
DIVINE CHAMPIONS: CRITIQUED MCAS 
This document contains all the Multiclass Archetypes that have been critiqued for the Divine Champions pdf, but were never added to the final document. These MCAs 
are in alphabetical order, and contain MCAs with Antipaladin, Cleric, Inquisitor, Oracle, Paladin, and Warpriest as their primary class.  

 

 

ARCANE ASSERTOR (+5 Toaster) 

The arcane venator burst into the room sword drawn. Looking around, instead of seeing the lab supplies of a dangerous wizard, he instead sees a bare room with a 

man in light armor rocking in a chair in the corner. “If you’re looking for my employer, he has long since fled”, the man quietly said “however if you are looking for 
entertainment, I will be happy to provide you some.” “How dare you support such heathenism” said the venator “tell where the necromancer is now!” The man smiled, 

stood up, and said “I guess you will have to make me.” The man's eyes began to glow an unearthly light. The venator lunged forward only to stop, screaming, as 

hundreds of skeletal hands ripped up from the floorboards to tear at his flesh.  
Just as the arcane venator exists to ensure arcane magic is kept in check, arcane assertors exist to protect it from the forces that seek to suppress it. The arcane 

assertors are chosen from among young sorcerers who have not yet developed their arcane potential. Instead of focusing their magic on arcane forces, they instead are 

taught the ways of combat and subterfuge. Sometimes called battle sorcerers, they often lend their considerable talents to arcane spellcasters as personal bodyguards, 
though some take to the protector role naturally. 

Primary Class: Inquisitor.  

Secondary Class: Sorcerer. 
Alignment: Any.  

Hit Die: d8.  

Bonus Skills and Ranks: The arcane assertor adds Appraise and Use Magical Device to her class skills in addition to the normal inquisitor class skills. The arcane 
assertor gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The arcane assertor is proficient with all simple and martial weapons, with light armor, but not with shields. An arcane assertor 

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

incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: The arcane assertor casts arcane spells drawn from the arcane assertor spell list, but uses her Charisma instead of her Wisdom to determine the save 
DCs of her spells and her bonus spells. She otherwise learns and casts her spells as an inquisitor of equal level.  

Allied Spellcaster: At 1st level, an arcane assertor gains Allied Spellcaster as a bonus feat. This ability replaces monster lore.  

Arcane Training: An arcane assertor can manipulate arcane energies. Starting at 1st level, an arcane assertor adds one spell from the sorcerer/wizard spell list to the 
inquisitor spell list. This spell must be of a level that she can cast. At 3rd level and every two levels thereafter, she can add one additional spell from the sorcerer/wizard 

spell list to her list. To cast any of these spells, she must choose the spell as one of her spells known.  

Bloodline: At 1st level, an arcane assertor gains the sorcerer’s bloodline ability. She gains her bloodline arcane and adds her bloodline skill to her list of class skills.  
At 2nd level, an arcane assertor gains her first bloodline power and each subsequent bloodline power at 4th, 10th, 16th, and 20th level.  

At 4th level, an arcane assertor gains her 1st–level bloodline spell and adds it to her list of spells known. Every three levels thereafter, she gains each subsequent 

level of bloodline spell and adds it to her list of spells known, up to her 6th–level bloodline spell. These spells are in addition to the number of spells given on Table: 
Inquisitor Spells Known. These spells cannot be exchanged for different spells at higher levels. 

In addition, whenever she would gain a bonus teamwork feat, she may instead select a feat from her list of bloodline bonus feats. She must qualify for any bloodline 

feat she selects, as normal. An arcane assertor may choose any bloodline listed in the sorcerer’s bloodline ability description, as well as any of their associated mutated 
bloodlines listed in the wildblooded archetype (see Ultimate Magic). This ability replaces domain, judgment, and true judgment.  

Cantrips: The arcane assertor learns a number of cantrips, or 0-level spells, in place of orisons, as noted on Table: Inquisitor Spells Known under “Spells Known.” 

These spells are cast like any other spell, but they do not consume any slots and may be used again. This ability replaces orisons.  
Cunning Initiative (Ex): This is exactly like the inquisitor ability of the same name, except that the arcane assertor uses her Charisma modifier instead of Wisdom.  

Detect Magic (Sp): At will, an arcane assertor can use detect magic, as the spell. An arcane assertor can, as a move action, concentrate on a single item or individual 

within 60 feet and determine if it is magical, learning the strength of its aura as if having studied it for 3 rounds. While focusing on one individual or object, the arcane 
assertor does not detect magic in any other object or individual within range. This ability replaces detect alignment. 

Medium Armor: At 8th level, an arcane assertor gains medium armor proficiency as a bonus feat and can cast arcane spells without incurring the normal arcane 

spell failure chance. This ability replaces second judgment. 
Greater Allied Spellcaster: At 9th level, the competence bonus granted from the Allied Spellcaster feat increase by 2, and the bonus to caster level increases by 1. 

This ability replaces third judgment. 
Arcane Surge (Ex): At 17th level, an arcane assertor learns to focus the arcane power within her blood. Once per day as a swift action, whenever an arcane assertor 

uses her 1st level bloodline power, she is treated as if she were 5 levels higher for the purposes of determining the effects granted by this power. This effect last for 1 

round per level of the arcane assertor. She can use this ability twice per day at 20th level. This ability replaces slayer.  
 

ARCANE ASSERTOR SPELL LIST 
Arcane assertors gain access to the following spells.  

0-Level Arcane Assertor Spells—acid splash, bleed, brand, daze, detect magic, detect poison, disrupt undead, flare, light, mage hand, open/close, ray of 
frost, read magic, resistance, stabilize. 

1st-Level Arcane Assertor Spells—abundant ammunition, alarm, ant haul, bane, bless water, burning hands, cause fear, charm person, chill touch, compel 
hostility, comprehend languages, corrosive touch, cure light wounds, curse water,  damp powder, detect secret doors, detect undead, divine favor, endure elements, 

expeditious retreat, fabricate bullets, feather fall, flare burst, grease, hold portal, identify, inflict light wounds, interrogation, jump, know the enemy, lock gaze, 
longshot, magic missile, magic weapon, mount, obscuring mist, protection from chaos/evil/good/law, returning weapon, see alignment, shadow weapon, shocking 

grasp, sleep, true strike, unerring weapon, vanish, weaken powder. 

2nd-Level Arcane Assertor Spells—acid arrow, aid, align weapon, arcane lock, arrow eruption, badger's ferocity, bear's endurance, bloodhound, blur, 
bullet shield, bull's strength, burning gaze, cat's grace, command undead, continual flame, cure moderate wounds, darkness, darkvision, daze monster, delay pain, 

destabilize powder, eagle's splendor, effortless armor, flaming sphere, fog cloud, gust of wind, hold person, inflict moderate wounds, invisibility, knock, levitate, 
protection from arrows, reloading hands, resist energy, restoration (lesser), ricochet shot, scorching ray, see invisibility, shatter, silence, spider climb, spiritual 

weapon, stabilize powder, tactical acumen, warding weapon, web. 

3rd-Level Arcane Assertor Spells—animate dead (lesser), arcane sight, blink, burst of speed, campfire wall, chain of perdition, clairaudience/clairvoyance, 
cure serious wounds, daylight, deep slumber, dispel magic, displacement, draconic reservoir, eldritch fever, elemental aura, eruptive pustules, explosive runes, fireball, 
flame arrow, force punch, gentle repose, halt undead, haste, heroism, hold person, inflict serious wounds, invisibility purge, invisibility sphere, keen edge, lightning 

bolt, locate weakness, magic circle against chaos/evil/good/law, magic weapon (greater), nondetection, pain strike, pellet blast, phantom steed, protection from energy, 

remove disease, slow, speak with dead, tongues, water breathing, wind wall, witness. 

4th-Level Arcane Assertor Spells—agonize, animate dead, bestow curse, brand (greater), charm monster, chaos hammer, contagion, cure critical wounds, 

curse of magic negation, darkvision (greater), dimension door, dimensional anchor, discern lies, divine power, fear, find quarry, freedom of movement, globe of 
invulnerability (lesser), hold monster, holy smite, interrogation (greater), invisibility (greater), locate creature, named bullet, neutralize poison, order’s wrath, remove 

curse, restoration, sanctify armor, shadow step, stone shape, stoneskin, undead ward, unholy blight, wall of fire, wall of ice. 



5th-Level Arcane Assertor Spells—absorb toxicity, atonement, baleful polymorph, banishment, blight, break enchantment, commune, cone of cold, cure 
light wounds (mass), dismissal, disruption weapon, feeblemind, flame strike, hallow, inflict light wounds (mass), passwall, planar adaptation, polymorph, true seeing, 

unhallow, wall of force, wall of stone. 

6th-Level Arcane Assertor Spells—analyze dweomer, antimagic field, battlemind link, blasphemy, cure moderate wounds (mass), curse (major), dictum, 
dispel magic (greater), eyebite, globe of invulnerability, guards and wards, heroism (greater), holy word, inflict moderate wounds (mass), legend lore, named bullet 
(greater), shadow walk, sirocco, undeath to death, wall of iron, word of chaos. 

 

 

Table: Arcane Assertor 
 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 Allied spellcaster, arcane training, bloodline, cantrips,   1  —  —  —  —  — 
     stern gaze  
2nd  +1  +3  +0 +3 Bloodline power, cunning initiative, detect magic, track   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Solo tactics, teamwork feat   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Bloodline power, bloodline spell    3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bane, discern lies   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Teamwork feat   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Bloodline spell   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Medium armor   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Greater allied spellcaster, teamwork feat   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Bloodline power, bloodline spell   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Stalwart   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Greater bane, teamwork feat   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Bloodline spell   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Exploit weakness   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Teamwork feat   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Bloodline power, bloodline spell   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Arcane surge   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Teamwork feat   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Bloodline spell    5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Bloodline power   5   5   5   5   5   5 
 

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



ARCANE CHAMPION (Elghinn Lightbringer) 
Many deities of good alignment have worshippers who are paladins, promoting law and good across the lands. However, there are those drawn upon the raw magical 
energy of the world, enabling them to unleash blasts of magic in its raw form. Different from other paladins, arcane champions of are sacred defenders who cherish 

magic, knowing that its existence and proper use enriches all. They drink deeply of its power, use that energy to enhance his power and utterly smash those who seek to 

defile or destroy its purity of form. While an arcane champion may worship a deity of goodly persuasion, her power comes from pure magic, and thus, their power is 

arcane rather than divine. Over time, arcane champions become more and more infused with this raw energy, allowing her to become both a beacon and bastion of 

arcane might.  

Primary Class: Paladin. 
Secondary Class: Arcanist.  

Alignment: Any good. 

Hit Dice: d10.  
Bonus Skills and Ranks: The arcane champion may select three arcanist skills to add to her class skills in addition to the normal paladin class skills. The arcane 

champion gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The arcane champion is proficient with all simple and martial weapons, with all types of armor (heavy, medium, and light), and 
with shields (except tower shields). She can cast arcane champion spells while wearing heavy, light, or medium armor and using a shield without incurring the normal 

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

Detect Magic (Sp): At will, an arcane champion can use detect magic, as the spell. An arcane champion can, as a move action, concentrate on a single item or 
individual within 60 feet and determine if it is magic, learning the strength of its aura as if having studied it for 3 rounds. While focusing on one individual or object, the 

arcane champion does not detect magic in any other object or individual within range. This ability replaces detect evil.  

Smite Magic (Su): Once per day, an arcane champion can draw upon the arcane power within her to aid her in her struggle against her enemies. As a swift action, 
the arcane champion chooses one target within sight to smite. If this target is a spellcaster (sorcerer, wizard, etc.), or uses spell-like abilities, the arcane champion adds 

her Intelligence bonus (if any) to her attack rolls and adds her arcane champion level to all damage rolls made against the target of her smite. If the target of the smite is 

an outsider or a dragon, the bonus to damage on the first successful attack increases to 2 points of damage per level the arcane champion possesses. Regardless of the 

target, smite attacks automatically bypass any DR the creature might possess. 

In addition, while smite is in effect, the arcane champion gains a deflection bonus equal to her Intelligence modifier (if any) to her AC against attacks made by the 

target of the smite. If the arcane champion targets a creature that is not magical, the smite is wasted with no effect. 
The smite effect remains until the target of the smite is dead or the next time the arcane champion rests and regains her uses of this ability. At 4th level, and at every 

three levels thereafter, the arcane champion may make a smite one additional time per day, as indicated on Table: Arcane Champion, to a maximum of seven times per 

day at 19th level. This ability replaces smite evil.  
Arcane Reservoir (Su): At 2nd level, an arcane champion gains an innate pool of magical energy that she can draw upon to fuel many of her powers. The arcane 

champion’s arcane reservoir can hold a maximum amount of magical energy equal to 3 + the arcane champion's level. Each day, when preparing spells, the arcane 

champion's arcane reservoir fills with raw magical energy, gaining a number of points equal to 3 + 1/2 her arcane champion level. Any points she had from the previous 
day are lost. The arcane reservoir can never hold more points than the maximum amount noted above; points gained in excess of this total are lost. 

The arcane champion can use her arcane reservoir to heal wounds (her own or those of others) by touch. By spending 1 point from her arcane reservoir, an arcane 

champion can heal 1d6 hit points of damage for every two arcane champion levels she possesses. Using this ability is a standard action, unless the arcane champion 
targets herself, in which case it is a swift action. Despite the name of this ability, an arcane champion only needs one free hand to use this ability. 

Alternatively, an arcane champion can spend 1 point from her arcane reservoir to deal damage to undead creatures, dealing 1d6 points of damage for every two levels 

the arcane champion possesses. Using this ability in this way requires a successful melee touch attack and doesn't provoke an attack of opportunity. Undead do not 
receive a saving throw against this damage.  

In addition, at 4th level, an arcane champion can expend 1 point from her arcane reservoir as a free action whenever she casts an arcane champion spell. If she does, 

she can choose to increase the caster level by 1 or increase the spell's DC by 1. She can expend no more than 1 point from her reservoir on a given spell in this way. 

This ability replaces lay on hands.  

Arcanist Exploits: At 3rd level and every three levels thereafter, an arcane champion gains one of the following exploits: acid jet, arcane barrier, arcane weapon, 

consume magic items, counterspell, energy shield, flame arc, force strike, ice missiles, item crafting, lightning lance, metamagic knowledge, metamixing, potent magic, 
quick study, see magic, sonic blast, spell disruption, spell resistance, swift consume. This ability and greater exploits replace mercy.  

Channel Arcane Energy (Su): Starting at 4th level, an arcane champion can channel the raw magical energy that flows through her body to heal a target by touch. 

