatzlwyrm Dragon B3 

Wyrmling crystal dragon Dragon B1 

Wyrmling white dragon Dragon B1 
 

4th Level Type (Subtype) Source 

Drake, forest Dragon B2 
River drake Dragon B3 

Very young crystal dragon Dragon B2 

Very young white dragon Dragon B1 
Wyrmling black dragon Dragon B1 

Wyrmling brass dragon Dragon B1 

Wyrmling brine dragon Dragon B2 
Wyrmling underworld dragon Dragon B3 

 



5th Level Type (Subtype) Source 

Drake, flame Dragon B2 
Drake, sea Dragon B2 

Mist drake Dragon B4 

Very young black dragon Dragon B1 
Very young brass dragon Dragon B1 

Very young brine dragon Dragon B2 

Very young underworld dragon Dragon B3 
Wyrmling copper dragon Dragon B1 

Wyrmling green dragon Dragon B1 

Wyrmling magma dragon Dragon B2 
Wyrmling sea dragon Dragon B3 

Wyvern Dragon B1 

Young crystal dragon Dragon B2 
Young white dragon Dragon B1 

 

6th Level Type (Subtype) Source 

Desert drake Dragon B3 

Dracolisk Dragon B1 

Drake, frost Dragon B2 
Spire drake Dragon B4 

Very young copper dragon Dragon B1 

Very young green dragon Dragon B1 
Very young magma dragon Dragon B2 

Very young sea dragon Dragon B3 

Wyrmling blue dragon Dragon B1 
Wyrmling bronze dragon Dragon B1 

Wyrmling cloud dragon Dragon B2 
Wyrmling lunar dragon Dragon B4 

Wyrmling sky dragon Dragon B3 

Wyrmling solar dragon Dragon B4 
Wyrmling void dragon Dragon B4 

Young adult crystal dragon Dragon B2 

Young adult white dragon Dragon B1 
Young black dragon Dragon B1 

Young brass dragon Dragon B1 

Young brine dragon Dragon B2 
Young underworld dragon Dragon B3 

 

7th Level Type (Subtype) Source 

Dragon turtle Dragon B1 

Juvenile black dragon Dragon B1 

Juvenile brass dragon Dragon B1 
Juvenile brine dragon Dragon B2 

Juvenile underworld dragon Dragon B3 

Lava drake Dragon B4 
Peluda Dragon B4 

Rift drake Dragon B3 

Very young blue dragon Dragon B1 
Very young bronze dragon Dragon B1 

Very young cloud dragon Dragon B2 

Very young lunar dragon Dragon B4 
Very young sky dragon Dragon B3 

Very young solar dragon Dragon B4 

Very young void dragon Dragon B4 
Very young vortex dragon Dragon B4 

Wyrmling forest dragon Dragon B3 

Wyrmling red dragon Dragon B1 

Wyrmling silver dragon Dragon B1 

Wyrmling umbral dragon Dragon B2 

Young adult crystal dragon Dragon B2 
Young adult white dragon Dragon B1 

Young copper dragon Dragon B1 

Young green dragon Dragon B1 
Young magma dragon Dragon B2 

Young sea dragon Dragon B3 

 

8th Level Type (Subtype) Source 

Adult crystal dragon Dragon B2 

Adult white dragon Dragon B1 
Juvenile copper dragon Dragon B1 

Juvenile green dragon Dragon B1 

Juvenile magma dragon Dragon B2 
Juvenile sea dragon Dragon B3 



Very young forest dragon Dragon B3 

Very young red dragon Dragon B1 
Very young silver dragon Dragon B1 

Very young umbral dragon Dragon B2  

Very young vortex dragon Dragon B4 
Wyrmling gold dragon Dragon B1 

Wyrmling sovereign dragon Dragon B3 

Wyrmling time dragon Dragon B4 
Young adult black dragon Dragon B1 

Young adult brass dragon Dragon B1 

Young adult brine dragon Dragon B2 
Young adult underworld dragon Dragon B3 

Young blue dragon Dragon B1 

Young bronze dragon Dragon B1 
Young cloud dragon Dragon B2 

Young lunar dragon Dragon B4 

Young sky dragon Dragon B3 
Young solar dragon Dragon B4 

Young void dragon Dragon B4 

 

9th Level Type (Subtype) Source 

Adult black dragon Dragon B1 

Adult brass dragon Dragon B1 
Adult brine dragon Dragon B2 

Adult underworld dragon Dragon B3 

Juvenile blue dragon Dragon B1 
Juvenile bronze dragon Dragon B1 

Juvenile cloud dragon Dragon B2 
Juvenile lunar dragon Dragon B4 

Juvenile sky dragon Dragon B3 

Juvenile solar dragon Dragon B4 
Juvenile void dragon Dragon B4 

Mature adult crystal dragon Dragon B2 

Mature adult white dragon Dragon B1 
Very young gold dragon Dragon B1 

Very young sovereign dragon Dragon B3 

Very young time dragon Dragon B4 
Young adult copper dragon Dragon B1 

Young adult green dragon Dragon B1 

Young adult magma dragon Dragon B2 
Young adult sea dragon Dragon B3 

Young forest dragon Dragon B3 

Young red dragon Dragon B1 
Young silver dragon Dragon B1 

Young umbral dragon Dragon B2 

Young vortex dragon Dragon B4 
 
* B1 (Bestiary), B2 (Bestiary 2), B3 (Bestiary 3), B4 (Bestiary 4 

 

  
Wyrm Bond (Su): Starting at 1st level, a dracontine electus forms a close bond with his draconic companion. Once this bond is formed, it cannot be 

changed. Henceforth, the draconic companion becomes the source of its dracontine electus’s magic. Most draconic companions increase in size when their 

dracontine electus reaches 6th or 14th level, depending on whether the companion’s desire to grow.  
Whenever the draconic companion takes enough damage to reduce it to 0 hit points or less, the dracontine electus can sacrifice any number of hit points. 

Each hit point sacrificed in this way prevents 1 point of damage done to the draconic companion. This can prevent the draconic companion from being slain. 

In addition, the draconic companion and the dracontine electus must remain within 100 feet of one another for the draconic companion to remain at full 
strength. If the draconic companion is beyond 100 feet but closer than 1,000 feet, its current and maximum hit point totals are reduced by 50%. If the 

draconic companion is more than 1,000 feet away but closer than 10,000 feet, its current and maximum hit point totals are reduced by 75%. If the draconic 

companion is more than 10,000 feet away, it is immediately falls unconscious, but regains consciousness when the dracontine electus is again within 10,000 
feet of its. Current hit points lost in this way are restored when the draconic companion gets closer to its dracontine electus, and its maximum hit point total 

also returns to normal.  

Should the dracontine electus’s draconic companion die, the dracontine electus may not bond with another draconic companion for 30 days or until she 
gains a dracontine electus level, whichever comes first. During this 30-day period, the dracontine electus’s effective caster level is reduced by 1 (minimum 

1). This ability replaces bloodline arcana. 

Wyrm Bond Spells: The dracontine electus chooses either the draconic bloodline or one of the following dragon-based spell lists and adds the related 
spells to her list of spells known.  

Air Dragon: feather fall (3rd), gust of wind (5th), gaseous form (7th), air walk (9th), suffocation (11th), chain lightning (13th), form of the dragon II 

(green or silver only) (15th)), whirlwind (17th), storm of vengeance (19th). 
Earth Dragon: stone fist (3rd), elemental touch (acid only) (5th), shifting sand (7th), stoneskin (9th), wall of stone (11th), acid fog/wall of iron (13th), 

form of the dragon II (blue or copper only) (15th), earthquake (17th), clashing rocks (19th). 

Fire Dragon: burning hands (3rd), produce flames (5th), fireball (7th), wall of fire (9th), fire shield (11th), fire seeds (13th), form of the dragon II (brass, 
gold, or red only) (15th), incendiary cloud (17th), meteor swarm (19th). 

Nature Dragon: charm person (3rd), forest friend (5th), plant growth (7th), forgetful slumber (9th), command plants (11th), commune with nature (13th), 

form of the dragon II* (15th), euphoric tranquility (17th), dominate monster (19th). 



Undead Dragon: ray of enfeeblement (3rd), ghoul touch (5th), ray of exhaustion (7th), enervation (9th), blight (11th), plague storm (13th), form of the 

dragon II* (15th), orb of the void (17th), energy drain (19th). 
Water Dragon: hydraulic push (3rd), fog cloud (5th), water breathing (7th), ice storm (9th), cone of cold (11th), control water (13th), form of the dragon 

II (black, bronze, or white only) (15th), horrid wilting (17th), tsunami (19th). 

Alternatively, the dracontine electus gains one bonus spells of each spell level as chosen from one of the following elemental schools: air, earth, fire, 
water, wood. 

Powerful Spellcasting (Su): At 5th level, the draconic hero gains a +1 bonus on caster level checks to overcome spell resistance. This bonus increases by 

+1 for every six additional levels (maximum +3 at 17th level). This ability replaces bloodline feats.  
Draconic Influence (Ex): At 9th level, a dracontine electus gains resistance 10 to one type of energy (acid, cold, electricity, fire, or sonic). This ability 

replaces the bloodline power gained at 9th level.  

Draconic Eminence (Su): At 20th level, a dracontine electus can assume the form of her draconic companion once per day, as the shapechange spell. 
She gains all the abilities (and any evolutions) of her draconic companion, but retains her class features and ability scores adjusted for any size change. This 

ability replaces the bloodline power gained at 20th level. 

 

Table: Dracontine Electus 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Cantrips, draconic companion, draconic   3  —  —  —  —  —  —  —  — 
     summoner, eschew material, wyrm bond  
2nd  +1  +0 +0  +3     4  —  —  —  —  —  —  —   — 
3rd  +1  +1 +1  +3  Wyrm bond spell   5  —  —  —  —   —  —  —  — 
4th  +2  +1 +1  +4     6   3  —  —  —  —  —  —  — 
5th  +2  +1 +1  +4  Powerful spellcasting (+1), wyrm bond spell   6   4  —  —  —  —  —  —  — 
6th  +3  +2 +2  +5     6   5   3  —  —  —  —  —  — 
7th  +3  +2 +2  +5  Wyrm bond spell   6   6   4  —  —  —  —  —  — 
8th  +4  +2 +2  +6     6   6   5   3  —  —  —  —  — 
9th  +4  +3 +3  +6  Wyrm bond spell   6   6   6   4  —  —  —  —  — 
10th  +5  +3 +3  +7     6   6   6   5   3  —  —  —  — 
11th  +5  +3 +3  +7  Powerful spellcasting (+2), wyrm bond spell   6   6   6   6   4  —  —  —  — 
12th  +6/+1  +4 +4  +8     6   6   6   6   5   3  —  —  — 
13th  +6/+1  +4 +4  +8  Wyrm bond spell   6   6   6   6   6   4  —  —  — 
14th  +7/+2  +4 +4  +9     6   6   6   6   6   5   3  —  — 
15th  +7/+2  +5 +5  +9  Wyrm bond spell   6   6   6   6   6   6   4  —  — 
16th  +8/+3  +5 +5  +10     6   6   6   6   6   6   5   3  — 
17th  +8/+3  +5 +5  +10  Powerful spellcasting (+3), wyrm bond spell   6   6   6   6   6   6   6   4  — 
18th  +9/+4  +6 +6  +11     6   6   6   6   6   6   6   5   3 
19th  +9/+4  +6 +6  +11  Wyrm bond spell   6   6   6   6   6   6   6   6   4 
20th  +10/+5  +6 +6  +12  Draconic eminence   6   6   6   6   6   6   6   6   6 
 

 

DRACONIC COMPANION  
A draconic companion’s abilities are determined by the dracontine electus’s level and by the choices made using its evolution pool. Table: Draconic 

Companion Base Statistics determines many of the base statistics of the draconic companion. Each draconic companion possesses a base form that modifies 
these base statistics. Draconic companions are dragons for the purpose of determining which spells affect them. A draconic companion’s qualities are similar 

to those described in the Eidolons description block of the Advanced Player’s Guide, but with the following changes. 

Skills: The following skills are class skills for draconic companions: Appraise, Bluff, Climb, Craft, Diplomacy, Fly, Heal, Intimidate, Knowledge (all), 
Linguistics, Perception, Sense Motive, Spellcraft, Stealth, Survival, Swim, and Use Magic Device.  

Natural Armor Bonus: The number noted here is the draconic companion’s base total natural armor bonus. This bonus may not be split between 

an armor bonus and a natural armor bonus. This number is modified by the draconic companion’s base form and some options available through its 
evolution pool. A draconic companion can wear armor, but with the restrictions described of any kind, as the armor interferes with the summoner’s 

connection to the draconic companion. 

Int/Cha: Add this modifier to the draconic companion’s Intelligence and Charisma scores. Some options available through evolutions might modify these 
scores. 

Special: This includes a number of abilities gained by all draconic companions as they increase in power. Each of these bonuses is described below. 

Draconic Senses: Draconic companion have darkvision 60 feet and low-light vision. 
Dragon Qualities: Draconic companions gain a number of dragon-like qualities, as described below. 

Link (Ex): Draconic companions and its dracontine electus 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 dracontine electus to give orders to his draconic companion at any time.  
Share Spells (Ex): The dracontine electus may cast a spell with a target of “you” on her draconic companion (as a spell with a range of touch) instead of 

on herself. A dracontine electus may cast spells on her draconic companion even if the spells normally do not affect creatures of the draconic companion’s 

type (outsider). Spells cast in this way must come from the sorcerer/wizard spell list. This ability does not allow the draconic companion to share abilities 
that are not spells, even if they function like spells. 

Unfettered: Draconic companions can only wear armor designed expressly for draconic bodies, and even then chafe at the restrictions armor can cause to 

their natural movements. Draconic companion increase the armor check penalty of any worn armor by 2, and suffer a -2 penalty on attack rolls while 
wearing medium or heavy armor even if they are proficient in it. Draconic companion also reduce their maneuverability rating by one step when flying while 

wearing medium or heavy armor. These penalties apply regardless of any armor proficiency the draconic companion has. 

 

Dragon Qualities  
Draconic companions gain the following dragon-like qualities. 

Bite: Draconic companions have a bite primary attack that deals 1d4 points of damage and has reach as a creature one size larger. As dragons, draconic 

companion add 1 1/2 times their Strength bonus on damage rolls with their bite attack. 



Claws: Draconic companions have two claw primary attacks that deals 1d3 points of damage. As dragons, draconic companion add 1 1/2 times their 

Strength bonus on damage rolls with their claw attacks. 
Draconic Awareness: Draconic companion gain a +2 racial bonus on Perception and Sense Motive skill checks. 

Draconic Essence: The draconic companion embodies one particular facet of dragonkind personality. Each draconic essence is associated with a 

particular alignment, energy type, and true dragon type. The draconic companion must select an essence from the following list that has a listed alignment 
within one step of his alignment. It gains resist energy 5 for his draconic essence’s energy type. This increases to resist energy 10 at 5th level, resist energy 

20 at 10th level, and resist energy 30 at 15th level. The draconic companion’s essence also determines the shape and damage die of its breath weapon. The 

draconic companion also gains a unique compulsion based on its draconic essence that grows harder to resist as its hereditary power grows. The DC to resist 
a compulsion is 10 + 1/2 the draconic companion’s Hit Dice + the draconic companion’s Charisma modifier. Its physical appearance takes on aspects of the 

associated true dragon, with the amount of required similarity subject to GM discretion (a significant amount of visual flexibility is encouraged). 

 Adventurous – Alignment: chaotic neutral; Energy: electricity; Breath Weapon: cone (1d6); Dragon Type: cloud. Compulsion: the draconic companion 
must make a Will save to resist exploring or investigating a new location or object of significance. 

 Balanced – Alignment: neutral; Energy: sonic; Breath Weapon: cone (1d4); Dragon Type: sovereign. Compulsion: the draconic companion must make 

a Will save to commit an overtly good or evil deed. 
 Brave - Alignment: lawful good; Energy: electricity; Breath Weapon: line (1d6); Dragon Type: bronze. Compulsion: the draconic companion must 

make a Will save to flee or retreat from an encounter. 

 Creative - Alignment: chaotic good; Energy: fire; Breath Weapon: line (1d6); Dragon Type: brass. Compulsion: the draconic companion must make a 
Will save to destroy creatures or objects with unique value, or to take actions which stifle or ruin other creatures’ artistic expression. 

 Destructive - Alignment: chaotic evil; Energy: fire; Breath Weapon: cone (1d6); Dragon Type: red. Compulsion: the draconic companion must make a 

Will save to resist killing and mutilating an enemy he has engaged in battle, and to resist taking advantage of opportunities to hurt his enemies by 
destroying that which is precious to them. 

 Devious - Alignment: chaotic evil; Energy: acid; Breath Weapon: line (1d6); Dragon Type: black. Compulsion: the draconic companion must make a 

Will save to openly share significant information and be truthful. 
 Greedy - Alignment: lawful evil; Energy: fire; Breath Weapon: line (1d6); Dragon Type: underworld. Compulsion: the draconic companion must make 

a Will save to give away his possessions or even trade them at a fair value. 

 Honorable - Alignment: lawful good; Energy: cold; Breath Weapon: cone (1d6); Dragon Type: silver. Compulsion: the draconic companion must 
make a Will save to resist defending the weak or to deceive another creature. 

 Imperious - Alignment: lawful evil; Energy: acid; Breath Weapon: cone (1d6); Dragon Type: green. Compulsion: the draconic companion must make a 
Will save to accept orders or direction from any creature not obviously more powerful than himself. 

 Just - Alignment: lawful good; Energy: electricity; Breath Weapon: cone (1d6); Dragon Type: sky. Compulsion: the draconic companion must make a 

Will save to commit an unjust action, or to allow significant injustices to occur without intervening.  
 Militant - Alignment: lawful evil; Energy: electricity; Breath Weapon: line (1d6); Dragon Type: blue. Compulsion: the draconic companion must make 

a Will save to peacefully resolve a conflict that could be solved by force. 

 Paranoid - Alignment: chaotic evil; Energy: cold; Breath Weapon: cone (1d6); Dragon Type: white. Compulsion: the draconic companion must make a 
Will save to trust anyone other than close friends. 

 Power-hungry - Alignment: lawful neutral; Energy: acid; Breath Weapon: line (1d6); Dragon Type: brine. Compulsion: the draconic companion must 

make a Will save to resist bullying smaller or weaker creatures when it would be to his benefit. 
 Regal - Alignment: lawful good; Energy: fire; Breath Weapon: cone (1d6); Dragon Type: gold. Compulsion: the draconic companion must make a Will 

save to take actions he thinks are demeaning or embarrassing. 

 Sadistic - Alignment: chaotic evil; Energy: negative (does not heal undead); Breath Weapon: cone (1d4); Dragon Type: umbral. Compulsion: the 
draconic exemplar must make a Will save to resist significant opportunities to inflict pain on others, and to kill an enemy outright when extending their 

suffering is an option. 

 Temperamental - Alignment: chaotic neutral; Energy: fire; Breath Weapon: cone (1d6); Dragon Type: magma. Compulsion: the draconic companion 
must make a Will save to resist overreacting to threats or tense social situations. 

 Territorial– Alignment: chaotic good; Energy: fire; Breath Weapon: cone (1d6); Dragon Type: sea. Compulsion: the draconic companion must make a 

Will save every 24 hours he is outside the territory he considers his protectorate or become shaken. 
 Vain - Alignment: chaotic good; Energy: sonic; Breath Weapon: cone (1d4); Dragon Type: crystal. Compulsion: the draconic companion must make a 

Will save to resist overreacting to any perceived insult. 

 Witty - Alignment: chaotic good; Energy: acid; Breath Weapon: line (1d6); Dragon Type: copper. Compulsion: the draconic companion must make a 
Will save to remain silent or speak seriously in tense situations.  

 Wrathful - Alignment: chaotic evil; Energy: none (magic and piercing for breath weapon and elemental aura, subject to DR); Breath Weapon: cone 

(1d6); Dragon Type: forest. Compulsion: the draconic exemplar must make a Will save to resist hunting down a fleeing or escaped. 
Draconic Physiology: Draconic companions are quadrupeds, and have a number of rules modifiers based on their body shape. Quadrupeds are limited to 

using the following item slots: armor, belt (saddle only), chest, eyes, headband, neck, shoulders, and wrist. Armor for quadrupeds has double the cost of 

armor for a humanoid of the same size. Draconic companion also have the standard two ring slots due to their dexterous claws. Quadrupeds have a greater 
carrying capacity than humanoids, multiplying the carrying capacity value for their Strength as follows: Fine x1/4, Diminutive x1/2, Tiny x3/4, Small x1, 

Medium x1 1/2, Large x3, Huge x6, Gargantuan x12, Colossal x24. Quadrupeds also gain a +4 bonus to CMD against overrun and trip combat maneuvers 

from their extra legs. 

Draconic Resilience: Draconic companions gain a +1 bonus on attack rolls and a +2 dodge bonus to AC and on saving throws against the extraordinary, 

supernatural and spell-like abilities of dragons. 

Dragon Immunities: Draconic companions are immune to magical sleep effects and paralysis effects. 
Dragon Lore: Draconic companion gain a +2 racial bonus on Knowledge (arcana) checks to identify dragons and can make such checks untrained. 

Scaly Hide: Draconic companions have a +2 natural armor bonus to AC (see base form). 

Vestigial Wings: Draconic companion have vestigial wings and can make a DC 15 Fly check to fall safely from any height without taking falling damage, 
as if using feather fall. When falling safely, the draconic companion may make an additional DC 15 Fly check to glide, moving 5 feet laterally for every 20 

feet he falls.  

Breath Weapon (Su): At 2nd level, the draconic companion gains a breath weapon according to its draconic essence. The draconic companion can breathe 
a 30-foot cone (or 60-foot line) that deals 1d6 points of damage of the selected type per two Hit Dice it possesses (maximum of 10d6). Those caught in the 

breath weapon can attempt a Reflex save for half damage. The DC is equal to 10 + 1/2 the draconic companion’s HD + the draconic companion’s 

Constitution modifier. The draconic companion can use this ability once per day at 4th level, plus an additional time per day every six levels, up to a 
maximum of 3/day at 16th level.  

Resistance: At 4th level, the draconic companion gains resist 10 against an energy type as determined by its draconic essence. This resistance increases to 

15 at 9th level, and 20 at 14th level. At 19th level, the draconic companion become completely immune to this energy type.  



Size Increase: At 5th level, and again at 10th and 15th level, the draconic companion may increase its size by one size category. Each time its increases its 

size it gains the associated benefits with the new size. The draconic companion can increase its size to one of the following. Once the increase in size is 
made, it cannot be changed. The draconic companion must choose the previous size increase bbecome Medium to become Large, and Large to become 

Huge.  

 Medium: The draconic companion increases its size to Medium, adjusting the base damage of its natural attacks accordingly. It gains a +2 size bonus to 
Strength. It gains two secondary wing attacks that deal 1d4 points of damage, and the reach of its bite attack increases to 10 feet. It gains the ability to 

fly with a base speed of 60 feet and average maneuverability. This flight is considered a supernatural ability.  

 Large: The draconic companion may increase its size to Large, adjusting its space and the base damage of its natural attacks accordingly. It gains an 
additional +4 size bonus to Strength, a +2 size bonus to Constitution, and reduces its Dexterity by 2. It gains a secondary tail slap attack that deals 1d8 

points of damage, and has poor maneuverability while flying. The draconic companion must be Medium size to select this size increase. 

 Huge: The draconic companion increases its size to Huge, adjusting its space and the base damage of its natural attacks accordingly. It gains an 
additional +4 size bonus to Strength, a +2 size bonus to Constitution, and reduces its Dexterity by an additional 2. Its reach increases to 10 feet (15 feet 

for its bite). The draconic companion also gains the ability to crush smaller creatures with its bulk by jumping or landing on them as a standard action. 

Crush attacks are effective only against opponents three or more size categories smaller than the draconic companion, and affect as many creatures 
as fit in its space. Creatures in the affected area must succeed on a Reflex save (DC 10 + 1/2 the draconic companion’s Hit Dice + the draconic 

companion’s Constitution modifier) or be pinned, automatically taking 2d8 + 1 1/2 times the draconic companion’s Strength bonus bludgeoning 

damage. If the draconic companion chooses to maintain the pin, it must succeed at a combat maneuver check as normal. Pinned creatures take damage 
from the crush each round if they don’t escape. The draconic companion must be Large size to select this size increase. 

Alternatively, the draconic companion can choose not to increase its size at these intervals. At 5th level, if the draconic companion chooses not to increase 

its size from Small to Medium, it gains a +2 bonus to Dexterity and 4 evolution points that it can spend on any evolutions it qualifies for. Once an evolution 
is chosen, it is set and cannot be changed. These evolution points can be saved for later use.  

At 10th level, if the draconic companion chooses to remain Small size at this interval, it gains an additional +2 bonus to Dexterity and 5 additional 

evolution points. If the draconic companion chooses to increase its size from Small to Medium, it gains the benefits of the Medium size increase (see above) 
and 1 evolution point.  

At 15th level, if the draconic companion chooses to remain Small size at this interval, it gains an additional +2 Dexterity bonus and 11 additional 

evolution points. If the draconic companion chooses to increase its size from Small to Medium, it gains the benefits of the Medium size increase and 7 
evolution points. If the draconic companion chooses to increase its size from Medium to Large, it gains the benefits of the Large size increase, plus 6 

evolution points.  
The draconic companion is restricted from choosing the following evolutions: bite, claws, constrict, gore, head, hooves, huge, large, limbs, low-light 

vision, pincers, reach, slam, swallow whole, tail slap, tail, tentacle, trample, weapon training, wing buffet. It can also choose from the following new 

evolutions.  
 Basic Dragon Magic (Sp): This functions as the basic magic evolution, but adds the following spells to the list that can be selected: breeze, drench, 

haunted fey aspect, penumbra. 

 Major Dragon Magic (Sp): This functions as the major magic evolution, but adds the following spells to the list that can be selected: elemental touch, 
fog cloud, forest friend, ghoul touch, gust of wind, produce flames.  

 Minor Dragon Magic (Sp): This functions as the minor magic evolution, but adds the following spells to the list that can be selected: burning hands, 

charm person, feather fall, hydraulic push, ray of enfeeblement, sleep, stone fist.  
 Ultimate Dragon Magic (Sp): This functions as the ultimate magic evolution, but adds the following spells to the list that can be selected: plant growth, 

ray of exhaustion, shifting sand, vampiric touch.  

 
 

Draconic Companion Base Form  
A draconic companion has the following base form.  

 
Starting Statistics: Size Small; Speed 30 ft.; AC +2 natural armor bonus; Saves Fort (good), Ref (good), Will (good); Attack bite (1d4), 2 claws (1d3); 

Ability Scores Str 12, Dex 15 Con 12, Int 11, Wis 10, Cha 13; Evolution Qualification This base form is treated as both the quadruped and serpentine base 

form for the purpose of qualifying for evolutions.  
 

 

Table: Draconic Companion Base Statistics 
      Natural  
Class    Good    Armor  Int/Cha  
Level  HD  BAB  Saves  Skills  Feats  Bonus  Bonus  Attacks  Special 
1st  1  +1  +2  4  1  +0  +0  3  Draconic senses, dragon qualities, link,  
         share spells, unfettered 
2nd  2  +2  +3  8  1  +2  +1  3  Breath weapon  
3rd  3  +3  +3  12  2  +2  +1  3  — 
4th  3  +3  +3  12  2  +2  +1  4  Resistance 5 
5th  4  +4  +4  16  2  +4  +2  4  Size increase 
6th  5  +5  +4  20  3  +4  +2  4  — 
7th  6 +6  +5  24  3  +6  +3  4  —   
8th  6  +6  +5  24  3  +6  +3  4  Resistance 10   
9th  7  +7  +5  28  4  +6  +3  5  Multiattack 
10th  8  +8  +6  32  4  +8  +4  5  Size increase 
11th  9  +9  +6  36  5  +8  +4  5  — 
12th  9  +9  +6  36  5  +10  +5  5  —  
13th  10  +10  +7  40  5  +10  +5  5  — 
14th  11  +11  +7  44  6  +10  +5  6  Resistance 15 
15th  12  +12  +8  48  6  +12  +6  6  Size Increase 
16th  12  +12  +8  48  6  +12  +6  6  — 
17th  13  +13  +8  52  7  +14  +7  6  — 
18th  14  +14  +9  56  7  +14  +7  6  —   
19th  15  +15  +9  60  8  +14  +7  7  Immunity  



20th  15  +15  +9  60  8  +16  +8  7  — 
 



ELDRITCH EXPLOITER (Psi Frost) 
To most, sorcerers are viewed as masters of the arcane arts. However, some of them seek ways to bend and shape the eldritch energies that flow through 
their veins, often to the breaking point. Eldritch exploiters, while maintaining a close tie to their innate bloodline powers, draw upon the training and 

knowledge of the arcanist to manipulate their innate magic. As such, they form a pool of arcane energy they can exploit to burn their enemies, drain magical 

items, or summon a familiar to aid them in their labors.  
Primary Class: Sorcerer. 

Secondary Class: Arcanist. 

Alignment: Any. 
Hit Dice: d6.  

Bonus Skills and Ranks: The eldritch exploiter selects three arcanist skills to add to her class skills in addition to the normal sorcerer class skills. The 

eldritch exploiter gains a number of ranks at each level equal to 2 + Int modifier.  
Weapon and Armor Proficiency: The eldritch exploiter is proficient with all simple weapons. The eldritch exploiter is not proficient with any type of 

armor or shields. Armor interferes with an eldritch exploiter’s gestures, which can cause her spells with somatic components to fail.  

Arcane Reservoir (Su): At 1st level, an eldritch exploiter gains the arcanist’s arcane reservoir ability. This ability and arcanist exploits replace bloodline 
spells and bloodline feats.  