As a standard action, the arcane champion can heal a single creature (including herself) for 2d6 hit points plus 1d6 for every two level beyond 4th (3d6 at 6th, 4d6 at 
8th, and so on). Healing a target in this way requires a successful melee touch attack and doesn't provoke an attack of opportunity. 

At 10th level, an arcane champion can instead choose to release a 20-foot cone-shaped burst of raw magical energy from her hands. This is a standard action that 

does not provoke an attack of opportunity. The amount of damage dealt is equal to 1d6 points of damage for every two arcane champion levels she possesses (5d6 at 
10th, 6d6 at 12th, and so on). This damage is half fire damage and half raw magical power. Creatures that take damage from channeled arcane energy receive 

a Reflex save to halve the fire damage only. The DC of this save is equal to 10 + 1/2 the arcane champion’s level + the arcane champion’s Charisma modifier. Creatures 
with immunity or resistance to fire apply this affect to only half the damage. Creatures immune to magic effects that allow spell resistance (such as golems) are immune 

to this ability.  

Using this ability consumes two points of her arcane reservoir. This ability replaces channel positive energy. 
Spellcasting: Beginning at 4th level, an arcane champion gains the ability to cast a small number of arcane spells drawn from the arcane champion spell list. To 

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

an arcane champion's spell is 10 + the spell level + the arcane champion's Intelligence modifier. 
An arcane champion only cast a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: Arcane Champion under 

“Spells per Day.” In addition, she receives bonus spells per day if she has a high Intelligence score. 

An arcane champion may know any number of spells, but the number she can prepare each day is limited. At 1st level, she can prepare two 1st-level spells each day. 
At each new arcane champion level, the number of spells she can prepare each day increases, adding new spell levels as indicated on Table: Arcane Champion Spells 

Prepared. Unlike the number of spells she can cast per day, the number of spells an arcane champion can prepare each day is not affected by her Intelligence score. 

Feats and other effects that modify the number of spells known by a spellcaster instead affect the number of spells an arcane champion can prepare. 
An arcane champion must choose and prepare her spells ahead of time by getting 8 hours of sleep and spending 1 hour studying her spellbook. While studying, the 

arcane champion decides what spells to prepare and refreshes her available spell slots for the day. 

Like a sorcerer, an arcane champion can choose to apply any metamagic feats she knows to a prepared spell as she casts it, with the same increase in casting 
time (see Spontaneous Casting and Metamagic Feats). However, she may also prepare a spell with any metamagic feats she knows and cast it without increasing casting 

time like a wizard. She cannot combine these options—a spell prepared with metamagic feats cannot be further modified with another metamagic feat at the time of 

casting (unless she has the metamixing arcanist exploit). 
Through 3rd level, an arcane champion has no caster level. At 4th level and higher, her caster level is equal to her arcane champion level –3. 

Spellbooks: An arcane champion must study her spellbook each day to prepare her spells. She can't prepare any spell not recorded in her spellbook, except for read 

magic (which all arcane champions can prepare from memory). 
An arcane champion begins play with a spellbook containing three 1st-level spells of her choice. The arcane champion also selects a number of additional 1st-level 

spells equal to her Intelligence modifier to add to the spellbook. At each new arcane champion level, she gains two new spells of any spell level or levels that she can 

cast (based on her new arcane champion level) for her spellbook. At any time, an arcane champion can also add spells found in other wizard's spellbooks to her own, as 
long as it is on her spell list. 



Arcane Bond (Su): This is exactly like the paladin’s divine bond ability, except that instead of forming a bond with her weapon, an arcane champion forms a bond 

with her holy symbol. 
As a standard action, an arcane champion can channel raw magical energy into her holy symbol for 1 minute per arcane champion level. When channeled, the energy 

causes the arcane champion’s holy symbol to shed light like a torch. 

At 5th level, the arcane energy grants one bonus. For every three levels beyond 5th, the arcane energy grants one additional bonus. These bonuses can be spent in a 

number of ways to grant the arcane champion enhanced abilities to channel arcane energy and to cast spells. 

Each bonus can be used to grant one of the following enhancements: 

 +1 caster level to any arcane champion spell cast, 
 +1 to the DC to halve the damage of channel arcane energy when used to harm outsiders and dragons, 

 +1d6 damage to channel arcane energy, 

 +1 on caster level checks (1d20 + caster level) made to overcome spell resistance. 
These enhancements stack and can be selected multiple times. The enhancements granted by the arcane energy are determined when the energy is channeled and 

cannot be changed until the arcane energy is channeled again. The arcane energy imparts no enhancements if the holy symbol is held by anyone other than the arcane 

champion, but resumes giving enhancements if returned to the arcane champion. An arcane champion can use this ability once per day at 5th level, and one additional 
time per day for every four levels beyond 5th, to a total of four times per day at 17th level. 

If a holy symbol with channeled arcane energy is destroyed, the arcane champion loses the use of this ability for 30 days, or until she gains a level, whichever comes 

first. During this 30-day period, the arcane champion takes a –1 penalty on attack and weapon damage rolls.  
An arcane champion may also choose to bond with a mount, as normal.  

Magic Sundering (Su): At 11th level, an arcane champion can sunder magic items with great efficiency. Whenever an arcane champion makes a sunder combat 

maneuver against a magic item, she adds her Intelligence bonus (if any) to her combat maneuver bonus roll and adds her arcane champion level to damage roll. She also 
adds her Intelligence bonus (if any) to her combat maneuver defense against sunder attempts made against magic items (including magic weapons or armor) in her 

possession. If the arcane champion has the consume magic items arcanist exploit and successfully sunders a magic item other than a potion, scroll, staff, or wand, she 

adds a number of arcane reservoir points equal to 1/4 the item’s caster level (items with a caster level less than 4th do not recharge the arcane champion’s arcane 

reservoir). If the item is destroyed, she gains no benefit. Points gained in excess of the arcanist's reservoir's maximum are lost. This ability replaces aura of justice.  

Greater Exploits (Su): At 12th level, an arcane champion gains the arcanist’s greater exploits ability and may choose one of the following greater exploits in place 

of an exploit: alter enhancements, burning flame, counter drain, dancing electricity, energy absorption, greater counterspell, greater metamagic knowledge, greater spell 
disruption, greater spell resistance, icy tomb, lingering acid, redirect spell, resistance drain, siphon spell, spell thief, suffering knowledge.  

Dispelling Strike (Su): At 14th level, an arcane champion can spend 1 or more points from his arcane reservoir as a swift action to imbue her weapon with a special 
power. If the weapon strikes a creature within the next minute, that creature is the subject of a targeted dispel magic using the arcane champion’s level as the caster 

level, except that this effect cannot dispel a spell of a level higher than the number of arcane reservoir points expended to activate this ability (treat higher-level spells as 

if they do not exist and apply the dispel attempt to the remaining spells with the highest caster level). Once the strike is made, the power dissipates, even if the dispel 
attempt is unsuccessful. This ability replaces aura of faith.  

Arcane Knight (Su): At 20th level, an arcane champion becomes a conduit for the arcane power granted to her by her god. Her DR increases to 10/evil. When she 

uses smite magic and successfully strikes an outsider or dragon, the outsider or dragon is also subject to an expend spell, using her arcane champion level as the caster 
level. If the expend succeeds, two uses of a supernatural or spell-like ability are expended instead of one. After the expend effect and the damage from the attack is 

resolved, the smite immediately ends.  

In addition, whenever the arcane champion channels arcane energy, she can expend all her remaining arcane reservoir points (minimum 4) to unleash a blast of raw 
magical energy in a 30-foot radius, centered on the arcane champion. This blast deals 10d6 points of damage plus a number of additional points of damage equal to her 

arcane champion level. This ability replaces holy champion.  

 
 

Arcane Champion Spell List  
Arcane champions gain access to the following spells.  

1st-Level Arcane Champion Spells—burning hands, chill touch, corrosive touch, cure light wounds, detect charms, detect magic, endure elements, feather 
fall, honeyed tongue, ironbeard, keep watch, knight’s calling, know the enemy, longshot, mage armor, magic missile, magic weapon, mirror strike, mount, protection 

from chaos/evil/law, ray of enfeeblement, read magic, returning weapon, shield, shield of fortification, shock shield, shocking grasp, strong wings, true strike, unerring 
weapon, warding weapon, wartrain mount, weapons against evil.   

2nd-Level Arcane Champion Spells—aura of greater courage, bear’s strength, blinding ray, blindness/deafness, bull’s strength, bullet ward, corruption 
resistance, defensive shock, delay pain, endure elements (communal), fire breath, flaming sphere, fox’s cunning, frigid touch, gust of wind, instant armor, light lance, 

litany of defense, litany of eloquence, litany of righteousness, magic siege engine, owl’s wisdom, protection from arrows, protection from chaos/evil/law (communal), 

remove paralysis, resist energy, righteous vigor, sacred bond, saddle surge, scorching ray, see invisibility, shatter, shield companion, shield other, spider climb, stone 
call, vestment of the champion, weapon of awe, zone of truth. 

3rd-Level Arcane Champion Spells—angelic aspect, archon’s aura, bestow auras, blade of bright victory, burst of speed, cure moderate wounds, daybreak 
arrow, deadly juggernaut, discern lies, dispel magic, draconic reservoir, elemental aura, fireball, flame arrow, fly, force punch, haste, heal mount, heroism, hold 

person, keen edge, lightning bolt, locate weakness, magic circle against chaos/evil/law, magic weapon (greater), protection from energy, ray of exhaustion, remove 
blindness/deafness, sanctify armor, sanctify weapons, shield of fortification (greater), sleet storm, stinking cloud, versatile weapon, water breathing, wrathful mantle.   

4th-Level Arcane Champion Spells—angelic aspect (greater), ball lighting, bestow grace of the champion, black tentacles, blaze of glory, break 
enchantment, confusion, cure serious wounds, death ward, dispel chaos, dispel evil, dispel law, earth glide, fear, fire shield, flaming sphere (greater), holy sword, ice 

storm, king’s castle, magic siege engine (greater), neutralize poison, pellet blast, raise animal companion, resounding blow, shout, slow, stoneskin, wall of fire, wall of 

ice, wreath of blades.  
 

 

Table: Arcane Champion 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Aura of good, detect magic, smite magic 1/day  —  —  —  — 
2nd  +2  +3  +0  +3  Arcane reservoir, divine grace  —  —  —  — 
3rd  +3  +3  +1  +3  Arcanist exploit, aura of courage, divine health  —  —  —  — 
4th  +4  +4  +1  +4  Channel arcane energy, magic smite 2/day   1  —  —  — 
5th  +5  +4  +1  +4  Arcane bond   1  —  —  — 
6th  +6/+1  +5  +2  +5  Arcanist exploit   1  —  —  — 
7th  +7/+2  +5  +2  +5  Smite magic 3/day   1   1  —  — 
8th  +8/+3  +6  +2  +6  Aura of resolve    1   1  —  — 
9th  +9/+4  +6  +3  +6  Arcanist exploit   2   1  —  — 
10th  +10/+5  +7  +3  +7  Smite magic 4/day   2   1   1  — 
11th  +11/+6/+1  +7  +3  +7  Magical sundering    2   1   1  — 



12th  +12/+7/+2  +8  +4  +8  Arcanist exploit, greater exploits   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Smite magic 5/day   3   2   1   1 
14th  +14/+9/+4  +9  +4  +9  Dispelling strike   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Arcanist exploit   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Smite magic 6/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Aura of righteousness   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Arcanist exploit   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Smite magic 7/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Arcane knight   4   4   3   2 
 

 

Table: Arcane Champion Spells Prepared 

Class    Spells Prepared 
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  



ARCANE VENATOR (+5 Toaster) 
While most churches feel secure in their standing in the world, a great many of them recognize the threat of arcane magic. Thus, the Society of Arcane Venators was 
born. The primary purpose of this organization is to serve as watchdogs over those who wield arcane might. In part, an arcane venator’s duty is to keep a watchful eye 

over arcane practitioners, counteract any overreaching of their power as a group or individually, and prevent them from seizing worshipers of the divine. *Note: In the 

Golarion Setting, the Society of Arcane Venators makes a perfect counter-organization to the Razmiran Priesthood.   

Primary Class: Inquisitor. 

Secondary Class: Wizard. 

Alignment: Any.   
Hit Dice: d8. 

Bonus Skills and Ranks: The arcane venator may select three wizard skills to add to her class skills in addition to the normal inquisitor class skills. The arcane 

venator gains a number of ranks at each level equal to 4 + Int modifier.   
Weapon and Armor Proficiency: The arcane venator is proficient with all simple weapons, plus the hand crossbow, longbow, repeating crossbow, shortbow, and 

her deity’s favored weapon. She is also proficient with light armor, medium armor, and with shields (except tower shields).   

Arcane School (Su): At 1st level, an arcane venator chooses a single school of arcane magic. She must choose the abjuration school, or the counterspelling 
subschool. She casts spells from this school as divine spells, and are gained through her study and investigation of arcane magic. School powers are likewise drawn 

from the arcane venator’s divine source, and use her Wisdom modifier in place of her Intelligence modifier to determine their effects. This ability otherwise functions as 

the wizard class feature of the same name and replaces judgment. 
Arcane Lore (Ex): At 1st level, an arcane venator adds her Wisdom modifier to all Knowledge (arcana) and Spellcraft skill checks in addition to her Intelligence 

modifier. This ability replaces monster lore.   

Domain: An arcane venator must choose either the Knowledge or Magic domain, even if her deity does not grant those domains. Alternatively, she may choose the 
Spellkiller inquisition in place of one of the two domains. This ability otherwise functions as the inquisitor’s domain ability.   

Detect Magic (Sp): At will, an arcane venator can use detect magic, as the spell. An arcane venator can, as a move action, concentrate on a single item or individual 

within 60 feet and determine if it is magical, learning the strength of its aura as if having studied it for 3 rounds. While focusing on one individual or object, the arcane 

venator does not detect magic in any other object or individual within range. This ability replaces detect alignment.  

Arcane Bane (Su): This is exactly like the inquisitor’s bane ability, except that the bane special weapon ability property applies only to creatures that have levels in 

an arcane spellcasting class (including alchemist), or that have racial spell-like abilities and are identified using the Knowledge (arcana) skill (such as constructs, 
dragons, and magical beasts).  

Disdain Arcane (Ex): At 8th level, an arcane venator gains a +4 morale bonus on saving throws made to resist spells, supernatural abilities, and spell-like abilities 

used by arcane spellcasters, and creatures identified using the Knowledge (arcane) skill (such as constructs, dragons, and magical beasts). This ability replaces second 
judgment. 

Greater Arcane Bane (Su): Starting at 12th level, whenever an arcane venator successfully hits a creature with her arcane bane, that creature must make a Will 

saving throw (DC 10+ 1/2 the arcane venator level + the arcane venator’s Wisdom modifier). If the save fails, the creature uses up one of its limited-use magical 
abilities without any actual effect. A limited-use magical ability is any supernatural or spell-like ability which a creature can only activate a certain number of times 

during a set interval (3/day, 1/hour, etc.). This also includes a creature with spells slots from a arcane spellcasting class (including alchemist). This does not however, 

affect abilities which the creature can use at will or which are constant, nor does it apply to magical items or anything else external to a creature. Abilities with the 
greatest number of uses per day (or highest spell slots) are affected first; if more than one ability has the same number of uses (or spell slots), randomly determine which 

one is affected first. The creature must continue making Will saves, expending an additional use of an ability or spell slot for each failed save, until they succeed, at 

which point the effect end. Once a creature has been the target of a greater arcane bane, regardless of whether or not the save is made, that creature is immune to that 
arcane venator’s greater arcane bane for 24 hours. This ability replaces greater bane.  

Arcane Repression (Sp): At 16th level, an arcane venator can use antimagic field as a spell-like ability once per day. Any spells or effects based on divine magic 

remains unaffected by this ability. This ability replaces third judgment.   

Magic Slayer (Ex): At 17th level, an arcane venator gains Disruptive and Spellbreaker as bonus feats. The penalty granted by the Disruptive feat increases to +6 and 

the arcane venator gains a +2 to hit and damage on any attacks of opportunity granted by Spellbreaker feat. This ability replaces slayer.   

Arcane Aspect (Su): At 20th level, whenever an arcane venator applies a metamagic feat to a spell from his arcane school, she can reduce the spell’s effective level 
by 1 when determining what level spell slot to prepare the spell in. This ability cannot lower the required spell slot below that of the spell’s original level. In addition, 

whenever an arcane venator successfully makes a saving throw against an arcane spell, or resists one with spell resistance, he gains a morale bonus on attack and 

damage rolls equal to the level of that spell against the caster of the spell until the beginning of his next turn. This ability replaces true judgment.  
 

 

Table: Arcane Venator 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Arcane lore, arcane school, domain, orisons, stern gaze   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Cunning initiative, detect magic, track   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Solo tactics, teamwork feat   3  —  —  —  —   — 
4th  +3  +4  +1 +4    3   1  —  —  —  — 
5th  +3  +4  +1 +4 Arcane bane, discern lies   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Teamwork feat   4   3  —  —  —  — 
7th  +5  +5  +2 +5    4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Disdain arcane   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Teamwork feat   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7    5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Stalwart   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Greater arcane bane, teamwork feat   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8    5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Exploit weakness   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Teamwork feat   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Arcane repression   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Magic slayer   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Teamwork feat   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11    5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Arcane aspect   5   5   5   5   5   5 
 



ASCETIC PRIEST (Papa-DRB) 
Some knightly orders believe that the chivalric ideals are the nearest thing to a divine code of life, and that the gods themselves appreciate their cavaliers and paladins 
more than their clerics. In some cases, this may be true, but when need arises–such as when a rightful heir must be put on the throne, the church hierarchy has become 

corrupted, or a benevolent queen needs help in a holy crusade–a god can choose a particularly righteous cavalier and through divine investiture, bestow upon him sacred 

powers and prophetic fire and grant him the right to give divine orders to his brothers in arms and its flock of faithful on its behalf. This chosen one may be of noble 

birth or a peasant of humble upbringing with nothing of worth, but regardless of his circumstance, a prospective knight of grace will always find the path of chivalry 

and the perfect situation to be vetted by the gods.  
Primary: Cleric. 
Secondary: Monk. 

Alignment: An ascetic priest’s alignment must be within one step of her deity's, along either the law/chaos axis or the good/evil axis.  

Hit Dice: d8.  
Bonus Skills and Ranks: The ascetic priest selects three monk skills to add to her class skills in addition to the normal cleric class skills. The ascetic priest gains a 

number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The ascetic priest is proficient with all simple martial weapons plus the handaxe, kama, nunchaku, sai, short sword, shuriken, 
siangham, temple sword*, and her deity’s favored weapon. Ascetic priests are not proficient with any armor or shields. When wearing armor, using a shield, or carrying 

a medium or heavy load, an ascetic priest loses her AC bonus, as well as her fast movement abilities. (*Advanced Player’s Guide) 

Diminished Spellcasting: The ascetic priest casts divine spells drawn from the cleric spell list, and gains one fewer spell of each spell level per day. If this reduces 
the number to 0, she may cast spells of that level only if her Wisdom allows bonus spells of that level. She otherwise learns, prepares, and casts spells as a cleric of 

equal level.  

AC Bonus (Su): At 1st level, when an ascetic priest is unarmored and unencumbered, she adds her Wisdom bonus (if any) to her AC and her CMD. In addition, she 
gains a +1 bonus to AC and CMD at 4th level. This bonus increases by 1 for every four an ascetic priest levels thereafter, up to a maximum of +5 at 20th level. These 

bonuses to AC apply even against touch attacks or when the ascetic priest is flat-footed. An ascetic priest 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. This ability replaces light armor and medium armor 

proficiency. 

Unarmed Strike (Ex): At 1st level, an ascetic priest gains the monk’s unarmed strike ability, except that she deals 1d4 points of damage at 1st level. At 2n level and 

every four levels thereafter, this damage increases by 1 damage die category (1d6 at 2nd, 1d8 at 6th, 1d10 at 10th, 2d6 at 14th , and 2d8 at 18th level). These unarmed 
damage values are for a Medium ascetic priest. A Small ascetic priest deals 1 damage die smaller (1d3 at 1st, 1d4 at 2nd, 1d6 at 6th, 1d8 at 10th, 1d10 at 14th, and 2d6 

at 18th level), while a Large sorcerer deals 1 damage die category larger (1d6 at 1st, 1d8 at 2nd, 1d10 at 6th, 2d6 at 10th, 2d8 at 14th, and 2d10 at 18th level). In 

addition, an ascetic priest can make an unarmed strike when wielding any monk weapon or her deity’s favored weapon.  
Evasion (Ex): At 2nd level, an ascetic priest gains the monk’s evasion ability. This ability, fast movement, purity of body, and improved evasion replace domains.  

Fast Movement (Ex): At 3rd level, an ascetic priest's land speed is faster than the norm for her race by +10 feet. This benefit applies only when she is wearing no 

armor, and not carrying a shield, medium load, or heavy load. Apply this bonus before modifying the ascetic priest's speed because of any load carried or armor worn. 
This bonus stacks with any other bonuses to the ascetic priest’s land speed.  

Divine Strike (Su): At 4th level, an ascetic priest becomes infused with divine power. This divine power allows her unarmed attacks to be treated as magic weapons 

for the purpose of overcoming damage reduction. At 7th level, her unarmed attacks are also treated as cold iron and silver for the purpose of overcoming damage 
reduction. At 10th level, her unarmed attacks are also treated as aligned weapons (choose either chaotic, evil, good, or lawful according to her deity’s alignment) for the 

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

bypassing hardness. This ability, purity of body, and diamond body replace spells lost due to diminished spellcasting.  
Purity of Body (Ex): At 5th level, an ascetic priest gains the monk’s purity of body ability.  

Improved Evasion (Ex): At 9th level, an ascetic priest gains the monk’s improved evasion ability.  

Diamond Body (Ex): At 11th level, an ascetic priest gains the monk’s purity of body ability.  

 

 

Table: Ascetic Priest 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  AC bonus, aura, diminished spellcasting,    2   0  —  —  —  —  —  —  —  —   
     orisons, spontaneous casting,  
     unarmed strike (1d4) 
2nd  +1  +3  +0  +3  Evasion, unarmed strike (1d6)   3   1  —  —  —  —  —  —  —   — 
3rd  +2  +3  +1  +3  Fast movement (+10 ft.)   3   1   0  —  —  —   —  —  —  — 
4th  +3  +4  +1  +4  AC bonus (+1), divine strike (magic)   3   2   1  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4  Purity of body   3   2   1   0  —  —  —  —  —  — 
6th  +4  +5  +2  +5  Unarmed strike (1d8)   3   2   2   1  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Divine strike (cold iron/silver)   3   3   2   1   0  —  —  —  —  — 
8th  +6/+1  +6  +2  +6  AC bonus (+2)   3   3   2   2   1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Improved evasion   3   3   3   2   1   0  —  —  —  — 
10th  +7/+2  +7  +3  +7  Divine strike (aligned), unarmed strike (1d10)   3   3   3   2   2   1  —  —  —  — 
11th  +8/+3  +7  +3  +7  Diamond body   3   3   3   3   2   1   0  —  —  — 
12th  +9/+4  +8  +3  +8  AC bonus (+3)   3   3   3   3   2   2   1  —  —  — 
13th  +9/+4  +8  +3  +8     3   3   3   3   3   2   1   0  —  — 
14th  +10/+5  +9  +3  +9  Unarmed strike (2d6)   3   3   3   3   3   2   2   1  —  — 
15th  +11/+6/+1  +9  +5  +9     3   3   3   3   3   3   2   1   0  — 
16th  +12/+7/+2  +10  +5  +10  AC bonus (+4), divine strike (adamantine)   3   3   3   3   3   3   2   2   1  — 
17th  +12/+7/+2  +10  +5  +10     3   3   3   3   3   3   3   2   1   0 
18th  +13/+8/+3  +11  +6  +11  Unarmed strike (2d8)   3   3   3   3   3   3   3   2   2   1 
19th  +14/+9/+4  +11  +6  +11     3   3   3   3   3   3   3   3   2   2 
20th  +15/+10/+5  +12  +6  +12  AC bonus (+5)   3   3   3   3   3   3   3   3   3   3 



BLIGHT MASTER (Dustyboy) 
Gods and angels, demon lords and balors–these are typical powers of the divine planes. While most clerics worship some deity or another, and seek to assistance of 
their powerful servants, there are those who seek a simpler life among the plants and creatures of natural world. Blight masters strive to gain mastery over the plants and 

vermin that inhabit the woodlands and forests within their circle of influence. Whether speaking with the vegetation, striding through overgrown areas, or summoning 

forth plant and vermin minions to fight at her side, the blight master takes control of the field of battle.  
Primary: Cleric. 

Secondary: Druid. 

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The blight master selects three druid skills to add to her class skills in addition to the normal cleric class skills. The blight master gains a 

number of ranks at each level equal to +2 Int modifier. 
Weapon and Armor Proficiency: The blight master is proficient with all simple weapons, with light and medium armor, and with shields (except tower shields). 

Blight Magic: A blight master is not a master of animals, but of plants and vermin. At 1st level, a blight master must select the Plant domain, the Decay or Growth 

subdomain, or the new Vermin or Wildgrove domain. In addition, a blight master can alternatively summon swarms and plant type creatures when she casts the summon 
nature’s ally spell (see the Blight Master Summing Options table below).  

In addition, all druid spells that specifically affect animals stop doing so and instead affect plant and vermin type creatures. These spells lose the mind-affecting 

descriptor. The blight master also adds the new animate fungus spell to her list of 3rd–level spells. This spell functions as the animate dead spell, except that it turns 
corpses into vegepygmies or yellow musk zombies. This ability, plant companion, command infestation, infestation summoner, and blight master replace the cleric’s 

second domain.  

Channel Energy (Su): This is exactly like the cleric ability of the same name, except that the amount of damage dealt or healed is equal to 1d6 points of damage at 
1st level, plus 1d6 points of damage every three levels thereafter, up to 7d6 at 19th level.  

In addition, a blight master can use her channel energy ability to grow or diminish vegetation. At 1st level, a blight master that channels positive energy can expend 

one use of her channel energy ability to cause a 40-foot radius circle of vegetation to become thick and overgrown as the plant growth spell. This radius increases by 10 

feet every three levels thereafter, up to a 100-foot radius at 19th level. Alternatively, a blight master that channels negative energy can expend one use of her channel 

energy ability to cause a 40-foot area of vegetation to shrink to about one third its size, untangled, and less bushy, similar to the diminish plants spell. This radius 

increases by 10 feet for every three levels thereafter, up to a 100-foot radius at 19th level. If the blight master uses channel energy in this way, it has no other effect (it 
does not heal or harm nearby creatures). 

Command Infestation (Su): As a standard action, a blight master can use one of her uses of channel energy to enslave plant or vermin creatures within 30 feet. The 

creatures receive a Will save to negate the effect. The DC for this Will save is equal to 10 + 1/2 the blight master’s level + her Charisma modifier. Plant or vermin 
creatures that fail their saves fall under the blight master’s control, obeying her commands to the best of their ability, as if under the effects of control plants. Intelligent 

plant or vermin creatures receive a new saving throw each day to resist the blight master’s command. A blight master can control any number of plant creatures, so long 

as their total Hit Dice do not exceed her blight master level. If the blight master uses channel energy in this way, it has no other effect (it does not heal or harm nearby 
creatures). If a plant creature is under the control of another creature, the blight master must make an opposed Charisma check whenever her orders conflict.  

Spontaneous Casting: At 1st level, a blight master can channel stored spell energy into summoning spells that she hasn't prepared ahead of time. She can “lose” a 

prepared spell in order to cast any summon nature's ally spell of the same level or lower.  This ability replaces the cleric’s spontaneous casting.  
Speak with Plants (Sp): At 2nd level, a blight master can speak with plants in a 30-foot radius. This ability replaces aura.   

Woodland Stride (Ex): At 2nd level, a blight master gains the druid’s woodland stride ability. This ability and trackless step replace channel energy 2d6, 5d6, and 

8d6.  
Trackless Step (Ex): At 4th level, a blight master gains the druid’s trackless step ability. 

Plant Companion (Su): Starting at 5th level, with a ritual requiring 8 hours, a blight master can summon a vegepygmy or animate a single yellow musk 

zombie whose Hit Dice do not exceed her cleric level. This plant companion automatically follows her commands and does not need to be controlled by her. She cannot 

have more than one plant companion at a time. It does not count against the number of Hit Dice of plant creatures controlled by other methods. She can dismiss her 

companion as a standard action, which destroys it. 

Infestation Summoner: At 6th level, whenever a blight master summons creatures with a summon nature’s ally spell, she can decide that they appear as either green 
and leafy (plant) and gain plant type traits, or they are covered in a chitin carapace (vermin) and gain the vermin type plus a +2 natural armor bonus.  

Blight Master (Su): As a full-round action, a blight master of 20th level can extend and bore dozens of tendrils into the brain of a helpless creature within reach. 

This attack inflicts 1d4 points of Intelligence damage per round. When a creature is reduced to 0 Intelligence, it dies, and the tendrils break off inside its brain. One hour 
later, the creature animates as a yellow musk zombie (see Bestiary).  