Arcanist Exploits: Starting at 5th level, an eldritch exploiter gains the arcanist’s arcanist exploit ability. She may choose an arcanist exploit at 5th, 7th, 

11th, 13th, 17th, and 19th level. An eldritch exploit is restricted from choosing the bloodline development exploit, and does not gain access to greater 
exploits.  

Greater Exploitation (Ex): The eldritch exploiter can use her spell exploitation exploit to learn spells from a divine spellcaster that are not on the 

sorcerer/wizard spell list. However, she must make a Spellcraft skill check (DC 25 + spell level). If the check is successful, she adds the spell to her list of 
spells known as a spell two levels higher. If the check fails, she cannot attempt to learn that spell again for 24 hours. For example, if an eldritch exploiter 

wants to learn neutralize poison from a cleric (treated as a 6th level spell), she must have 12 ranks in Spellcraft and an open 6th level spell slot. The eldritch 

exploiter must be at least 11th level and have the spell exploitation exploit to select this exploit.  
Spell Exploitation (Ex): The eldritch exploiter can learn spells from another arcane spellcaster that are not on the sorcerer/wizard spell list. To learn a new 

spell in this way, she must recite the spell with the spellcaster for 10 minutes per level of the spell. Once the time has been spent, the eldritch exploiter must 

make a Spellcraft skill check (DC 20 + spell level). If the check is successful, she learns the spell and adds it to her list of spells known as a spell one level 
higher. If the check fails, she cannot attempt to learn that spell again for 24 hours. An eldritch exploiter must have a number of ranks in her Spellcraft skill 

equal to twice the chosen spell’s new level. For example, if an eldritch exploiter wants to learn cure light wounds from a bard (treated as a 2nd level spell), 

she must have 4 ranks in Spellcraft and an open 2nd level spell slot. She can only learn spells in this way when she has an open slot in her list of spells 
known from level advancement, or when she chooses to learn a spell in place of another spell of the same level.  

 

 

Table: Eldritch Exploiter 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Bloodline power, cantrips, eschew material   3  —  —  —  —  —  —  —  — 
2nd  +1  +0 +0  +3     4  —  —  —  —  —  —  —   — 
3rd  +1  +1 +1  +3  Arcane reservoir, bloodline power   5  —  —  —  —   —  —  —  — 
4th  +2  +1 +1  +4     6   3  —  —  —  —  —  —  — 
5th  +2  +1 +1  +4  Arcanist exploit   6   4  —  —  —  —  —  —  — 
6th  +3  +2 +2  +5     6   5   3  —  —  —  —  —  — 
7th  +3  +2 +2  +5  Arcanist exploit   6   6   4  —  —  —  —  —  — 
8th  +4  +2 +2  +6     6   6   5   3  —  —  —  —  — 
9th  +4  +3 +3  +6  Bloodline power   6   6   6   4  —  —  —  —  — 
10th  +5  +3 +3  +7     6   6   6   5   3  —  —  —  — 
11th  +5  +3 +3  +7  Arcanist exploit   6   6   6   6   4  —  —  —  — 
12th  +6/+1  +4 +4  +8     6   6   6   6   5   3  —  —  — 
13th  +6/+1  +4 +4  +8  Arcanist exploit   6   6   6   6   6   4  —  —  — 
14th  +7/+2  +4 +4  +9     6   6   6   6   6   5   3  —  — 
15th  +7/+2  +5 +5  +9  Bloodline power   6   6   6   6   6   6   4  —  — 
16th  +8/+3  +5 +5  +10     6   6   6   6   6   6   5   3  — 
17th  +8/+3  +5 +5  +10  Arcanist exploit   6   6   6   6   6   6   6   4  — 
18th  +9/+4  +6 +6  +11     6   6   6   6   6   6   6   5   3 
19th  +9/+4  +6 +6  +11  Arcanist exploit   6   6   6   6   6   6   6   6   4 
20th  +10/+5  +6 +6  +12  Bloodline power   6   6   6   6   6   6   6   6   6 
 
 



ELDRITCH MENAGERIST (COTERIE WITCH) 
As the beasts join together for protection and strength in number, so too does the eldritch menagerist surround himself with a pack of eldritch familiars that 
enhance his understanding and ability to access different aspects of his patron. These familiars, known as associate familiars, form a symbiotic bond with 

their master, who is able to transfer inimical magic by sacrificing the wellbeing of his loyal, bestial aides to remain inviolate. As his power grows and his 

link to his familiars strengthens, the eldritch menagerist is even able to take on the forms of his various brood members. 
Primary Class: Summoner.  

Secondary Class: Witch.  

Alignment: Any. 
Hit Dice: d8.  

Bonus Skills and Ranks: The eldritch menagerist selects three witch skills to add to his class skills in addition to the normal summoner class skills. The 

eldritch menagerist gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The eldritch menagerist is proficient with all simple weapons. An eldritch menagerist is also proficient with light 

armor. An eldritch menagerist can cast arcane spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other 

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

Spellcasting: An eldritch menagerist casts arcane spells drawn from the witch’s spell list, and adds the following summoner spells to that list: 1st level–

lesser rejuvenate eidolon*, life conduit†; 2nd level–lesser evolution surge*, lesser restore eidolon**; 3rd level–control summoned monster**, evolution 
surge*, improved life conduit†, rejuvenate eidolon*, restore eidolon**; 4th level–greater evolution surge*, summoner conduit†, transmogrify*; 5th level–

greater life conduit†, greater rejuvenate eidolon*.  

An eldritch menagerist also adds the following druid spells to his list: 1st level–summon nature’s ally I; 2nd level–summon nature’s ally II; 3rd level–
summon nature’s ally IV; 4th level–summon nature’s ally V; 5th level–summon nature’s ally VII; 6th level–summon nature’s ally VIII. 

An eldritch menagerist can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: Eldritch 

menagerist. The eldritch menagerist otherwise learns and prepares spells as a witch of his eldritch menagerist level. The eldritch menagerist also gains bonus 
spells for a high Intelligence score. (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat) 

Associate Patronage: Starting at 1st level, each menagerie familiar represents a different aspect of his patron. Whenever the eldritch menagerist gains a 

new menagerie familiar (including the one gained at 1st level), he must select an additional patron associated to that familiar. An associate patron can only 
be chosen once, and once selected, it cannot be changed. Each of these associate patrons grants the eldritch menagerist access to a wider variety of patron 

spells. An eldritch menagerist cannot choose an associate patron that is in conflict with his initial patron or another familiar’s associate patron. Whenever the 

eldritch menagerist prepares his spells each day, he chooses a familiar with which to commune. He can either choose to retain his initial patron, or replace it 
with the familiar’s associate patron. Once the eldritch menagerist makes this choice, it cannot be changed until the next time he communes with a familiar to 

regain his daily allotment of spells. The eldritch menagerist is considered to have the spells from his initial patron in his spell list if he fails to select an 

associate patron in its place.  
For example, a 7th-level eldritch menagerist with the Ancestors patron has three menagerie familiars with the deception, healing, and light associate 

patrons. Each day he may add either his Ancestors patron spells to his spell list, or the patron spells from one of his familiar’s associate patrons. This ability 

and transference replace monster summon VIII, monster summon IX, and gate. 
Menagerie Familiar (Ex): At 1st level, an eldritch menagerist forms a close bond with a familiar of his choice (see Familiars on p.82 of the Core 

Rulebook). Like other witch’s an eldritch menagerist must commune with his familiar to learn his spells. As the eldritch menagerist gains additional 

familiars, each familiar stores all of the spells that the eldritch menagerist knows. Therefore, the eldritch menagerist needs only to commune with one of his 
familiars to prepare his a spell for the day. A menagerie familiar otherwise functions like a witch’s familiar, except with the following changes.  

A menagerie familiar is similar to a creature of its kind and type. A familiar’s Hit Dice, saving throws, skills, feats, and abilities are tied to the eldritch 

menagerist’s class level and increase as the eldritch menagerist gains levels. The statistics shown on Table: Menagerie Familiar Base Statistics replace the 
statistics of the creature’s original form, but retains any special abilities, speed modes, etc., not included on the table. In addition, a menagerie familiar 

receives a pool of evolution points, based on the eldritch menagerist’s class level that can be used to give the menagerie familiar different abilities and 

powers. Whenever the eldritch menagerist gains a level, he must decide how these points are spent, and they are set until he gains another level of eldritch 
menagerist. The menagerie familiar also bears a glowing rune that is identical to a rune that appears on the menagerie familiar’s forehead, creating a special 

link between it and its master. While this rune can be hidden through mundane means, it cannot be concealed through magic that changes appearance, such 

as alter self or polymorph (although invisibility does conceal it as long as the spell lasts). 
As the eldritch menagerist gains levels, he gains additional familiars, creating a menagerie of various familiars that serve and obey his commands. 

Starting at 3rd level, an eldritch menagerist gains a second menagerie familiar of his choice with 1 Hit Dice. He can add additional familiars to his menagerie 

when each prior familiar has at least 2 HD. An eldritch menagerist can have as many menagerie familiars as he desires, but no less than two. However, they 
can have no more than 3 Hit Dice separating them, nor can the total sum of the menagerie’s Hit Dice exceed the Hit Dice shown on Table: Menagerie Base 

Statistics. Each familiar retains its initial form and all statistics associated with its type. Regardless of the number of familiars in the menagerie, each familiar 
has the same base attack bonus, base saving throw bonuses, and special abilities, but the rest of the menagerie’s base statistics must be divided between the 

familiars, including Hit Dice (minimum 1), skill points, number of feats, armor bonus, Str/Dex bonus, evolution pool (but see below), and maximum number 

of natural attacks. Individual familiars in the menagerie must purchase evolutions separately. A menagerie familiar may not select an evolution that alters it 
size, except for the new growth evolution (see below). Once an eldritch menagerist decides on the evolutions of an individual familiar, they cannot be 

changed until the eldritch menagerist gains a level.  

Example: A 3rd-level eldritch menagerist can have two familiars. Each familiar has BAB +3, +3 on its two good saves, +1 on its bad save, and an 
Intelligence of 7. The eldritch menagerist decides to give the first familiar 2 Hit Dice, 6 skill points, one feat, +1 armor bonus, +1 bonus to Strength, 3 

evolution points, and a maximum of two attacks. The remaining 1 Hit Dice, 6 skill points, one feat, +1 armor bonus, +1 bonus to Dexterity, 2 evolution 

points, and maximum of one attack go to the second familiar. 
Unlike a summoner’s eidolon(s), the eldritch menagerist’s familiars are not summoned creatures, and therefore, are always present with their master. Each 

familiar in the menagerie is slain individually when its hit points are reduced to a negative number equal to or greater than its Constitution score. If an 

eldritch menagerist releases his familiar from service, he may gain a new one by performing a ceremony requiring 24 uninterrupted hours to perform in the 
environment where the new familiar typically lives. This ceremony can also replace a menagerie familiar that has perished. An eldritch menagerist possesses 

a number of similar summoner abilities, but with slightly different rules as described hereafter. This ability replaces eidolon.  

Menagerie Link (Su): This is exactly like the summoner’s life link ability, except that it applies to the eldritch menagerist’s familiar. At 3rd level, an 
eldritch menagerist can only sacrifice hit points to prevent damage to one familiar in the menagerie at a time. If two or more familiars in the menagerie take 

enough damage to kill them, the eldritch menagerist can only sacrifice hit points to prevent damage to one of them. The link between an eldritch menagerist 

and his menagerie is unique. Whenever the eldritch menagerist is affected by a mind-affecting spell or spell-like effect, both the eldritch menagerist and each 
familiar in the menagerie can be affected. In such cases, the eldritch menagerist makes a single Will save against the spell or effect, but uses the highest save 

bonus between himself and his menagerie. If it’s successful, the eldritch menagerist and the menagerie are unaffected. If it fails, the eldritch menagerist and 

his menagerie are each affected simultaneously. If a menagerie familiar is directly affected by a mind-affecting spell or spell-like effect, only that familiar is 
affected.  



In addition, while all familiars in the menagerie are present and within 30 feet of their master, the eldritch menagerist gains a +1 bonus to his caster level 

on spells and hexes. He also gains a +1 morale bonus on all saving throws against spells and effects that directly target him only. This morale bonus 
increases by +1 every five levels beyond 3rd, to a maximum of +4 at 18th level. This ability otherwise functions as and replaces life link. 

Patron: At 1st level, an eldritch menagerist gains the witch’s patron ability and may select from any patron available to other witches.  

Summon Nature’s Ally I (Sp): This is exactly like the summoner’s summon monster I ability, except that the eldritch menagerist uses summon nature’s 
ally instead of summon monster, and can only use up to summon nature’s ally VII, as shown on Table: Eldritch menagerist. Unlike the summoner, an eldritch 

menagerist can use his summon nature’s ally ability when his menagerie familiars are present, since his menagerie familiars are not summoned creatures. 

Should the eldritch menagerist have more than one familiar in his menagerie when using her summon nature's ally II ability or casting a summon nature’s 
ally spell to summon multiple creatures, he receives a –1 penalty on the die roll used to determine the number of creatures that appear (minimum 1). Only 

one use of this ability can be active at a time.  

Menagerie Senses (Su): This is exactly like the summoner’s bond senses ability. An eldritch menagerist can only share the senses of one familiar in his 
menagerie at a time.  

Hex: At 4th level, the eldritch menagerist gains the witch’s hex ability, except that the eldritch menagerist gains a hex at 4th level and every four levels 

thereafter. At 12th level, whenever an eldritch menagerist could select a hex, he can select a major hex instead. This ability replaces shield ally, 
transposition, greater shield ally, and merge forms. 

Transference (Su): Beginning at 5th level, whenever the eldritch menagerist gains a condition, whether from natural causes or due to the effects of a 

spell or spell-like ability, he can transfer it to one of his familiars as a move action. Only one condition may be transferred each round. If the eldritch 
menagerist gains multiple conditions, each condition must be transferred to a separate familiar. Once a condition is transferred, it remains with the familiar 

until it is removed or ends.  

At 5th level, the eldritch menagerist can transfer the dazed, fatigued, shaken, sickened, and staggered conditions to one of his familiars.  
At 11th level, an eldritch menagerist adds the cursed, diseased, exhausted, frightened, nauseated, and poisoned conditions to the list of those that can be 

transferred to a familiar.  

At 17th level, an eldritch menagerist adds the blinded, deafened, panicked, paralyzed, and stunned and conditions to the list of those that can be 
transferred to a familiar.  

Menagerist’s Call (Su): This is exactly like the summoner’s maker’s call ability, except that the eldritch menagerist can only call one familiar in the 

menagerie to his side with each use of this ability. This ability otherwise functions as and replaces maker’s call.  
Menagerie Eidolon (Su): At 10th level, as a full-round action, an eldritch menagerist can merge his menagerie familiars into a single creature called a 

menagerie eidolon. This merger includes all of the menagerie’s different familiars, and their evolutions. While merged in this way, the menagerie functions 
as a single creature. All effects and spells currently targeting the menagerie or any of its familiars is suspended until they emerge from the menagerie eidolon 

(although durations continue to expire). The menagerie eidolon has the base statistics (Hit Dice, BAB, saves, etc.) of a normal eidolon of the eldritch 

menagerist’s level. The eldritch menagerist can, as a free action, reassign these evolution points to new evolutions while the menagerie familiar’s are 
merged. Once the menagerie eidolon is no longer maintained, the menagerie familiars emerge in a square adjacent to the eidolon if able, and with the same 

statistics (Hit Dice, BAB, saves, evolutions, etc.) they had prior to the merger. If the (menagerie) eidolon is slain while the menagerie familiars are merged, 

the familiars are immediately ejected, each taking 4d6 points of damage, and are stunned for 1 round. The eldritch menagerist can use this ability for a 
number of rounds per day equal to his eldritch menagerist level. He can end this effect at any time as a swift action. This ability replaces aspect. 

Menagerie Bond (Su): This is exactly like the summoner’s life bond ability, except that the eldritch menagerist can only transfer damage to one familiar 

in the menagerie at a time. If that familiar takes enough damage to kill it, all excess damage remains with the eldritch menagerist, killing him. In addition, 
the eldritch menagerist may transfer a condition to a familiar as a swift action. If the familiar is the one chosen at 1st level, the eldritch menagerist can now 

transfer a number of conditions to that familiar equal to his Charisma modifier. This ability otherwise functions as and replaces life bond.  

Menagerie Form (Sp): At 18th level, an eldritch menagerist and his menagerie share a true connection. As a standard action, the eldritch menagerist can 
assume the shape of one of the familiars in his menagerie from Diminutive to Huge size (or a similar kind of animal) as if using beast shape III. For 

example, an eldritch menagerist with a rat familiar can turn into a Diminutive rat, Small dire rat, or a larger rodent; one with a cat familiar can turn into a 

Diminutive or Small cat, or a Large feline such as a tiger, lion, or dire tiger; one with a monkey familiar can turn into a Tiny monkey or a Large gorilla, and 
so on.  

While in this form, the eldritch menagerist loses any natural attacks and all racial traits (except bonus feats, skills, and languages) in favor of the abilities 

granted by the familiar’s base form. However, the eldritch menagerist retains all of his class features, hit points, AC, ability scores, and any other abilities 
unaffected by size or creature type. These statistics are then adjusted according to the size and type of his assumed form. He can choose to have any gear that 

he carries become absorbed by his new form, as with spells from the polymorph subschool. Items with continuous effects continue to function while 

absorbed in this way. The menageries witch can keep this animal form for a number of minutes per day equal to his eldritch menagerist level. This duration 
does not need to be consecutive, but it must be spent in 1-minute increments. The eldritch menagerist can end this effect as a free action. This ability replaces 

greater aspect. 

Master Menagerist (Su): At 20th level, an eldritch menagerist can greatly enhance his menagerie by making one of his familiars more powerful. The 
eldritch menagerist chooses one of the familiars in his menagerie. The familiar then gains 5 extra Hit Dice (up to a maximum of 10 HD). Its base statistics 

are recalculated as a menagerie familiar of its new Hit Dice, and the familiar continues to function as part of the witch’s menagerie. In effect, the 

menagerie’s maximum total Hit Dice increases to 20, with the 5 extra Hit Dice added to a single familiar of the eldritch menagerist’s choice. This ability 
replaces twin eidolon.  

Hexes: The following hexes complement the eldritch menagerist multiclass archetype: beast of ill-omen**, cackle*, charm*, feral speech**, flight*, 

unnerve beasts**, and ward*. (*Advanced Player’s Guide, **Ultimate Magic) 

Major Hexes: The following major hexes complement the eldritch menagerist multiclass archetype: beast eye**, and hag’s eye*. (*Advanced Player’s 

Guide, **Ultimate Magic) 

 

Table: Eldritch Menagerist 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +0 +2 Associate patronage, cantrips, menagerie familiar,   1  —  —  —  —  — 

     menagerie link, patron spells, summon nature’s ally I  
2nd  +1  +0  +0 +3 Menagerie senses   2  —  —  —  —  — 
3rd  +2  +1  +1 +3 Summon nature’s ally II   3  —  —  —  —   — 
4th  +3  +1  +1 +4 Hex    3   1  —  —  —  — 
5th  +3  +1  +1 +4 Transference   4   2  —  —  —  — 
6th  +4  +2  +2 +5 Menagerist’s call   4   3  —  —  —  — 
7th  +5  +2  +2 +5 Summon nature’s ally III   4   3   1  —  —  — 
8th  +6/+1  +2  +2 +6 Hex   4   4   2  —  —  — 



9th  +6/+1  +3  +3 +6 Summon nature’s ally IV   5   4   3  —  —  — 
10th  +7/+2  +3  +3 +7 Menagerie eidolon   5   4   3   1  —  — 
11th  +8/+3  +3  +3 +7 Transference   5   4   4   2  —  — 
12th  +9/+4  +4  +4 +8 Hex, major hex   5   5   4   3  —  — 
13th  +9/+4  +4  +4 +8 Summon nature’s ally V   5   5   4   3   1  — 
14th  +10/+5  +4  +4 +9 Menagerie bond   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +5 +9 Summon nature’s ally VI   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +5 +10 Hex   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +5 +10 Transference   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +6 +11 Menagerie form   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +6 +11 Summon nature’s ally VII   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +6 +12 Hex, master menagerist   5   5   5   5   5   5 
 

 

MENAGERIE FAMILIARS 
A menagerie familiar’s abilities are determined by the eldritch menagerist’s level and by the choices made using its evolution pool. Table: Menagerie 

Familiar Base Statistics determines many of the base statistics of the familiars. Each familiar possesses its original form, but are superseded by these base 
statistics. Menagerie familiars are creatures of their type for the purpose of determining which spells affect them. A menagerie familiar’s qualities are similar 

to those described in the Eidolons description block of the Advanced Player’s Guide (see p. 58), except with the following changes. 

Intelligence Score: This supersedes the menagerie familiar’s Intelligence score if its score is lower than that listed below.  
Special: This includes a number of abilities gained by all menagerie familiars as they increase in power. A menagerie familiar’s abilities are similar to 

those described in the Familiars description block of the Core Rulebook (see p. 82), except with the following changes. 

Deliver Hexes and Touch Spells: This is exactly like the familiar’s deliver touch spells ability, except that it includes hexes as well. Only one familiar can 
deliver its master’s hex or a touch spell each round.  

 

Menagerie Familiar Evolutions 
The following evolutions are specific to the eldritch menagerist multiclass archetype, and cannot be used by other summoners.  
 

1–Point Evolution 
The following evolution costs 1 point from the menagerie familiar evolution pool. 

Growth (Ex): A menagerie familiar grows in size to one size category larger. If growing from Diminutive to Tiny, the menagerie familiar gains a +2 

bonus to Strength, and it takes a –2 penalty to its Dexterity. This size change also gives the creature a –2 size penalty to its AC and on attack rolls, a +2 
bonus to its CMB and CMD, a –2 penalty on Fly skill checks, and a –4 penalty on Stealth skill checks. The menagerie familiar must be Diminutive or larger 

to take this evolution. The eldritch menagerist must be at least 2nd level before selecting this evolution. 

If growing from Tiny to Small, the menagerie familiar gains a +4 bonus to Strength, and a –2 penalty to its Dexterity. This size change also gives the 
creature a –1 size penalty to its AC and attack rolls, a +1 bonus to its CMB and CMD, 5-foot reach, a –2 penalty on Fly skill checks, and a –4 penalty on 

Stealth skill checks. The eldritch menagerist must be at least 4th level before selecting this option. This option costs 2 evolution points.  

If growing from Small to Medium, the menagerie familiar gains a +4 bonus to Strength, a +2 bonus to Constitution, and a –2 penalty to its Dexterity. This 
size change also gives the creature a –1 size penalty to its AC and attack rolls, a +1 bonus to its CMB and CMD, a –2 penalty on Fly skill checks, and a –4 

penalty on Stealth skill checks. The eldritch menagerist must be at least 6th level before selecting this option. This option costs 3 evolution points 

This evolution can be used multiple times on the same familiar, up to a maximum of Medium size. This evolution cannot be used to make a menagerie 
familiar larger than Medium size. 

 

Table: Menagerie Familiar Base Statistics 
Class    Good  Bad    Armor  Str/Dex Int Evol.  Max. 
Level  HD  BAB  Saves  Save  Skills  Feats  Bonus  Bonus  Score Pool  Atks  Special 
1st  1  +1  +2  +0  4  1  +0  +0  6 3  3  Alertness, empathic link  
2nd  2  +2  +3  +0  8  1  +2  +1  6 4  3  Improved evasion,  
            share spells 
3rd  3  +3  +3  +1  12  2  +2  +1  7 5  3  Deliver hexes and  
            touch spells 
4th  3  +3  +3  +1  12  2  +2  +1  7 7  4  — 
5th  4  +4  +4  +1  16  2  +4  +2  8 8  4  Speak with master 
6th  5  +5  +4  +1  20  3  +4  +2  8 9  4  — 
7th  6 +6  +5  +2  24  3  +6  +3  9 10  4  Speak with animals  
            of its kind  
8th  6  +6  +5  +2  24  3  +6  +3  9 11  4  — 
9th  7  +7  +5  +2  28  4  +6  +3  10 13  5  — 
10th  8  +8  +6  +2  32  4  +8  +4  10 14  5  — 
11th  9  +9  +6  +3  36  5  +8  +4  11 15  5  Spell resistance  
12th  9  +9  +6  +3  36  5  +10  +5  11 16  5  — 
13th  10  +10  +7  +3  40  5  +10  +5  12 17  5  — 
14th  11  +11  +7  +3  44  6  +10  +5  12 19  6  Scry on familiar 
15th  12  +12  +8  +4  48  6  +12  +6  13 20  6  — 
16th  12  +12  +8  +4  48  6  +12  +6  13 21  6  — 
17th  13  +13  +8  +4  52  7  +14  +7  14 22  6  — 
18th  14  +14  +9  +4  56  7  +14  +7  14 23  6  — 
19th  15  +15  +9  +5  60  8  +14  +7  15 25  7  — 
20th  15  +15  +9  +5  60  8  +16  +8  15 26  7  — 
 

  



ELDRITCH TRICKSTER (Elghinn Lightbringer) 

Trickery and subterfuge are useful tools in obtaining power, whether political, military, or magical in nature. Some spellcasters seek to infuse these elements 
into their magic. In so doing, their personas are reshaped into that of a trickster, granting them greater stealth and concealment, enhancing their illusions, and 

allowing them to use their magic with ranged weapons. Less powerful than other sorcerers, eldritch tricksters make up for their arcane deficiency with 

heightened awareness, cunning, and trickery.   
Primary Class: Sorcerer.  

Secondary Class: Rogue.  

Alignment: Any. 
Hit Dice: d8.  

Bonus Skills and Ranks: The eldritch trickster selects six rogue skills to add to her class skills in addition to the normal sorcerer class skills, one of 

which must be Stealth. The eldritch trickster gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The eldritch trickster is proficient with all simple weapons, plus the hand crossbow, rapier, sap, shortbow, and short 

sword. She is also proficient with light armor, but not with shields (including tower shields). An eldritch trickster can cast sorcerer spells while wearing light 

armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, an eldritch trickster wearing medium armor, heavy armor, 
or using a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass eldritch trickster still incurs the normal 

arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: An eldritch trickster casts arcane spells drawn from the sorcerer spell list. Only sorcerer spells of 6th level and lower are considered to be 
part of the eldritch trickster spell list. She can cast any spell she knows without preparing it ahead of time. Every eldritch trickster spell has a somatic 

component. To learn or cast a spell, an eldritch trickster must have a Charisma score equal to at least 10 + the spell level. The Difficulty Class (DC) for a 

saving throw against an eldritch trickster’s spell is 10 + the spell level + the eldritch trickster’s Charisma modifier. 
Like other spellcasters, an eldritch trickster can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on 

Table: Eldritch Trickster. In addition, she receives bonus spells per day if she has a high Charisma score. 

The eldritch trickster’s selection of spells is extremely limited. An eldritch trickster begins play knowing four 0-level spells and two 1st-level spells of the 
eldritch trickster’s choice. At each new eldritch trickster level, she gains one or more new spells, as indicated on Table: Eldritch Trickster Spells Known. 

(Unlike spells per day, the number of spells an eldritch trickster knows is not affected by her Charisma. 

Upon reaching 5th level, and at every third eldritch trickster level after that (8th, 11th, and so on), an eldritch trickster can choose to learn a new spell in 
place of one she already knows. In effect, the eldritch trickster “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 eldritch trickster spell the eldritch trickster can cast. An 

eldritch trickster 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. 

An eldritch trickster 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 allotment 

of spells per day for the spell’s level. 
Bloodline: This is exactly like the sorcerer ability of the same name, except that the eldritch trickster gains her bloodline spells at the indicated levels, up 

to her 6th–level bloodline spell, as shown on Table: Eldritch Trickster.  

Trickster’s Pool (Su): At 1st level, an eldritch trickster gains a reservoir of mystical arcane energy that she can draw upon to fuel her powers and 
enhance her weapon. This trickster’s pool has a number of points equal to 1/2 her eldritch trickster level (minimum 1) + her Charisma modifier. The pool 

refreshes once per day when the eldritch trickster rests to regain her spells.  

At 1st level, an eldritch trickster can expend 1 point from her trickster’s pool as a swift action to create a quasi-real masterwork melee or ranged weapon 
of a type she is proficient with. The eldritch trickster may use this weapon to make attacks as if it were a real weapon, dealing normal damage for a weapon 

of its type.  

The first time the eldritch trickster hits a creature with the weapon, it may make a Will save to disbelieve; failure means the weapon deals damage 
normally, success means it only takes 1 point of damage from the weapon’s attacks. The weapon only deals 1 point of damage to objects. If an attacked 

creature has spell resistance, the eldritch trickster must make a caster level check (1d20 + caster level) against that spell resistance the first time the weapon 

strikes it. If the weapon is successfully resisted, the weapon is dispelled. If not, the target may save to disbelieve as normal. 
At 5th level, the weapon gains a +1 enhancement bonus. This bonus increases to +2 at 9th level, +3 at 13th level, and +4 at 17th level. At 9th-level, these 

bonuses can be used to add any of the following weapon properties: dancing, distance, flaming, flaming burst, frost, icy burst, keen, seeking, shock, shocking 

burst, or speed. These weapon properties have no effect if the target makes its disbelief save.  
Adding these properties consumes an amount of bonus equal to the property’s base price modifier. The weapon must retain at least a +1 enhancement 

bonus before any other properties can be added. These bonuses and properties are decided when the trickster’s pool point is spent and cannot be changed 

until the next time the eldritch trickster uses this ability. An eldritch trickster can only have one such weapon in existence at one time. If she uses this ability 
again, or if the weapon leaves the eldritch trickster’s possession, the first use immediately ends. 