 

 

Blight Master Summoning Options 
Table: Summon Nature’s Ally I (Alternatives) 

1st Level Alternatives Type/Subtype(s) Source 

Leafy leshy Plant    B3 
Vegepygmy Plant    B1 

 

Table: Summon Nature’s Ally II (Alternatives) 

2nd Level Alternatives Type/Subtype(s) Source 

Amoeba swarm Ooze    B2 

Gourd leshy Plant    B3 

Jack-o-lantern Plant    B4 

Leaf ray Plant    B4 
Spider swarm Swarm    B1 

 

Table: Summon Nature’s Ally III (Alternatives) 

3rd Level Alternatives Type/Subtype(s) Source 

Bat swarm Swarm    B1 

Cockroach swarm Swarm    B2 
Fungus leshy  Plant    B3 

Locust swarm Swarm    B4 

Rat swarm Swarm    B1 
Weedwhip Plant    B4 

Yellow musk creeper Plant    B1 

 

Table: Summon Nature’s Ally IV (Alternatives) 

4th Level Alternatives Type/Subtype(s) Source 

Assassin vine Plant    B1 



Centipede swarm Swarm    B2 

Cerebric fungus Plant    B3 
Crab swarm Swarm    B1 

Leech swarm Swarm    B1 

Living topiary Plant    B4 

Mandragora Plant    B2 

Mindslaver mold Plant    B4 

Mosquito swarm Swarm    B2 
Myceloid Plant    B3 

Phantom fungus Plant    B3 

Phycomid Plant    B2 
Seaweed leshy Plant    B3 

Violet fungus Plant    B1 

Wasp swarm Swarm    B1 
 

Table: Summon Nature’s Ally V (Alternatives) 

5th Level Alternatives Type/Subtype(s) Source 

Army ant swarm Swarm    B2 

Ascomoid Plant    B3 

Basidirond Plant    B1 
Saguaroi Plant    B4 

 

Table: Summon Nature’s Ally VI (Alternatives)  

6th Level Alternatives Type/Subtype(s) Source 

Hangman tree Plant    B2 

Mi-go Plant    B4 
Rot grub swarm Swarm    B3 

Shambling mound  Plant    B1 
Tendriculos Plant    B2 

 

Table: Summon Nature’s Ally VII (Alternatives)  

7th Level Alternatives Type/Subtype(s) Source 

Fungal nymph Plant    B4 

Hellwasp swarm Swarm    B3 
Moonflower Plant    B2 

Quickwood Plant    B2 

Sargassum fiend Plant    B3 
Tick swarm Swarm    B2 

Treant Plant    B1 

 

Table: Summon Nature’s Ally VIII (Alternatives)  

8th Level Alternatives Type/Subtype(s) Source 

Fly trap (giant) Plant    B1 
Jinmenju Plant    B4 

Kapre Plant    B4 

 

Table: Summon Nature’s Ally VIII (Alternatives)  

9th Level Alternatives Type/Subtype(s) Source 

Alraune Plant    B3 
Viper vine Plant    B2 

 

(B1 = Bestiary, B2 = Bestiary 2, B3 = Bestiary 3, B4 = Bestiary 4) 
 

 

NEW DOMAINS 
The following new domain can be chosen by any class with the domain class feature. This domain complements the Blight Master multiclass archetype. 

 

Vermin Domain 
Granted Powers: The bond you have with the pests and parasites force them to heed your every command, and grant you an endless source of power.  

Vermin Empathy (Su): You gain the druid’s wild empathy ability, except that you can only improve the attitude of vermin, not animals or magical 

beasts. Vermin have a starting attitude of unfriendly.  

Worm Eater (Su): At 1st level, as full-round action, you can summon and consume 1 pound of beetles, cockroaches, rot grubs, or some other fine or diminutive 
vermin. Once consumed, you gain a +2 sacred (or profane) bonus on all saving throws against disease and effects that cause the sickened or nauseated conditions for a 

number of rounds equal to your cleric level + your Charisma modifier. You can use this power a number of times per day equal to 3 + your Wisdom modifier.  

Parasitic Infestation (Su): At 8th level, once per day with a successful touch attack, you can infest a living creature with tiny parasites unless the target makes a 
Fortitude save (DC 10 + 1/2 your cleric level + your Constitution modifier). On a failed save, the target takes 1d4 points of Constitution damage per round as the 

parasites burrow through and consume its flesh. This infestation persists for 10 rounds, during which time the target is staggered and you are healed for 2 hit points for 

every point of Constitution damage dealt to the target. If this heals you above your normal hit point total, you gain the extra hit points as temporary hit points for 10 
minutes.  Any spell or effect that removes disease instantly ends the parasitic infestation. Immunity to disease offers no defense against this ability.  

Domain Spells: 1st—ray of sickening**, 2nd—summon swarm, 3rd—contaigon, 4th—absorb toxicity†, 5th—insect plague, 6th—swarm skin*, 7th—creeping 

doom, 8th—waves of exhaustion, 9th—summon elder worm**. (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat) 
 

Wildgrove Domain 
Granted Powers: The power of living things infuse every aspect of your magic. As you draw power from nature, its life energies flow through you. 

Tanglevine (Sp): At 1st level, as a standard action, you can create a 15-foot-long, animated vine that springs from your hand. This vine lasts for 1 round and can be 

used to make a single disarm, steal, or trip combat maneuver, using your cleric level plus your Wisdom modifier in place of your normal CMB. You can use this power 

a number of times per day equal to 3 + your Wisdom modifier. 



Photosynthesis (Ex): At 6th level, you feed upon nature’s raw essence. Your need to eat and sleep is reduced as if wearing a ring of sustenance, and you gain a 

+2 racial bonus on saving throws made against poison and sleep effects. At 10th level, these bonuses increase to +4. 
Domain Spells: 1st—bristle*, 2nd—forest friend†, 3rd—burst of nettles**, 4th—blight, 5th—wall of thorns, 6th—liveoak, 7th—animate plants, 8th—control 

plants, 9th—shambler. (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat) 

 

 

NEW FEATS 
The following new feats are restricted to and complement the Blight Master multiclass archetype. 
 

Spore Cloud 
Your yellow musk zombie companion can release a cloud of spores when it dies.  

Prerequisites: Blight Master 9, Plant Companion class feature (Yellow Musk Zombie). 
Benefits: When your yellow musk zombie is slain, it releases a cloud of spores in a 15–foot radius burst. Creatures within the cloud must make a Will save (DC 10+ 

1/2 your blight master level + your Wisdom modifier) or be infected by musk spores for a number of rounds equal to 1/2 the yellow muck zombie’s Hit Dice. While the 

creature is under the effects of these spores, its mind is altered and the creature is treated as a plant for the purpose of what spells and effects can affect it, but it does not 
gain the plant creature type. In addition, the creature treats all others creatures not under the effects of the musk spores or a yellow musk creepers pollen spray as its 

enemy for the effect’s duration.  

 

Swarm Infestation 
Your plant companion unleashes a cloud of swarming vermin.  

Prerequisites: Blight Master 7, Plant Companion class feature, Vermin domain.  

Benefits: When your plant companion or any plant under your control is slain, you may spontaneously cast a summon nature's ally spell from its square as an 
immediate action to summon a swarm. 

 

Tangle Growth 
Your dead plant companion bursts into a mass of writhing vines.  

Prerequisites: Blight Master 8, Plant Companion class feature, Wildgrove domain. 

Benefits: When your plant companion is slain, its body creates a number of tanglevines (as the Wildgrove domain power) equal to 1/2 its Hit Dice. As an immediate 

action, the tanglevines attack all adjacent creatures before dying. 
 

Zombie Proliferation 
Your yellow musk zombie companion’s cloud spores can create yellow musk zombies.  

Prerequisites: Blight Master 11, Spore Cloud feat. 
Benefits: If a creature dies under the effects of spore cloud, it reanimates as a yellow musk zombie under your command as per animate plants.  

 

 

Table: Blight Master  
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  Blight magic, channel energy 1d6,   3 1+1  —  —  —  —  —  —  —  —  
     command infestation, orisons,  
     spontaneous casting  
2nd  +1  +3  +0  +3  Speak with plants, woodland stride   4 2+1  —  —  —  —  —  —  —   —  
3rd  +2  +3  +1  +3  Trackless step   4 2+1 1+1  —  —  —   —  —  —  —  
4th  +3  +4  +1  +4  Channel energy 2d6   4 3+1 2+1  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4  Plant companion   4 3+1 2+1 1+1  —  —  —  —  —  —  
6th  +4  +5  +2  +5  Infestation summoner   4 3+1 3+1 2+1  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Channel energy 3d6   4 4+1 3+1 2+1 1+1  —  —  —  —  —  
8th  +6/+1  +6  +2  +6     4 4+1 3+1 3+1 2+1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6     4 4+1 4+1 3+1 2+1 1+1  —  —  —  — 
10th  +7/+2  +7  +3  +7  Channel energy 4d6   4 4+1 4+1 3+1 3+1 2+1  —  —  —  — 
11th  +8/+3  +7  +3  +7     4 4+1 4+1 4+1 3+1 2+1 1+1  —  —  —  
12th  +9/+4  +8  +4  +8     4 4+1 4+1 4+1 3+1 3+1 2+1  —  —  — 
13th  +9/+4  +8  +4  +8  Channel energy 5d6   4 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  —  
14th  +10/+5  +9  +4  +9     4 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  — 
15th  +11/+6/+1  +9  +5  +9     4 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  
16th  +12/+7/+2  +10  +5  +10  Channel energy 6d6   4 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  
17th  +12/+7/+2  +10  +5  +10     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  
18th  +13/+8/+3  +11  +6  +11     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1 
19th  +14/+9/+4  +11  +6  +11  Channel energy 7d6   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 
20th  +15/+10/+5  +12  +6  +12  Blight master   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 
 

 

Natures Ally  
1 CR 1/3 or 1/2 (1d8 HD) 2d8 - spider  

2 CR 1 (2d8 HD) 3d8 – rat or bat 

3 CR 2 (3d8 HD) 7d6 HD - wasp 
4 CR 3/4 (4d8/5d8 HD) 9d8 HD – centipede; 7d8 - crab 

5 CR 5 (6d8/7d8/8d8 HD) 

6 CR 6/7 (9d8/10d8 HD) 
7 CR 8/9 (11d8/12d8 HD) 

8 CR 10/11 (13d8/14d8 HD) 

9 CR 12/13 (15dd8 HD) 

  



BUSHI HOSPITALER (Elghinn Lightbringer)  
Few samurai are worshippers of any greater power, though some venerate the spirits of their ancient ancestors. However, those who do seek the priestly path must 
sacrifice much in order to obtain forbearance and the blessing of wielding the power of the divine. Bushi hospitalers are warrior priests, trained in the battle arts and 

endowed from above with divine power. They enter into divine orders to increase their devotion, obtain greater power, and receive special training at the hands of their 

order’s superiors. While not as powerful a warrior as other samurai, bushi hospitalers can hold their own, combining blade and devotion to defeat their enemies.  

Primary Class: Cleric. 

Secondary Class: Samurai. 

Alignment: Any nonevil. 
Hit Dice: d8. 

Bonus Skills and Ranks: The bushi hospitaler may select three cleric skills to add to her class skills in addition to the normal samurai class skills. The bushi 

hospitaler gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The bushi hospitaler is proficient with all simple weapons, plus the katana, naginata, and wakizashi. The bushi hospitaler is 

proficient with light armor, medium armor, and with shields (except tower shields). 

Spellcasting: A bushi hospitaler casts divine spells which are drawn from the cleric spell list. Her alignment may restrict him from casting certain spells opposed to 
her moral or ethical beliefs (see Chaotic, Evil, Good, and Lawful Spells). A bushi hospitaler must choose and prepare her spells in advance. A bushi hospitaler can cast 

only a certain number of spells of each spell level per day according to her daily allotment, as shown on the Table: Bushi Hospitaler. The bushi hospitaler gains bonus 

spells for a high Wisdom score.  
Order: At 1st level, a bushi hospitaler gains the samurai’s order ability and may select either a divine order or normal samurai order of her choice. This ability 

replaces the cleric’s first domain.  

Channel Energy (Su): This is exactly like the cleric ability of the same name, except that the bushi hospitaler can deal or heal 1d6 points of damage at 1st level, and 
an additional 1d6 points of damage every three levels thereafter, up to 7d6 at 19th level. This is a Charisma-based ability.  

Restorative Touch (Su): At 3rd level, a bushi hospitaler can touch a creature, letting the healing power of her deity flow through her to relieve the creature of a 

minor condition. The bushi hospitaler’s touch can remove the dazed, fatigued, shaken, sickened, or staggered condition. She chooses which condition is removed. The 

bushi hospitaler can use this ability a number of times per day equal to 3 + her Wisdom modifier. This ability, bestow valor, and gift of life replace the cleric’s second 

domain.   

Healing Banner (Su): At 5th level, a bushi hospitaler gains the samurai’s banner ability. In addition, the bushi hospitaler can plant her banner in the ground to serve 
as a rally point and place of safety once per day. Each ally within 60 feet of the banner gains the benefits of a sanctuary spell with a caster level equal to the bushi 

hospitaler’s level. In addition, each ally recovers a number of hit points equal to their individual levels and 1 point of ability damage as if they had rested for 8 hours. 

Once a creature has been the target of the bushi hospitaler’s sanctuary effect, that creature cannot be affected by it again for 24 hours.  
Hospitaler’s Challenge (Su): At 6th level, a bushi hospitaler can challenge a foe that is threatening one of her injured or dying allies to combat once per day. As 

a swift action, the bushi hospitaler chooses one target within sight to challenge. The bushi hospitaler’s melee attacks deal extra damage when made against the target of 

her challenge. This extra damage is equal to the bushi hospitaler’s level. The bushi hospitaler can use this ability one additional time per day for every six levels beyond 
6th, to a maximum of three times per day at 18th level.  

Challenging a foe requires much of the bushi hospitaler’s concentration. The bushi hospitaler takes a –2 penalty to his Armor Class, except against attacks made by 

the target of her challenge. 
The challenge remains in effect until the target is dead or unconscious, or until the combat ends. Each bushi hospitaler’s challenge also includes another effect, which 

is listed in the section describing her chosen order. This ability replaces channel energy 2d6, channel energy 5d6, and channel energy 8d6. 

Bestow Valor (Su): At 9th level, a bushi hospitaler can expend one use of her resolve to bless creatures with the boldness of her deity. She can bestow a number 
of temporary hit points equal to her bushi hospitaler level + her Wisdom modifier to all allies within 20 feet. The temporary hit points remain for 1 minute. 

Healer's Blessing (Su): At 11th level, all of the bushi hospitaler’s cure spells are treated as if they were empowered, increasing the amount of damage healed 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.  

Greater Healing Banner (Su): At 14th level, a bushi hospitaler gains the samurai’s greater banner ability. In addition, whenever the bushi hospitaler uses her banner 

to create the sanctuary effect, each ally recovers a number of hit points equal to twice their individual levels and 2 points of ability damage.  

Gift of Life (Su): At 17th level, a bushi hospitaler can spend two uses of her restorative touch ability to touch a creature that has died within the past minute to grant 
it a few moments of life. The dead creature returns to life for a number of rounds equal to her bushi hospitaler level. Creatures returned to life in this way have a number 

of hit points equal to half the bushi hospitaler’s level, and continue to be affected by any still-active spells, conditions, or afflictions present at the time of their death. At 

the end of this time, the creature dies again. The creature is free to act as it sees fit during this time. The bushi hospitaler is granted no control over it.  
Last Rites (Su): At 20th level, a bushi hospitaler gains the samurai’s last stand ability. However, if the bushi hospitaler is slain while this ability is in effect, whether 

by a spell, environmental effects, supernatural abilities, or any other source of damage (other than melee and ranged weapons), she releases a burst of energy as her final 

act. This burst heals all allies of neutral or good alignment (but not evil) in a 40-foot radius if the bushi hospitaler channels positive energy, or heals all allies of neutral 
or evil alignment (including undead) if the bushi hospitaler channels negative energy. In addition, any allies within the burst that are under the effects of any conditions 

have them removed.  
 

 

SWAPS 
1st Domain = Order 

2nd Domain = Restorative touch, healer’s blessing, gift of life 

Spontaneous casting = Resolve 
Channel Energy 2d6/5d6/8d6 = Hospitaler’ challenge  

Full caster = hybrid, healer’s banner, greater healing banner, bestow valor, last rites 

 
 

Table: Bushi Hospitaler 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Aura, channel positive energy 1d6, order, orisons   3   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Order ability   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Restorative touch   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Channel positive energy 2d6   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Healing banner   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Hospitaler’s challenge 1/day   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Channel positive energy 3d6   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Order ability   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bestow valor   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Channel positive energy 4d6   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Healer’s blessing   5   5   4   4   2  —  — 



12th  +9/+4  +8  +4 +8 Hospitaler’s challenge 2/day   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Channel positive energy 5d6   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Greater healing banner   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Order ability   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Channel positive energy 6d6   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Gift of life   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Hospitaler’s challenge 3/day   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Channel positive energy 7d6   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Last rites   5   5   5   5   5   5   5 



CLEANSER OF THE FAITH (Browman)  
A cleanser of the faith specializes in searching for and removing deviant members of his faith. These individuals are usually sanctioned by senior members of their 
church. It is a rare person who does not get nervous when a cleanser of the faith passes through their town.  

Primary Class: Inquisitor. 

Secondary Class: Cleric. 

Alignment: A cleanser of the faith’s alignment must be within 1 step of her deity’s along either the law/chaos or good/evil axis. 

Hit Dice: d8. 

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

Weapon and Armor Proficiency: The cleanser of the faith is proficient with all simple and the favored weapon of her deity. A cleanser of the faith is also proficient 

with light armor, medium armor, and with shields (except tower shields).  
Domain: This is exactly like the inquisitor’s domain ability, except that the cleanser of the faith gains the bonus spells listed for each domain and the related bonus 

spell slots. This ability replaces cunning initiative and domain.  

Priestly Lore (Ex): This is exactly like the inquisitor’s monster lore ability, except that the cleanser of the faith adds her Wisdom modifier on Knowledge checks in 
addition to her Intelligence modifier, when making skill checks to identify the abilities and weaknesses of special servants (cleric, inquisitor, oracle, or paladin) of 

religious sects. This bonus also applies to any outsiders of the angel, archon, azata, daemon, demons, or devil subtypes, who often serve as agents of divine powers.  

Channel Energy (Su): When a cleanser of the faith reaches 3rd level, she gains the supernatural ability to channel energy like a cleric. A cleanser of the faith can 
use this ability a number of times per day equal to 3 + her Charisma modifier. A cleanser of the faith uses her level as her effective cleric level when channeling energy. 

This ability replaces teamwork feats. 

Spell Reaver (Su): At 3rd level, a cleanser of the faith may attempt to counterspell an opponent’s spell once per day as an immediate action (instead of a 
readied action) as if using dispel magic. If the attempt is successful, the enemy’s spell immediately ends and the spell slot is expended as normal. If the spell was 

enhanced by a metamagic feat, the cleanser of the faith gains the feat as if she had chosen it for a number of rounds equal to her Wisdom modifier. The cleanser of the 

faith can then cast a single spell from her list of spells known as if she had used the metamagic feat without using a higher level spell slot. A cleanser of the faith can 

use this ability once per day at 3rd level, plus an additional time per day for every six levels beyond 3rd. If the cleanser of the faith uses this ability again, any 

metamagic feat gained from a prior use of the ability is immediately lost. This ability replaces solo tactics. 

Channel Smite: At 5th level, a cleanser of the faith gains Channel Smite as a bonus feat.  
Divine Protection (Su): At 8th level, a cleanser of the faith gains a +2 bonus (sacred or profane) to all saving throws against spells cast by a divine spellcaster or 

outsiders of the angel, archon, azata, daemon, demon, or devil subtype. This ability replaces second judgment.  

Cleansing Channel (Su): At 12th level, instead of the normal effects of her channel energy ability, a cleanser of the faith can choose to have her channel energy heal 
her allies or harm infidels (an enemy of her faith or a heretic of her church). She must make this choice each time she uses channel energy. If a cleanser of the faith 

chooses to heal allies or harm infidels, her channel energy has no effect on other creatures. The amount of damage healed or dealt and the DC to halve the damage is 

otherwise unchanged. This ability replaces greater bane.  
Greater Divine Protection (Su): At 16th level, a cleanser of the faith’s bonus (sacred or profane) to saving throws against spells cast by divine spellcasters and the 

listed outsiders increases to +4. This ability replaces third judgment. 

 
 

Table: Cleanser Of The Faith 
 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 Domain, judgment 1/day, priestly lore, orisons, stern gaze 1+1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Detect alignment, track 2+1  —  —  —  —  — 
3rd  +2  +3  +1 +3 Channel energy, spell reaver 1/day 3+1  —  —  —  —   — 
4th  +3  +4  +1 +4 Judgment 2/day 3+1 1+1  —  —  —  — 
5th  +3  +4  +1 +4 Channel smite, discern lies 4+1 2+1  —  —  —  — 
6th  +4  +5  +2 +5  4+1 3+1  —  —  —  — 
7th  +5  +5  +2 +5 Judgment 3/day 4+1 3+1 1+1  —  —  — 
8th  +6/+1  +6  +2 +6 Divine protection 4+1 4+1 2+1  —  —  — 

9th  +6/+1  +6  +3 +6 Spell reaver 2/day 5+1 4+1 3+1  —  —  — 
10th  +7/+2  +7  +3 +7 Judgment 4/day 5+1 4+1 3+1 1+1  —  — 
11th  +8/+3  +7  +3 +7 Stalwart 5+1 4+1 4+1 2+1  —  — 
12th  +9/+4  +8  +4 +8 Cleansing channel 5+1 5+1 4+1 3+1  —  — 
13th  +9/+4  +8  +4 +8 Judgment 5/day 5+1 5+1 4+1 3+1 1+1  — 
14th  +10/+5  +9  +4 +9 Exploit weakness 5+1 5+1 4+1 4+1 2+1  — 
15th  +11/+6/+1  +9  +5 +9 Spell reaver 3/day 5+1 5+1 5+1 4+1 3+1  — 
16th  +12/+7/+2  +10  +5 +10 Greater divine protection, judgment 6/day 5+1 5+1 5+1 4+1 3+1 1+1 
17th  +12/+7/+2  +10  +5 +10 Slayer 5+1 5+1 5+1 4+1 4+1 2+1 
18th  +13/+8/+3  +11  +6 +11  5+1 5+1 5+1 5+1 4+1 3+1 
19th  +14/+9/+4  +11  +6 +11 Judgment 7/day 5+1 5+1 5+1 5+1 5+1 4+1 
20th  +15/+10/+5  +12  +6 +12 True judgment 5+1 5+1 5+1 5+1 5+1 5+1 
 



CHAMPION OF THE DEAD (gracefulArmaggedon) 
Gods and angels, demon lords and balors–these are typical powers of the divine planes. While most clerics worship some deity or another, and seek to assistance of 
their powerful servants, there are those who seek a simpler life among the plants and creatures of natural world. Blight masters strive to gain mastery over the plants and 

vermin that inhabit the woodlands and forests within their circle of influence. Whether speaking with the vegetation, striding through overgrown areas, or summoning 

forth plant and vermin minions to fight at her side, the blight master takes control of the field of battle.  
Primary: Antipaladin. 

Secondary: Cleric. 

Alignment: Any evil.  
Hit Dice: d10.  

Bonus Skills and Ranks: The champion of the dead selects three cleric skills to add to his class skills in addition to the normal antipaladin class skills. The 

champion of the dead gains a number of ranks at each level equal to +2 Int modifier. 
Weapon and Armor Proficiency: The champion of the dead is proficient with all simple and martial weapons, with all types of armor (heavy, light and medium), 

and with shields (except tower shields).  

Spellcasting: A champion of the dead casts divine spells which are drawn from the antipaladin spell list and adds all domain spells from each of his deity’s domains 
to his spell list. He also adds the following spells to this list at the indicated spell levels: 1st–decompose corpse, restore corpse, sculpt corpse; 2nd–animate dead 

(lesser), command undead, ghoul touch; 3rd–gentle repose, halt undead; 4th–enervation; 5th–ghoul army; 6th–create undead. He must choose and prepare his spells in 

advance, and in the same manner as an antipaladin. He also gains one domain spell slot per spell level per day that can only be used to cast his domain spell. A 
champion of the dead can cast only a certain number of spells of each spell level per day according to his daily allotment, as shown on the Table: Champion of the dead. 

The champion of the dead gains bonus spells for a high Charisma score. A champion of the dead’s caster level is equal to his level. This ability otherwise functions as 

and replaces the antipaladin’s spellcasting ability. 
Call of the Grave (Sp):  Once per day, a champion of the dead can call upon the powers of death to summon forth undead creatures to obey his command. This 

functions as summon monster I, except that the champion of the dead can only summon undead. Every two levels, the level of the summon monster spell increases to a 

maximum of summon monster IX at 17th level. The champion of the dead can summon the following undead creatures at the indicated level: 1st–human skeleton, 

human zombie; 3rd–ghoul, human juju zombie; 5th–skeleton champion, zombie lord; 7th–shadow, wight; 9th–mummy; 11th–ghost, revenant, specter; 13th–shadow 

(greater), vampire; 15th–graveknight; 17th–banshee, lich. This ability is the equivalent of a spell of a level equal to one-third the champion of the dead’s level. A 

champion of the dead can use this ability once per day at 1st level, and one additional time per day for every three levels thereafter, up to seven times per day at 19th 
level. This ability replaces smite good.  

Domain: A champion of the dead chooses one domain or an associated subdomain from among those belonging to his deity (see Domains at the end of the Cleric 

class entry in the Core Rulebook). A champion of the dead can select the Chaos, Death (or Undead subdomain), or Evil domain as his choice. The champion of the dead 
only gains the domain spells but not the powers and each spell is cast in his domain spell slot provided. He otherwise follows all other parameters pertaining to domains 

as described in the cleric class entry. This ability replaces channel negative energy 2d6, 4d6, 6d6, 8d6, and 10d6.  

Aura of the Grave (Su): At 3rd level, a champion of the dead radiates a chilling aura that causes all allies within 10 feet to take upon themselves some of the traits 
of the undead. Allies are treated as undead for the purposes of effects that heal or cause damage based on positive and negative energy while within 10 feet of the 

champion of the dead. This does not apply to the Turn Undead or Command Undead feats. If the channeled positive or negative energy targets the champion of the 

dead, he may choose whether he is treated as undead or a living creature at the time of the energy is channeled. This ability functions only while the antipaladin remains 
conscious, not if he is unconscious or dead. This ability replaces aura of cowardice.  

Channel Negative Energy (Su): This is exactly like the antipaladin ability of the same name, except that the champion of the dead’s cleric level when channeling 

energy is equal to 1/2 his champion of the dead level.  
Undead Minion (Sp): Upon reaching 5th level, a champion of the dead can animate an undead minion. This undead minion must be either a single humanoid 

skeleton or zombie. Once selected, the choice is set, but it may be changed whenever the champion of the dead gains a level. An undead minion does not gain bonus 

tricks or the devotion special ability. This undead minion otherwise functions as a druid's animal minion, but the champion of the dead’s effective druid level is equal to 

his champion of the dead’s level –3. A bonded undead minion has an Intelligence of at least 6.  

An undead minion automatically follows the champion of the dead’s commands and does not need to be controlled by him. This minion does not count against the 

number of Hit Dice of undead controlled by other methods. A champion of the dead can use this ability to create a variant skeleton such as a bloody or burning skeleton, 
but the variant’s Hit Dice cannot exceed that of the undead minions total Hit Dice (see Table: Animal Minions).  

Once per day, as a full-round action, a champion of the dead may magically call his undead minion to his side. This ability is the equivalent of a spell of a level equal 

to one-third the champion of the dead's level. The undead minion immediately appears adjacent to the champion of the dead. A champion of the dead can use this ability 
once per day at 5th level, and one additional time per day for every 4 levels thereafter, for a total of four times per day at 17th level. 

At 11th level, the undead minion gains either the skeletal champion template (if a skeleton) or the zombie lord template (if a zombie).  

At 15th level, a champion of the dead's undead minion gains spell resistance equal to the champion of the dead's level + 11. 
Should the champion of the dead's minion is destroyed, the champion of the dead may not animate another minion for 30 days or until he gains a champion of the 

dead level, whichever comes first. During this 30-day period, the champion of the dead takes a –1 penalty on attack and weapon damage rolls. This ability replaces 
fiendish boon.  

Aura of the Dead (Su): At 8th level, a champion of the grave radiates a powerful aura that causes all undead within 10 feet to make a Will save or be controlled as 

the Command Undead feat. The save DC is equal 10 + 1/2 the champion of the dead’s level + the champion of the dead’s Charisma. When using this ability, the 
champion of the dead’s cleric level is equal to his level. If the champion of the dead has the Command Undead feat, he treats his cleric level as his level when 

channeling negative energy for the purpose of commanding undead creatures. His cleric level is equal to 1/2 his champion of the dead level when channeling negative 

energy to heal undead or harm living creatures, as normal. This ability replaces aura of despair.  
Aura of the Tomb (Su): At 11th level, a champion of the dead bolsters the strength of undead creatures within 10 feet of him. All undead creatrues are infused with 

negative energy and gain a +1 profane bonus on all attack rolls and saving throws, as well as 1 temporary hit point per Hit Die and a +2 bonus to its channel resistance. 