In addition, an eldritch trickster can expend 1 point from her trickster’s pool as a swift action to gain a bonus to a single Disable Device, Perception, or 
Stealth checks equal to 1/2 her eldritch trickster level. When using Disable Device, she can use it to disable magical traps. This ability replaces cantrips.  

Far Spellstrike (Su): At 2nd level, whenever an eldritch trickster casts a spell with a range of “touch” from the sorcerer’s spell list, she can deliver the 

spell through any light one-handed weapon she is wielding as part of a melee attack, or a hand crossbow bolt, sling bullet (or stone), or throwing dagger as a 
ranged attack. Instead of the free melee touch attack normally allowed to deliver the spell, an eldritch trickster can make one free melee attack (or ranged 

attack) with her weapon (at her highest base attack bonus) as part of casting this spell. If successful, this melee attack (or ranged 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 and modified by the keen weapon property or 
similar effects), but the spell effect only deals ×2 damage on a successful critical hit, while the weapon damage uses its own critical modifier.  

Sneak Attack (Ex): At 2nd level, an eldritch trickster gains the rogue’s sneak attack ability, except that the extra damage is 1d6 at 2nd level, plus an 

additional 1d6 every three levels thereafter, up to a maximum of 7d6 at 20th level.  
Imbue Ranged Weapon (Su): At 4th level, an eldritch trickster gains the ability to place an area spell upon a single piece of ammunition (an arrow, bolt, 

sling bullet, etc.). When the ammunition is fired, the spell's area is centered where the bullet lands, even if the spell could normally be centered only on the 

caster. This ability allows the eldritch trickster 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 eldritch trickster can fire the ammunition as part of the casting. The ammunition must be fired during the round that the casting is completed or 

the spell is wasted. If the ammunition misses, the spell is wasted.  

Rogue Training: Starting at 4th level, an eldritch trickster can choose a rogue talent that she qualifies for in place of a normal feat gained through level 
advancement. Her equivalent rogue level for the purpose of qualifying for talents is equal to her eldritch trickster level. At 14th level, she can choose an 

advanced talent in place of a normal feat.  

Quick Illusions (Su): At 7th level, an eldritch trickster can cast spells from the Illusion school as if she had used the Quicken Spell metamagic feat once 
per day without expending a higher level spell slot. She can use this ability one additional time per day at 13th and 19th level. This ability replaces bloodline 

feats. 

Evasive Slinger (Ex): At 10th level, an eldritch trickster gains a +2 dodge bonus to AC against ranged attacks. This bonus increases to +4 at 16th level.  



Trickster’s Volley (Ex): At 16th level, as a full-round action, an eldritch trickster can make a single ranged attack at her highest base attack bonus 

against any number of creatures in a 15-foot radius burst, making separate attack and damage rolls for each creature. Any creature hit by the attack must 
make a Reflex save (DC 10 + 1/2 the eldritch trickster’s level + the eldritch trickster’s Charisma modifier) or become confused for 1d6 rounds. The eldritch 

trickster can use this ability once per combat. If the eldritch trickster has the Quicken Spell metamagic feat, she can make one of these attacks a quickened 

spell using her far spellstrike ability. 
 

 

QUICKLING BLOODLINE 
Capricious and cunning, quicklings are born tricksters that use their speed and magic to cause great mischief. While many quickling sorcerers often choose 
the fey bloodline, throughout the years, some spellcasters have created a bloodline that, while tinged with some fey magic, is the embodiment of the race's 

fickle nature. Many quickling practitioners of this bloodline go on to become heroes of their people.  

Class Skill: Stealth. 
Bonus Spells: bungle (3rd), blur (5th), haste (7th), invisibility (greater) (9th), feeblemind (11th), mislead (13th), phase door (15th), irresistible 

dance (17th), vinetrap (19th). 

Bonus Feats: Dodge, Improved Initiative, Lightning Reflexes, Mobility, Point Blank Shot, Precise Shot, Quicken Spell, Skill Focus (Stealth). 
Bloodline Arcana: Whenever you cast a spell of the illusion school, increase the spell's duration by a number of rounds equal to your sorcerer level.  

Bloodline Powers: You have a propensity towards trickery, and as your power increases, so does your the influence of the fey over your magic. 

Extended Illusions (Su): At 1st level, any illusion spell you cast with a duration of “concentration” lasts a number of additional rounds equal to 1/2 your 
sorcerer level after you stop maintaining concentration (minimum +1 round). At 20th level, you can make one illusion spell with a duration of 

“concentration” become permanent. You can have no more than one illusion made permanent in this way at one time. If you designate another illusion as 

permanent, the previous permanent illusion ends. 

Fey Sneak (Ex): At 3rd level, you gain the rogue’s sneak attack ability. You may only use the dagger, dart, hand crossbow, kukri, punching dagger, short 

sword, sling, or wooden stake to deal sneak attack damage. Your sneak attacks deal only 1d6 points of extra damage. This damage does not increase. This 

damage stacks with any class or racial trait that grants the sneak attack class feature.  
Fleeting Glance (Sp): At 9th level, you can turn invisible for a number of rounds per day equal to your sorcerer level. This ability functions as greater 

invisibility. These rounds need not be consecutive. 

Switcheroo (Su): At 15th level, you can, once per day, magically switch places with a creature within 30 feet as an immediate action. Unless the target 
makes a successful Will save, you and the target creature instantly swap locations and the affected creature may be affected by any effects, physical attacks, 

or spells that would have affected you on that round. The DC of the saving throw is equal to 10 + 1/2 your sorcerer level + your Charisma modifier. 

Rapid Spellcasting (Su): At 20th level, your speed in casting spells is legendary. You gain Quicken Spell as a bonus metamagic feat (select another 
metmagic feat if you already have the feat). Whenever you cast a spell with the Quicken Spell metamagic feat, it only uses up a spell slot three levels higher 

than the spell's actual level. In addition, once per day, you can cast two quickened spells in the same round, in addition to performing another action, even 

casting another (third) spell, in the same round as you cast the two quickened spells. This second quickened spell is cast as a free action. A spell whose 
casting time is more than 1 round or 1 full-round action cannot be quickened, as normal. 

 
 

Table: Eldritch Trickster  
 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 Bloodline power, eschew materials, trickster’s pool   3   1  —  —  —  —  — 
2nd  +1  +0  +3 +3 Far spellstrike, sneak attack +1d6   4   2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Bloodline power, bloodline spell   4   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Imbue ranged weapon, rogue training   4   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Sneak attack +2d6   4   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Bloodline spell   5   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Quick illusion 1/day   5   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Sneak attack +3d6   5   4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6 Bloodline power, bloodline spell   5   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Evasive slinger   5   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Sneak attack +4d6   5   5   4   4   2  —  — 
12th  +9/+4  +4  +8 +8 Bloodline spell   5   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 Quick illusion 2/day   5   5   5   4   3   1  — 
14th  +10/+5  +4  +9 +9 Sneak attack +5d6   5   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9 Bloodline power, bloodline spell   5   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Trickster’s volley   5   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Sneak attack +6d6   5   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11 Bloodline spell   5   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Quick illusion 3/day   5   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Bloodline power, sneak attack +7d6   5   5   5   5   5   5   5 
 



ELEMENTAL BLADE (Browman) 
The majority of fighters are trained solely with martial techniques, elemental blades are fighters with the smallest spark of arcane talent. Their trainers focus 
this talent into an elemental focus allowing them to cast an extremely limited selection of spells, though this comes at a cost to their martial skills. 

Primary Class: Fighter. 

Secondary Class: Wizard (elemental). 
Alignment: Any. 

Hit Dice: d10. 

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

Weapon and Armor Proficiency: An elemental blade is proficient with all simple and martial weapons, light armor, medium armor, and with shields 

(except tower shields). An elemental blade can cast arcane spells while wearing light or medium armor and using a shield without incurring the normal 
arcane spell failure chance. Like any other arcane spellcaster, an elemental blade wearing heavy armor incurs a chance of arcane spell failure if the spell in 

question has a somatic component. A multiclass elemental blade still incurs the normal arcane spell failure chance for arcane spells received from other 

classes. 
Cantrips: An elemental blade can prepare a number of cantrips, or 0-level spells, each day, as noted on Table: Elemental Blade under “Spells per Day.” 

These spells are cast like any other spell, but they are not expended when cast and may be used again. An elemental blade cannot prepare a cantrip from his 

opposition school.  
Elemental School: At 1st level, an elemental blade gains the wizard’s arcane school ability, except that he must choose one of the four elemental schools 

(Air, Earth, Fire, or Water). He also gains the first listed school power, and each additional listed power at 4th level and 12th level respectively. An 

elemental blade only gains spells from his elemental school (see Elemental Spells). This ability and elemental spells replace the bonus feat gained at 1st 
level, armor training, and armor mastery.  

Elemental Spells: Beginning at 4th level, an elemental blade gains the ability to cast a small number of arcane spells which are drawn from the wizard 

spell list of his chosen elemental school. An elemental blade must choose and prepare his spells ahead of time.  
Like other spellcasters, an elemental blade can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given 

on Table: Elemental Blade. In addition, he receives bonus spells per day if he has a high Intelligence score. When Table: Elemental Blade indicates that the 

elemental blade gets 0 spells per day of a given spell level, he gains only the bonus spells he would be entitled to based on his Intelligence score for that spell 
level. Through 3rd level, an elemental blade has no caster level. At 4th level and higher, his caster level is equal to his elemental blade level –3.  

Spellbook: An elemental blade begins play with a spellbook containing all 0-level wizard spells (except those from his opposed elemental school; see 

Elemental Arcane Schools). At 4th level, he gains three 1st-level spells of his choice from his elemental school spell list. The elemental blade also selects a 
number of additional 1st-level spells equal to his Intelligence modifier to add to the spellbook. At each new elemental blade level beyond 4th, he gains one 

new spell of his choice to add to his spellbook. The spell must be of a spell level he can cast, and it must be chosen from his elemental school spell list. At 

any time, an elemental blade can also add spells from his elemental school found in other wizards' spellbooks to his own. 
Energy Defense (Su): Starting at 2nd level, an elemental blade is able to defend himself against energy attacks of the type associated with his elemental 

school–Air (electricity), Earth (acid), Fire (fire), or Water (cold). He gains a +1 bonus to all savings throws against spells and effects of his school element. 

This bonus increases by +1 every four levels beyond 2nd. This ability replaces bravery.  
Elemental Weapon (Su): Upon reaching 3rd level, an elemental blade forms a powerful bond with a weapon of his choice. If an elemental blade attempts 

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

level.  
Once per day as a swift action, an elemental blade can wreathe his bonded weapon in elemental energy for 1 minute. While wreathed in energy, the 

elemental blade’s weapon deals an amount of energy damage of his school type equal to 1d6 + 1/2 his elemental blade level. At 7th level and every four 

levels thereafter, an elemental blade can wreathe his weapon in elemental energy an additional time per day. 
An elemental blade can add additional magic abilities to his bonded weapon as if he has the required Item Creation Feats and if he meets the level 

prerequisites of the feat. The magic properties of a bonded weapon, including any magic abilities added to the weapon, only function for the elemental blade 

who owns it. If a bonded weapon's owner dies, or the weapon is replaced, the weapon reverts to being an ordinary masterwork item of the appropriate type. 
If a bonded weapon is damaged, it is restored to full hit points the next time the elemental blade prepares his spells. If the bonded weapon is lost or 

destroyed, it can be replaced after 1 week in a special ritual that costs 100 gp per elemental blade level plus the cost of the masterwork item. This ritual takes 

8 hours to complete. Weapons replaced in this way do not possess any of the additional enchantments of the previous bonded weapon. An elemental blade 
can designate an existing magic weapon as his bonded item. This functions in the same way as replacing a lost or destroyed item except that the new magic 

weapon retains its abilities while gaining the benefits and drawbacks of becoming a bonded weapon. This ability replaces the weapon training.  

Energy Adaptation (Su): Stating at 4th level, an elemental blade can channel stored spell energy into various energy-based effects, as a swift action. The 
elemental blade can “lose” any prepared spell in order to gain resistance to the energy type associated with his elemental school for 1 minute per elemental 

blade level. For each level of the prepared spell, he gains energy resistance 5. For example, a 9th level elemental blade that “loses” a 2nd–level spell would 
gain energy resistance 10 to the energy type of his elemental school for 9 minutes.  

At 10th level, an elemental can “lose” any prepared spell in order to gain energy resistance to the energy type opposed to his elemental school for 1 round 

per elemental blade level. For each level of the prepared spell, he gains energy resistance 5. For example, a 12th level elemental blade that “loses” a 3rd–
level spell would gain energy resistance 15 to his opposite energy type for 12 rounds. 

At 16th level, an elemental can “lose” any prepared spell in order to create a burst of the energy type associated with his elemental school. This effect is in 

30-foot cone-shaped burst that deals 2d6 points of energy damage plus 2d6 points of damage for each level of the prepared spell. Creatures within this cone 
effect gains a Reflex saving throw (DC 10 + 1/2 the elemental blade’s level + the elemental blade’s Intelligence modifier) for half damage.  

This ability replaces bonus feats gained at 4th, 10th and 16th level.  

Elemental Weapon Mastery (Ex): At 20th level, any attacks made with the elemental blade’s bonded weapon automatically confirm all critical threats. 
In addition, when he confirms a critical hit with his elemental weapon, his weapon is treated as having the flaming burst special weapon ability, but deals 

energy damage of a type associated with his elemental school. This ability replaces weapon mastery.  

 
 

Table: Elemental Blade 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Elemental school, school power   2  —  —  —  — 
2nd  +2  +3  +0  +3  Bonus feat, energy defense   3  —  —  —  — 
3rd  +3  +3  +1  +3  School power   3  —  —  —  — 
4th  +4  +4  +1  +4  Energy adaptation   3   0  —  —  — 



5th  +5  +4  +1  +4  Elemental weapon 1day   3   1  —  —  — 
6th  +6/+1  +5  +2  +5  Bonus feat   4   1  —  —  — 
7th  +7/+2  +5  +2  +5     4   1   0  —  — 
8th  +8/+3  +6  +2  +6  Bonus feat   4   1   1  —  — 
9th  +9/+4  +6  +3  +6  Elemental weapon 2day   4   2   1  —  — 
10th  +10/+5  +7  +3  +7  Energy adaptation   4   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  School power   4   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Bonus feat   4   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Elemental weapon 3day   4   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Bonus feat   4   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9     4   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Energy adaptation   4   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Elemental weapon 4day   4   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Bonus feat   4   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11     4   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Bonus feat, elemental mastery   4   4   4   3   3 



ESSENCE DRINKER (Browman) 
The essence drinkers are a cabal of arcanists who have discovered the means of drawing power from the blood of various creatures.  

Primary: Sorcerer. 

Secondary: Ranger. 

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The essence drinker selects six ranger skills to add to her class skills in addition to the normal sorcerer class skills. The essence 

drinker gains a number of ranks at each level equal to +4 Int modifier. 
Weapon and Armor Proficiency: The essence drinker is proficient with all simple and light or one-handed martial weapons. An essence drinker is also 

proficient with light armor. She can cast sorcerer spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other 

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

Spellcasting: An essence drinker casts arcane spells drawn from the sorcerer/wizard spell list, and adds the following spells to that list at the indicated 

levels: 1st–call animal, call weapon, calm animals, charm animal, detect animals and poison, detect poison, hide from animals, horn of pursuit, hunter’s 
howl, know the enemy, longstrider, pass without trace, summon nature’s ally I, tireless pursuit; 2nd–acute senses, aspect of the bear, barkskin, chameleon 

stride, delay poison, forest friend, hold animal, hunter’s lore, speak with animal, summon nature’s ally II; 3rd–blessing of the mole, bloodhound, burst of 

speed, diminish plants, hunter’s eye, instant enemy, reduce animal, remove disease, summon nature’s ally III; 4th–aspect of the stag, command plants, find 
quarry, freedom of movement, neutralize poison, summon nature’s ally IV, tireless pursuers;  5th–animal growth, aspect of the wolf, commune with nature, 

raise animal companion, summon nature’s ally V, tree stride; 6th–bloodsworn retribution, summon nature’s ally VI.  
An essence drinker can cast any spell she knows without preparing it ahead of time, assuming she has not yet used up her allotment of spells per day for 

the spell’s level. 

To learn or cast a spell, an essence drinker must have a Charisma score equal to at least 10 + the spell level. The Difficulty Class for a saving throw 

against an essence drinker’s spell is 10 + the spell level + the essence drinker’s Charisma modifier. 
An essence drinker can cast only a certain number of spells of each spell level each day. Her base daily spell allotment is given on Table: Essence 

Drinker. In addition, she receives bonus spells per day if he has a high Charisma score.  

An essence drinker’s selection of spells is extremely limited. An essence drinker begins play knowing four 0-level spells and two 1st-level spells of the 
essence drinker’s choice. At each new essence drinker level, she gains one or more new spells as indicated on Table: Essence Drinker Spells Known. (Unlike 

spells per day, the number of spells an essence drinker knows is not affected by his Charisma score. The numbers on Table: Essence Drinker Spells 

Known are fixed.) 
Upon reaching 5th level, and at every third essence drinker level thereafter (8th, 11th, and so on), an essence drinker can choose to learn a new spell in 

place of one she already knows. In effect, the essence drinker “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 essence drinker spell she can cast. An essence drinker may 
swap out 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. 

Bloodline: This is exactly like the sorcerer ability of the same name, except that the essence drinker only gains her bloodline powers. She does not gain 
her bloodline arcana, feats, or spells.   

Blood Enemy (Ex): At 2nd level, an essence drinker gains the ranger’s favored enemy ability, except that she can select one favored enemy at 2nd level 

and an additional favored enemy every five levels thereafter, up to her fourth favored enemy at 17th level. An essence drinker can choose any creature listed 
on Table: Ranger Favored Enemies. An essence drinker’s chosen blood enemies determine the effects of her steal bloodline ability. This ability, track, swift 

tracker, evasion, quarry, and improve quarry replace bloodline arcana, bloodline spells, and bloodline feats.  

Track (Ex): At 2nd level, an essence drinker gains the ranger’s track ability.  
Drink Essence (Su): Starting at 2nd level, an essence drinker can assume certain aspects of an animal. As a standard action, an essence drinker can make 

a ranged touch attack against an animal. If the attack is successful, the essence drinker gains the abilities of that animal for 1 minute per essence drinker 

level. The essence drinker can use this ability once per day at 2nd level, plus an additional time per day every three levels thereafter.  
An essence drinker gains the following abilities as determined by the animal she touches.  

Amphibian: The essence drinker’s hands and feet gain webbing, and her lungs gain capacity, allowing her to move through the water with ease. She also 

gains a Swim speed equal to half her speed, and all the benefits of having a swim speed. Additionally, she can hold her breath for 4 rounds per point of 
Constitution before being forced to make Constitution checks to keep holding her breath. 

Avian: The essence drinker gains a +4 bonus on Perception and Fly checks, low-light vision, and can see as if she had the Eagle Eyes feat.  

Canine: The essence drinker gains a +4 competence bonus on combat maneuver checks when making the trip or reposition combat maneuver, and is able 
to jump a distance equal to half her speed with a running start. She can also move up to five times her normal movement as if she had the Run feat. 

Feline: The essence drinker gains a +4 competence bonus on Acrobatics checks, always jump as if she had a running start, and she gains a climb speed 
equal to half her normal speed and all the benefits of having a natural climb speed. 

Large Mammal (Elephant, Rhino, etc.): The essence drinker is treated as one size larger when 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), and when determining 
whether a creature's special attacks based on size (such as grab or swallow whole) can affect her.  

Primate: The essence drinker gains a +4 competence bonus on Climb checks and on combat maneuver checks when making the grapple or 

reposition combat maneuver. She can also throw objects as if she had the Throw Anything feat. 
Reptile: The essence drinker gains a +4 competence bonus on Escape Artist checks, darkvision out to 30 feet, and increasing her land speed by 10 feet for 

1 round once per minute.  

Ursine: The essence drinker gains a +4 bonus on combat maneuver checks when making or defending against a bull rush, grapple, or overrun combat 
maneuver. She can also exert herself as if she had the Endurance feat.  

Steal Bloodline (Su): Starting at 4th level, an essence drinker can temporarily gain the powers of an alternate bloodline by consuming the blood of her 

blood enemies. As a standard action, an essence drinker can consume one dose of blood (or essence) of a blood enemy of her choice.  
Upon being consumed, the blood grants the essence drinker the powers of the bloodline associated with her blood enemy, as show on Table: Blood 

Enemy Bloodlines. This effect lasts for 1 minute per essence drinker level. Once the blood is consumed, the essence drinker’s own bloodline is suppressed in 

favor of the new bloodline. In effect, she loses her own bloodline in exchange for the new one. The old bloodline does not reassert itself until the effects of 
the new bloodline ends. The effects of an enemy’s blood do not stack. Whenever an essence drinker consumes a dose of an enemy’s blood, the effects of any 

previous dose of blood immediately end. For the purpose of determining the powers granted by her alternate bloodline, the essence drinker’s sorcerer level is 

equal to her essence drinker level –3. An essence drinker never gains the 20th level power from an alternate bloodline.  
The essence drinker can extract one dose of blood from a dead, dying, or living blood enemy using a slashing or piercing weapon as a full-round action. 

Extracting blood in this way deals 2 points of hit points of damage to the creature. The essence drinker can store extracted blood in special vials and remains 

potent for 1 day, after which time it becomes spoiled. The essence drinker can store a number of doses of blood each day equal to her Charisma modifier.  



An essence drinker gains the one of the following bloodlines, as determined by the consumed blood of her blood enemy. The Animal or Construct favored 

enemy grants no bloodline.  
 

Table: Blood Enemy Bloodlines  
Type (Subtype) Granted Bloodline 
Aberration Aberrant bloodline 
Dragon Draconic bloodline 
Fey Fey bloodline 
Humanoid (aquatic) Aquatic bloodline  
Humanoid (dwarf) Deep earth bloodline  
Humanoid (elf) Arcane bloodline  
Humanoid (giant) Boreal bloodline, oni bloodline  
Humanoid (goblinoid, gnoll) Martyred bloodline  
Humanoid (gnome) Verdant bloodline 
Humanoid (halfling) Destined bloodline 
Humanoid (human) Imperious bloodline  
Humanoid (orc) Orc bloodline  
Humanoid (reptilian) Kobold bloodline, serpentine bloodline 
Magical beast Dreamspun bloodline, destined bloodline 
Monstrous humanoid Accursed bloodline, oni bloodline 
Ooze Pestilence bloodline 
Outsider (air) Djinni bloodline, elemental bloodline, stormborn bloodline 
Outsider (chaotic) Abyssal bloodline, protean bloodline 
Outsider (earth) Elemental bloodline, shaitan bloodline 
Outsider (evil) Abyssal bloodline, daemon bloodline, infernal bloodline, shadow bloodline 
Outsider (fire) Efreeti bloodline, elemental bloodline 
Outsider (good) Celestial bloodline, maestro bloodline 
Outsider (lawful) Infernal bloodline 
Outsider (native) Rakshasa bloodline, starsoul bloodline 
Outsider (water) Aquatic bloodline, marid bloodline 
Plant Verdant bloodline 
Undead Undead bloodline 
Vermin Pestilence bloodline 
 

Preservation (Su): Starting at 5th level, an essence drinker can preserve the blood of her enemies she has stored in her flasks. It takes 1 hour to preserve a 
dose of blood. Once preserved, it remains potent until it is consumed or otherwise removed from its flask. An essence drinker can have one dose of blood 

preserved at a time. At 8th level and every three levels thereafter, she can have one additional dose of blood preserved, up to a maximum of six doses at 20th 

level. The number of preserved blood doses an essence drinker preserves counts against an essence drinker’s stored doses of blood, and cannot exceed her 
Charisma modifier. This ability only works on blood, not other fluids, such as a potion.  

Swift Tracker (Ex): At 8th level, an essence drinker gains the ranger’s swift tracker ability.  

Evasion (Ex): At 11th level, an essence drinker gains the ranger’s evasion ability.  
Quarry (Ex): At 13th level, an essence drinker gains the ranger’s quarry ability.  

Master of the Blood (Su): At 16th level, the essence drinker’s own bloodline is no longer fully suppressed when the blood of an enemy is consumed. 

Whenever an essence drinker consumes the blood of one of his blood enemies, he can choose to suppress either his own bloodline powers or those granted 
by his enemy’s blood, as a swift action. Only the powers of the unsuppressed bloodline are accessible. In addition, the number of doses of blood an essence 

drinker can store is equal to twice his Charisma modifier. This ability replaces the 20th level bloodline power.  

Improved Quarry (Ex): At 19th level, an essence drinker gains the ranger’s improved quarry ability.  
 

 

Table: Essence Drinker/Sanguine Stalker/Slayer 
 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 Bloodline power, cantrips, eschew material   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 1st blood enemy, drink essence 1/day, track   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Bloodline power   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Steal bloodline   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Preservation   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Drink essence 2/day   4   3  —  —  —  — 
7th  +5  +5  +2 +5 2nd blood enemy   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Swift tracker   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bloodline power   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Drink essence 3/day   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Evasion   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 3rd blood enemy   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Quarry   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Drink essence 4/day   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 Master of the blood   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 4th blood enemy   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Drink essence 5/day   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Improved quarry   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Bloodline power   5   5   5   5   5   5 



 

 

Table: Essence Drinker 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 
 
 

 

NEW FEATS (NOLONGER NEEDED) 
The following new feats can be chosen by any class that meets the prerequisites, and complement the Essence Drinker multiclass archetype.  
 

Blood of the Enemy (General) 
Consuming the blood of your enemies reinvigorates you.  

Prerequisite: Ranger 4, favored enemy class feature. 
Benefit: Choose one favored enemy of the humanoid subtype, such as “goblinoid”. You have acquired a taste for the blood of creatures of this type (or 

subtype). Whenever you consume fresh blood from such a creature, you gain 5 temporary hit points and a +1 bonus on checks and saves based 

on Constitution. The effects last 1 hour. If you consume multiple doses of the creature’s blood, you continue to gain hit points to a maximum of 5 temporary 
hit points for every three Hit Dice you have, but the +1 bonus on Constitution-based skill checks and saving throws does not stack. You can only consume 

blood from an enemy who is helpless, grappled, paralyzed, pinned, unconscious, or similarly disabled. If you have a bite attack, you can drink the creature’s 

blood automatically as part of your bite attack; otherwise, you must first cut your target by dealing 1 hit point of damage with a slashing or piercing weapon 

(though you may feed upon a creature with severe wounds or a bleed effect without cutting it first). Once you cut the target, you can drink from its wound or 

drain a dose of blood as a standard action. Drinking or draining blood deals 2 points of Constitution damage to the creature. The blood must come from a 

living creature of the specified favored enemy. It cannot come from a dead or summoned creature. Drinking the blood of an unwilling intelligent creature is 
an evil act. 

 

Blood Reclaimed (General) 
You do not need to drink blood from a living creature to gain healing benefits.  

Prerequisites: Blood of the Enemy. 

Benefit: You can use your Blood of the Enemy feat on a dead creature of one of your chosen favored enemies. The creature must have died less than 6 

hours beforehand. 
Normal: You only benefit from the Blood of the Enemy feat if you consume fresh blood from a living creature. 

 

Blood Diversity (General) 
Your taste for blood is broader than that of other blood drinkers. 

Prerequisites: Blood of the Enemy. 

Benefit: Choose a favored enemy of the humanoid subtype or the monstrous humanoid type. You may use your Blood of the Enemy feat on creatures of 

this subtype or type. 
Special: You can take this feat multiple times. Each time you select it, choose a new humanoid subtype or the monstrous humanoid type. 

 

Improved Blood Diversity (General) 
Your taste for blood extends to creatures of a strange and supernatural origin. 

Prerequisites: Blood Diversity, Blood of the Enemy. 

Benefit: Choose a favored enemy of the humanoid subtype, or the fey, magical beast, or monstrous humanoid type. You may use your Blood of the 

Enemy feat on creatures of this subtype or type. 
Special: You can take this feat multiple times. Each time you select it, choose a new humanoid subtype or the fey, magical beast, or monstrous humanoid 

type. The creature must have blood or a similar substance coursing through its veins.  

 

Greater Blood Diversity (General) 
Your taste for blood includes the most powerful of magical creatures. 

Prerequisites: Blood Diversity, Blood of the Enemy, Improved Blood Diversity. 

Benefit: Choose a favored enemy of the humanoid subtype, or the dragon, fey, magical beast, monstrous humanoid, or outsider type. You may use 
your Blood of the Enemy feat on creatures of this subtype or type. 

Special: You can take this feat multiple times. Each time you select it, choose a new humanoid subtype or the dragon, fey, magical beast, monstrous 

humanoid, or outsider type. The creature must have blood or a similar substance coursing through its veins. 



 



FEY MAGE (Vincent Takeda) 
While many believe that the source of the fey’s magic is divine in nature, such as the magic wielded by druids, those with true knowledge understand that 

the fey draw their magical powers from the arcane. With this enlightenment, some sorcerers choose to pursue the path of the fey, striving to become one with 

the magic of those who come from the First World. With their increase in arcane magic and the ability to summon forth a fey eidolon, fey mages can hold 

their own either through the spells they wield or the eidolons they command.  

Primary Class: Sorcerer. 
Secondary Class: Summoner. 

Alignment: Any. 

Hit Dice: d6. 
Bonus Skills and Ranks: The fey mage may select three summoner skills to add to her class skills in addition to the normal sorcerer class skills. The fey 

mage gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The fey mage is proficient with all simple weapons, plus the longbow and shortbow. The fey mage is not proficient 
with any armor or shields. Armor interferes with fey mage’s gestures, which can cause her spells with somatic components to fail. 

Diminished Spellcasting: The fey mage casts arcane spells drawn from the sorcerer spell list, and both gains one fewer spell per day and learns one fewer 

spell of each spell level. She otherwise learns and casts spells as a sorcerer of equal level. 
Bloodline: At 1st level, a fey mage chooses a bloodline from those listed in the sorcerer class description. At 1st level, the fey mage gains her bloodline 

arcane and adds her bloodline skill to her list of class skills.  

At 2nd level, a fey mage gains her first bloodline power. A 6th level and every six levels thereafter, she gains each subsequent bloodline power, up to her 
fourth bloodline power at 18th level. The fey mage does not gain her bloodline spells or her bloodline feats. The fey bloodline compliments the fey mage 

multiclass archetype. This ability otherwise functions as the sorcerer’s bloodline.  

Fey Eidolon: A fey mage begins play with the ability to summon to his side a powerful creature called a fey eidolon. The fey eidolon forms a link with 

the fey mage, who, forever after summons an aspect of the same creature. A fey mage summoner’s class level is halved (minimum 1) for the purposes of 

determining her fey eidolon’s abilities, Hit Dice, evolution pool, and so on. In addition, instead of an outsider, a fey mage’s eidolon has the fey creature type 

and the extraplanar subtype. As such, its statistics are changed from a standard eidolon as described in the Fey Eidolon description below. This ability 
otherwise functions as the summoner’s eidolon ability. This ability, fey resistance, and fey summoner replace the spells lost due to diminished spellcasting.  

Fey Resistance (Ex): At 2nd level, a fey mage gains a +2 bonus on all saving throws against against the spell-like and supernatural abilities of fey. This 

bonus increases to +4 at 5th level, and then again to +6 at 8th level. At 10th level, a fey mage becomes completely immune to charm spells and effects.  
Arcane Knowledge: A fey mage removes all summon monster spells from her list of spell and adds the following spells to her spell list at the indicated 

spell level: 1st level–bristle, call animal, calm animals, charm animal, detect animals and plants, detect snares and pits, entangle, faerie fire, hide from 

animals, magic fang, nereid’s grace, pass without trace, rejuvenate eidolon, speak with animals, summon nature’s ally I, unfetter; 2nd level–animal 
messenger, animal trance, barskin, delay poison, evolution surge (lesser), forest friend, greensight, hold animal, summon eidolon, summon nature’s ally II, 

warp wood, wilderness soldiers; 3rd level–burst of nettles, devolution, diminish plants, dominate animal, magic fang (greater), neutralize poison, plant 

growth, restore eidolon (lesser), snare, speak with plants, spike growth, summon nature’s ally III; 4th level–arboreal hammer, blight, command plants, 
evolution surge, grove of respite, kiss of the first world, rejuvenate eidolon, restore eidolon, summon nature’s ally IV, thorn body; 5th level–animal growth, 

awaken, commune with nature, purified calling, summon nature’s ally V, transmogrify, tree stride, wall of thorns; 6th level–evolution surge (greater), 

ironwood, live oak, rejuvenate eidolon (greater), summon nature’s ally VI, transport via plant; 7th level–animate plants, summon nature’s ally VII; 8th 
level–animal shapes, command plants, summon nature’s ally VIII; 9th level–shambler, summon nature’s ally IX. 

Starting at 3rd level, a fey mage can choose one spell of her choice from her 1st–level arcane knowledge spells and adds it to her list of spells known. At 

5th level and every two levels thereafter, she can choose one spell from each subsequent level of arcane knowledge spells and adds it to her list of spells 

known. This ability replaces bloodline spells.  

Fey Summoner (Su): At 4th level, a fey mage adds the following creatures to the lists of what she can summon with her summon nature’s ally spells.  

Summon nature’s ally II: gremlin (jinkin, pugwampi, or vexgit). 
Summon nature’s ally III: gremlin (nuglub). 

Summon nature’s ally IV: unicorn. 

Summon nature’s ally V: pixie, satyr. 
Summon nature’s ally VII: nymph.  

Shield Ally (Su): At 4th level, a fey mage gains the summoner’s shield ally ability. This ability, maker’s call, and greater shield ally replace bloodline 

feats.  
Maker’s Call (Su): At 8th level, a fey mage gains the summoner’s shield ally ability. 

Fey Aspect (Ex): At 14th level, a fey mage can surround herself with disturbing illusions, making her look and sound like a bizarre, insane fey creature a 

number of times per day equal to her Charisma modifier. While this ability is in effect, the fey mage gains DR 2/cold iron and a +2 bonus on all Acrobatics, 
Bluff, Perception, and Stealth checks. The effects of this ability last for 10 minutes per fey mage level. A fey mage can use this ability as a swift action or 

end it as a free action. In addition, the fey mage gains low-light vision and Sylvan as a bonus language. If the fey mage already has low-light vision, she can 

see up to four times as far as normal in dim light. At 17th level, the fey mage’s DR increases to 5/cold iron and her skill check bonus increases to +4. This 
ability and master of the fey replace the sorcerer’s bloodline power gained at 20th level. 

Greater Shield Ally (Su): At 16th level, a fey mage gains the summoner’s greater shield ally ability. 
Master of the Fey (Su): At 20th level, a fey mage’s spells affect fey creatures as if they were humanoid, and the fey mage may choose to be treated as a 

fey creature for the purpose of spells that affect her, if doing so is beneficial to her. In addition, when a fey mage uses her fey aspect ability, her damage 

reduction increases to DR 10/cold iron. She also gains a +1 bonus to her caster level whenever she casts a charm or compulsion spell.  
 

Table: Fey Mage  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Bloodline, cantrips, diminished spellcasting,   2  —  —  —  —  —  —  —  — 
     eschew material, fey eidolon  
2nd  +1  +0 +0  +3  Bloodline power, fey resistance +2   3  —  —  —  —  —  —  —   — 
3rd  +1  +1 +1  +3  Arcane knowledge   4  —  —  —  —   —  —  —  — 
4th  +2  +1 +1  +4  Fey summoner, shield ally   5   2  —  —  —  —  —  —  — 
5th  +2  +1 +1  +4  Arcane knowledge, fey resistance +4   5   3  —  —  —  —  —  —  — 
6th  +3  +2 +2  +5  Bloodline power   5   4   2  —  —  —  —  —  — 
7th  +3  +2 +2  +5  Arcane knowledge   5   5   3  —  —  —  —  —  — 
8th  +4  +2 +2  +6  Maker’s call, fey resistance +6   5   5   4   2  —  —  —  —  — 



9th  +4  +3 +3  +6  Arcane knowledge   5   5   5   3  —  —  —  —  — 
10th  +5  +3 +3  +7  Fey immunity   5   5   5   4   2  —  —  —  — 
11th  +5  +3 +3  +7  Arcane knowledge   5   5   5   5   3  —  —  —  — 
12th  +6/+1  +4 +4  +8  Bloodline power   5   5   5   5   4   2  —  —  — 
13th  +6/+1  +4 +4  +8  Arcane knowledge   5   5   5   5   5   3  —  —  — 
14th  +7/+2  +4 +4  +9  Fey aspect   5   5   5   5   5   4   2  —  — 
15th  +7/+2  +5 +5  +9  Arcane knowledge   5   5   5   5   5   5   3  —  — 
16th  +8/+3  +5 +5  +10  Greater shield ally   5   5   5   5   5   5   4   2  — 
17th  +8/+3  +5 +5  +10  Arcane knowledge   5   5   5   5   5   5   5   3  — 
18th  +9/+4  +6 +6  +11  Bloodline power   5   5   5   5   5   5   5   4   2 
19th  +9/+4  +6 +6  +11  Arcane knowledge   5   5   5   5   5   5   5   5   3 
20th  +10/+5  +6 +6  +12  Master of the fey   5   5   5   5   5   5   5   5   5 
 

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

 

SWAPS 

Spells lost (diminished spellcasting) = Fey eidolon, fey resistance 

Bloodline power (20) = Fey summoner, fey aspect, master of the fey 
Bloodline spells = Arcane knowledge 

Bloodline feats (5/11/17) = Shield ally, maker’s call, greater shield ally 

 
 

FEY EIDOLON 
A fey eidolon has only one base form that determines its starting size, speed, AC, attacks, and ability scores. All natural attacks are made using the eidolon’s 

full base attack bonus unless otherwise noted (such as in the case of secondary attacks). Unlike a normal eidolon, a fey eidolon is a finesse-based creature 
and its attacks add the eidolon’s Dexterity modifier to the damage roll (instead of Strength), unless it is its only attack, in which case it adds 1-1/2 times its 

Dexterity modifier. A fey eidolon’s base form is always Small, unless altered by evolutions, and has the usual size adjustments factored into the base form.  

Alternatively, a fey eidolon can be made Tiny. If the fey eidolon is Tiny, it takes a –4 penalty to its Strength and a –2 bonus to its Constitution. It also 
gains a +2 bonus to its Dexterity score, a +1 size bonus to its AC and attack rolls, a +2 bonus on its Fly skill checks, and a +4 bonus on its Stealth skill 

checks. It also takes a –1 penalty to its CMB and CMD scores. Reduce the damage of all of its attacks by one step (1d4 becomes 1d3, 1d3 becomes 1d2). If 

this choice is made, the eidolon can be made Tiny whenever the summoner can change the eidolon’s evolution pool (which causes it to gain these modifiers 
for changing from Small). This evolution costs 2 points from the fey mage’s evolution pool. The Medium evolution is described below. Increasing the fey 

eidolon to Large costs twice the normal evolution points. A fey eidolon cannot become Huge. 

The fey eidolon is always bipedal and uses the following base form. The fey base form follows all of the normal rules for the eidolon’s base forms. 

 

Fey Base Form (Biped) 
Starting Statistics: Size Small; Speed 20 ft.; AC +2 natural armor; Saves Fort (bad), Ref (good), Will (good); Attack 2 claws (1d4); Ability Scores Str 12, 

Dex 16, Con 13, Int 10, Wis 7, Cha 11; Free Evolutions: basic magic, claws, limbs (arms), limbs (legs), low-light vision. 
 

 

FEY EIDOLON ABILITIES 
A fey eidolon’s abilities are determined by the fey mage’s level and by the choices made using its evolution pool. However, a fey mage equivalent 
summoner class level is halved (minimum 1) for the purposes of determining her fey eidolon’s abilities, Hit Dice, evolution pool, and so on. A fey eidolon 

also has the fey creature type and the extraplanar subtype (instead of the outsider type). As such, its statistics are changed from a standard eidolon as 

described below. A fey eidolon’s uses Table: Eidolon Base Statistics to determine its base statistics and possesses qualities similar to those described in the 
Eidolons description block of the Advanced Player’s Guide, except with the following changes. 

Hit Dice: This is the total number of 6-sided (d6) Hit Dice the fey eidolon possesses. The fey eidolon’s Hit Dice are equal to 1/2 the normal eidolon’s Hit 

Dice. 
Good/Bad Saves: These are the fey eidolon’s base saving throw bonuses. A fey eidolon always possesses a good Reflex and Will saving throw and a 

bad Fortitude saving throw, regardless of the creature’s base form. 

http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Extraplanar
http://www.d20pfsrd.com/classes/base-classes/summoner#TOC-Eidolon
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Hit-Dice-HD-
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Hit-Dice-HD-


Skills: This lists the fey eidolon’s total skill ranks and receives a number of skill ranks equal to 6 + its Intelligence modifier per HD. The following skills 

are class skills for fey eidolons: Acrobatics (Dex), Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Knowledge 
(geography) (Int), Knowledge (nature) (Int), Perception (Wis), Perform (Cha), Sense Motive (Wis), Sleight of Hand (Dex), Stealth (Dex), Swim (Str), and 

Use Magic Device (Cha). Note that fey eidolons with a fly speed receive Fly (Dex) as a free class skill, even if they do not gain a fly speed until a later level. 

A fey eidolon otherwise follows the same strictures pertaining to skills as the summoner’s eidolon. 
Armor Bonus: The fey eidolon has only a natural armor bonus, and cannot split this amount between an armor bonus and a natural armor bonus.  

Str/Dex: The fey eidolon does not gain the Strength increase normally afforded an eidolon, but does retain the Dexterity increase. 

Senses: The fey eidolon’s base form gains low-light vision instead of darkvision. The fey mage can grant the fey eidolon darkvision 60 ft. as a 1-point 
evolution. 

Damage Reduction: If the fey mage chooses this evolution, she may select DR/cold iron instead of one of the alignment-based types of damage 

reduction. 
 

New Evolutions 
The following evolutions can be chosen by the fey mage. 

 

1-Point Evolutions 

The following evolution costs 1 point from the fey eidolon’s evolution pool. 

Medium (Ex): A fey eidolon grows is size, becoming Medium. The eidolon size changes to Medium and gains a +4 bonus to its Strength and a +2 bonus 

to its Constitution. It also takes a –2 penalty to its Dexterity score, a –1 size penalty to its AC and attack rolls, a –2 penalty on its Fly skill checks, and a –4 
penalty on its Stealth skill checks. It also gains a +1 bonus to its CMB and CMD scores. Increase the damage of all of its attacks by one step (1d3 becomes 

1d4, 1d4 becomes 1d6). If this choice is made, the eidolon can be made Medium whenever the summoner can change the eidolon’s evolution pool (which 

causes it to gain these modifiers for changing from Small). This evolution cost 3 points from the fey mage’s evolution pool. 
  

 

 

PLANARBOUND BLOODLINE 
You possess a strange affinity towards summoned creatures, such as eidolons. As such, your obsession with extraplanar beings has become a source of 

tremendous power, allowing you to call forth a creature from the outer planes to serve you. For you, the planes are where your true home is, but since you 
can’t go there you bring their inhabitants to you.  

Class Skill: Knowledge (Planes). 

Bonus Spells: unfetter* (3rd), evolution surge (lesser)* (5th), life conduit (improved)† (7th), evolution surge* (9th), transmogrify* (11th), evolution surge 
(greater)* (13th), purified calling* (15th), rejuvenate eidolon (greater)* (17th), summon monster XI (19th). (*Advanced Player’s Guide, †Ultimate Combat) 

Bonus Feats: Augment Summoning, Extra Evolution, Fey Foundling, Nimble Moves, Sense Link, Spell Focus (conjuration), Silent Spell, Still Spell. 

Bloodline Arcana: You have a considerable knack for summoning creatures from other planes which grants you a +1 bonus to your caster level 
whenever you cast summon monsters or any similar spell that summons extraplanar creatures to the Material plane.  

Bloodline Powers: With a strong tie to the planes, you are sought after as a source of knowledge about them, as well as an ally by those in search of 

powerful extraplanar to assist in their cause.  
Sorcerer’s Eidolon (Su): Starting at 1st level, you can summon forth an eidolon. This eidolon otherwise functions as the summoner’s eidolon class 

feature, except for the following changes. Your eidolon it is not as powerful as that of the summoner. Therefore, you effective summoner level for 

determining your eidolon’s advancement is equal to half your sorcerer level. You reduce the listed number of evolution points gained at each level by 2 (see 
Table: Eidolon Base Statistics), and the eidolon’s maximum number of natural attacks never increases above 3.  

In addition, due to the power your eidolon expends, you must sacrifice some of your own whenever you summon it. Starting at 4th level, whenever your 

eidolon is summoned, you lose access to your highest level of spells until it has been dismissed. At 10th level, whenever your eidolon is summoned, you lose 
access to your two highest levels of spells until it has been dismissed. At 16th level, whenever your eidolon is summoned, you lose access to your three 

highest levels of spells until it has been dismissed.  

Bond Senses (Su): At 3rd level, you gain the summoner’s bond senses class feature.  
Summon Monster (Su): At 9th level, you can cast summon monster IV as a spell-like ability once per day. Drawing upon this ability uses up the same 

power that you use to call your eidolon. As a result, you can only use this ability when your eidolon is not summoned. You can cast this spell as a standard 

action and the creatures remain for 1 minute per level (instead of 1 round per level). At 12th level, and every 3 levels thereafter, the power of this ability 
increases by one spell level, allowing you to summon more powerful creatures (to a maximum of summon monster VII at 18th level). 

Greater Shield Ally (Su): At 15th level, your eidolon can protect you or your allies. You gain the summoner’s greater shield ally class feature.  

Merge Forms (Su): At 20th level, you can become one with your eidolon. You gain the summoner’s merge forms class feature.  
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HERITAGE ASCETIC (TOASTER/CHRISTOS) 
Deep in seclusion, a monastic order with sorcerous potential lays in waiting to be discovered. This obscure order possesses magical power meant to be used 
for martial aptitude and to achieve greater balance in ones lives. Many of these sorcerers are descended from powerful ascetics, and strive to uphold the 

ascetic ideals of their forbearers. While this order is focused primarily on monastic influences, any heritage is welcome. 

Primary: Sorcerer. 
Secondary: Monk. 

Alignment: Any nonchaotic.  

Hit Dice: d8.  
Bonus Skills and Ranks: The heritage ascetic selects three monk skills to add to her class skills in addition to the normal sorcerer class skills. The 

heritage ascetic gains a number of ranks at each level equal to +2 Int modifier. 

Weapon and Armor Proficiency: The heritage ascetic 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. A heritage 

ascetic is not proficient with any type of armor or shield. Armor interferes with a heritage ascetic's movements, which can cause her spells with somatic 

components to fail. 
Spellcasting: A heritage ascetic casts arcane spells drawn from the sorcerer/wizard spell list, and adds the following spells at the indicated spell level: 3rd 

level–delay disease, delay poison, healing thief†; 4th level–neutralize poison, remove disease; 5th–resonating word**. She can cast any spell she knows 

without preparing it ahead of time. To learn or cast a spell, a heritage ascetic must have a Charisma score equal to at least 10 + the spell level. The Difficulty 
Class (DC) for a saving throw against a heritage ascetic’s spell is 10 + the spell level + the heritage ascetic’s Charisma modifier. 

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

Table: Heritage Ascetic. In addition, she receives bonus spells per day if she has a high Charisma score. 
The heritage ascetic’s selection of spells is extremely limited. A heritage ascetic begins play knowing four 0-level spells and two 1st-level spells of the 

heritage ascetic’s choice. At each new heritage ascetic level, he gains one or more new spells, as indicated on Table: Heritage Ascetic Spells Known. (Unlike 

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

place of one she already knows. In effect, the heritage ascetic “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 ascetic spell the heritage ascetic can cast. A heritage 
ascetic 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. 

A heritage ascetic 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 allotment of 
spells per day for the spell’s level. (*Advanced Player’s Guide, ‡Advanced Race Guide, **Ultimate Magic, †Ultimate Combat). 

Arcane Unarmed Strike (Ex): At 1st level, a heritage ascetic gains the monk’s unarmed strike ability, except that she deals 1d4 points of damage at 1st 

level. At 5th level and every four levels thereafter, this damage increases by 1 damage die category (1d6 at 5th, 1d8 at 9th, 1d10 at 13th, and 2d6 at 17th 
level). These unarmed damage values are for a Medium heritage ascetic. A Small heritage ascetic deals 1 damage die smaller (1d3 at 1st, 1d4 at 5th, 1d6 at 

9th, 1d8 at 13th, and 1d10 at 17th level), while a Large sorcerer deals 1 damage die category larger (1d6 at 1st, 1d8 at 5th, 1d10 at 9th, and  2d6 at 13th, and 

2d8 at 17th level). 
In addition, at 2nd level, whenever a heritage ascetic casts a spell with a range of “touch” from the sorcerer/wizard spell list, she can deliver the spell as 

part of an unarmed attack. Instead of the free melee touch attack normally allowed to deliver the spell, a heritage ascetic can make one free unarmed attack at 

her highest base attack bonus) as part of casting this spell. If successful, this unarmed attack deals its normal damage as well as the effects of the spell. If the 
heritage ascetic has the monk’s unarmed strike ability, she uses the critical range (20, 19–20, or 18–20 and modified by the keen weapon property or similar 

effects) of the monk weapon she is wielding, but the spell effect only deals ×2 damage on a successful critical hit, while the weapon damage uses its own 

critical modifier.  
AC Bonus (Su): At 1st level, when a heritage ascetic 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 heritage ascetic levels thereafter, up to a maximum of 

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

Bloodline: This is exactly like the sorcerer ability of the same name, except that the heritage ascetic may also select the new Monastic Bloodline.  

Evasion (Ex): At 2nd level, a heritage ascetic gains the monk’s evasion ability.  
Ki Pool (Su): At 4th level, a heritage ascetic gains the monk’s ki pool ability, except that the number of points in her ki pool is equal to 1/2 the heritage 

ascetic’s level + the heritage ascetic’s Charisma modifier. In addition, as long as a heritage ascetic has at least 1 point in her ki pool, her base attack 

bonus from her heritage ascetic levels is equal to her heritage ascetic level whenever she makes an unarmed attack or uses a touch spell. For all other 
purposes, such as qualifying for a feat or a prestige class, she uses her normal base attack bonus. 

If the heritage ascetic possesses levels in another class that grants points to a ki pool, heritage ascetic 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 heritage ascetic can now use ki points from this pool to power the abilities of every 

class she possesses that grants a ki pool. 
Decisive Opening (Ex): At 7th level, by spending 1 ki point as an immediate action, a heritage ascetic can make an attack of opportunity against an 

enemy she threatens when that enemy confirms a critical hit against the heritage ascetic or an ally. This attack of opportunity must be an unarmed attack or a 

touch spell, using the heritage ascetic’s highest attack bonus. The heritage ascetic can make this attack of opportunity even if she would be killed or 
incapacitated by the critical hit, resolving the attack after the critical hit deals damage but before she falls unconscious or dies. If the heritage ascetic’s attack 

of opportunity hits, it is automatically a critical threat.  

Improved Evasion (Ex): At 10th level, a heritage ascetic gains the monk’s improved evasion ability. 
Insightful Strike (Su): At 13th level, a heritage ascetic can spend 2 points from her ki pool as a swift action to perfect the next unarmed attack or touch 

spell attack she makes before the end of her turn. Attack and damage rolls are rolled twice and the heritage ascetic selects which result to use.  

Resilient Spells (Su): At 16th level, you can spend 2 ki points to increase the save DC of a single spell that you can cast by +1. These ki points are spent 
as part of casting the spell.  

Timeless Body (Ex): At 19th level, a heritage ascetic gains the monk’s timeless body ability. 

Perfect Deflection (Su): At 20th level, a heritage ascetic can spend 3 ki points as a swift action to gain the effects of the Deflect Arrows feat and the 
protection from arrows spell for a number of minutes equal to her heritage ascetic level. In addition, when a targeted spell or spell-like ability fails to have 

an effect on her, she can reflect the effect onto its caster as spell turning by spending a number of points from her ki pool equal to 1/2 the spell’s level 

(minimum 1).  
 

 

Table: Heritage Ascetic 



 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  AC bonus, arcane unarmed strike, bloodline power,   1  —  —  —  —  —  
     cantrips, eschew material   
2nd  +1  +0  +3 +3  Bonus feat, evasion   2  —  —  —  —  —  
3rd  +2  +1 +3 +3  Bloodline spell    3  —  —  —  —   — 
4th  +3  +1 +4 +4  AC bonus (+1), ki pool (magic)   3   1  —  —  —  —  
5th  +3  +1 +4 +4  Bloodline power   4   2  —  —  —  —  
6th  +4  +2 +5 +5  Bloodline spell   4   3  —  —  —  —  
7th  +5  +2 +5 +5  Decisive opening, ki pool (cold iron/silver)   4   3   1  —  —  —  
8th  +6/+1  +2 +6 +6  AC bonus (+2), bonus feat   4   4   2  —  —  — 
9th  +6/+1  +3 +6 +6  Bloodline spell   5   4   3  —  —  — 
10th  +7/+2  +3 +7 +7  Improved evasion, ki pool (lawful)   5   4   3   1  —  —  
11th  +8/+3  +3 +7 +7  Bloodline power   5   4   4   2  —  —  
12th  +9/+4  +4 +8 +8  AC bonus (+3), bloodline spell   5   5   4   3  —  —  
13th  +9/+4  +4 +8 +8  Insightful Strike   5   5   4   3   1  —  
14th  +10/+5  +4 +9 +9  Bonus feat   5   5   4    4   2  — 
15th  +11/+6/+1  +5 +9 +9  Bloodline spell   5   5   5   4   3  —  
16th  +12/+7/+2  +5 +10 +10  AC bonus (+4), resilient spells   5   5   5   4   3   1  
17th  +12/+7/+2  +5 +10 +10  Bloodline power   5   5   5   4   4   2  
18th  +13/+8/+3  +6 +11 +11  Bloodline spell   5   5   5   5   4   3 
19th  +14/+9/+4  +6 +11 +11  Ki pool (adamantine), timeless body   5   5   5   5   5   4 
20th  +15/+10/+5  +6 +12 +12  AC bonus (+5) , bonus feat, perfect deflection   5   5   5   5   5   5 
± 
 

Monastic Bloodline 
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 Heritage Ascetic multiclass archetype.  

Class Skill: Acrobatics. 

Bonus Spells: expeditious retreat (3rd), glide* (5th), healing thief† (7th), dimension door (9th), spell resistance (11th), age resistance** (13th), 
resonating word** (15th), mind blank (17th), etherealness (19th). (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat) 

Bonus Feats: Iron Will, Great Fortitude, Lightning Reflexes, Combat Casting, Dodge, Mobility, Defensive Combat Training.  

Bloodline Arcana: Whenever you cast a spell from the transmutation school, your land speed also increases by +10 feet per spell level, up to a maximum 
of +60 feet. This increase does not stack with any spell that improves your land speed.  

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. 

Still Mind (Ex): At 3rd level, you gain a +2 bonus on saving throws against enchantment spells and effects. This power counts as the monk’s still mind 
class feature for the purpose of feat prerequisites.  

Resilient Body (Su): At 9th 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. 
Diamond Soul (Su): At 15th level, you gain spell resistance equal to your current sorcerer level + 10. In order to affect you with a spell, a spellcaster must 

get a result on a caster level check (1d20 + caster level) that equals or exceeds your spell resistance. 

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 damage reduction 10/chaotic, which allows you to ignore the first 10 

points of damage from any attack made by a nonchaotic weapon or by any natural attack made by a creature that doesn't have similar damage reduction. 

Unlike other outsiders, you can still be brought back from the dead as if you were a member of your previous creature type.  



MUSE-TOUCHED BARD (Apraham Lincoln)  
Some bards train hard at their craft, while some bluff their way through their schooling either though luck or skillful deception. However, there are a rare 
few who are simply touched with extraordinary genius, never settling on any one medium of expression, but every piece they create reflects some part of the 

expressive world around them. These then, are the mused-touched bards, relying on inherent brilliance to perform their art. 

Primary Class: Bard. 
Secondary Class: Investigator.  

Alignment: Any. 

Hit Dice: d8.  
Bonus Skills and Ranks: The muse-touched bard may select three investigator skills to add to his class skills in addition to the normal bard class skills. 

The muse-touched bard gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The muse-touched bard is proficient with all simple weapons, plus the hand crossbow, longsword, rapier, sap, 
shortbow, short sword, sword cane, and whip. He is also proficient with light armor and with shields (except tower shields). A muse-touched bard can cast 

arcane spells while wearing light armor and using a shield without incurring the normal arcane spell failure chance.  

Inspiration (Ex): At 1st level, a muse-touched bard gains the investigator’s inspiration ability, but is changed in the following ways. The muse-touched 
bard uses his Charisma instead of his Intelligence to determine his inspiration pool. He can use inspiration on any Perform skills checks and any skill checks 

where he can use versatile performance without expending a use of inspiration, provided he is trained in the perform skill. 

In addition, a muse-touched bard of 7th level or higher can gain temporary access to masterpieces or greater access to and spells. Once per day as a swift 
action, the muse-touched bard can learn a single spell from the bard, cleric, or sorcerer/wizard spell list and add it to his list of spells known, or gain a 

masterpiece of his choice. This exceeds his normal number of spells known. The muse-touched bard must spend a number of inspiration points equal to the 

spell’s level (minimum 1) or the equivalent spell level cost described in masterpiece’s description. The spell or masterpiece spell slot cost must be of a level 
that the muse-touched bard can cast. For example, if a muse-touched bard wants to gain the use of the symphony of the Elysian heart masterpiece, she must 

spend 3 points of inspiration, as the masterpiece requires the cost of a 3rd-level spell.  

This ability replaces bardic knowledge.  
Versatile Performance (Ex): This is exactly like the bard ability of the same name, except that the muse-touched can choose a versatile performance at 

2nd level and every 2 levels thereafter, up to 18th level. The muse-touched bard can choose Contraptions (Disable Device, Knowledge [Engineering]), 

Painting (Linguistics, Perception), or Sculpture (Appraise, Use Magic Device) as one of his versatile performances.  
Alternatively, he can choose one of the following investigator talents in place of a versatile performance: alchemist discovery (enhance potion, eternal 

potion, and extend potion only), applied engineering, device talent, hidden agendas, inspirational expertise, inspired intelligence, item lore, rogue talent 

(black market connections, canny observer, charmer, coax information, convincing liar, guileful polyglot, hard to fool, honeyed words only), tenacious 
inspiration, unconventional inspiration, underworld inspiration.  

This modifies the versatile performance and replaces well-versed and lore master. 