The bonus on attack rolls and saving throws increases by +1 every four champion of the dead levels beyond 11th. The bonuses and temporary hit points are immediately 
dispelled if the creature moves beyond 10 feet of the champion of the dead or is within the area of a consecrate spell. This ability replaces aura of vengeance.  

Soul of the Crypt (Su): At 17th level, a champion of the dead gains DR 5/bludgeoning and good. This ability replaces aura of depravity. 

Undying Champion (Ex): At 20th level, a champion of the dead joins the ranks of the undead. His DR increases to 10/bludgeoning and good. His type changes 
to undead, and he acquires all undead traits. Although immune to disease, he can still carry and spread diseases with the antipaladin’s plague bringer ability. The 

undying champion no longer has a Constitution score. He uses his Charisma score for calculating hit points, Fortitude saves, and any special abilities that rely on 

Constitution. This ability replaces unholy champion. 
 

 

Table: Dread/Champion of the Dead 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +1  +2  +0 +2 Aura of evil, call of the grave 1/day, detect good 0+1  —  —  —  —  — 
2nd  +2  +3  +0 +3 Touch of corruption, unholy resilience 1+1  —  —  —  —  — 
3rd  +3  +3  +1 +3 Aura of the grave, cruelty 1+1  —  —  —  —   — 
4th  +4  +4  +1 +4 Call of the grave 2/day, channel negative energy 1+1 0+1  —  —  —  — 



5th  +5  +4  +1 +4 Undead minion 1+1 1+1  —  —  —  — 
6th  +6/+1  +5  +2 +5 Cruelty 2+1 1+1  —  —  —  — 
7th  +7/+2  +5  +2 +5 Call of the grave 3/day 2+1 1+1 0+1  —  —  — 
8th  +8/+3  +6  +2 +6 Aura of the dead 2+1 1+1 1+1  —  —  — 
9th  +9/+4  +6  +3 +6 Cruelty 2+1 2+1 1+1  —  —  — 
10th  +10/+5  +7  +3 +7 Call of the grave 4/day 3+1 2+1 1+1 0+1  —  — 
11th  +11/+6/+1  +7  +3 +7 Aura of the tomb 3+1 2+1 1+1 1+1  —  — 
12th  +12/+7/+2  +8  +4 +8 Cruelty 3+1 2+1 2+1 1+1  —  — 
13th  +13/+8/+3  +8  +4 +8 Call of the grave 5/day 3+1 3+1 2+1 1+1 0+1  — 
14th  +14/+9/+4  +9  +4 +9 Aura of sin 4+1 3+1 2+1 1+1 1+1  — 
15th  +15/+10/+5  +9  +5 +9 Cruelty 4+1 3+1 2+1 2+1 1+1  — 
16th  +16/+11/+6/+1  +10  +5 +10 Call of the grave 6/day 4+1 3+1 3+1 2+1 1+1 0+1 
17th  +17/+12/+7/+2  +10  +5 +10 Soul of the crypt 4+1 4+1 3+1 2+1 1+1 1+1 
18th  +18/+13/+8/+3  +11  +6 +11 Cruelty 4+1 4+1 3+1 2+1 2+1 1+1 
19th  +19/+14/+9/+4  +11  +6 +11 Call of the grave 7/day 4+1 4+1 3+1 3+1 2+1 2+1 
20th  +20/+15/+10/+5  +12  +6 +12 Undying champion 4+1 4+1 4+1 3+1 3+1 3+1 
 



CHOSEN APOSTLE (Bardess) 
Some choose to serve the gods, while others are chosen to serve them. Then there are those who are chosen by two deities who have declare a truce or an alliance to 
serve them in a unified cause. Such might include a lawful good heavenly lord and a lawful evil archdevil who join forces to aid one another against a demon lord who 

seeks to destroy the entire world. Perhaps a deity wants to recreate itself with a new image or manifestation different from that of its dually organized church, or two 

faiths that were once in conflict seek to spread the message that a unification of their forces is necessary to make a great philosophical step forward. These chosen 

apostles are often unwilling pawns, agents of change who are consecrated to a specific deity and find themselves in possession of powers granted by another deity. A 

chosen apostle is either scorned by both churches or regarded as their savior. She serves as a balance between prayer and channeling magic, blessings and curses, and 

must learn how to both serve and survive her two masters that could at any moment break the very pact that brought them together.  
Primary: Cleric. 

Secondary: Oracle. 

Alignment: A chosen apostle's alignment must be within one step of either of her deity's, along either the law/chaos axis or the good/evil axis. 
Hit Dice: d8.  

Bonus Skills and Ranks: The chosen apostle adds her oracle mystery skills to her class skills in addition to the normal cleric class skills. If the chosen prophet 

already has a skill granted by her mystery, she can choose another skill in its place. The chosen prophet gains a number of ranks at each level equal to +4 Int modifier. 
Weapon and Armor Proficiency: The chosen apostle is proficient with all simple weapons, light armor, medium armor, and with shields (except tower shields). 

Some oracle revelations grant additional proficiencies. A chosen apostle is also proficient with both of her deities’ chosen weapons.  

Spellcasting: A chosen apostle prepares and casts spells as a cleric, and gains bonus spell per day for a high Wisdom score. A chosen apostle can cast her domain or 
mystery spells in her domain spell slots.  

Domain: This is exactly like the cleric’s domains ability, except that she chooses one domain from either of her deities’ list of domains when she prepares her spells. 

Once chosen, it cannot be changed until the next time she prepares her spells. She can access any powers of the domain currently in effect as normal. A chosen apostle 
gains one domain spell slot for each level of cleric spell she can cast, from 1st on up. Each day, a chosen apostle can prepare the spells from her current domain or her 

current mystery in that slot.  

Dual Faiths: At 1st level, a chosen apostle must select two deities. These deities must have at least one aspect of the same alignment, along either the law/chaos axis 

or the good/evil axis, and the other aspect at least one step removed along the other axis. For example, a chosen apostle could choose a lawful good and a lawful evil 

deity, or a neutral good and a neutral deity, but not a chaotic good and a lawful evil deity.   

Mystery: At 1st level, a chosen apostle gains the oracle’s mystery ability, except that she selects a mystery granted by either of her deities. Once chosen, it cannot be 
changed until the next time she prepares her spells for the day. The chosen apostle cannot choose a mystery from the same deity from whom she has selected her current 

domain.  

Unlike an oracle, a chosen apostle does not learn her mystery spells, but she can cast them in her domain spell slot. At 1st level, she can cast her first mystery spell 
from her active mystery in her 1st–level domain spell slot, and each subsequent level mystery spell in each higher level domain spell slot every two levels thereafter. 

This ability, oracle’s curse, and revelation replace the cleric’s second domain. 

Oracle’s Curse (Ex): At 1st level, a chosen apostle gains the oracle’s curse ability.  
Prophetic Utterance: Starting at 2nd level, the chosen apostle gains divine revelation that she can call upon to gain insight and understanding about specific events 

or objects. She can use this ability once per day at 2nd level, plus one additional time per day for every two chosen apostle levels beyond 2nd. She can use this prophecy 

in a number of ways.  
Detect Magic (Sp): As a move action, the chosen apostle can spend one use of her prophetic utterance concentrate on a single item or individual within 60 feet and 

determine if it is magical, learning the strength of its aura as if having studied it for 3 rounds. While focusing on one individual or object, the chosen apostle does not 

detect magic in any other object or individual within range.  This effect otherwise functions as detect magic. If the chosen apostle is of 8th level or higher, this effect 
functions as the arcane sight spell but only lasts for 1 round per level.  

Future Sight (Su): As a standard action, the chosen apostle can spend one use of her prophetic utterance to determine whether a particular action will bring good or 

bad results for her or her allies in the immediate future. This effect functions as the augury spell. If the chosen apostle is of 8th level or higher, this effect functions as 

the divination spell. 

Lore Mastery (Ex): As an immediate action, the chosen apostle can spend one use of her prophetic utterance to gain a bonus to a single Knowledge check equal to 1/2 

her chosen apostle level. The chosen apostle must make the choice to use this ability before the roll is made. She can make any Knowledge check untrained when using 
this ability. If the chosen apostle is of 8th level or higher, she can add her Wisdom modifier instead of her Intelligence modifier to this check.  

This ability and final revelation replace channeled energy.  

Revelation: At 1st level, a chosen apostle gains the oracle revelation ability. She can choose one revelation from either of her two chosen mysteries at 1st level. Once 
chosen it cannot be changed. At 3rd level and every six levels thereafter, a chosen apostle gains an additional revelation from either of her two chosen mysteries.    

Spontaneous Casting (Su): A chosen apostle can channel stored spell energy into spells that she did not prepare ahead of time. The chosen apostle can “lose” any 

prepared spell that is not an orison, domain, or mystery spell in order to cast any spell on the cleric/oracle spell list of one spell level lower. At 1st level, a chosen 
apostle can “lose” a 1st–level spell she has prepared to cast any orison on the cleric/oracle spell list. At 4th level and every three levels thereafter, the level of spell that 

the chosen apostle can “lose” increases by 1, up to a maximum of 7th–level spells at 19th level. Restrictions on alignment spells still apply. This ability replaces the 
cleric’s normal spontaneous casting.  

Final Revelation: At 20th level, a chosen apostle gains the final mystery from one of her two chosen mysteries. Once chosen, it cannot be changed. 

 
 

Table: Chosen Apostle 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  Domain, dual faiths, mystery,    3 1+1  —  —  —  —  —  —  —  —  
     oracle’s curse, orisons, revelation, 
     spontaneous casting  
2nd  +1  +3  +0  +3  Prophetic utterance   4 2+1  —  —  —  —  —  —  —   —  
3rd  +2  +3  +1  +3  Revelation   4 2+1 1+1  —  —  —   —  —  —  —  
4th  +3  +4  +1  +4     4 3+1 2+1  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4     4 3+1 2+1 1+1  —  —  —  —  —  —  
6th  +4  +5  +2  +5     4 3+1 3+1 2+1  —  —  —  —  —  — 
7th  +5  +5  +2  +5     4 4+1 3+1 2+1 1+1  —  —  —  —  —  
8th  +6/+1  +6  +2  +6     4 4+1 3+1 3+1 2+1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Revelation   4 4+1 4+1 3+1 2+1 1+1  —  —  —  — 
10th  +7/+2  +7  +3  +7     4 4+1 4+1 3+1 3+1 2+1  —  —  —  — 
11th  +8/+3  +7  +3  +7     4 4+1 4+1 4+1 3+1 2+1 1+1  —  —  —  
12th  +9/+4  +8  +4  +8     4 4+1 4+1 4+1 3+1 3+1 2+1  —  —  — 
13th  +9/+4  +8  +4  +8     4 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  —  
14th  +10/+5  +9  +4  +9     4 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  — 
15th  +11/+6/+1  +9  +5  +9  Revelation   4 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  



16th  +12/+7/+2  +10  +5  +10     4 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  
17th  +12/+7/+2  +10  +5  +10     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  
18th  +13/+8/+3  +11  +6  +11     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1 
19th  +14/+9/+4  +11  +6  +11     4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 
20th  +15/+10/+5  +12  +6  +12  Final revelation   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 
 



CHOSEN THEURGE (Kyra/Thomas, A.) 
Some choose to serve the gods, while others are chosen to serve them. Then there are those who are chosen by two deities who have declare a truce or an alliance to 
serve them in a unified cause. Such might include a lawful good heavenly lord and a lawful evil archdevil who join forces to aid one another against a demon lord who 

seeks to destroy the entire world. Perhaps a deity wants to recreate itself with a new image or manifestation different from that of its dually organized church, or two 

faiths that were once in conflict seek to spread the message that a unification of their forces is necessary to make a great 

Primary: Oracle. 

Secondary: Sorcerer. 

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The chosen theurge selects three sorcerer skills to add to her class skills in addition to the normal oracle class skills. The chosen theurge 

gains a number of ranks at each level equal to +4 Int modifier. 
Weapon and Armor Proficiency: The chosen theurge is proficient with all simple weapons, light armor, and with shields (except tower shields). Some oracle 

revelations grant additional proficiencies. A chosen apostle 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 chosen theurge wearing medium or heavy armor incurs a chance of arcane spell failure if the spell in question has a 
somatic component. A multiclass chosen theurge still incurs the normal arcane spell failure chance for arcane spells received from other classes. 

Spellcasting: A chosen theurge learns and casts spells as an oracle of her level, and adds the following sorcerer spells to her spell list at the indicated spell levels: 1st 

level–feather fall, identify, magic missile; 2nd level–knock, locate object, whispering wind; 3rd level–nondetection, tiny hut, tongues; 4th level–detect scrying, locate 
creature, share senses; 5th level–contact other plane, mage’s faithful hound, passwall; 6th level–analyze dweomer, contingency, legend lore; 7th level–mage’s sword, 

vision; 8th level–moment of prescience, temporal stasis; 9th level–foresight. In addition, a chosen theurge gains bonus spells for a high Charisma score.  

Mysterious Bloodline: This is exactly like the oracle’s mystery ability, except for the following changes. At 1st level, a chosen theurge selects one mystery from 
those listed below, but she also gains one associated bloodline (or wildblooded bloodline). A chosen theurge may select only one bloodline (or wildblooded bloodline) 

if her chosen mystery grants multiple bloodlines. Once the choice is made, whether a mystery or bloodline, it cannot be changed. A chosen theurge then adds her 

bloodline skill to her list of class skills and gains her bloodline arcana.  

At 2nd level, and every two levels thereafter, a chosen theurge gains one theurge spell slot for each level spell she can cast, from 1st on up. Each day, a chosen 

theurge can cast either a spell from her mystery or her bloodline in that slot. If a mystery or bloodline spell is not on the cleric/oracle spell list, a chosen theurge can cast 

it only in her theurgic spell slot. Theurge spells cannot be used to cast spells spontaneously. 
At 3rd level and every four levels thereafter, a chosen theurge can select a revelation from those listed in her mystery. In addition, whenever a chosen theurge could 

choose a revelation, she can gain a bloodline power instead (see Revelation).  

The chosen theurge must choose from among the following mysteries and associated bloodlines (or wildblooded bloodlines).   
Ancestor: Destined (Karmic), Imperious, Kobold, Orc, Oni, Rakshasa 

Battle: Draconic (Linnorm) 

Bones: Undead (Sanguine) 
Dark Tapestry: Aberrant (Warped)  

Flame: Efreeti, Elemental (Primal) 

Heavens: Celestial (Empyreal), Maestro 
Juju: Undead (Sanguine) 

Life: Martyred 

Lore: Arcane (Sage) 
Lunar: Starsoul (Void-Touched) 

Metal: Elemental (Primal) 

Nature: Serpentine (Envenomed), Stormborn (Arial) 

Occult: Dreamspun (Visionary), Shadow (Umbral) 

Outer Rifts: Abyssal (Brutal), Daemon, Div, Infernal (Pit-Fiend)  

Spellscar: Protean (Anarchic)  
Stone: Deep Earth (Bedrock), Elemental (Primal), Shaitan 

Time: Draconic (Linnorm), Accursed, Pestilence 

Waves: Aquatic (Seaborn), Elemental (Primal), Marid 
Wind: Djinni, Elemental (Primal) 

Winter: Boreal (Rime-Blooded) 

Wood: Fey (Sylvan), Verdant (Groveborn) 
The chosen theurge does not gain her bloodline feats. This ability replaces the mystery class feature and the revelation gained at 1st level.  