Amazing Inspiration (Ex): At 10th level, a muse-touched bard gains the investigator’s amazing inspiration talent. When using inspiration, the muse-
touched bard rolls a d8 instead of a d6. At 20th level, he rolls 2d8 and adds both dice to the result. This ability replaces jack-of-all-trades  

 

 

Table: Muse-Touched Bard 
 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  Bardic performance, cantrips, countersong, distraction,    1  —  —  —  —  —  
     fascinate, inspiration, inspire courage +1 
2nd  +1  +0  +3 +3  Versatile performance   2  —  —  —  —  —  
3rd  +2  +1 +3 +3  Inspire competence +2   3  —  —  —  —   — 
4th  +3  +1 +4 +4  Versatile performance   3   1  —  —  —  —  
5th  +3  +1 +4 +4  Inspire courage +2   4   2  —  —  —  —  
6th  +4  +2 +5 +5  Suggestion, versatile performance   4   3  —  —  —  —  
7th  +5  +2 +5 +5  Inspire competence +3   4   3   1  —  —  —  
8th  +6/+1  +2 +6 +6  Dirge of doom, versatile performance   4   4   2  —  —  — 
9th  +6/+1  +3 +6 +6  Inspire greatness   5   4   3  —  —  — 
10th  +7/+2  +3 +7 +7  Amazing inspiration, versatile performance   5   4   3   1  —  —  
11th  +8/+3  +3 +7 +7  Inspire competence +4, inspire courage +3   5   4   4   2  —  —  
12th  +9/+4  +4 +8 +8  Soothing performance, versatile performance   5   5   4   3  —  —  
13th  +9/+4  +4 +8 +8     5   5   4   3   1  —  
14th  +10/+5  +4 +9 +9  Frightening tune, versatile performance   5   5   4    4   2  — 
15th  +11/+6/+1  +5 +9 +9  Inspire competence +5, inspire heroics   5   5   5   4   3  —  
16th  +12/+7/+2  +5 +10 +10  Versatile performance   5   5   5   4   3   1  
17th  +12/+7/+2  +5 +10 +10  Inspire courage +4   5   5   5   4   4   2  
18th  +13/+8/+3  +6 +11 +11  Mass suggestion, versatile performance   5   5   5   5   4   3 
19th  +14/+9/+4  +6 +11 +11  Inspire competence +6   5   5   5   5   5   4 
20th  +15/+10/+5  +6 +12 +12  Deadly performance   5   5   5   5   5   5 
 

  



NEFARIOUS CONVOKER 
Among the ranks of summoners are those who focus on outsiders from the lower planes, all of whom are strong-willed, dangerous, and evil. The hierarchy 
of the lower planes consists of those who rule, and those who are ruled–from the great demon lords and powerful archdevils, down to the lowliest of fiends 

who serve as minions, food, and fodder. It is from among the lowest ranks of demons, daemons, and devils that the fiend-touched nefarious convoker 

focuses his summonings. Through manipulation and a promise of greater strength and power, the nefarious convoker binds these minor fiends to his service–
an opportunity that they cannot afford to refuse. In return for their rise in power, these fiends serve the nefarious convoker as protectors, informants, and 

tools through which to carry out his devious plans or perform brutal tasks to further his sphere and influence.  

Primary Class: Summoner. 
Secondary Class: Antipaladin.  

Alignment: Any evil. 

Hit Dice: d8.  
Bonus Skills and Ranks: The nefarious convoker may select three antipaladin skills to add to his class skills in addition to the normal summoner class 

skills. The nefarious convoker gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The nefarious convoker is proficient with all simple and martial weapons. The nefarious convoker is also proficient 
with light armor. A nefarious convoker can cast arcane spells while wearing light armor without incurring the normal arcane spell failure chance. Like any 

other arcane spellcaster, a nefarious convoker wearing medium or heavy armor, or using a shield, incurs a chance of arcane spell failure if the spell in 

question has a somatic component. A multiclass nefarious convoker still incurs the normal arcane spell failure chance for arcane spells received from other 
classes. 

Spellcasting: The nefarious convoker casts arcane spells drawn from both the summoner and antipaladin spell list. The nefarious convoker otherwise 

learns and casts spells as a summoner equal to his nefarious convoker level.  
Aura of Evil (Su): At 1st level, a nefarious convoker gains the antipaladin’s aura of evil ability. This ability replaces his fiendish companion’s reduction 

in Hit Dice.  

Dark Mark (Ex): At 1st level, a nefarious convoker bears the sign of his fiendish corruption as a dark, tattoo-like brand somewhere on his body. Once 
per day, a nefarious convoker can call upon the profane power of this mark to power a spell as he casts it. Doing so causes the spell to gain the chaotic or 

lawful (depending upon his alignment) and evil descriptors, and causes the spell not to be expended as it is cast, allowing the nefarious convoker to cast the 

spell again at a later point in the day. This ability replaces summon monster I, summon monster II, and summon monster III.  
Touch of Corruption (Su): Beginning at 3rd level, a nefarious convoker’s pervasive corruption manifests itself. He gains the antipaladin’s touch of 

corruption, and causes 1d6 points of damage, plus an additional 1d6 points of damage every four levels beyond 3rd, to a maximum of 5d6 at 19th level. A 

nefarious convoker cannot use his touch of corruption to heal undead, but he may use it to heal his fiendish companion. The nefarious convoker can use this 
ability three times per day. This ability replaces shield ally and gate. 

Fiendish Companion: At 4th level, a nefarious convoker gains the ability to summon to his side a powerful outsider called a fiendish companion. The 

fiendish companion forms a link with the nefarious convoker, who, forever after summons an aspect of the same creature. The nefarious convoker can 
summon either a cacodaemon (neutral evil), imp (lawful evil), or quasit (chaotic evil), according to his alignment. A fiendish companion has the same 

alignment as the nefarious convoker that calls it and can speak all of his languages. A fiendish companion otherwise functions as and replaces the 

summoner’s eidolon.  
Aura of Cowardice (Su): At 5th level, a nefarious convoker gains the antipaladin’s aura of cowardice ability. This ability replaces transposition. 

Energumen (Su): Starting at 8th level, a nefarious convoker can open his soul to a fiendish spirit of the appropriate alignment as a free action, once per 

day. This spirit possesses the nefarious convoker for a number of rounds equal to his nefarious convoker level, granting him darkvision 60 feet, a +1 natural 
armor bonus, and a +2 profane bonus to one ability score of his choice. When the energumen ends, the nefarious convoker becomes confused for a number 

of rounds equal to his nefarious convoker level as the fiendish spirit has its way with his mind. At the start of each round of confusion, the nefarious 

convoker can make a DC 25 Will save to end the confusion effect immediately. Energumen is a possession effect, and is negated by protection from evil (or 
protection from chaos or law according to his alignment). A nefarious convoker can prevent or end the confusion side effect by having one of these spells 

cast upon him when (or before) the energumen ends, but being affected by such a spell before the energumen has run its course also causes the benefits 

granted to end prematurely.  
At 12th level, a nefarious convoker receives all the benefits granted at 8th level, and gains two claw attacks that deal 1d4 damage, resistance to fire 5, and 

a +4 bonus on all saving throws against poison. In addition, his profane bonus to the ability of his choice increases to +4. 

At 16th level, a nefarious convoker receives all the benefits granted at 8th and 12th level, and gains a resistance to acid 5, cold 5, and immunity to poison. 
In addition, the nefarious convoker can use this ability twice per day. This ability replaces aspect, merge forms, and greater aspect. 

Summon Fiend (Sp): Starting at 9th level, a nefarious convoker can cast summon monster V as a spell-like ability once per day. Drawing upon this ability 

uses up the same power as the nefarious convoker uses to call his fiendish companion. As a result, he can only use this ability when his fiendish companion 
is not summoned. The nefarious convoker  can use summon monster V to conjure the following evil outsiders according to his alignment: Lawful Evil–one 

bearded devil, 1d3 hell hounds, or 1d4+1 fiendish leopards; Neutral Evil–one ceustodaemon*, 1d3 dire apes, or 1d4+1 fiendish crocodiles; Chaotic Evil–one 
babau, 1d3 fiendish boars, or 1d4+1 dretch.  

At 13th level, the nefarious convoker can use summon monster VII to conjure the following evil outsiders according to his alignment: Lawful Evil–one 

bone devil, 1d3 erinyes, or 1d4+1 bearded devils; Neutral Evil–one leukodaemon*, 1d3 hydrodaemons*, or 1d4+1 ceustodaemons*; Chaotic Evil–one 
vrock, 1d3 succubi, or 1d4+1 babau.  

At 17th level, the nefarious convoker can use summon monster IX to conjure the following evil outsiders according to his alignment: Lawful Evil–one ice 

devil, 1d3 barbed devils, or 1d4+1 bone devils; Neutral Evil–one thanadaemon*, 1d3 meladaemon, or 1d4+1leukodaemon; Chaotic Evil–one glabrezu, 1d3 
hezrous, or 1d4+1vrocks.  

Summon fiend functions like the summoner’s summon monster ability, but only allows the nefarious convoker to summon fiendish creatures according to 

his alignment (as indicated above). This ability replaces summon monster IV, summon monster V, summon monster VI, summon monster VII, summon 
monster VIII and summon monster IX. (*Bestiary 2) 

Aura of Despair (Su): At 10th level, a nefarious convoker gains the antipaladin’s aura of despair ability. This ability replaces greater shield ally.  

Fiendish Apotheosis (Ex): At 20th level, the nefarious convoker transforms into a unique fiendish creature. The nefarious convoker permanently gains 
all the benefits of his energumen abilities, but his natural armor bonus increases to +2, resistances to acid, cold and fire increase to 10, he gains immunity to 

poison, and a +2 profane bonus to a second ability of his choice. In addition, the nefarious convoker grows bat-like wings granting him a fly speed of 30 feet 

with good maneuverability, he gains damage reduction 10/good and cold iron, and his natural weapons as well as any weapon he wields are treated as evil 
(and chaotic or lawful according to his alignment) for the purpose of resolving damage reduction. This ability replaces twin eidolon.  

 

 

Table: Nefarious Convoker 
 Base  
Class Attack Fort Ref Will    Spells per Day 



Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +0 +2 Aura of evil, cantrips, dark mark, life link   1  —  —  —  —  — 
2nd  +1  +0  +0 +3 Bonded senses   2  —  —  —  —  — 
3rd  +2  +1  +1 +3 Touch of corruption (1d6)   3  —  —  —  —   — 
4th  +3  +1  +1 +4 Fiendish companion   3   1  —  —  —  — 
5th  +3  +1  +1 +4 Aura of cowardice   4   2  —  —  —  — 
6th  +4  +2  +2 +5 Maker’s call   4   3  —  —  —  — 
7th  +5  +2  +2 +5 Touch of corruption (2d6)   4   3   1  —  —  — 
8th  +6/+1  +2  +2 +6 Energumen   4   4   2  —  —  — 
9th  +6/+1  +3  +3 +6 Summon fiend I   5   4   3  —  —  — 
10th  +7/+2  +3  +3 +7 Aura of despair   5   4   3   1  —  — 
11th  +8/+3  +3  +3 +7 Touch of corruption (3d6)   5   4   4   2  —  — 
12th  +9/+4  +4  +4 +8 Energumen   5   5   4   3  —  — 
13th  +9/+4  +4  +4 +8 Summon fiend II   5   5   4   3   1  — 
14th  +10/+5  +4  +4 +9 Life bond   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +5 +9 Touch of corruption (4d6)   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +5 +10 Energumen   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +5 +10 Summon fiend III   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +6 +11    5   5   5   5   4   3 
19th  +14/+9/+4  +6  +6 +11 Touch of corruption (5d6)   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +6 +12 Fiendish apotheosis   5   5   5   5   5   5 

 

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

 
 

FIENDISH COMPANIONS 
Fiendish companions are lesser creatures from the lower outer planes of evil–either Abaddon, the Abyss, or the Nine Hells. They treat one of these outer 

planes as their home plane and thus gain the “extraplanar” subtype on the Material Plane. A fiendish companion obeys its master’s verbal commands to the 

best of its ability, and cannot be controlled by others. A fiendish companion will do all it can to aid and protect its nefarious convoker master. Fiendish 
companions have the base statistics as shown on Table: Fiendish Companion Base Statistics. These base statistics can only be modified by the one of the 

three companion’s base forms and through a nefarious convoker’s level advancement, for it gains no evolution pool and cannot be modified through 

evolutions. A fiendish companion is completely indistinguishable from a standard cacodaemon, imp, or quasit. 
 

FIENDISH COMPANION ABILITIES 
A fiendish companion’s abilities are determined only by the nefarious convoker’s level.  Table: Fiendish Companion Base Statistics determines many of the 

base statistics of the companion. Each fiendish companion possesses a base form that modifies these base statistics. Fiendish companions are considered 
outsiders for the purpose of determining which spells affect them. A fiendish companion’s qualities are similar to those described in the Eidolons description 

block of the Advanced Player’s Guide (see p. 58), except with the following changes. 

Skills: This lists the fiendish companion total skill ranks. A fiendish companion can assign skill ranks to any skill. Fiendish companions with Intelligence 
scores above the base value modify these totals as normal (a fiendish companion receives a number of skill ranks equal to 6 + its Intelligence modifier per 

HD, to a minimum of 1). A fiendish companion cannot have more ranks in a skill than it has Hit Dice. Fiendish companion skill ranks are set once chosen, 

even if the creature changes when the nefarious convoker gains a new level. The fiendish companion considers Bluff, Craft, Fly, Knowledge (planes), 
Perception, Sense Motive, and Stealth as class skills. 

Evolution Pool: A fiendish companion gains no evolution pool, and therefore cannot be upgraded through evolutions. The fiendish companion only 

improves according to the nefarious convoker’s level advancement.  
Special: This includes a number of abilities gained by all shadow companions as they increase in power. Each of these bonuses is described below. 

Fiendish Traits: The fiendish companion has darkvision 60 feet, breathes, but does not need to eat or sleep, proficient with all simple and martial 

weapons, and requires limited wish, wish, miracle, or true resurrection to restore it to life. The fiendish companion also gains the following traits according 
to its base form: Cacodaemon–Immunity to acid, death effects, disease, and poison, resistance to cold 5, electricity 5 and fire 5 (increases to 10 at 9th level), 

and DR 5/good or silver; Imp–Immunity to fire and poison, resistance to acid 5 and cold 5 (increases to 10 at 9th level), and DR 5/good or silver; Quasit–

Immunity to electricity and poison, resistance to acid 5, cold 5, and fire 5 (increases to 10 at 9th level), and DR 5/cold iron or good. In addition, the fiendish 



companion’s natural weapons as well as any weapon it wields, is treated as either chaotic or lawful (according to its alignment) and evil for the purpose of 

resolving damage reduction.  
Spell-Like Abilities (Sp): The fiendish companion gains the following spell-like abilities at the indicated levels, according to their alignment. The fiendish 

companion has a caster level equal to its Hit Dice. 

 
Class 
Level  Spell-Like Ability 
4–6 Detect good (at will), detect magic (at will) 
7–10 Invisibility 1/day  

11–13 Invisibility 2/day; lesser confusion 3/day (cacodaemon); augury 1/day (imp),  

 suggestion 1/day (imp); cause fear 1/day (quasit)  
14–17 Invisibility 3/day 

18–20 Commune 1/week 

 
See in Darkness (Su): The fiendish companion can see perfectly in darkness of any kind, even that created by a deeper darkness spell. 

Fast Healing (Su): The fiendish companion gains fast healing 2.  

Fly (Ex): The fiendish companion’s fly maneuverability decreases to good at 10th level, and to average at 15th level.  
Size (Ex): The fiendish companion’s size changes to Small at 10th level, and to Medium at 15th level. All size change adjustments apply.  

Shape Change (Su): The fiendish companion can change into the following shapes a number of times per day equal to it Hit Dice, using the indicated 

spell: Cacodaemon–lizard, octopus, small scorpion, or venomous snake as polymorph; Imp–boar, giant spider, rat, or raven as beast shape I; Quasit–bat, 
small centipede, toad, or wolf as polymorph. 

 

 

Fiendish Companion Skills 
The following skills are class skills for the fiendish companion: Bluff (Cha), Craft (Int), Knowledge (planes) (Int), Perception (Wis), Sense Motive (Wis), 

and Stealth (Dex).  

 

Base Form 
A fiendish companion comes in one of three forms, according to the nefarious convoker’s alignment. This base form determines its starting size, speed, AC, 

attacks, and ability scores. All natural attacks are made using the fiendish companion’s full base attack bonus unless otherwise noted (such as in the case of 

secondary attacks). This base form gains no evolutions.  
 

Daemon 
Cacodaemon (daemon, evil, extraplanar, outsider) 
Starting Statistics: Size Tiny; Speed 20 ft., fly 50 ft. (perfect); AC +4 natural, +2 size; Saves Fort (bad), Ref (good), Will (good); Attack 1 bite (1d4 plus 
disease); Ability Scores Str 12, Dex 11, Con 13, Int 8, Wis 13, Cha 12;  

Disease (Su)—injury; save Fortitude DC 12; onset 1 day; frequency 1/day; effect 1d2 Wisdom damage, cure 2 consecutive saves. 

 
Demon 
Quasit (chaotic, demon, evil, extraplanar, outsider) 
Starting Statistics: Size Tiny; Speed 20 ft., fly 50 ft. (perfect); AC +2 natural, +2 size; Saves Fort (bad), Ref (good), Will (good); Attack 2 claws (1d3-1 

plus poison), 1 bite (1d4-1); Ability Scores Str 8, Dex 14, Con 11, Int 11, Wis 12, Cha 11. 
Poison (Ex)—injury; save Fortitude DC 13; frequency 1/round for 6 rounds; effect 1d2 Dexterity; cure 2 consecutive saves. 

 

Devil 
Imp (devil, evil, extraplanar, lawful, outsider) 
Starting Statistics: Size Tiny; Speed 20 ft., fly 50 ft. (perfect); AC +1 dodge, +1 natural, +2 size; Saves Fort (bad), Ref (good), Will (good); Attack 1 sting 

(1d4 plus poison); Ability Scores Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14. 

Poison (Ex)—injury; save Fort DC 13; frequency 1/round for 6 rounds; effect 1d2 Dex; cure 1 save. The save DC is Constitution-based, and includes a +2 
racial bonus. 

 

Table: Fiendish Companion Base Statistics 
Class    Good  Bad    Armor  Str/Dex   
Level  HD  BAB  Saves  Save  Skills  Feats  Bonus  Bonus  Special 
4th  3  +3  +3  +1  18  2  +2  +1  Fiendish traits, share spells, 
         spell-like abilities 
5th  4  +4  +4  +1  24  2  +4  +2  Ability score increase 
6th  4  +4  +4  +1  24  2  +4  +2  Evasion 
7th  5  +5  +4  +1  30  3  +4  +2  See in darkness  
8th  5  +5  +4  +1  30  3  +4  +2  — 
9th  6 +6/+1  +5  +2  36  3  +6  +3  Fast healing  
10th  6  +6/+1  +5  +2  36  3  +6  +3  Fly (good), size (Small) 
11th  7  +7/+2 +5  +2  42  4  +6  +3  — 
12th  8  +8/+3  +6  +2  48  4  +8  +4  Ability score increase 
13th  8  +8/+3 +6  +2  48  4  +8  +4  — 
14th  9  +9/+4 +6  +3  54  5  +8  +4  Shape change 
15th  9  +9/+4 +6  +3  54  5  +10  +5  Fly (average), size (Medium) 
16th  10  +10/+5 +7  +3  60  5  +10  +5  — 
17th  10  +10/+5 +7  +3  60  5  +10  +5  — 
18th  11  +11/+6/+1 +7  +3  66  6  +10  +5  Improved evasion 
19th  12  +12/+7/+2 +8  +4  72  6  +12  +6  Ability score increase 
20th  12  +12/+7/+2 +8  +4  72  6  +12  +6  — 
 



 

  



OCCULT CLAIRVOYANT (Tyrannical)   
The art of fortunetelling is a strange and mysterious one. Some would argue that it is mere theatrics and riddles rather than a true expression of power over 
the spiritual or divine, but through the use of the harrow, the strands of destiny become more malleable in the hands of the occult clairvoyant. Using the tools 

and tactics of augury, the occult clairvoyant can shift the fate of the companions around her, bringing either weal or woe. 

Primary Class: Bard.  
Secondary Class: Shaman.  

Alignment: Any.  

Hit Dice: d8. 
Bonus Skills and Ranks: The occult clairvoyant may select three shaman skills to add to his class skills in addition to the normal bard class skills. The 

occult clairvoyant gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The occult clairvoyant is proficient with all simple weapons, with light armor, and with shields (except tower shields). 
Spellcasting: An occult clairvoyant casts divine spells drawn from the bard spell list, and adds the following spell to his list at the indicated spell levels: 

1st level–bane, bless, detect animals or plants, detect chaos/law/good/evil, detect undead, dream feast; 2nd level–augury, burdened thoughts, guiding star; 

3rd level–bestow curse, speak with dead, speak with haunt; 4th level–divination, sending; 5th level–ancestral memory, commune, commune with nature, 
major curse; 6th level–true seeing, find the path. 

An occult clairvoyant must choose and prepare his spells in advance. To prepare or cast a spell, an occult clairvoyant must have a Wisdom score equal to 

at least 10 + the spell's level. The saving throw DC against an occult clairvoyant's spell is 10 + the spell's level + the occult clairvoyant's Wisdom modifier. 
Like other spellcasters, an occult clairvoyant can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given 

on Table: Occult Clairvoyant. In addition, he receives bonus spells per day if he has a high Wisdom score. 

Occult clairvoyants consult their harrow deck to prepare their spells. Each occult clairvoyant must choose a time when he must spend 1 hour each day in 
quiet consultation with his harrow deck to regain his daily allotment of spells. An occult clairvoyant can prepare and cast any spell on the occult clairvoyant 

spell list, provided that he can cast spells of that level, but he must choose which spells to prepare during his daily study. This ability replaces the bard’s 

spellcasting ability. 
Clairvoyant’s Performance: This is exactly like the bard’s bardic performance ability, except for the following changes. An occult clairvoyant uses his 

Wisdom to determine the number of rounds performance he gains and the effects of his performances. In addition, the occult clairvoyant does not use the 

Perform skill to make his performances. Instead, he uses the Sense Motive or Use Magical Device skill, depending on the type of performance made. For 
performances that require the use of an augury device (such as a harrow deck, crystal ball, dice, or similar device), the occult clairvoyant uses the Use 

Magical Device skill. All other performances require the use of the Sense Motive skill (see individual performances for their required skill check).   

An occult clairvoyant gains the following performances.  
Augur's Vision (Sp): At 1st level, an occult clairvoyant can spend 1 round of performance to project his mind into the future to vaguely predict events that 

could unfold. This acts as the augury spell, except that the occult clairvoyant adds half his Use Magic Device skill ranks to his chance of success (up to 

100%). For each additional round spent to maintain this performance, the occult clairvoyant may inquire the result of one additional action. However, for 
each use of this performance after the first, the chance of receiving an answer is reduced by 10%, until he rests to regain his spells, at which time the 

performance’s effect resets. At 9th level, this performance functions as the divination spell. This performance requires the Use Magical Device skill. This 

performance is a divination effect that replaces distraction and inspire greatness. 
Change of Fate (Su): At 2nd level, an occult clairvoyant can spend 1 round of performance to pluck the strands of fate to transfer the effect of any one hex 

or curse affecting an ally and transfer it to an ally or opponent within 30 feet. The new target can make a Will save against the hex or curse to negate its 

effect. If there are no target’s within range, the occult clairvoyant can instead imbue the hex or curse on himself. By spending an additional round of 
performance, he can later transfer the hex or curse to a different target within range as long as the hex or curse is still in effect. The duration of a transferred 

hex or curse is calculated from the time it was first used or cast, not from the time it was transferred to the new target. An individual hex or curse has been 

transferred to a new target (not including the transference to the occult clairvoyant) cannot be transferred again by the same occult clairvoyant. An opponent 
can only be affected by a one transferred hex or curse at a timed. This performance requires the Sense Motive skill. This performance is a curse effect that 

replaces countersong 

Soothsaying (Su): At 3rd level, an occult clairvoyant can use his performance to call upon his harrow deck to grant a boon. This functions like the 
harrowing spell, except that it grants the +2 luck bonus to himself and a number of allies equal to his Wisdom modifier within 30 feet who can see and hear 

his performance and imparts no –1 penalty to the associated check. This luck bonus increases by +1 for every four levels the occult clairvoyant has attained 

beyond 3rd (+3 at 7th, +4 at 11th, +5 at 15th, and +6 at 19th). The bonus persists as long as the performance is maintained. At 13th level, those affected by 
the harrow reader performance also benefit from the effects of the greater harrowing spell. This performance requires the Use Magical Device skill. This 

performance is a divination, language-dependent effect that replaces inspire competence. 

Diviner's Foresight (Su): At 6th level, an occult clairvoyant can use his performance to quickly divine actions taken against him or an ally within 30ft. 
The target gains a +1 luck bonus on saving throws and cannot be caught flat-footed while the performance is maintained. At 10th level and every four levels 

thereafter, this bonus increases by +1, to a maximum of +4 at 18th level. This performance requires the Use Magical Device skill. Diviner’s foresight is a 
divination, language-dependent effect that replaces suggestion.  

Harrower’s Curse (Su): At 8th level, the occult clairvoyant can use her performance to curse a single creature within 30 feet as the bestow curse spell by 

hurling a card, randomly drawn from his harrow deck. This requires a ranged touch attack, but deals no damage. This performance affects only the ability 
score that corresponds to the drawn card’s suit and lasts a number of rounds equal to the occult clairvoyant’s level + his Wisdom modifier. At 15th level, this 

performance functions as the major curse spell. This curse effect remains as long as the performance is maintained. This performance requires the Use 

Magical Device skill. This performance is a divination, curse effect that replaces dirge of doom and inspire heroics. 
Commune with Spirits (Su): At 12th level, an occult clairvoyant can use his performance to open his mind to the vast experiences of his ancestors in the 

hope of learning something pertinent about his current situation. This functions like the ancestral memory spell, except that the occult clairvoyant adds half 

his Sense Motive skill ranks to his chance of success (up to 100%). This effect lasts as long s the performance is maintained. For each additional use of this 
performance, the occult clairvoyant may seek an additional ancestral memory. However, for each use of this performance beyond the first, the chance of 

finding a pertinent memory is reduced by 10%, until he rests to regain his spells, at which time the performance’s effect resets. This performance requires the 

Sense Motive skill. This performance is a divination that replaces soothing performance. 
Mass Foresight (Su): This ability functions like diviner’s foresight, but allows an occult clairvoyant of 18th level or higher to grant the luck bonus 

simultaneously to a number of allies equal to his Wisdom modifier. Mass foresight is a divination, language dependent ability that relies on audible 

components. This performance replaces mass suggestion.  
Prophecy of Doom (Su): At 20th level, an occult clairvoyant can spend 6 rounds of performance to inflict a deadly curse upon his enemies. He draws a 

random card from his harrow deck (or makes a d6 dice roll), and depending on which suit is drawn the performance reduces the target's corresponding ability 

score to 0. This may lead to the enemy becoming unconscious, comatose, or dead, depending on which ability score is reduced. To be affected, the target 
must be able to see and hear the occult clairvoyant perform for 1 full round and be within 30 feet. The target receives a Will save (DC 10 + 1/2 the occult 

clairvoyant’s level + the occult clairvoyant Wisdom modifier) to negate the primary effect, but not the alignment weakness effect. If a creature’s saving 

throw succeeds, the target is staggered for 1d4 rounds, and the occult clairvoyant cannot use prophecy of doom on that creature again for 24 hours. This 
performance replaces deadly performance. 



Diviner’s Deck: At 1st level, an occult clairvoyant gains a special harrow deck. By consulting with his deck each day, the occult clairvoyant can 

commune with the spirits around him to prepare his spells. The deck cannot be used for this purpose if any cards are missing.  
At 3rd level, when the occult clairvoyant uses the Deadly Dealer feat with a card from his harrow deck, the card is not destroyed and gains the returning 

weapon special ability. In addition, the occult clairvoyant can deliver a touch spell with a thrown card. This uses the Deadly Dealer feat, except the attack is 

resolved as a ranged touch attack and the card deals no damage of its own. 
This ability, deadly dealer, and destiny seer replaces the bard’s lost weapon proficiencies and well-versed. 

Orisons: At 1st level, an occult clairvoyant gains the shaman’s orisons ability. This ability replaces cantrips.   

Hex: At 2nd level, the occult clairvoyant gains the shaman's hex ability and may select a hex at 2nd level and every four levels thereafter. He may select 
from any of the common hexes granted to the shaman class. Any hexes that target a creature require 1 round of performance to use. This ability replaces 

fascinate and versatile performance. 

Deadly Dealer: At 3rd level, an occult clairvoyant gains Deadly Dealer as a bonus feat, even if he doesn’t meet the prerequisites. The occult clairvoyant 
gains the benefits of the Arcane Strike feat, but only for the purposes of using Deadly Dealer.  

Destiny Seer: At 4th level, the occult clairvoyant gains the Fortune Teller and Harrowed feats as bonus feats.  

Wandering Spirit (Su): At 5th level, an occult clairvoyant gains the shaman’s wandering spirit, allowing him to form a temporary bond with a spirit. The 
spirit must be chosen when he prepares his spells. While this feature is active, he gains the spirit ability granted by the spirit and adds the spirit magic spells 

from his wandering spirit to those he can select when preparing his spells. He does not add the hexes to those he can select. At 12th level, he gains the 

abilities listed in the greater version of his wandering spirit. At 19th level, he gains the abilities listed in the true version of his wandering spirit. This ability 
replaces inspire courage and frightening tune. 

Wandering Hex: At 10th level, an occult clairvoyant can temporarily gain the use of one of the hexes possessed by his wandering spirit. If he selects a 

hex 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. At 16th level, he can select two wandering hexes each day instead of one. This ability otherwise functions as the hex class feature. This ability 

replaces jack of all trades.  
 
 

Table: Occult Clairvoyant 
 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  Augur’s vision, bardic knowledge, clairvoyant’s performance,    1  —  —  —  —  —  
     diviner’s deck, orisons 
2nd  +1  +0  +3 +3  Change fate, hex   2  —  —  —  —  —  
3rd  +2  +1 +3 +3  Deadly dealer, soothsaying +2   3  —  —  —  —   — 
4th  +3  +1 +4 +4  Destiny seer   3   1  —  —  —  —  
5th  +3  +1 +4 +4  Lore master 1/day, wandering spirit   4   2  —  —  —  —  
6th  +4  +2 +5 +5  Diviner’s foresight, hex   4   3  —  —  —  —  
7th  +5  +2 +5 +5  Soothsaying +3   4   3   1  —  —  —  
8th  +6/+1  +2 +6 +6  Harrower’s curse   4   4   2  —  —  — 
9th  +6/+1  +3 +6 +6     5   4   3  —  —  — 
10th  +7/+2  +3 +7 +7  Hex, wandering hex   5   4   3   1  —  —  
11th  +8/+3  +3 +7 +7  Lore master 2/day, soothsaying +4   5   4   4   2  —  —  
12th  +9/+4  +4 +8 +8  Commune with spirits, wandering spirit (greater)   5   5   4   3  —  —  
13th  +9/+4  +4 +8 +8     5   5   4   3   1  —  
14th  +10/+5  +4 +9 +9  Hex   5   5   4    4   2  — 
15th  +11/+6/+1  +5 +9 +9  Soothsaying +5   5   5   5   4   3  —  
16th  +12/+7/+2  +5 +10 +10  Hex, wandering hex (2 hexes)   5   5   5   4   3   1  
17th  +12/+7/+2  +5 +10 +10  Lore master 3/day   5   5   5   4   4   2  
18th  +13/+8/+3  +6 +11 +11  Hex, mass foresight   5   5   5   5   4   3 
19th  +14/+9/+4  +6 +11 +11  Soothsaying +6, wandering spirit (true)   5   5   5   5   5   4 
20th  +15/+10/+5  +6 +12 +12  Prophecy of doom   5   5   5   5   5   5 



PACTGIFTED CHAMPION (OSW) 
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: Summoner. 

Secondary: Witch. 
Alignment: Any.  

Hit Dice: d8.  

Bonus Skills and Ranks: The pactgifted champion selects three witch skills to add to his class skills in addition to the normal summoner class skills. The 
pactgifted champion gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The pactgifted champion is proficient with all simple weapons and with light armor. A pactgifted champion can 

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

pactgifted champion wearing medium or heavy armor, or using a shield, incurs a chance of arcane spell failure if the spell in question has a somatic 

component. A multiclass pactgifted champion still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Pact Avatar: As the chosen avatar of his patron, the pactgifted champion is gifted with the power to assume the form of a pact avatar. The pactgifted 

champion can assume the form of his pact avatar as a swift action for 1 minute per pactgifted champion level. These minutes do not need to be consecutive, 
but must be spent in 1-minute increments. He can end his pact avatar manifestation as a free action. 

At 1st level, the pactgifted champion uses her ability scores and other statistics as her base form, and receives a pool of evolution points as shown on 

Table: Eidolon Base Statistics. Points from this pool can be spent on a wide variety of modifications and upgrades that add new abilities, attacks, and powers 
to the pactgifted champion. Whenever the pactgifted champion gains a level, the number in this pool increases and the pactgifted champion can spend these 

points to change the abilities. These choices are not set. The pactgifted champion can change them whenever he gains a level (and through the transmogrify 

spell). A pactgifted champion's pact avatar is restricted from selecting the following evolutions: basic magic, minor magic, major magic, ultimate magic. 

While in his pact avatar form, the pactgifted champion also gains the eidolon’s base attack bonus, armor bonus, Strength and Dexterity bonus, and max 

attacks, as well as the darkvision, evasion, devotion, multiattack and improved evasion abilities at the indicated levels. A pactgifted champion does not gain 

the eidolon’s link, share spells, or ability score increase abilities of an eidolon. A pactgifted champion counts as both his original type and as a magical beast 
for the purpose of determining any effect related to type when in his pact avatar form. 

In addition, while in his pact avatar form, the pactgifted champion can use all of his class abilities and gear as normal. Any armor worn by the pactgifted 
becomes part of his base form and is counted as his initial armor bonus until his form is dismissed. This ability replaces eidolon. 

Patron: At 1st level, the pact avatar must select a patron. This patron is a vague and mysterious force, granting the pact avatar power for reasons that she 

might not entirely understand. The patron also grants a small boon to the pactgifted champion. She chooses one of the following skill sets and gains a +2 
bonus on all skill checks made with the listed skills: Animal Affinity (Handle Animal, Ride), Cunning (Bluff, Diplomacy), Discerning (Bluff, Sense 

Motive), Domineering (Handle Animal, Intimidate), Friendly (Diplomacy, Handle Animal), Deceptive (Bluff, Intimidate), Perceptive (Perception, Sense 

Motive), Persuasive (Diplomacy, Intimidate), Subtle (Diplomacy, Sense Motive), Vigorous (Climb, Swim). 
Self Healing (Sp): Starting at 1st level, a pactgifted champion can heal himself for 1d6 points of damage as a spell-like ability a number of times per day 

equal to 3 + his Charisma modifier. He can use this ability as a standard action. A pactgifted champion can use this ability even while his pact avatar is 

manifested. At 3rd level, and every two levels thereafter, the amount of damage he can heal increases by 1d6, up to a maximum of 10d6 at 19th level. This 
ability replaces summon monster I.  

Patron Spells: At 2nd level, and every three levels thereafter (up to 17th level), a pactgifted champion’s patron adds new spells to the pactgifted 

champion’s list of spells known. The spells gained depend upon the patron chosen. Each patron is listed by its theme. Its actual name is up to the GM and the 
pactgifted champion to decide. This ability replaces life link. 

Hex (Su): At 2nd level, a pactgifted champion gains the witch’s hex ability and gains one hex of her choice. She gains an additional hex at 4th level and 

for every two levels attained after 2nd level. This ability and major hex replace bond senses, shield ally, maker’s call, transposition, aspect, greater shield 
ally, life bond, merge forms, greater aspect, and twin eidolon.  

Major Hex (Su): At 12th level, whenever a pactgifted champion could choose a hex, she can select a major hex instead. 

 
 

NEW HEXES 
The following hexes are restricted to and complement the Pactgifted Champion multiclass archetype. 

Allied Exchange (Su): A pactgifted champion can swap locations with an ally within 30 feet. This functions as dimension door, using the pactgifted 
champion’s level as his caster level. If the ally is out of range, the hex is wasted. The pactgifted champion can use this hex once per day at 8th level, plus one 

additional time per day for every four levels beyond 8th. If the ally is larger than the pactgifted champion, he can appear in any square occupied by the ally. 

The ally must occupy the square that was occupied by the pactgifted champion if able, or as close as possible if it is not able. A pactgifted champion must be 
at least 8th level to select this hex.   

Allied Guardian (Ex): A pactgifted champion can designate one ally that is within reach of him. The ally receives a +2 shield bonus to her Armor 

Class and a +2 circumstance bonus to her saving throws until the end of combat, or until the pactgifted champion designates another ally. Only one ally can 
be affected by this hex at a time. This bonus does not apply if the pactgifted champion is grappled, helpless, paralyzed, stunned, or unconscious. The 

pactgifted champion must be at least 4th level to select this hex.  

 

 

NEW MAJOR HEXES 
The following major hexes are restricted to and complement the Pactgifted Champion multiclass archetype. 

Greater Allied Guardian (Ex): Whenever a designated ally is within the pactgifted champion’s reach, the bonuses granted by the allied guardian hex 
increase to +4. The pactgifted champion can designate a number of allies equal to her Charisma modifier. This bonus does not apply if the pactgifted 

champion is grappled, helpless, paralyzed, stunned, or unconscious, as normal.  

Transference (Su): A pactgifted champion’s life becomes linked to an opponent’s and the pactgifted champion is protected from harm. If the target of this 
hex fails its saving throw, damage in excess of that which would reduce the pactgifted champion to fewer than 0 hit points is instead transferred to the 

targeted opponent. This damage is transferred 1 point at a time, meaning that as soon as the target is reduced to a number of negative hit points equal to its 

Constitution score, all excess damage remains with the pactgifted champion. Effects that cause death but not damage are unaffected by this hex. This hex 
does not affect spells like baleful polymorph, flesh to stone, or imprisonment, or other spells that do not cause actual damage. The pactgifted champion must 

be at least 14t level to select this major hex.  

 

 

Table: Pactgifted Champion 
 Base  



Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +0 +2 Cantrips, pact avatar, patron, self healing 1d6   1  —  —  —  —  — 
2nd  +1  +0  +0 +3 Hex, patron spells   2  —  —  —  —  — 
3rd  +2  +1  +1 +3 Self healing 2d6   3  —  —  —  —   — 
4th  +3  +1  +1 +4 Hex   3   1  —  —  —  — 
5th  +3  +1  +1 +4 Self healing 3d6   4   2  —  —  —  — 
6th  +4  +2  +2 +5 Hex   4   3  —  —  —  — 
7th  +5  +2  +2 +5 Self healing 4d6   4   3   1  —  —  — 
8th  +6/+1  +2  +2 +6 Hex   4   4   2  —  —  — 
9th  +6/+1  +3  +3 +6 Self healing 5d6   5   4   3  —  —  — 
10th  +7/+2  +3  +3 +7 Hex   5   4   3   1  —  — 
11th  +8/+3  +3  +3 +7 Self healing 6d6   5   4   4   2  —  — 
12th  +9/+4  +4  +4 +8 Hex, major hex   5   5   4   3  —  — 
13th  +9/+4  +4  +4 +8 Self healing 7d6   5   5   4   3   1  — 
14th  +10/+5  +4  +4 +9 Hex   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +5 +9 Self healing 8d6   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +5 +10 Hex   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +5 +10 Self healing 9d6   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +6 +11 Hex   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +6 +11 Self healing 10d6   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +6 +12 Hex   5   5   5   5   5   5 

 
  



PRIMAL EVOKER (mrtaco6) 
Born from the wild, many people live their lives in small tribes, and when a child is born with innate magical abilities, it tends to make waves. Despite the 
special status such children obtain, they are often taught to work for the good of the tribe, and must learn to fight. The result of such training is the primal 

evoker, a servant of the people that blends her innate magical talents, chaos, and the combat training of tribal life into an explosion of emotion and death. 

Primary Class: Sorcerer. 
Secondary Class: Barbarian.  

Alignment: Any chaotic.  

Hit Dice: d8.  
Bonus Skills and Ranks: The primal evoker may select three barbarian skills to add to her class skills in addition to the normal sorcerer class skills. The 

primal evoker gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The primal evoker is proficient with all simple and martial weapons, with light armor, but not with shields. She can 
cast sorcerer spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a primal evoker 

wearing medium armor, heavy armor, or using a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass 

primal evoker still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Spellcasting: A primal evoker casts arcane spells drawn from the sorcerer spell list, but she is restricted from casting spells of the lawful subtype. She can 

cast any spell she knows without preparing it ahead of time. To learn or cast a spell, a primal evoker must have a Charisma score equal to at least 10 + the 

spell level. The Difficulty Class (DC) for a saving throw against a primal evoker’s spell is 10 + the spell level + the primal evoker’s Charisma modifier. 
Like other spellcasters, a primal evoker can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given 

on Table: Primal Evoker. In addition, she receives bonus spells per day if she has a high Charisma score. 

The primal evoker’s selection of spells is extremely limited. A primal evoker begins play knowing four 0-level spells and two 1st-level spells of the 
primal evoker’s choice. At each new primal evoker level, she gains one or more new spells, as indicated on Table: Primal Evoker Spells Known. (Unlike 

spells per day, the number of spells a primal evoker knows is not affected by her Charisma score. 

Upon reaching 5th level, and at every third primal evoker level after that (8th, 11th, and so on), a primal evoker can choose to learn a new spell in place of 
one she already knows. In effect, the primal evoker “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 primal evoker spell the primal evoker can cast. A primal evoker 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. 
A primal evoker 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 allotment of 

spells per day for the spell’s level. 

Chaos Bloodline: This is exactly like the sorcerer ability of the same name, except that the primal evoker must choose the Abyssal, Accursed, 
Impossible, Protean, Starsoul, or Stormborn bloodline. At 1st level, a primal evoker gains her bloodline arcana and her 1st level bloodline power. At 6th 

level and every three levels thereafter, she gains each subsequent bloodline power, up to her 15th level bloodline power at 19th level.  

At 6th level, and again at 12th and 18th level, a primal evoker can choose a bloodline feat in place of a rage power.  She must meet the prerequisites of the 
feat as normal. The primal evoker does not gain bloodline spells.  

Primal Rage (Su): Starting at 2nd level, a primal evoker can focus the primal energies that surge through her to enter a primal rage. This is similar to a 

barbarian’s rage, except that the primal evoker can rage for a number of rounds per day equal to 4 + her Constitution modifier, plus 1 additional round every 
level beyond 2nd. While in primal rage, a primal evoker gains only a +2 morale bonus to her Strength and Constitution, and a +1 morale bonus on 

Will saves, but takes a –2 penalty to Armor Class. The increase to Constitution grants the primal evoker 1 hit point per Hit Dice, but these disappear when 

the primal rage ends and are not lost first like temporary hit points. While in primal rage, a primal evoker cannot use any Charisma-, Dexterity-, 
or Intelligence-based skills (except Acrobatics, Fly, Intimidate, and Ride) or any ability that requires patience or concentration. 

While a primal evoker rages, she creates a build-up of primal energies. When she ends her primal rage (a free action), she unleashes this energy, 

triggering a primal event in her square (see Primal Magic in Pathfinder Campaign Setting: Inner Sea Magic) that lasts for a number of rounds equal to the 
number of rounds spent in the primal rage. A primal evoker cannot enter a new primal rage while a primal event created by ending her rage but can 

otherwise enter rage multiple times during a single encounter or combat. If a primal evoker falls unconscious while in primal rage, it immediately ends, 

triggering a primal event in a 5-foot radius and placing her in peril of death.  
Uncanny Dodge (Ex): At 3rd level, a primal evoker gains the barbarian’s uncanny dodge ability. This ability, primal sorcer, improved uncanny dodge, 

and chaotic critical replace bloodline spells.  

Rage Powers (Ex): Starting at 4th level, a primal evoker gains a barbarian rage power. She gains another rage power at 6th, 10th, 12th, 16th, and 18th 
level. Alternately, at 6th, 12th, and 18th level, a primal evoker can choose a bloodline feat that she qualifies for in place of a rage power.  

Fury Casting (Ex): At 5th level, a primal evoker can cast spells while in a primal rage. She can use this ability a number of times per day equal to her 

Charisma modifier. This ability, primal surge, and entropic rage replace bloodline feats.  
Primal Sorcery (Su): At 8th level, a primal evoker may attempt to channel primal magic as a swift action to cast a spell she knows without losing that 

spell slot. Essentially, a primal evoker is forcing primal magic into the world and attempting to shape it into a specific spell effect.  
To use this ability, she casts the spell as she would normally, but as the spell’s effect takes place, she makes a concentration check (DC 20 + double the 

spell’s level). If she fails this check, she expends the spell slot normally as if she had cast it, but its actual effects are replaced by a primal magic event in a 

10-foot radius centered on the target and she is staggered for 1 round per level of the spell. The CR for the event is equal to the primal evoker's level. The 
primal magic event area dissipates completely after a number of minutes equal to the primal evoker’s level. A successful Spellcraft check (DC 20 + the level 

of the spell) allows the event to be discovered.  

If the primal evoker makes this check, she casts the spell normally and spell slot is not expended from her daily allotment of spells, allowing her to cast 
that spell again at a later point. A primal evoker can use primal sorcery once per day at 8th level, and an additional time per day every five levels thereafter.   

Improved Uncanny Dodge (Ex): At 9th level, a primal evoker gains the barbarian’s improved uncanny dodge ability.  

Greater Primal Rage (Su): At 11th level, when a primal evoker enters primal rage, the morale bonus to her Strength and Constitution increases to +4 
and the morale bonus on her Will saves increases to +2. In addition, whenever a primal evoker triggers a primal magic event, she rolls the percentile dice 

twice to determine the event that occurs and chooses which one of the two possible events occurs. She also becomes resistant to the effects of primal magic 

events. Anytime an event would affect her, the GM rolls 1d20 + the event’s CR against a DC of 11 + her primal evoker level. If this roll fails, the event does 
not affect her, similar to a creature with spell resistance ignoring magical effects with an SR check. If the primal magic event is duplicating the effects of a 

spell that does not allow spell resistance (such as create pit), this resistance does not apply.  

Primal Hemorrhage (Su): At 14th level, whenever the primal evoker is reduced to lower than 0 hit points, she releases a burst of entropic energy. Each 
round she remains below 0 hit points, all opponents with 10 feet of her take an amount of chaotic damage equal to her Charisma modifier. This “bleeding” of 

primal energy ceases once the primal evoker dies or is healed up to 0 hit points or more. Allies are unaffected by this effect, unless they are outsiders of the 

lawful subtype.  
Chaotic Critical (Su): At 15th level, when a primal evoker scores a critical hit with a melee weapon against an opponent, she deals an amount of chaotic 

damage equal to her primal evoker level + her Charisma modifier. This extra damage bypasses damage reduction. 

Entropic Rage (Su): At 17th level, when entering a primal rage, a primal evoker releases a wave of entropic energy. Any object or creature within 20 feet 
of her when she enters her rage takes 2d6 points of chaotic damage plus her Charisma modifier. If the creature is of the lawful subtype, it takes 4d6 points of 



chaotic damage plus her Charisma modifier. Any creature within the area can make a Fortitude saving throw for half damage. Once a creature has been the 

target of an entropic rage, regardless of whether or not the save is made, that creature is immune to that primal evoker’s entropic rage for 24 hours. Chaotic 
creatures only take damage equal to the primal evoker’s Charisma modifier.  

Primal Power (Su): At 20th level, a primal evoker becomes chaos incarnate. When a primal evoker enters a primal rage, the morale bonus to her Strength 

and Constitution increases to +6, the morale bonus on her Will saves increases to +3. In addition, due to the primal energies coursing through her body, she 
gains the chaotic creature subtype, regardless of her actual alignment. Also, she no longer takes penalties to her ability scores for aging and cannot be 

magically aged. Any such penalties that he has already taken, however, remain in place. Age bonuses still accrue, and the primal evoker still dies of old age 

when her time is up. This ability replaces the bloodline power gained at 20th level.  

 

 

Table: Primal Evoker 
 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 Bloodline power, cantrips, chaos bloodline   3   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Primal rage    4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Uncanny dodge   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Rage power   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Fury casting   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Rage power   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Bloodline power   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Primal sorcery   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Improved uncanny dodge   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Rage power   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Greater primal rage, primal surge   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Rage power   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Bloodline power   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Primal hemorrhage   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Chaotic critical   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Rage power   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Entropic rage   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Rage power   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Bloodline power   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Primal power   5   5   5   5   5   5   5 



SIEGE MARSHAL 

 
Primary Class: Summoner.  

Secondary Class: Gunslinger.  

Hit Dice: d8.  
Bonus Skills and Ranks: The siege marshal selects three gunslinger skills to add to his class skills in addition to the normal summoner class skills. The 

siege marshal gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The siege marshal is proficient with all simple weapons, all firearms, and one martial weapon of his choice. The siege 
marshal is proficient with light armor, but not with shields. A siege marshal can cast summoner spells while wearing light armor without incurring the 

normal arcane spell failure chance. Like any other arcane spellcaster, a siege marshal wearing medium or heavy armor, or using a shield, incurs a chance of 

arcane spell failure if the spell in question has a somatic component. A multiclass siege marshal still incurs the normal arcane spell failure chance for arcane 
spells received from other classes. 

Diminished Spellcasting: The siege marshal casts arcane spells drawn from the summoner spell list, and both casts and knows one fewer spell of each 

level than normal. If this reduces the number to 0 (minimum 1 for spells known), he may cast spells of that level only if his Charisma allows bonus spells of 
that level. The siege marshal adds the following spells to his spell list at the indicated levels: 1st level–abundant ammunition†, damp powder†, fabricate 

bullets†, longshot†, reinforce armaments†, unerring weapon†, warding weapon†; 2nd level–bullet shield†, destabilize powder†, magic siege engine†, recoil 

fire†, reloading hands†, reinforce armaments (communal)†, stabilize powder†, tactical acumen†; 3rd level–flash fire†; 4th level–magic siege engine (greater)†, 
name bullet†, pellet blast†; 5th level–energy siege shot†; 6th level–energy siege shot (greater)†, named bullet (greater)†. A siege marshal otherwise learns and 

casts spells as a summoner equal to his siege marshal level. (†Ultimate Combat) 

Cannon Eidolon: A siege marshal begins play with the ability to summon to his side a powerful outsider from the Plane of Ironworks called a cannon 
eidolon. The cannon eidolon forms a link with the siege marshal, who, forever after summons an aspect of the same creature. This is exactly like the 

summoner’s eidolon ability except that the cannon eidolon’s physical appearance is always that of its base form, although color, minor decorations, and 

texture are determined by the siege marshal.  
Gunsmith: A siege marshal gains the gunslinger’s gunsmith ability. This ability replaces cantrips.  

Deeds (Ex): At 3rd level, a siege marshal gains the gunslinger’s deeds ability and gains access to 1st level deeds. Every four levels beyond 3rd, the siege 

marshal gains access each subsequent level of deeds (3rd, 7th, etc.), up to 15th level deeds at 19th level. However, the siege marshal may choose only two 
deeds that he knows of each level. This ability and grit replace summon monster and gate. 

Grit (Ex): At 3rd level, a siege marshal gains the gunslinger’s grit ability.  

Gun Expert (Ex): Starting at 5th level, a siege marshal increases his skill with the type of firearm chosen at 1st level. He gains a bonus on damage rolls 
equal to his Dexterity modifier, and when he misfires with that firearm, the misfire value increases by 2 instead of 4. At 15th level, a siege marshal never 

misfires with the firearm chosen at 1st level. This ability and summon arcane cannon replace spells lost due to diminished spellcasting.  

Summon Arcane Cannon (Sp): Starting at 9th level, a siege marshal can cast arcane cannon as a spell-like ability once per day, and an additional time 
per day every four levels thereafter. The power of this ability increases as the siege marshal increases in levels, allowing him to summon a more powerful 

cannon. Drawing upon this ability uses up the same power as the siege marshal uses to call his cannon eidolon. As a result, he can only use this ability when 

his cannon eidolon is not summoned. He can cast this spell as a standard action and the cannon remains for 1 minute per level (instead of 1 round per level).  
Each level of the summon arcane cannon ability functions as the arcane cannon spell, except for the following changes. At 9th level, the summoned 

cannon is Small in size, has a range increment of 20 feet, 40 hit points, deals 2d10 damage, and a critical multiplier of ×2. At 13th level, the summoned 

cannon is Medium in size, has a range increment of 30 feet, 60 hit points, deals 3d10 damage, and a critical multiplier of ×3. At 17th level, the summoned 
cannon functions exactly like the arcane cannon spell.  

A siege marshal cannot have more than one summon arcane cannon spell active in this way at one time. If this ability is used again, any existing summon 

arcane cannon immediately ends. This ability does not require an arcane focus for it to function.  
Twin Cannons (Su): At 20th level, when a siege marshal uses his summon arcane cannon ability, he summons two cannons of the same type instead of 

one. In addition, if the siege marshal’s cannon eidolon has the cannon, improved cannon, or greater cannon evolution when summoned, the cannon eidolon 

gains Extra Barrel as a free evolution that is applied to the cannon only. If the cannon eidolon already has the Extra Barrel evolution, the effects stack. This 
ability replaces twin eidolon.  

 

 

Table: Siege Marshal 
 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 Cannon eidolon, diminished spellcasting,   0  —  —  —  —  — 
     gunsmith, life link  
2nd  +1  +0  +3 +3 Bond senses   1  —  —  —  —  — 
3rd  +2  +1  +3 +3 Deeds, grit   2  —  —  —  —   — 
4th  +3  +1  +4 +4 Shield ally   2   0  —  —  —  — 
5th  +3  +1  +4 +4 Gun expert   3   1  —  —  —  — 
6th  +4  +2  +5 +5 Maker’s call   3   2  —  —  —  — 
7th  +5  +2  +5 +5 Deeds   3   2   0  —  —  — 
8th  +6/+1  +2  +6 +6 Transposition   3   3   1  —  —  — 
9th  +6/+1  +3  +6 +6 Summon arcane cannon I   4   3   2  —  —  — 
10th  +7/+2  +3  +7 +7 Aspect   4   3   2   0  —  — 
11th  +8/+3  +3  +7 +7 Deeds   4   3   3   1  —  — 
12th  +9/+4  +4  +8 +8 Greater shield ally   4   4   3   2  —  — 
13th  +9/+4  +4  +8 +8 Summon arcane cannon II   4   4   3   2   0  — 
14th  +10/+5  +4  +9 +9 Life bond   4   4   3   3   1  — 
15th  +11/+6/+1  +5  +9 +9 Deeds   4   4   4   3   2  — 
16th  +12/+7/+2  +5  +10 +10 Merge forms   4   4   4   3   2   0 
17th  +12/+7/+2  +5  +10 +10 Summon arcane cannon III   4   4   4   3   3   1 
18th  +13/+8/+3  +6  +11 +11 Greater aspect   4   4   4   4   3   2 
19th  +14/+9/+4  +6  +11 +11 Deeds   4   4   4   4   4   3 
20th  +15/+10/+5  +6  +12 +12 Twin cannons   4   4   4   4   4   4 
 



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

Cantrips = Gunsmith 
Eidolon = Cannon eidolon 

Summon monster/gate = Deeds (5), grit 

Spells lost due to diminished spellcasting = Gun expertise, summon arcane cannon 
 

 

CANNON EIDOLON 
Cannon eidolons are living mechanisms of shifting metallic flesh that are summoned by siege marshals from a little-known plane called the Plane of 
Ironworks. Like an eidolon, a cannon eidolon is subject to its siege marshal’s will and functions in all ways as an eidolon, except for the changes described 

hereafter.  
 

CANNON EIDOLON ABILITIES 
A cannon eidolon’s abilities are determined by the siege marshal’s level and by the choices made using its evolution pool. A cannon eidolon’s qualities are 

similar to those described in the Eidolons description block of the Advanced Player’s Guide (see p. 58), except with the following changes. 

Evolution Pool: The cannon eidolon gains 2 fewer evolution points than indicated on Table: Eidolon Base Statistics. 
Special: The following new abilities are gained by all cannon eidolons as they increase in power. Each of these bonuses is described below. 

Endless Bullets (Sp): The cannon eidolon is under the constant effects of an abundant ammunition spell (see the Spells chapter of Ultimate Combat). 
When summoned, the firearm of a cannon eidolon comes into existence loaded. Each round thereafter, the firearm must reload its firearm using the 

appropriate action. A sufficient number of bullets are conjured to load the cannon eidolon’s firearm each round, and therefore it does not need to carry a 

supply of ammunition.  
Firearm (Ex): The cannon eidolon gains a number of firearm attacks as indicated by its base form’s base attack bonus. Firearm attacks (including the 

Cannon or Greater Cannon evolutions) are considered natural attacks and count against the maximum number it can possess at a given level. However, 

unlike other natural attacks, firearm damage does not increase or decrease if the cannon eidolon uses size changing evolutions.  
Rapid Reload (Ex): At 2nd level, the cannon eidolon gains Rapid Reload as a bonus feat. This feat has no effect on the Cannon or Great Cannon 

evolutions. This ability replaces evasion.  

Gun Training (Ex): At 6th level, the cannon eidolon can select one specific type of firearm (such as blunderbuss, musket, or pistol) and adds its Dex 
modifier to the damage dealt by that firearm. Each level the siege marshal gains an evolution point, the specific type of firearm that this ability applies to can 

be changed. This ability replaces devotion. 

Lightning Reload (Ex): At 14th level, the cannon eidolon gains the Lightning Reload deed, and is considered to have at least 1 grit point, even though it 
does not have the grit class feature. This deed has no effect on the Cannon or Great Cannon evolutions. This ability replaces improved evasion. 

 

Base Forms 
Each cannon eidolon has one of three base forms that determine its starting statistics. A siege marshal may select from either the biped, quadruped, or 
serpentine base forms. Each of these forms otherwise function as those listed in the eidolon description of the Advanced Player’s Guide (see p. 60). A siege 

marshal cannot select the aquatic base form. A cannon eidolon gains the following additional attacks and free evolutions according to its base form.  

 

Biped 
Additional Attack 1 firearm (one-handed or two-handed); Additional Free Evolution firearm appendage (one-handed or two-handed). A cannon eidolon 
with the biped base form may use one-handed or two-handed firearms. 

 

Quadruped 
Additional Attack 1 firearm (one-handed); Additional Free Evolution firearm appendage (one-handed). A cannon eidolon with the quadruped base form 

may only use one-handed firearms.  
 

Serpentine  
Additional Attack 1 firearm (one-handed); Additional Free Evolution firearm appendage (one-handed). A cannon eidolon with the serpent base form may 

only use one-handed firearms. 
 

 

EVOLUTIONS 



A cannon eidolon may select any evolution listed in the Advanced Player’s Guide or Ultimate Magic. However, due to the cannon eidolon’s nature, the 

following evolutions have no effect and cannot be added to the eidolon as an evolution: channel resistance, gills, incorporeal form, no breath, undead 
appearance, unnatural aura, and web, or any evolution requiring the aquatic base form.  

The following list includes new evolutions specific to the siege marshal multiclass archetype or rule changes to existing ones.  

 

1-Point Evolutions 
The following upgrades cost 1 point from the siege marshal’s evolution pool. 