Revelation: This is exactly like the oracle’s ability of the same name, except that the chosen theurge gains a revelation at 3rd level and every four levels thereafter. 
In addition, whenever a chosen theurge could choose a revelation, she can gain a bloodline power instead. A chosen theurge can gain her 1st level bloodline at 3rd level 

and each subsequent bloodline power every four levels beyond 3rd, up to her 9th level bloodline power at 11th level or higher. The chosen theurge must have her 1st 

level bloodline power before choosing her 3rd level bloodline power and each preceding bloodline power before gaining the subsequent bloodline power.  
Final Revelation: This is exactly like the oracle ability of the same name, except that when a chosen theurge gains her final revelation, she can choose to gain her 

15th level bloodline power instead. The chosen theurge does not need to have her previous bloodline powers to choose her 15th level bloodline power as her final 

revelation. In addition, the chosen theurge can choose the following new final revelation in place of the one granted by her mystery.  
Spell Synthesis (Su): Upon reaching 20th level, you can cast two spells using the same action. Each spell must have the same casting time and be of the same level or 

lower than the other. The chosen theurge can make any decisions concerning the spells independently. Any target affected by both of spells takes a –2 penalty to any 

saving throws made against each spell. When using this ability, the chosen theurge gains a +2 bonus on caster level checks made to overcome spell resistance with 
either of these two spells. A chosen theurge can use this ability a number of times per day equal to her Charisma modifier. This ability otherwise functions as and 

replaces final revelation.  

 

Table: Chosen Theurge 
 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  Mysterious bloodline, oracle’s curse,    3  —  —  —  —  —  —  —  —  
     orisons 
2nd  +1  +0 +0 +3  Theurge spell   4  —  —  —  —  —  —  —   —  
3rd  +2  +1 +1 +3  Revelation   5  —  —  —  —   —  —  —  —  
4th  +3  +1 +1 +4  Theurge spell   6   3  —  —  —  —  —  —  —  
5th  +3  +1 +1 +4     6   4  —  —  —  —  —  —  —  
6th  +4  +2 +2 +5  Theurge spell   6   5   3  —  —  —  —  —  —  
7th  +5  +2 +2 +5  Revelation   6   6   4  —  —  —  —  —  —  
8th  +6/+1  +2 +2 +6  Theurge spell   6   6   5   3  —  —  —  —  — 



9th  +6/+1  +3 +3 +6     6   6   6   4  —  —  —  —  — 
10th  +7/+2  +3 +3 +7  Theurge spell   6   6   6   5   3  —  —  —  —  
11th  +8/+3  +3 +3 +7  Revelation   6   6   6   6   4  —  —  —  —  
12th  +9/+4  +4 +4 +8  Theurge spell   6   6   6   6   5   3  —  —  —  
13th  +9/+4  +4 +4 +8     6   6   6   6   6   4  —  —  —  
14th  +10/+5  +4 +4 +9  Theurge spell   6   6   6   6   6   5   3  —  —  
15th  +11/+6/+1  +5 +5 +9  Revelation   6   6   6   6   6   6   4  —  —  
16th  +12/+7/+2  +5 +5 +10  Theurge spell   6   6   6   6   6   6   5   3  —  
17th  +12/+7/+2  +5 +5 +10     6   6   6   6   6   6   6   4  —  
18th  +13/+8/+3  +6 +6 +11  Theurge spell   6   6   6   6   6   6   6   5   3 
19th  +14/+9/+4  +6 +6 +11  Revelation   6   6   6   6   6   6   6   6   4 
20th  +15/+10/+5  +6 +6 +12  Final revelation   6   6   6   6   6   6   6   6   6 
 



COVEN CHAMPION (Bardess) 
Not every witch coven is malevolent, nor does witchcraft itself have to be evil, though these are the most commonly held opinions of the people. Contrary to this 
misconception, small covens of goodly witches secretly labor to defend the boundaries of this world from the vile horrors lying beyond our mortal realm, while 

simultaneously enduring the hate and prejudice of those they seek to protect. Thus, there are those who stand as guardians with the sole responsibility of protecting 

these holy covens, and charged to teach the outside world through their deeds that witches can become friends and allies in the common struggle against wickedness. 

The coven champion, blessed by mysterious eldritch powers, is such as these, for she stands as a model of virtue while operating in an unorthodox yet holy manner. 

Primary Class: Paladin. 

Secondary Class: Witch. 
Alignment: Lawful good. 

Hit Dice: d8.  

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

Weapon and Armor Proficiency: The coven champion is proficient with all simple and martial weapons, with all types of armor (heavy, light, and medium), and 

with shields (except tower shields).  
Spellcasting: The coven champion casts divine spells drawn the paladin spell list, and adds the following witch spells to her list of the indicated levels: 1st level—

cause fear, charm person, command, hex ward**, hypnotism, identify, ill omen*, lock gaze†, mask dweomer*, peacebond†, remove sickness**; 2nd level—adoration†, 

augury, daze monster, delay pain**, enthrall, gentle repose, ghostly disguise**, hold person, qualm†, scare, see invisibility; 3rd level—arcane sight, 
clairaudience/clairvoyance, fly, glyph of warding, heroism, locate weakness†, remove disease, share senses*, suggestion, twilight knife*, witness**; 4th level—age 

resistance (lesser)**, charm monster, confusion, curse of magic negation**, debilitating portent†, detect scrying, divination, fear, locate creature, minor creation. 

In addition, the coven champion gains the following as her 5th and 6th level spell lists: 5th level—ancestral memory‡, atonement, banish seeming*, breath of life, 
cleanse*, commune, contact other planes, cure critical wounds, disrupting weapon, flame strike, hallow, hold monster, holy ice**, hostile juxtaposition†, pillar of life*, 

planar ally (lesser), raise dead, reprobation**, rest eternal*, righteous might, serenity**, spell immunity, spell resistance, telepathic bond, undeath ward±; 6th level—

age resistance**, animate objects, banishment, dispel magic (greater), find the path, forbiddance, geas/quest, glyph or warding (greater), guards and wards, heroes’ 

feast, heroism (greater), holy word, joyful rapture**, legend lore, bull’s strength (mass), cure light wounds (mass), eagle’s splendor (mass), owl’s wisdom (mass), 

suggestion (mass), overwhelming presence**, symbol of persuasion, symbol of sealing**, true seeing, undeath to death. (*Advanced Player’s Guide, **Ultimate Magic, 
†Ultimate Combat, ‡The Inner Sea World Guide, ±Dungeons of Galorian) 

A coven champion otherwise learns, prepares and casts spells as a paladin equal to her coven champion level. She also receives bonus spells per day if she has a high 

Charisma score.  

Detect Magic (Sp): At will, a coven champion can use detect magic, as the spell. A coven champion can, as a move action, concentrate on a single item or individual 
within 60 feet and determine if it radiates magic, learning the strength of its aura as if having studied it for 3 rounds. While focusing on one individual or object, the 

paladin does not detect magic in any other object or individual within range.  

Holy Coven (Ex): The coven champion gains the holy coven hex (see New Hexes) and may join a holy coven (see Holy Covens). The coven champion must have 
the coven leader hex to establish a holy coven (see New Hexes), as normal. At 10th level, any holy coven a coven champion establishes or joins requires only three 

members (including herself) for it to function. This ability and detect magic replace divine health.  

Smite Evil (Su): This is exactly like the paladin ability of the same name, except that a coven champion gains an increased bonus to damage attack against evil fey 
creatures instead of undead. 

Detect Evil (Sp): This is exactly like the paladin ability of the same name, except that the coven champion gains this ability at 2nd level.  

Merciful Hex: A coven champion may select any witch hex in place of a mercy. At 12th level, she may select a hex or major hex. At 18th level, a coven champion 
can select a hex, major hex, or grand hex. She cannot select any hex more than once, unless specifically stated. Using a hex consumes one use of the coven champions’ 

lay on hands ability, without further effects. A coven champion cannot select the following hexes: blight, coven, poison steep, unnerve beasts, cook people, infected 

wounds, waxen image, dire prophecy. If hexes from any other source are in use, the coven champion cannot select any hex of a chaotic or evil nature. This otherwise 

functions as and replaces mercy.  

Eldritch Bond (Sp): Upon reaching 5th level, a coven champion forms a bond with the eldritch forces which grant her powers. This bond can take one of two forms. 

Once the form is chosen, it cannot be changed.  
The first type of bond is with a consecrated weapon. The coven champion’s bonded weapon counts as an athame, or witch’s ceremonial dagger for the purpose of 

participating in coven rites that have an athame as its prerequisite.   

This form of bond allows the coven champion to enhance her weapon as a standard action by calling upon the aid of an eldritch spirit for 1 minute per paladin level. 
When called, the spirit causes the weapon to shed light as a torch. At 5th level, this spirit grants the weapon a +1 enhancement bonus. At 8th level, and every three 

levels thereafter, the weapon gains another +1 enhancement bonus, to a maximum of +6 at 20th level. These bonuses can be added to the weapon, stacking with existing 

weapon bonuses to a maximum of +5.  
At 5th level, these bonuses can be used to add any of the following weapon properties: axiomatic, brilliant energy, cunning, hexing#, hexing burst#, holy, keen, 

merciful, speed, spell storing, and transformative*. Adding these properties consumes an amount of bonus equal to the property's cost (see Table: Melee Weapon 
Special Abilities). These bonuses are added to any properties the weapon already has, but duplicate abilities do not stack. If the weapon is not magical, at least a +1 

enhancement bonus must be added before any other properties can be added. (*Advanced Player’s Guide, #Rite Publishing’s 101 Weapon Properties) 

At 9th level, the coven champion’s weapon can receive the powers of any magical athame% for a number of rounds equal to 1/2 the coven champion’s level.  
(%Super Genius Games’ #1 With a Bullet Point: 5 Magic Witch’s Daggers) 

The bonus and properties granted by the spirit are determined when the spirit is called and cannot be changed until the spirit is called again. The eldritch spirit 

imparts no bonuses if the weapon is held by anyone other than the coven champion but resumes giving bonuses if returned to the coven champion. These bonuses apply 
to only one end of a double weapon. A coven champion can use this ability once per day at 4th level, twice per day at 9th level, and one additional time per day for 

every four levels thereafter, to a total of four times per day at 17th level.  

If a weapon bonded with an eldritch spirit is destroyed, the coven champion loses the use of this ability for 30 days, or until she gains a level, whichever comes first. 
During this 30-day period, the paladin takes a –1 penalty on attack and weapon damage rolls and cannot use any hex except coven. The ritual of bonding with a new 

consecrated weapon costs 200 gp per coven champion’s level. A coven champion must commune with the eldritch spirit within her consecrated weapon to learn and 

prepare her spells, as a witch would her familiar.  
The second type of bond allows a coven champion to gain the service of an eldritch mount which also serves and an intermediary between her and her eldritch 

patron. This functions as summon monster III, except the duration is permanent and the coven champion can only gain the service of a single creature and that creature 

must be a magical beast or it must be a fey animal. Once selected, the choice is set, but it may be changed whenever the coven champion gains a level. Upon reaching 
7th level, and every two levels thereafter, the level of the summon monster spell increases by one, to a maximum of summon monster IX at 17th level. Once per day, as 

a full-round action, a coven champion may magically call his magical mount to his side. This ability is the equivalent of a spell of a level equal to one-third the coven 

champion’s level. The mount immediately appears adjacent to the coven champion. A coven champion can use this ability once per day at 4th level, twice per day at 9th 
level, and one additional time per day for every four levels thereafter, for a total of four times per day at 17th level.  

At 11th level, the eldritch mount gains the celestial template.  

At 15th level, the eldritch mount gains spell resistance equal to the coven champion’s level + 11. 
A coven champion’s eldritch mount otherwise functions as a witch’s familiar, teaching spells to and storing spells for its master. It also gains the empathic link, store 

spells, deliver touch spells, and scry on familiar abilities at the indicated levels (p. 83 of the Core Rulebook), and counts both as a familiar and a bonded mount for all 

prerequisites. Should the eldritch mount die or be banished, the coven champion may not summon another mount for 30 days or until she gains a level, whichever 



comes first. During this 30-day period, the coven champion takes a –1 penalty on attack and weapon damage rolls and can’t cast any spells. The ritual for summoning a 

new eldritch mount costs 200 gp per coven champion’s level. This ability replaces divine bond.  
Channel Positive Energy (Su): This is exactly like the paladin ability of the same name, except that the coven champion gains channel positive energy at 5th level.  

Aura of Vengeful Curse (Sp): At 11th level, a coven champion can expend two uses of her smite evil ability to cast bestow curse on all evil enemies within 10 feet, 

as a free action. Each enemy can be affected by a different curse, with each effect lasting for 1 minute. This ability replaces aura of justice.  

Aura of Witchcraft (Su): At 14th level, a coven champion’s weapons are treated as magic for the purposes of overcoming damage reduction. Any attack made 

against an enemy within 10 feet of her is treated as magic for the purposes of overcoming damage reduction. This ability functions only while the coven champion is 

conscious, not if she is unconscious or dead. This ability replaces aura of faith. 
Aura of Eldritch Virtue (Su): At 17th level, a coven champion gains DR 5/magic and immunity to compulsion spells and spell-like abilities. Each ally within 10 

feet of her gains a +4 morale bonus on saving throws against compulsion effects. This ability functions only while the coven champion is conscious, not if she is 

unconscious or dead. This ability replaces aura of righteousness. 
Chosen of Holy Magic (Su): At 20th level, the coven champion’s DR increases to 10/magic. Whenever she uses smite evil and successfully strikes an evil outsider 

or fey, the creature is also subject to a single-target holy word with a caster level equal to 10 + her coven champion’s level. After the banishment effect and the damage 

from the attack are resolved, the smite immediately ends. In addition, whenever she uses lay on hands to heal a creature, she heals the maximum possible amount. This 
ability replaces holy champion.  

 

NEW HEXES   

The following new hexes may be selected by any creature with the hex class feature. 
Coven Leader (Ex): The witch counts as a hag for the purpose of creating a hag’s coven. If the witch is of good alignment, she may form a holy coven and serve as 

its coven leader. The witch must have the coven or the holy coven hex to choose this major hex.  