Deadly Range (Ex): The cannon eidolon increases the range increment of the firearm by 5 feet. This evolution can be taken multiple times and its effects 

stack. The cannon eidolon must be at least 3rd level before selecting this evolution.  

Improved Speed (Ex): One of the cannon eidolon’s movement modes increases by +10 ft. This evolution can be selected more than once. Its effects do 
stack. It can only be applied once to the cannon eidolon’s speed mode, plus 1 additional time for every 6 levels the siege marshal possesses.  

 

2-Point Evolutions 
The following evolutions cost 2 points from the siege marshal’s evolution pool. 

Cannon (Ex): The cannon eidolon changes a single firearm into a cannon. The cannon has a range increment of 40 feet and deals 2d6 points of 

bludgeoning and piercing damage on a hit with a ×4 critical modifier. Unlike other firearms, a cannon uses a normal attack, not a touch AC attack in its first 

range increment. Reloading the cannon requires a full-round action, and cannot be reduced by the Rapid Reload and Lightning Reload abilities. If the cannon 
eidolon has the Improved Damage evolution, the cannon’s damage increases to 3d6. This evolution can be selected more than once, but the cannon eidolon 

must possess an equal number of the Firearm Appendage evolution. The cannon eidolon must have selected the Deadly Range and Firearm Appendage 

evolutions. This evolution functions only if the cannon eidolon is Medium size or larger. The cannon eidolon must be at least 10th level before selecting this 
evolution.  

Expert Gunner (Ex): The cannon eidolon adds a +1 bonus on damage rolls made with its firearms. This evolution can be selected multiple times. Each 

additional time it is selected, it adds an additional +1 bonus on damage rolls made with its firearms. This evolution can only be applied once to the cannon 
eidolon’s firearm at 5th level, plus 1 additional time for every 5 levels the siege marshal possesses. The siege marshal must be at least 5th level before 

selecting this evolution.  

Extra Barrel (Ex): The cannon eidolon adds a single barrel to one firearm. This allows the cannon eidolon to discharge its firearm an additional time 
before needing to reload. Each barrel must be reloaded individually as a separate weapon. This evolution can be selected once per firearm. This evolution 

has no effect on the Cannon or Great Cannon evolutions. The cannon eidolon must be at least 6th level before selecting this evolution.  

Firearm Appendage (Ex): The cannon eidolon gains and appendage that functions like a certain type of firearm (one-handed or two-handed), depending 
upon the cannon eidolon’s base form. A firearm appendage can be attached to the arms (biped), shoulders (biped or quadruped), back (quadruped), head 

(serpent), or tail (serpent).  This firearm can be discharged and reloaded using the appropriate actions. A cannon eidolon’s firearm appendage is considered a 

primary attack.  
Ironworks Supply (Su): The cannon eidolon retains a direct link to its home plane, receiving ammunition directly from it. This evolution allows the 

cannon eidolon to load one additional barrel as part of a reloading action. This evolution can be taken a number of times equal to half its maximum number 

of natural attacks. This evolution has no effect on the Cannon or Great Cannon evolutions. The cannon eidolon must be at least 6th level before selecting this 
evolution. 

Reliability (Ex): The cannon eidolon reduces the misfire value of the firearm it has chosen with its gun training ability by 1 (minimum 1). This reduction 

occurs after any increases are calculated for firing with the broken condition, or for any other effect that may increase the misfire value of a firearm. The 
cannon eidolon must be at least 7th level before selecting this evolution.  

Silver (Ex): The cannon eidolon’s ammunition becomes composed of silver and its natural attacks are treated as silver for the purpose of bypassing 

damage reduction. The siege marshal must be at least 5th level before selecting this evolution. 
Steady Hand (Ex): The cannon eidolon can fire a two-handed firearm it has chosen with its gun training ability as if it were a one-handed firearm. A 

cannon eidolon with the quadruped or serpent base form can now use two-handed weapons. The cannon eidolon must be at least 7th level before selecting 

this evolution.  
Utility Gun (Ex): The cannon eidolon can alter a single barrel of a firearm allowing it to discharge utility projectiles instead of ammunition. Each 

projectile can be loaded as normal for a firearm of its type, and then discharged with the appropriate attack roll, as described below. The cannon eidolon 

must have selected the Extra Barrel evolution and be at least 7th level before selecting this evolution. The cannon eidolon can use one any of the following 
three utility projectiles in this manner.  

• Bola: The cannon eidolon loads a bola and makes a ranged Trip attack roll with a -2 penalty against an opponent. If the attack hits, the cannon eidolon 

follows the description of the Trip combat maneuver (p. 201 of the Core Rulebook). The range for a bola launched in this manner is 30 feet. If the cannon 
eidolon has the Exotic Weapon Proficiency (Bola), it ignores the -2 penalty to its attack roll.  

• Grapple Hook: The cannon eidolon loads a rope-tethered grappling hook and makes a ranged attack roll, treating the hook as a thrown weapon with a 

range increment of 30 feet. Objects with ample places to catch the hook are AC 5.  
• Net: The cannon eidolon loads a specially folded net into its firearm and makes a ranged touch attack roll with a -2 penalty against an opponent. Once 

discharged, the net unfurls to encompass the target. If the attack hits, the target is Entangled (see p. 147-148 of the Core Rulebook). The range for a net 
launched in this manner is 30 feet. If the cannon eidolon has the Exotic Weapon Proficiency (Net), it ignores the -2 penalty to its attack roll.  

Water Resistance (Ex): The cannon eidolon’s firearm (siege and ammunition) is unaffected by the effects of water or dampening (magical or mundane). 

The cannon eidolon must be at least 7th level before selecting this evolution.  
 

3-Point Evolutions 
The following evolutions cost 3 points from the siege marshal’s evolution pool. 

Cold Iron (Ex): The cannon eidolon’s ammunition becomes composed of cold iron and its natural attacks are treated as cold iron for the purpose of 

bypassing damage reduction. The siege marshal must be at least 11th level before selecting this evolution. 
Deadly Critical (Ex): The cannon eidolon increases the threat multiplier for one natural attack (including its firearm) by 1. Its effects do not stack. Each 

time a cannon eidolon selects this evolution, it applies to a different natural attack. The siege marshal must be at least 9th level before selecting this 

evolution. 
Focused Critical (Ex): The cannon eidolon gains a +4 bonus on attack rolls to confirm critical hits (including its firearm). Its effects do not stack. Each 

time a cannon eidolon selects this evolution, it applies to a different natural attack. The siege marshal must be at least 9th level before selecting this 

evolution.  
Greater Reliability (Ex): The cannon eidolon reduces the misfire value of the firearm it has chosen with its gun training ability by 2 (minimum 0). This 

reduction occurs after any increases are calculated for firing with the broken condition, or for any other effect that may increase the misfire value of a 

firearm. The cannon eidolon must have selected the Reliability evolution and be at least 11th level before selecting this evolution.  



Powerful Blows (Ex): The cannon eidolon inflicts 1-1/2 times its Strength modifier and threatens a critical hit on a 19–20 with its slam attacks. This 

evolution does not stack. This evolution is exactly like the iron golem’s powerful blows ability. The siege marshal must be must be at least 9th level before 
selecting this evolution. 

Reflexive Blast (Ex): When the cannon eidolon confirms a critical hit with a slam attack, it can make one firearm attack against that target as a free 

action (as long as the firearm is loaded). The cannon eidolon must be at least 11th level before selecting this evolution.  
 

4-Point Evolutions 
The following evolutions cost 4 points from the siege marshal’s evolution pool. 

Breath Weapon (Su): This is exactly like the evolution of the same name, except that a breath weapon discharged by a cannon eidolon is unleashed from 

its firearm instead. The cannon eidolon must have a firearm with the scatter quality (dragon pistol, blunderbuss, or culverin) or have selected the Cannon 
evolution to select this evolution.  

Great Cannon (Ex): The cannon eidolon’s cannon changes into a great cannon. The great cannon has a range increment of 80 feet and deals 4d6 points of 

bludgeoning and piercing damage on a hit with a ×4 critical modifier. Like the Cannon evolution, a Great Cannon uses a normal attack roll, not a touch AC 
attack. This evolution can be selected multiple times. Its effects do not stack. If the cannon eidolon has the Improved Damage evolution, the cannon’s 

damage increases to 4d8. This evolution can be selected more than once, but the cannon eidolon must possess an equal number of the Cannon evolution. The 
cannon eidolon must have selected the Cannon and Large evolutions. This evolution functions only if the cannon eidolon is Large size or larger. The cannon 

eidolon must be at least 13th level before selecting this evolution.  

Mithral (Ex): The cannon eidolon’s ammunition becomes composed of mithral, and its natural attacks are treated as silver for the purpose of bypassing 
damage reduction. The siege marshal must be at least 13th level before selecting this evolution.  

If 6 additional evolution points are spent, the cannon eidolon’s ammunition becomes composed of adamantine, and its natural attacks are treated as 

adamantine for the purpose of bypassing damage reduction. The cannon eidolon must have selected the Mithral evolution. The siege marshal must be at least 

16th level before selecting this evolution. 

 



SPIRIT BINDER (Big Lemon) 
Sometimes, whether through freak accident or a right of birth, a seemly insignificant individual with only minor magical talents makes an inexplicable 
connection with a spirit from the outer planes. This spirit may have been an ancestor of the spirit binder in a past life, or he may have some special quality 

that makes him worthy of its notice. Whatever the case, the spirit binder has the ability to fuse this powerful spirit into his very being, allowing the two to 

become one being. Over time, as his connection to the spirit grows, the spirit binder may unlock more of it's power. 
Primary Class: Summoner. 

Secondary Class: Oracle. 

Alignment: Any. 
Hit Dice: d8. 

Bonus Skills and Ranks: The spirit binder may select three oracle skills to add to his class skills in addition to the normal summoner class skills. The 

spirit binder gains a number of ranks at each level equal to 2 + Int modifier.  
Weapon and Armor Proficiency: The spirit binder is proficient with all simple weapons. The spirit binder is proficient with light armor. A spirit binder 

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

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

Spellcasting: The spirit binder casts arcane spells drawn from the oracle spell list and can cast only a certain number of spells of each spell level per day. 

His daily allotment of runes is given on Table: Spirit Binder. He also receives bonus spells per day if he has a high Charisma score. A spirit binder otherwise 
learns, prepares, and casts spells as a summoner of equal level.  

Spirit Bond: A spirit binder summons the essence of a powerful outsider to meld with his own being. The spirit binder wears the eidolon like translucent, 

living armor. The eidolon mimics all of the spirit binder’s movements, and the spirit binder perceives through the eidolon’s senses and speaks through its 
voice, as the two are now one creature. This functions exactly like the fused eidolon ability of the synthesist summoner archetype, except that the type of 

outsider that the spirit binder can summon must have an alignment similar to his own as follows: angel (any good), archon (lawful good), agathion (neutral 

good), azata (chaotic good), inevitable (lawful neutral), aeon (neutral), protean (chaotic neutral), devil (lawful evil), daemon (neutral evil), demon (chaotic 
evil). This ability replaces eidolon, bond senses, and life bond. 

Spirit Link (Su): Starting at 1st level, the spirit binder forms a close bond with his eidolon. Whenever the temporary hit points from his eidolon would be 

reduced to 0, the spirit binder 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 eidolon (thus preventing the loss of the spirit binder’s temporary hit points), preventing the eidolon from being killed and sent back to its home 

plane. This ability replaces life link. 

Mystery: At 2nd level, a spirit binder gains the oracle’s ability of the same name, except that the spirit binder may not select a mystery that is in 
opposition to his alignment. A spirit binder of good alignment is restricted from choosing the Bones, Dark Tapestry, or Juju mystery. A spirit binder of evil 

alignment is restricted from choosing the Heaven, Nature, or Life mystery. In addition, at 2nd level and every three levels thereafter, a spirit binder learns an 

additional spell derived from his mystery. These spells are in addition to the number of spells given on Table: Spirit Binder Spells Known. They cannot be 
exchanged for different spells at higher levels. This ability and revelations replace summon monster I.  

Planar Mastery (Ex): Starting at 3rd level, a spirit binder adds his class level to any Charisma-based checks made when interacting with outsiders or 

objects created by (or utilizing) outsiders. This includes the checks made to seal a bargain with an outsider when casting planar binding. This ability and 
binding replace merge forms.  

Revelation: At 3rd level, a spirit binder gains the oracle’s ability of the same name, except that the spirit binder may choose a revelation at 3rd level and 

every six levels thereafter (9th and 15th). 
Shielded Meld (Ex): At 4th level, whenever the spirit binder is fused with his eidolon, he gains a +2 shield bonus to his Armor Class and a +2 

circumstance bonus on his saving throws. This ability replaces shield ally. 

Maker’s Jump (Sp): At 6th level, whenever the spirit binder is fused with his eidolon, the spirit binder can cast dimension door as a spell-like 
ability using his caster level. This ability only affects the spirit binder and eidolon. The spirit binder can use this ability once per day at 6th level, plus one 

additional time per day for every six levels beyond 6th. This ability replaces maker’s call and transposition. 

Summon Ally (Sp): At 7th level, a spirit binder can summon forth a powerful servant from the outer planes to aid him. This allows the spirit binder to 
cast lesser planar ally once per day as a spell-like ability, but must pay the material component cost or the servant as normal. This improves to planar ally at 

13th level, and to greater planar ally at 19th level. The spirit binder’s caster level for this effect is equal to his angelic knight level. This ability replaces 

aspect, greater aspect, and gate. 
Binding (Sp): At 16th level, a spirit binder may use binding once per day as a spell-like ability, with a caster level equal the spirit binder’s level.  

Greater Shielded Meld (Ex): At 12th level, whenever the spirit binder is fused with his eidolon, he gains a +4 shield bonus to his Armor Class and a +4 

circumstance bonus on his saving throws. This ability replaces greater shield ally. 
Twin Spirit (Su): This is exactly like the summoner’s twin eidolon ability of the same name, except that a copy of the fused eidolon appears in an 

unoccupied, adjacent space.  
 

 

Table: Spirit Binder  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +0 +2 Cantrips, spirit bond, spirit link    1  —  —  —  —  — 
2nd  +1  +0  +0 +3 Mystery, mystery spell   2  —  —  —  —  — 
3rd  +2  +1  +1 +3 Planar mastery, revelation    3  —  —  —  —   — 
4th  +3  +1  +1 +4 Shielded meld   3   1  —  —  —  — 
5th  +3  +1  +1 +4 Mystery spell   4   2  —  —  —  — 
6th  +4  +2  +2 +5 Maker’s jump   4   3  —  —  —  — 
7th  +5  +2  +2 +5 Summon ally I (lesser planar ally)   4   3   1  —  —  — 
8th  +6/+1  +2  +2 +6 Mystery spell   4   4   2  —  —  — 
9th  +6/+1  +3  +3 +6 Revelation    5   4   3  —  —  — 
10th  +7/+2  +3  +3 +7    5   4   3   1  —  — 
11th  +8/+3  +3  +3 +7 Mystery spell   5   4   4   2  —  — 
12th  +9/+4  +4  +4 +8 Greater shielded meld   5   5   4   3  —  — 
13th  +9/+4  +4  +4 +8 Summon ally II (planar ally)   5   5   4   3   1  — 
14th  +10/+5  +4  +4 +9 Mystery spell   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +5 +9 Revelation    5   5   5   4   3  — 
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16th  +12/+7/+2  +5  +5 +10 Binding   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +5 +10 Mystery spell   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +6 +11    5   5   5   5   4   3 
19th  +14/+9/+4  +6  +6 +11 Summon ally III (greater planar ally)   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +6 +12 Twin spirit   5   5   5   5   5   5 
 

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



STEALTH SUMMONER (Orelius) 
Although scrolls are simply a tool for most wizards, to the scroll warrior, it is more–it’s a deadly weapon that can be wielded like a blade or cast to unleash 
its magic with devastating effect. Scroll warriors are an interesting combination of wizardry and the martial training of the samurai, able to use scrolls to 

attack or protect, even improve the effectiveness of his signature ability, his scroll blade. Few full spellcasters approach the deadly combat training of the 

scroll warrior. While scroll warriors enter battle armed with scrolls and use combat techniques that often resemble some form of monk martial arts, their 
weakness is the very thing that grants him his power. Without a scroll at their beckon call, scroll warriors are little more than specialized wizards, though 

their spellcasting makes up for this deficiency whenever it occurs.  
Primary: Summoner. 
Secondary: Rogue. 

Alignment: Any.  

Hit Dice: d8.  
Bonus Skills and Ranks: The stealth summoner selects six rogue skills to add to his class skills in addition to the normal summoner class skills, one of 

which must be Stealth. The stealth summoner gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The stealth summoner is proficient with all simple weapons, plus the hand crossbow, rapier, sap, shortbow, and short 
sword. He is also proficient with light armor. A stealth summoner can cast arcane spells while wearing light armor without incurring the normal arcane spell 

failure chance. Like any other arcane spellcaster, a stealth summoner wearing medium or heavy armor, or using a shield, incurs a chance of arcane spell 

failure if the spell in question has a somatic component. A multiclass stealth summoner still incurs the normal arcane spell failure chance for arcane spells 
received from other classes. 

Sneak Attack (Ex): At 1st level, a stealth summoner gains the rogue’s sneak attack ability, except that the stealth summoner’s extra damage is equal to 

1d6 at 1st level, plus and additional 1d6 at 3rd, 7th, 9th, 13th, 15th, and 19th level, up to a maximum of 7d6. This ability replaces aspect, life bond, and 
greater aspect.  

Stealth Eidolon: This is exactly like the summoner ability of the same name, except for the changes described in the Stealth Eidolon description below.  

Bond Senses: This is exactly like the summoner ability of the same name, except that the stealth summoner gains his stealth eidolon’s darkvision while it 
is summoned. 

Rogue Talents: At 3rd level, a stealth summoner gains the rogue talent ability, except that the stealth summoner gains a rogue talent at 3rd level and 

every four levels thereafter.  
Flanking Ally (Su): At 4th level, whenever a stealth summoner is within his stealth eidolon’s reach and is threatening the same opponent as his stealth 

eidolon, the stealth summoner is considered to be flanking it and gains the normal +2 bonus on any melee attack rolls made against that opponent. The 

stealth summoner also gains this bonus when actually flanking the opponent as normally. This bonus does not apply if the eidolon is grappled, helpless, 
paralyzed, stunned, or unconscious. This ability replaces shield ally.  

Spellcasting: Beginning at 4th level, a stealth summoner gains the ability to cast a small number of arcane spells, which are drawn from the summoner 

spell list. He also adds the following spells to that list at the indicated levels: 0th–penumbra; 1st–blend, disguise self, shadow weapon, silent image, vanish; 
2nd–darkness, disguise other, dust of twilight, minor image, mirror image, shadow anchor; 3rd–deeper darkness, gloom blind bolts, illusionary wall, major 

image, shadow step; 4th–mislead, persistent image, shadow conjuration, shadow dragon aspect. A stealth summoner can cast any spell he knows without 

preparing his spells in advance. 
To learn or a spell, a stealth summoner must have a Charisma score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a 

stealth summoner's spell is 10 + the spell level + the stealth summoner's Charisma modifier. 

Like other spellcasters, a stealth summoner can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given 
on Table: Stealth Summoner. In addition, he receives bonus spells per day if he has a high Charisma score. When Table: Stealth Summoner indicates that the 

stealth summoner gets 0 spells per day of a given spell level, he gains only the bonus spells he would be entitled to based on his Charisma score for that spell 

level. 
Upon reaching 7th level, and at every third stealth summoner level after that (10th, 13th, and so on), a stealth summoner can choose to learn a new spell in 

place of one he already knows. In effect, the stealth summoner “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 stealth summoner spell the stealth summoner can cast. A 
stealth summoner 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 stealth summoner 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. A stealth summoner must rest for 8 hours to regain his daily allotment of spells. Through 3rd level, a stealth summoner 

has no caster level. At 4th level and higher, his caster level is equal to his stealth summoner level –3. This ability replaces the summoner’s normal 

spellcasting.  
Trap Sense (Ex): At 5th level, a stealth summoner gains an intuitive sense that alerts him to danger from traps, giving him a +1 bonus on Reflex 

saves made to avoid traps and a +1 dodge bonus to AC against attacks made by traps. These bonuses increase to +2 at 11th level and to +3 at 17th level. Trap 
sense bonuses gained from multiple classes stack. 

Stealthy Transposition (Su): This is exactly like the summoner’s transposition ability. In addition, stealth summoner or his stealth eidolon can travel 

between shadows as if by means of a dimension door spell. The limitation is that the magical transport must begin and end in an area with at least some dim 
light. A stealth eidolon and stealth eidolon can jump up to a combine total of 40 feet each day in this way; this may be a single jump of 40 feet or four jumps 

of 10 feet each. Every three levels higher than 8th, the distance a stealth eidolon and stealth eidolon can jump each day increases 10 feet, up to a maximum 

of 80 feet at 20th. This amount can be split among many jumps, but each one, no matter how small, counts as a 10-foot increment. 
Advanced Talents: At 10th level, the stealth summoner can choose advanced rogue talents whenever he could choose a rogue talent, or when he selects 

the Extra Rogue Talent feat. The stealth summoner adds the following rogue abilities to the list of advanced talents he may select: Evasion, Uncanny Dodge, 

and Improved Uncanny Dodge. A stealth summoner must select uncanny dodge before selecting improved uncanny dodge. In the case of the Improved 
Evasion talent, the stealth summoner must have evasion to select it. 

Greater Flanking Ally (Su): At 12th level, whenever an ally is within a stealth eidolon’s reach and is threatening the same opponent as the stealth 

eidolon, the ally is considered to be flanking it and gains the normal +2 bonus on any melee attack rolls made against that opponent. The ally also gains this 
bonus when actually flanking the opponent as normally. If this ally is the stealth summoner, this bonus increases to +4. This bonus does not apply if the 

eidolon is grappled, helpless, paralyzed, stunned, or unconscious. This ability replaces greater shield ally.  

 
 

 

NEW ADVANCED TALENTS 
The following new advanced talents are restricted to the Stealth Summoner multiclass archetype.  

 

Aspect of Darkness 



The stealth summoner can gain eidolon evolutions.  

Prerequisites: Advanced Talents, Stealth Summoner 10th 
Benefits: The stealth summoner can divert up to 2 points from his stealth eidolon’s evolution pool to add evolutions to herself. She cannot select any 

evolutions that the stealth eidolon could not possess, and she must be able to meet the requirements as well. She cannot select the ability increase evolution 

through this rogue talent. Any points spent in this way are taken from the stealth eidolon’s evolution pool (reducing the total number available to the 
eidolon). The stealth summoner can change the evolutions she receives from these points any time she can change the stealth eidolon’s evolutions. The 

stealth summoner may choose from the following evolutions: Basic Magic, Energy Attack, Magic Attacks, Minor Magic, Shadow Blend, Shadow Form, 

Unnatural Aura.   
 

Greater Aspect of Darkness  

The stealth summoner can gain more powerful evolutions.  

Prerequisites: Advanced Talents, Stealth Summoner 18th, Aspect of Darkness rogue talent 
Benefits: The stealth summoner can divert more of his stealth eidolon’s evolutions to himself. This ability functions as the aspect of darkness rogue 

talent, but up to 6 evolution points can be taken. Unlike the aspect of darkness rogue talent, the stealth eidolon loses 1 point from its evolution pool for every 

2 points (or fraction thereof) diverted to the stealth summoner. The stealth summoner adds the following evolutions to the list that he can select: Blindsight, 
Incorporeal Form, Major Magic, See in Darkness, Ultimate Magic.   

 

 
 

Table: Stealth Summoner 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +0  +0  +2 +2 Cantrips, life link, sneak attack +1d6, stealth eidolon  —  —  —  — 
2nd  +1  +0  +3 +3 Bond senses, rogue talent  —  —  —  — 
3rd  +2  +1  +3 +3 Sneak attack +2d6  —  —  —  — 
4th  +3  +1  +4 +4 Flanking ally   0  —  —  — 
5th  +3  +1  +4 +4 Trap sense +1   1  —  —  — 
6th  +4  +2  +5 +5 Maker’s call, rogue talent   1  —  —  — 
7th  +5  +2  +5 +5 Sneak attack +3d6   1   0  —  — 
8th  +6/+1  +2  +6 +6 Dark transposition   1   1  —  — 
9th  +6/+1  +3  +6 +6 Sneak attack +4d6   2   1  —  — 
10th  +7/+2  +3  +7 +7 Advanced talents, rogue talent   2   1   0  — 
11th  +8/+3  +3  +7 +7 Trap sense +2   2   1   1  — 
12th  +9/+4  +4  +8 +8 Greater flanking ally   2   2   1  — 
13th  +9/+4  +4  +8 +8 Sneak attack +5d6   3   2   1   0 
14th  +10/+5  +4  +9 +9 Rogue talent   3   2   1   1 
15th  +11/+6/+1  +5  +9 +9 Sneak attack +6d6   3   2   2   1 
16th  +12/+7/+2  +5  +10 +10 Merge forms   3   3   2   1 
17th  +12/+7/+2  +5  +10 +10 Trap sense +3   4   3   2   1 
18th  +13/+8/+3  +6  +11 +11 Rogue talent   4   3   2   2 
19th  +14/+9/+4  +6  +11 +11 Sneak attack +7d6   4   3   3   2 
20th  +15/+10/+5  +6  +12 +12 Twin eidolon   4   4   3   3 
 
 

Table: Stealth Summoner 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 

 
 

STEALTH EIDOLONS 
Stealth eidolons are like any other eidolon, but have an inclination towards stealth, sneak attacks, and roguish expertise. As such, it gains access to a number 
of new evolutions that are unique to its role and skill set. Stealth eidolons have the same statistics as shown on the Eidolon Base Statistics table (see 

Advanced Player’s Guide). These base statistics can be modified by the base form and evolution pool as normal.  



 

STEALTH EIDOLON ABILITIES 
A stealth eidolon’s abilities are determined by the stealth summoner’s level and by the choices made using its evolution pool. Table: Eidolon Base Statistics 

determines many of the base statistics of the stealth eidolon. Each eidolon possesses a base form that modifies these base statistics. A stealth eidolon’s 

qualities are similar to those described in the Eidolons description block of the Advanced Player’s Guide (see p. 58), except with the following changes. 

Saves: The eidolon always has the following saving throws, regardless of its chosen base form: Fort (bad), Ref (good), Will (good). 
Ability Scores: The stealth eidolon has the following ability scores, regardless of its chosen base from: Str 12, Dex 16 Con 13, Int 7, Wis 10, Cha 11. A 

stealth eidolon also gains the following abilities. 

 

EVOLUTIONS 
Like a summoner’s eidolon, a stealth eidolon receives a number of evolution points that can be spent to give the stealth eidolon new abilities, powers, and 

other evolutions. A stealth eidolon may select any evolution listed in the Advanced Player’s Guide or Ultimate Magic. Due to the stealth eidolon’s nature, 

the following evolutions have no effect and cannot be added to the stealth eidolon: channel resistance, hooves, huge, undead appearance, and unnatural 
aura.  

The following list includes new evolutions specific to the Stealth Summoner multiclass archetype or rule changes to existing ones.  

 

1-Point Evolutions 
The following evolutions cost 1 point from the stealth eidolon’s evolution pool. 

Improved Sneak Attack (Ex): The stealth eidolon’s sneak attack damage increases its damage by 1d6. This evolution can be selected once at 5th level and 

again every four levels thereafter, to a maximum of 5d6 at 17th level.  

Improved Speed (Ex): One of the stealth eidolon’s movement modes increases by +10 ft. This evolution can be selected more than once. Its effects do 

stack. This evolution can be gained once for every 6 levels the stealth summoner possesses.  

Rogue Talent (Ex): The stealth eidolon can choose one rogue talent, using its Hit Dice as its rogue level. This evolution can be selected every five levels 

that the stealth summoner possesses.  
Sneak Attack (Ex): The stealth eidolon gains the rogue’s sneak attack ability. Select either all manufactured weapons or one natural attack form. If a 

stealth eidolon can catch an opponent when he is unable to defend himself effectively from its attack, it can deal 1d6 points of precision damage against the 

opponent. This evolution can be selected more than once. Its effects do not stack. Each time a stealth eidolon selects this evolution it applies either to a 
different natural attack (or to all manufactured weapons). A stealth eidolon can only make a number of sneak attacks each round equal to one half its 

maximum number of natural attacks. This evolution otherwise functions as the rogue’s sneak attack ability. 
 

2-Point Evolutions 
The following evolutions cost 2 points from the stealth eidolon’s evolution pool. 

Minor Magic (Sp): The stealth eidolon adds blur to the list of spells it can choose from.  

Uncanny Dodge (Ex): The stealth eidolon gain the rogue’s uncanny dodge ability. The stealth eidolon must be at least 6th level to select this evolution.  
 

3-Point Evolutions 
The following evolutions cost 3 points from the stealth eidolon’s evolution pool. 

Improved Uncanny Dodge (Ex): The stealth eidolon gain the rogue’s improved uncanny dodge ability. The stealth eidolon must have the uncanny dodge 

evolution and be at least 10th level to select this evolution. 

 

4-Point Evolutions 
The following evolutions cost 4 points from the stealth eidolon’s evolution pool. 

Ultimate Magic (Sp): The stealth eidolon adds displacement to the list of spells it can choose from.  



WAILING BLADE (Trogdar)  

Some who follow the path of song and sword eschew the knowledge and compulsion that is intrinsic in their calling and follow a more martial path. These 
rare few emulate the fearsome banshee and woe to those that stand in their way.  

Primary Class: Bard. 

Secondary Class: Fighter. 
Hit Dice: d8.  

Bonus Skills and Ranks: The wailing blade may select three fighter skills to add to his class skills in addition to the normal bard class skills. The wailing 

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

and one martial weapon of choice. The wailing blade is also proficient with light armor and shields (except tower shields). A wailing blade can cast bard 

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

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

Diminished Spellcasting: The wailing blade casts arcane spells drawn from the bard spell list, and casts one fewer spell of each level than normal. If this 
reduces the number to 0 (minimum 1 for spells known), he may cast spells of that level only if his Charisma allows bonus spells of that level. He otherwise 

learns and casts spells as a bard of equal level.  

Arcane Bond (Ex): At 1st level, a wailing blade gains the wizard’s arcane bond ability, but may only select the bonded object, using his weapon as his 
bonded item. He can continue to wield his weapon and cast spells with somatic components without restriction. This ability replaces lore master. 

Bardic Performance: A wailing blade replaces three performances with the following new performances.  

Rallying Cry (Su): At 1st level, a wailing blade can use his performance to rally dispirited allies. Each round he makes an Intimidate check. Any ally 
(including the bard) within 30 feet may use this check in place of his own saving throw against fear and despair effects. Those already under a fear or despair 

effect can attempt a new save each round using the wailing blade's Intimidate check. Rallying cry does not work on effects that don’t allow saves. This is a 

mind-affecting ability that uses audible components. This performance replaces countersong. 
Shrieking Performance (Su): At 20th level, a wailing blade can use her performance to cause one enemy to possibly die from a terrible, soul-chilling 

scream. To be affected, the target must be able to hear the wailing blade perform for 1 full round and be within 30 feet. The target receives a Will save (DC 

10 + 1/2 the wailing blade’s level + the wailing blade’s Charisma modifier) to negate the effect. If a creature’s saving throw succeeds, the target is frightened 
for 1d4 rounds, and the wailing blade cannot use shrieking performance on that creature again for 24 hours. If a creature's saving throw fails, it takes 10 

points of damage per caster level. This otherwise functions like the wailing banshee spell. Shrieking performance is a death effect that relies on audible 

components. This performance replaces deadly performance.  
Bonus Feats: At 2nd level and every four levels thereafter, a wailing blade learns to weave might and magic into his combat style. He gains the following 

as bonus feats at the indicated levels: Combat Casting (2nd), Disruptive (6th), Spellbreaker (10th), Penetrating Strike (14th), Greater Penetrating Strike 

(18th). This ability replaces versatile performance and well-versed. 
Harmonic Weapon (Su): At 4th level, whenever the wailing blade uses a performance, his bonded weapon vibrates and hums with harmonic resonance. 

If the wailing blade makes a successful attack while a performance is in effect, he deals an additional 1d6 points of sonic damage. At 8th level, and every 

four levels thereafter, this sonic damage increases one dice category (1d8 at 8th, 1d10 at 12th, 2d6 at 16th, and 2d8 at 20th). This ability replaces suggestion. 
Bonded Weapon Training (Ex): Starting at 5th level, a wailing blade can take weapon training with his bonded weapon. Whenever he attacks with his 

bonded weapon, he gains a +1 bonus on attack and damage rolls. Every four levels thereafter (9th, 13th, and 17th), he gains an additional +1 bonus to his 

attack and damage rolls with his bonded weapon. For example, when a wailing blade reaches 9th level, he receives a +2 bonus on attack and damage rolls 
with his bonded weapon. A wailing blade also adds this bonus to any combat maneuver checks made with his bonded weapon. This bonus also applies to the 

wailing blade’s Combat Maneuver Defense when defending against disarm and sunder attempts made against his bonded weapon. This ability replaces 

bardic performance. 
Medium Armor (Ex): At 8th level, a wailing blade gains proficiency with medium armor. A wailing blade can cast bard spells while wearing medium 

armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a wailing blade wearing heavy armor incurs a chance of 

arcane spell failure if the spell in question has a somatic component. This ability replaces jack of all trades. 
Mass Harmonics (Su): At 16th level, a wailing blade can grant his harmonic weapon ability to all allies within 10 feet of him, as a swift action. Allies 

deal an additional 1d10 points of sonic damage if they make a successful attack with their weapons. This effect lasts until the current performance ends. This 

ability replaces mass suggestion. 
 

 

Table: Wailing Blade 
 Base  
Class Attack Fort Ref Will        Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2  +2  Arcane bond, bardic knowledge, cantrips, distraction,     0  —  —  —  —  —  
     fascinate, inspire courage +1, rally cry 
2nd  +1  +0  +3 +3  Bonus feat (Combat Casting)   1  —  —  —  —  —  
3rd  +2  +1 +3 +3  Inspire competence +2   2  —  —  —  —   — 
4th  +3  +1 +4 +4  Harmonic weapon   2   0  —  —  —  —  
5th  +3  +1 +4 +4  Bonded weapon training 1, inspire courage +2   3   1  —  —  —  —  
6th  +4  +2 +5 +5  Bonus feat (Disruptive)   3   2  —  —  —  —  
7th  +5  +2 +5 +5  Inspire competence +3   3   2   0  —  —  —  
8th  +6/+1  +2 +6 +6  Dirge of doom, medium armor   3   3   1  —  —  — 
9th  +6/+1  +3 +6 +6  Bonded weapon training 2, inspire greatness   4   3   2  —  —  — 
10th  +7/+2  +3 +7 +7  Bonus feat (Spellbreaker)   4   3   2   0  —  —  
11th  +8/+3  +3 +7 +7  Inspire competence +4, inspire courage +3   4   3   3   1  —  —  
12th  +9/+4  +4 +8 +8  Soothing performance   4   4   3   2  —  —  
13th  +9/+4  +4 +8 +8  Bonded weapon training 3   4   4   3   2   0  —  
14th  +10/+5  +4 +9 +9  Bonus feat (Penetrating Strike), frightening tune   4   4   3    3   1  — 
15th  +11/+6/+1  +5 +9 +9  Inspire competence +5, inspire heroics   4   4   4   3   2  —  
16th  +12/+7/+2  +5 +10 +10  Mass harmonics   4   4   4   3   2   0  
17th  +12/+7/+2  +5 +10 +10  Bonded weapon training 4, inspire courage +4   4   4   4   3   3   1  
18th  +13/+8/+3  +6 +11 +11  Bonus feat (Greater Penetrating Strike)   4   4   4   4   3   2 
19th  +14/+9/+4  +6 +11 +11  Inspire competence +6   4   4   4   4   4   3 



20th  +15/+10/+5  +6 +12 +12  Wailing performance   4   4   4   4   4   4 
 

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



WAR ANIMATOR (Tyrannical) 
It takes a witty and wise practitioner of magic to find use for the mundane. By enchanting items with animate power, the war animator is a master of that 
very art. The war animator uses his magic to infuse a semblance of life into the inanimate, allowing him to assemble an improvised and perfectly obedient 

army from the unattended objects around him. He then uses this control to force these animated objects to fight on his behalf, using them as an extension of 

his own armaments and magic.  
Primary Class: Summoner. 

Secondary Class: Warpriest.  

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The war animator may select three warpriest skills to add to his class skills in addition to the normal summoner class skills. The 

war animator gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The war animator is proficient with all simple and martial weapons, with light and medium armor, and with shields 

(except tower shields). A war animator can cast summoner spells while wearing light and medium armor, or using a shield without incurring the normal 

arcane spell failure chance. Like any other arcane spellcaster, a war animator wearing heavy armor incurs a chance of arcane spell failure if the spell in 
question has a somatic component. A multiclass war animator still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: A war animator casts arcane spells drawn from the summoner spells list, and adds the following spells to that list: 1st–forbid action, refine 

improvise weapon, sun metal; 2nd–alchemical tinkering, align weapon, effortless armor, instant armor, make whole, returning weapon; 3rd–align weapon 
(communal), disable construct, locate object, returning weapon (communal); 4th–apparent master, soothe construct; 5th–animate objects, forbid action 

(greater), rapid repair, sabotage construct, unbreakable construct; 6th–control construct. A war animator otherwise learns and casts spells as a summoner 

of equal level. He also gains bonus spells if he has a high Charisma score.   
Animate Object (Sp): Starting at 1st level, a summoner can cast animate object as a spell-like ability a number of times per day equal to 3 + his 

Charisma modifier. Drawing upon this ability uses up the same power as the war animator uses to enhance his arcane arms. As a result, he can only use this 

ability when his weapons or shield are not enhanced. He can cast this spell as a standard action and the animated objects remain for 1 minute per level 
(instead of 1 round per level).  

At 1st level, a war animator can animate one Tiny or smaller non-magical objects. Such objects must be constructed from wood, or a similar material, but 

not stone, metal, or any other special material. At 3rd level, and every 2 levels thereafter, the power of this ability increases, allowing him to animate a 
corresponding number of larger objects, or objects made of special materials. At 3rd level, a war animator can animate a one Small object or two Tiny or 

smaller objects. At 5th level, he can animate one Medium or two Small objects. At 9th level, he can animate one Large (equal to four Small objects) or two 

Medium objects. At 11th level, he can animate one Huge (equal to eight Small objects) or two Large objects. At 15th level, he can animate one Gargantuan 
(equal to 16 Small objects) or two Huge objects. At 19th level, he can animate one Colossal (equal to 32 Small objects) or two Gargantuan objects. A war 

animator can also animate any combination of smaller objects as long as the total number does not exceed his maximum number of Small or smaller objects. 

For example, an 11th level war animator could animate one Large object, two Medium objects, one Medium and two Small objects, four Small objects, or 
even eight Tiny or Smaller objects. (For the statistic of individual animated objects, see each Animated Object description in the Bestiary, according to its 

size).   

The war animator can change the designated target or targets as a move action, as if directing an active spell. A war animator cannot have more than one 
animate object spell active in this way at one time. If this ability is used again, any existing animate object immediately ends. Objects carried or worn by a 

creature cannot be affected by this ability. The animate object spell is considered to be part of his spell list for the purposes of spell trigger and spell 

completion items. In addition, he can expend uses of this ability to fulfill the construction requirements of any magic item he creates, so long as he can use 
this ability to cast the required spell.  

This ability and construction pool replace summon monster and gate.  

Arcane Arms (Su): At 1st level, a war animator gains the warpriest’s sacred weapon ability, except that the weapons wielded by a war animator are 
charged with the power of his magic.  

At 4th level, the war animator gains the ability to enhance one of his arcane weapons or his shield with arcane power as a swift action. This power grants 

the weapon or shield a +1 enhancement bonus. For every 4 levels beyond 4th, this bonus increases by 1 (to a maximum of +5 at 20th level). If the war 
animator has more than one arcane weapon, he can enhance another on the following round by using another swift action. The war animator can use this 

ability for a number of minutes per day equal to his war animator level. These minutes need not be consecutive, but must be spent in 1-round increments.  

These bonuses stack with any existing bonuses the weapon or shield might have, to a maximum of +5. The war animator can enhance a melee or ranged 
weapon with any of the following weapon special abilities: anchoring, bane, cunning, dancing, heartseeker, impact, returning, seeking, throwing.  These 

replace those listed in the warpriest’s sacred weapon ability.  

Alternatively, the war animator can enhance a shield with any of the armor special abilities listed in the warpriest’s sacred armor ability, but removes the 
glamered special ability and adds the following to the list: animated, impervious.  

Adding any of these special abilities replaces an amount of bonus equal to the special ability's base cost (or the amounts listed in the sacred weapon or 
sacred armor class features). Duplicate abilities do not stack. The weapon or shield must have at least a +1 enhancement bonus before any other special 

abilities can be added. 

If multiple weapons or shields are enhanced, each one consumes minutes of use individually. The enhancement bonus and special abilities are determined 
the first time the ability is used each day, and cannot be changed until the next day. These bonuses do not apply if another creature is wielding the weapon, 

but they continue to be in effect if the weapon otherwise leaves the war animator's possession (such as if the weapon is thrown). The bonuses applied to his 

shield only function while the war animator is wielding the shield, and ends immediately if it is removed or leaves the war animator’s possession. This 
ability can be ended as a free action at the start of the war animator's turn (that round does not count against the total duration, unless the ability is resumed 

during the same round). If the war animator uses this ability on a double weapon, the effects apply to only one end of the weapon.  

This ability, focus weapon, and bonus feats replace eidolon and merge forms.  
Construction Pool (Su): At 1st level, the war animator gains a reservoir of mystical arcane energy that he can draw upon to enhance his animated objects 

with upgrades. This construction pool has a number of points equal to his war animator level (minimum 1) + his Charisma modifier. The pool refreshes once 

per day when the war animator rests to regain his spells.  
At 1st level, a war animator can expend 1 point from his construction pool as a swift action to grant any object he has animated through his animate object 

ability the selected upgrades for 1 minute per war animator level (or the duration of the animate object ability). Multiple uses of this ability do not stack with 

themselves.  
Only a certain number of construction points can be spent on each size of animated object (see Table: Animated Object Statistics). The war animator can 

also gain additional construction points by giving construction flaws to his animated objects. Each flaw grants the war animator one additional construction 

point, which must be spent at the time the flaw is bestowed. The maximum number of construction points and flaws that the war animator can spend on or 
add to an individual animated object is also shown on Table: Animated Object Statistics.  

At 3rd level, a war animator’s animated objects are treated as magic for the purpose of bypassing damage reduction. At 7th level, his animated objects are 

treated as cold iron and silver for the purpose of bypassing damage reduction. At 13th level, his animated objects are treated as mithral for the purpose of 
bypassing damage reduction. At 17th level, his animated objects are treated as adamantine for the purpose of bypassing damage reduction.  



This ability replaces life link.  

Focus Weapon: At 1st level, a war animator gains the warpriest’s focus weapon ability. This ability applies to any weapon, including improvised 
weapons.  

Improvised Arms (Ex): At 2nd level, the war animator is adept at finding not only objects to animate, but at improvising weapons. He gains Catch Off-

Guard and Improved Weapon Mastery as bonus feats, and may use any improvised weapon or shield as a focus for his arcane arms ability. This ability 
replaces bond senses. 

Shield Ally (Ex): This is exactly like the summoner ability of the same name, except that it applies to his animated objects. The war animator or an ally 

can only gain the bonuses from these abilities once, regardless of how many animated objects are within reach.  
Bonus Feats: At 5th level and every six levels thereafter, a war animator gains a bonus feat in addition to those gained from normal advancement. These 

bonus feats must be selected from those listed as combat feats or crafting feats. The war animator must meet the prerequisites for these feats, but he treats his 

war animator level as his base attack bonus for combat feats.  
Maker's Call (Su): This is exactly like the summoner ability of the same name, except that it applies to his animated objects. The war animator can only 

call one animated object to his side with each use of this ability.   

Transposition (Su): This is exactly like the summoner ability of the same name, except that it applies to his animated objects. The war animator  swaps 
his location with that of one animated object with each use of this ability. 

Animate Form (Su): At 10th level, a war animator may project his own essence into a nearby object, similar to the possess object spell, except that it 

only functions while he is in this form and the war animator does not suffer the restrictions to casting spells or speaking. The war animator may inhabit and 
animate any size object that he can animate with his animate object ability, but he may only possess a single object. While in this form, he cannot use his 

animate objects ability. This ability replaces aspect.  

Greater Shield Ally (Ex): This is exactly like the summoner ability of the same name, except that it applies to his animated objects.  
Greater Animate Form (Su): At 14th level, a war animator gains a separate pool of construct points equal to half his normal construction pool to use on 

his animate form. The object loses these points as soon as this ability ends. This pool replenishes when she rests to regain her spells. The war animator can 

continue to use any weapons or shields he possesses as long as they are under the effects of the dancing or animated properties. This ability replaces life 
bond.  

Master Animate Form (Su): At 18th level, a war animator's construct pool for his animate form ability is equal to his normal construction pool. The war 

animator can now use his animate objects ability while in this form without penalty. This ability replaces greater aspect.  
Machine of War (Su): At 20th level, a war animator can channel his arcane energy into one of his animated objects to transform it into a machine of war. 

After activating this ability, for 1 minute the designated object treats the war animator’s level as its base attack bonus, gains DR10/—, and can move its full 
normal speed regardless of any spells or effects that affect its movement. In addition, the war animator can use his arcane arms ability to grant his machine 

of war the weapon or shield special abilities of his choice. The animated shield ability and dancing weapon ability have no effect on the object. The 

animated object is treated as the designated weapon or shield for the purpose of these special abilities, and is considered non-magical for the purpose 
enhancing the object. While his war machine is enhanced in this way, he cannot then enhance one of his weapons or shields. If he use arcane arms again, this 

use ends. This ability replaces twin eidolon.   

 

ANIMATED OBJECT 
An animated object’s size and abilities are determined by the war animator’s level and by the choices made using his construction pool. Table: Animated 

Object Statistics Base Statistics determine some of the base statistics of the animated object. Each animated object also possesses a base form according to 

its size, in addition to these base statistics (see Animated Objects in the Bestiary). Animated objects are considered constructs for the purpose of determining 
which spells affect them. 

Size: This is the object’s size and determines its base form statistics (see Animated Object in the Bestiary).  

Sample Object: This is the standard type of object of the object’s size. 
Hit Dice: This is the number of Hit Dice (d10) and bonus hit points of the object.  

Max Points: This is the maximum number of points that the war animator can spend on an individual object. 

Max Points: This is the maximum number of flaws that the war animator can bestow upon an individual object. 
 

Table: Animated Object Base Statistics  
Object’s Sample  Max. Max.  
Size  Object Hit Dice Points Flaws  
Tiny Candelabra 1d10 1 0 
Small Chair 2d10+10 1 1 
Medium Cage 3d10+20 2 1 
Large Statue 4d10+30 3 2 
Huge Wagon 7d10+40 4 2 
Gargantuan Catapult 10d10+60 5 3 
Colossal Ship 13d10+80 6 3 
 

 

UPGRADES 
The war animator receives a number of points that can be spent to give his animated objects new abilities, powers, and other upgrades. These abilities are 

called upgrades, and can be added whenever the war animator uses his animate object ability. Some upgrades require that the animated objects meet certain 

requirements before they can be chosen.  
A number of upgrades grant an animated object additional natural attacks. Natural attacks listed as primary are made using the animated object’s full 

base attack bonus and add  the animated object’s Strength on damage rolls. Natural attacks listed as secondary are made using the object’s base attack 

bonus – 5 and add 1/2 the animated object’s Strength modifier on damage rolls (if positive). If the animated object only has a single natural attack, the attack 
is made using its full base attack bonus and it adds 1-1/2 times its Strength modifier on damage rolls made with that attack, regardless of the attack’s type. 

Upgrades are grouped by their cost in construction points. Unless otherwise noted, each upgrade can only be selected once per animated object. A war 
animator may choose from the following list of upgrades specific to his animated objects and are arranged according to their construction point costs.  

 

1-Point Upgrades 
The following upgrades cost 1 point from the war animator’s construction pool. 

Additional Attack (Ex): The object gains an additional slam attack. 
Additional Movement (Ex): The object gains a new mode of movement (burrow, climb, fly [clumsy], or swim) at a speed equal to its base speed. 



Additional Natural Attack (Ex): The object gains an additional natural attack. The object must have an appropriate appendage or part for the natural 

attack.  
Augmented Critical (Ex): The object increases the threat range for its melee attacks by 1 or the threat multiplier by 1. This upgrade cannot be combined 

with itself or with the piercing attack or slashing attack upgrades. 

Basic Magic (Sp): The object can cast a basic spell as a spell-like ability. Select one spell from the following list: acid splash, dancing lights, daze, detect 
magic, flare, ghost sound, light, mage hand, ray of frost, stabilize, or touch of fatigue. This spell can be cast once per day as a spell-like ability. At 4th level, 

this spell can be cast three times per day by spending 2 additional upgrade points. The caster level for this upgrade is equal to the object’s Hit Dice. The save 

DC for this spell is 10 + the war animator’s Charisma modifier. The war animator must have a Charisma score of at least 10 to take this upgrade. This 
upgrade can be selected more than once. Each time an object selects this upgrade, it applies to a new spell. 

Burn (Ex): The object gains the burn (1d6) special attack with its slam attacks. This upgrade can be applied multiple times. Its effects stack.  

Constrict (Ex): The object gains the constrict special attack with its slam attacks. The object must have the grab upgrade to select this upgrade.  
Exceptional Reach (Ex): The object gains +5 feet of reach with one melee attack. If the war animator spends 1 additional construction point, the reach for 

all the object’s attacks is increased by +5 feet.  

Faster (Ex): The object increases one of its movement modes by +10 ft. 
Grab (Ex): The object gains the grab special attack with slam attacks. 

Improved Attack (Ex): The object improves a single melee or ranged attack damage as though it were one size category larger.  

Improved Natural Armor (Ex): The object’s outer surface becomes harder, granting a +2 bonus to its natural armor. This upgrade can be added once for 
every five levels the war animator possesses. 

Mount (Ex): The object is properly skilled and formed to serve as a combat-trained mount. The object must be at least one size category larger than the 

war animator and have the appropriate appendages for movement. This upgrade is only available to objects that are quadrupeds (such as a chair or table) or 
serpentine in nature (such as a rope). 

Piercing Attack (Ex): the object replaces one melee attack that does the same amount of piercing damage and has a ×3 multiplier. If the war animator 

spends 1 additional construction point, he can replace all the object’s melee attacks. Object abilities that specify slam attacks do not work on piercing 
attacks.  

Pull (Ex): The object gains the pull (5 feet) special attack with slam attacks. The object must have grab upgrade before it can select this upgrade. 

Slashing Attack (Ex): the object replaces one slam attack with an attack that does slashing damage and has either a 19–20 threat range (for blade-like 
attacks) or a ×3 threat multiplier (for axe- or scythe-like attacks). If the war animator spends 1 additional construction point, he can replace all the object’s 

melee attacks. Object abilities that specify slam attacks do not work on slashing attacks.  
Stone (Ex): The object is made of stone or crystal. Its hardness increases to 8 and it gains a +1 increase to its natural armor bonus. 

 

2-Point Upgrades 
The following upgrades cost 2 points from the war animator’s construction pool. 

Energy Attacks (Su): The object’s attacks become charged with energy. Pick one energy type: acid, cold, electricity, or fire. All of the object’s natural 
attacks deal 1d6 points of energy damage of the chosen type on a successful hit. The war animator must be at least 5th level before selecting this upgrade. 

Metal (Ex): The object is made of common metal. Its hardness increases to 10, and it gains a +2 increase to its natural armor bonus.  

If 1 additional construction point is spent, the animated object is instead made of cold iron or silver, and its attacks by pass the appropriate damage 
reduction. 

If 2 additional construction points are spent, the animated object is instead made of mithral, gains hardness 15, receives a +4 increase to natural armor, 

and its attacks by pass the appropriate damage reduction.  

If 4 additional construction points are spent, the animated object is instead made of adamantine, gains hardness 20, receives a +6 increase to natural 

armor, and its attacks by pass the appropriate damage reduction. 

Minor Magic (Sp): The object can cast a minor spell as a spell-like ability. Select one spell from the following list: burning hands, comprehend 
languages, cure light wounds, detect chaos/evil/good/law, magic missile, obscuring mist, silent image, vanish (self only), or ventriloquism. This spell can be 

cast once per day as a spell-like ability. At 7th level, this spell can be cast three times per day by spending 2 additional upgrade points. The caster level for 

this upgrade is equal to the object’s Hit Dice –2. The save DC for this spell is 10 + 1/2 the object’s Hit Dice + the war animator’s Charisma modifier. The 
war animator must have a Charisma score of at least 11 and must possess the basic magic upgrade to take this upgrade. 

The war animator must be at least 4th level before selecting this upgrade. This upgrade can be selected more than once. Each time a war animator selects 

this upgrade, it applies to a new spell from the above list. 
Poison (Ex): The object secretes toxic venom, gaining a poison attack. Pick one bite or sting attack. Whenever the selected attack hits, the target is 

poisoned. 

Poison—type poison (injury); save Fort negates; frequency 1/round for 4 rounds; effect 1d4 Str damage; cure 1 save. 
The save DC is equal to 10 + 1/2 the object’s HD + the war animator’s Constitution modifier. 

For 2 additional construction points, this poison deals Constitution damage instead. This poison can be used no more than once per round. The war 

animator must be at least 7th level before selecting this upgrade. 
Ranged Attack (Ex): The object replaces one slam attack with a ranged attack. It does the same amount of damage, and has a range of 20 feet. If the war 

animator spends 2 additional construction points, he can replace all the object’s slam attacks. Object abilities that specify slam attacks do not work on ranged 

attacks.  
Resistance (Ex): The object gains resistance 5 to one type of damage (acid, cold, electricity, or fire) chosen at the time of the object’s animation. This 

upgrade can be applied multiple times. Its effects do not stack; each time it is applied, it applies to a different type of damage.  

Trample (Ex): The object gains the trample special attack. 
Trip (Ex): The object gains the trip special ability with one of its slam attacks.  

 

3-Point Upgrades 
The following upgrades cost 3 points from the war animator’s construction pool. 

Damage Reduction (Su): The object’s body becomes resistant to harm, granting it damage reduction. Choose one alignment: chaotic, evil, good, or lawful. 

The object gains DR 5 that can be bypassed by weapons that possess the chosen alignment. The alignment must be opposite to one of the alignments 

possessed by the object. At 12th level, this protection can be increased to DR 10 by spending 2 additional upgrade points. The war animator must be at least 
9th level before selecting this upgrade. 

Immunity (Su): The object’s body becomes extremely resilient to one energy type, gaining immunity to that type. Pick one energy type: acid, cold, 

electricity, fire, or sonic. The object gains immunity to that energy type. This upgrade can be selected more than once. Its effects do not stack. Each time it 
applies to a different energy type. The object must be at least 7th level before selecting this upgrade. 

Major Magic (Sp): The object can cast a major spell as a spell-like ability. Select one spell from the following list: acid arrow, cure moderate 

wounds, darkness, daze monster, glide, invisibility (self only), lesser restoration, levitate, minor image, scorching ray, see invisibility, or spider climb. This 
spell can be cast once per day as a spell-like ability. 



At 10th level, this spell can be cast three times per day by spending 2 additional upgrade points. The caster level for this evolution is equal to the 

object’s Hit Dice –2. The save DC for this spell is 10 + 1/2 the object’s Hit Dice + the war animator’s Charisma modifier. The war animator must have 
a Charisma score of at least 12 and must possess the minor magic upgrade to take this upgrade. The war animator must be at least 7th level before selecting 

this upgrade. This evolution can be selected more than once. Each time a war animator selects this upgrade, it applies to a new spell from the above list. 

 

4-Point Upgrades 
The following upgrades cost 4 points from the war animator’s construction pool. 

Breath Weapon (Su): The object can exhale a cone or line of magical energy, gaining a breath weapon. Select either acid, cold, electricity, or fire. The 

object can breathe a 30-foot cone (or 60-foot line) that deals 1d6 points of damage of the selected type per Hit Dice it possesses. Those caught in the breath 

weapon can attempt a Reflex save for half damage. The DC is equal to 10 + 1/2 the object’s Hit Dice + the war animator’s Constitution modifier. The object 
can use this ability once per day. The object can use this ability 1 additional time per day by spending an additional 1 upgrade point (maximum 3/day). The 

war animator must be at least 9th level before selecting this upgrade. 

Ultimate Magic (Sp): The object can cast a powerful spell as a spell-like ability. Select one spell from the following list: arcane sight, create food and 
water, cure serious wounds, daylight, fireball, fly, gaseous form, lightning bolt, major image, stinking cloud, tongues, or water breathing. This spell can be 

cast once per day as a spell-like ability. The caster level for this upgrade is equal to the object’s Hit Dice –2. The save DC for this spell is 10 + 1/2 the 
object’s Hit Dice + the war animator’s Charisma modifier. The war animator must have a Charisma score of at least 13 and must possess the major magic 

upgrade to take this upgrade. 

The war animator must be at least 11th level before selecting this upgrade. This upgrade can be selected more than once. Each time a war animator selects 
this upgrade, it applies to a new spell from the above list. 

 

 

FLAWS 
The war animator can gain more construction points by applying flaws to his animated objects, which hamper the object but provide additional construction 

points to spend on beneficial abilities. The construction points gained in this way must be spent on beneficial abilities immediately.  

Brittle (Ex): The object gains vulnerability to cold. 
Cloth (Ex): The object is made of thick cloth. Its hardness decreases to 0. 

Clunky (Ex): Treat the object as though it had the staggered special quality. 

Flammable (Ex): The object gains vulnerability fire. 
Haunted (Ex): The object is haunted by a malevolent spirit. It takes damage from positive energy as if it were an undead creature and can be detect by 

detect undead. 

Slower (Ex): One of the object’s movement modes decreases by – 10 ft. 
 

 

Table: War Animator 
 Base     Arcane 
Class Attack Fort Ref Will  Weapon    Spells per Day 
Level Bonus Save Save Save Special  Damage 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Animate object (Tiny), arcane arms, cantrips, 1d6   1  —  —  —  —  — 
     construction pool, focus weapon   
2nd  +1  +3  +0 +3 Improvised arms 1d6   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Animate object (Small) 1d6   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Arcane arms +1, construction pool (magic), 1d6   3   1  —  —  —  — 
     shield ally  
5th  +3  +4  +1 +4 Animate object (Medium), bonus feat 1d8   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Maker’s call 1d8   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Construction pool (cold iron/silver) 1d8   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Arcane arms +2, transposition 1d8   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Animate object (Large) 1d8   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Animate form  1d10   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Animate object (Huge), bonus feat 1d10   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Arcane arms +3 1d10   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Construction pool (mithral) 1d10   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater animate form 1d10   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Animate object (Gargantuan) 2d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Arcane arms +4 2d6   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Bonus feat, construction pool (adamantine) 2d6   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Master animate form 2d6   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Animate object (Colossal) 2d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Arcane arms +5, machine of war 2d8   5   5   5   5   5   5 
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