Holy Coven (Ex): The witch is considered a member of a holy coven (see Holy Covens). This holy coven must contain at least one witch of 10th level or higher with 
the coven leader hex. In addition, whenever the witch with this hex is within 30 feet of another witch with this hex or an allied divine spellcaster of good alignment, she 

can use the aid another action to grant a +1 bonus to the other witch’s or divine spellcaster’s caster level for 1 round. This bonus applies to the witch’s spells and all of 

her hexes. 
 

NEW MERCIES   

The following new mercies may be selected by any creature with the mercy class feature as a 12th-level mercy. 

Asleep: The paladin’s lay on hands acts as break enchantment on any sleep spell or effect, included the eternal slumber witch’s hex. 
Transmuted: The paladin’s lay on hands acts as break enchantment on any transmutation spell or effect, such as baleful polymorph. 

 

HOLY COVENS 
Covens are typically malevolent gatherings meant to enhance the power of hags or those who join it. With such a threat to the common good of all peoples, new covens 

have arisen whose soul purpose is to battle against these foul servants of dark patrons.  

Holy covens consist of powerful witches who serve the patrons of light and vehemently battle against the darkness. Only good-aligned witches may belong to a holy 
coven. When five witches of any good alignment gather, they can form a holy coven to gain increased magical ability. Any combination of good-aligned witches can 

form a coven, but only a good-aligned witch of 10th level or higher with the coven leader hex may serve as the coven leader of such holy gatherings.  

Whenever all five witches of good-alignment of a particular coven are within 10 feet of one another, all five of them can work together to use any of the following 
spell-like abilities: break enchantment, breath of life, clairaudience/clairvoyance, commune, contact other plane, control weather, curse of magic negation (DC 17), 

divine illumination (DC 16), divination, euphoric tranquility (DC 21), forbiddance (DC 19), foresight, grove of respite, remove curse, serenity (DC 19), speak with 

dead, vision.   
All five witches must take a full-round action to take part in this form of cooperative magic. All coven spell-like abilities function at CL 9th (or at the highest CL 

available to the most powerful witch in the coven). The save DCs are Intelligence-based, and function as if with a Intelligence score of 16 unless one of the witches has 

a higher Intelligence score, in which case the spell-like ability DCs are adjusted by that witch's Intelligence modifier. 
At the GM's discretion, certain more powerful holy covens might have additional spell-like abilities.  

 

 

Table: Coven Champion 
 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, detect magic, holy coven,  —  —  —  —  —  — 
     smite evil 1/day  
2nd  +1  +3  +0  +3  Detect evil, divine grace, lay on hands  —  —  —  —  —  — 
3rd  +2  +3  +1  +3  Aura of courage, merciful hex  —  —  —  —  —  — 
4th  +3  +4  +1  +4  Channel positive energy, smite evil 2/day   1  —  —  —  —  — 
5th  +3  +4  +1  +4  Eldritch bond   1  —  —  —  —  — 
6th  +4  +5  +2  +5  Merciful hex   1  —  —  —  —  — 
7th  +5  +5  +2  +5  Smite evil 3/day   1   1   —  —  —  — 
8th  +6/+1  +6  +2  +6  Aura of resolve    2   1  —  —  —  — 
9th  +6/+1  +6  +3  +6  Merciful hex   2   1  —  —  —  — 
10th  +7/+2  +7  +3  +7  Smite evil 4/day   2   1   1  —  —  — 
11th  +8/+3  +7  +3  +7  Aura of vengeful curse   2   2   1  —   —  — 
12th  +9/+4  +8  +4  +8  Merciful hex   3   2   1  —  —  — 
13th  +9/+4  +8  +4  +8  Smite evil 5/day   3   2   1   1  —   — 
14th  +10/+5  +9  +4  +9  Aura of witchcraft   3   2   2   1  —  — 
15th  +11/+6/+1 +9  +5  +9  Merciful hex   3   3   2   1  —  —  
16th  +12/+7/+2  +10  +5  +10  Smite evil 6/day   4   3   2   1   1   — 
17th  +12/+7/+2  +10  +5  +10  Aura of eldritch virtue   4   3   2   2   1  — 
18th  +13/+8/+3  +11  +6  +11  Merciful hex   4   3   3   2   1  — 
19th  +14/+9/+4  +11  +6  +11  Smite evil 7/day   4   4   3   2   2   1 
20th  +15/+10/+5  +12  +6  +12  Chosen of holy magic   4   4   3   3   2   2 
 

 
  



CRUSADING BERSERKER (Bardess) 
Holy wars must be fought by someone. Most often, paladins and warpriests roam the battlefields shouting their holy cries of war, but the crusading berserker is the most 
frightening zealot of them all. Possessed by a divinely imbued fury, the crusading berserker sets aside his deity’s common blessings to channel the righteous (or 

unrighteous) aspect of his god’s wrath. While a crusading berserker can be meek and amiable when off the battlefield, once he enters battle, he transforms into a horrific 

symbol of a holy killing machine. 

Primary Class: Warpriest. 

Secondary Class: Barbarian.  

Alignment: The crusading berserker must have one alignment aspect in common with his chosen deity. For example, a crusading berserker worshiping a Chaotic 
Good deity could have any good alignment or any chaotic alignment. A crusading berserker can otherwise have any alignment.  

Hit Dice: d8.  

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

Weapon and Armor Proficiency: The crusading berserker is proficient with all simple and martial weapons, and the favored weapon of his deity. He is also 

proficient with light armor, medium armor, and with shields (except tower shields). If the crusading berserker worships a deity with unarmed strike as its favored 
weapon, the crusading berserker gains Improved Unarmed Strike as a bonus feat. 

Sacred Weapon (Su): The crusading berseker adds furious and furyborn to the list of weapon special abilities he can use to enhance his sacred weapon.   

Shield Expert (Ex): At 1st level, a crusading berserker gains Shield Focus as a bonus feat. At 4th level, a crusading berserker gains Shield Wall as a bonus feat. This 
ability replaces heavy armor proficiency.   

Furious Fervor (Su): At 2nd level, a crusading berserker can channel the divine power of his deity to unleash his rage against enemies of the faith. He can also use 

this ability to quickly cast spells that aid in his struggles. A crusading berserker can rage for a number of rounds per day equal to 4 + his Constitution modifier + 2 for 
each level after 1st he possesses. This functions as the barbarian rage class feature, treating the crusading berserker’s class level as his barbarian level. For the purpose 

of attacks made while raging, the crusading berserker’s base attack bonus from his crusading berserker class levels is equal to his crusading berserker level. For all other 

purposes, such as qualifying for a feat or a prestige class, the crusading berserker uses his normal base attack bonus. 

While raging, as a swift action, a crusading berserker can expend 1 round of rage per spell level to cast any one warpriest spell he has prepared. When cast in this 

way, the spell can target only the crusading berserker, even if it could normally affect other or multiple targets. Spells cast in this way ignore somatic components and 

do not provoke attacks of opportunity. The crusading berserker does not need to have a free hand to cast a spell in this way, but can do so only while he’s in a rage. This 
ability replaces fervor.  

Bonus Feats: This is exactly like the warpriest ability of the same name, except that the crusading berserker can select Extra Rage as a bonus feat. In addition, a 

crusading berserker can choose a rage power in place of a bonus feat. The crusading berserker must meet the prerequisites for any rage power he selects. 
Uncanny Dodge (Ex): At 5th level, a crusading berserker gains the barbarian’s uncanny dodge ability. This ability replaces channel energy. 

Sacred Shield (Su): This ability functions like the warpriest’s sacred armor ability, except that is applies to the crusading berserker’s shield instead. The crusading 

berserker can enhance his shield with any of the following armor special abilities: arrow deflection, bashing, determination, energy resistance (normal, improved, and 
greater), fortification (heavy, light, or moderate), ghost touch, and spell resistance (13, 15, 17, and 19). Adding any of these special abilities replaces an amount of 

bonus equal to the special ability's base cost. For this purpose, energy resistance counts as +2, improved energy resistance counts as +4, and greater energy 

resistance counts as +5. Duplicate abilities do not stack. The shield must have at least a +1 enhancement bonus before any other special abilities can be added. This 
ability cannot be applied to a suit of armor. 

Improved Uncanny Dodge (Ex): At 8th level, a crusading berserker gains the barbarian’s improved uncanny dodge ability. This ability, greater fervor, indomitable 

will, and tireless fervor replace blessing. 
Greater Fervor (Ex): At 11th level, a crusading berserker gains the barbarian’s greater rage ability, except that it applies to his furious fervor. In addition, the 

crusading berserker may cast spells using furious fervor even when he’s not raging. 

Indomitable Will (Ex): At 14th level, a crusading berserker gains the barbarian’s indomitable will ability. 

Tireless Fervor (Ex): At 17th level, a crusading berserker gains the barbarian’s tireless rage ability, except that it applies to his furious fervor.  

Aspect of Fury (Ex): At 20th level, a crusading berserker gains the barbarian’s mighty rage dodge ability, except that is applies to his furious fervor. He can also 

move at his full normal speed regardless of the armor he is wearing or his encumbrance. In addition, for the purpose of his attacks while using furious fervor, the 
crusading berserker’s base attack bonus from his crusading berserker levels is equal to his crusading berserker level. For all other purposes, such as qualifying for a feat 

or a prestige class, the crusading berserker uses his normal base attack bonus. 

 
 

Table: Crusading Berserker 
 Base     Sacred 
Class Attack Fort Ref Will  Weapon    Spells per Day 
Level Bonus Save Save Save Special  Damage 0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Aura, blessing (minor), focus weapon,  1d6   3   1  —  —  —  —  — 
     orisons, sacred weapon, shield expert  
2nd  +1  +3  +0 +3 Furious fervor 1d6   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Bonus feat 1d6   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Sacred weapon +1 1d6   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Uncanny dodge 1d8   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Bonus feat 1d8   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Sacred shield +1 1d8   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Improved uncanny dodge, 1d8   5   4   4   2  —  —  — 
     sacred weapon +2 
9th  +6/+1  +6  +3 +6 Bonus feat 1d8   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Sacred shield +2 1d10   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Greater fervor 1d10   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Bonus feat, sacred weapon +3 1d10   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Sacred shield +3 1d10   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Indomitable will 1d10   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Bonus feat 2d6   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Sacred shield +4, sacred weapon +4 2d6   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Tireless fervor 2d6   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Bonus feat 2d6   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Sacred shield +5 2d6   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Aspect of fury, sacred weapon +5 2d8   5   5   5   5   5   5   5 



DEAD SHAMAN  
Many an oracle serves as a tribe’s priestess, but the dead shaman goes one step further. A dead shaman belongs to a tribe whose blood was contaminated by ancient 
mating pacts with monsters or extraplanar creatures, and bears the mark of this illicit union on her body. All the tribesmen could be “diverse” or mutated in some 

degree, but the dead shaman is more so in this diverse society, seen as a loner, bizarre, and perhaps even a bit crazy. Dead shamans rarely choose their rolls freely, as 

they are primarily chosen at birth when their unnatural heritage becomes evident. They keep contact with the tribe ancestors who give them their strange and mysterious 

powers, in part from personal devotion, and in part from their evident birthright. The dead shaman serves as an intermediary with the spirits of the dead, capable of 

casting terrible curses or animating corpses in battle, while serving as the tribe healer who counsels the chief and delivers messages from the ancestors. A dreaded and 

awed figure, the dead shaman often lives beyond the perimeter of the village–near enough to help her people and listen to their problems, but far enough removed as not 
to trouble their days and nights with her fell sight.  

Primary Class: Oracle.  

Secondary Class: Sorcerer.  
Alignment: Any.  

Hit Dice: d6.  

Bonus Skills and Ranks: The dead shaman may select three sorcerer skills to add to her class skills in addition to the normal oracle class skills. The dead shaman 
gains a number of ranks at each level of the multiclass archetype equal to 4 + Int modifier.  

Weapons and Armor Proficiency: The dead shaman is proficient with all simple weapons, all stone age weapons, with light armor (but only those made of bone, 

hide, leather, or wood), but not with shields.  
Spellcasting: A dead shaman casts divine spells drawn from the cleric/oracle spell list, and adds his bloodline spells to that list at the indicated level. She otherwise 

learns and casts spells as an oracle equal to her dead shaman level. 

Mysterious Bloodline: At 1st level, a dead shaman must choose an oracle mystery and a sorcerer bloodline. A dead shaman can choose from the following 
mysteries: Ancestors**, Bones*, Dark Tapestry**, Juju†, Occult#, or Outer Rif±t mystery. Additionally, he can choose form the following bloodlines: Aberrant, 

Abyssal, Accursed**, Infernal, or Undead bloodlines. A dead shaman gains both her mystery and bloodline skills, but does not gain her bloodline arcana. This ability 

otherwise functions as and replaces mystery. (*Advanced Player’s Guide, **Ultimate Magic, †Pathfinder Adventure Path #39: City of Seven Spears, #Pathfinder 

Adventure Path #71: Rasputin Must Die! [Reign of Winter 5 of 6], ±Pathfinder Campaign Setting: Inner Sea Magic) 

Blood Curse (Ex): The curse afflicting a dead shaman is in her very blood itself. She must choose one of the following blood curses, according to her lineage. This 

ability replaces oracle’s curse.  
Breaking Grip: Your unearthly strength is such, that it damages any object you wield or touch. Every time you hold or touch an inanimate object, it must make a 

saving throw or take 2 point of damage. This effect ignores the object’s hardness. Whenever you cast a spell that deals hit point damage, one target of your choice 

affected by the spell takes an additional 2 hit points of damage. This damage increases to 3 at 5th level, 4 at 10th level, and 5 at 15th level. This ability affects only 
spells that deal hit point damage, in whole or in part. Spells that deal only ability damage, or similar effect are unaffected by this ability. The dead shaman must have the 

abyssal bloodline to select this curse. 

Deformed Limb: One of your limbs is permanently misshapen and may a similar appearance to that of some monstrous creature. You either gain the lame oracle’s 
curse of the same name, or must wield any weapon as if you were not proficient with it (if you are not proficient to begin, the penalties are doubled). Also, you 

permanently gain one of the benefits listed on the Warped Polymorph Benefits table (see the warped mutated bloodline on page 73 of Ultimate Magic). The bonus 

granted by this benefit increases by +1 at 5th, and an additional +1 at 10th and 15th level. If you choose the “Quick” benefit, your movement rate bonus increases to 
+10 ft. at 5th level, +15 ft. at 10th level, and +20 ft. at 15th level. Any benefit you choose may not contradict the penalty you receive. For example, you cannot select 

the quick benefit and have the lame effect, or lack proficiency in weapons and select the vicious benefit. The dead shaman must have the aberrant bloodline to select 

this curse.  
Diabolical Terror: Your devilish visage causes fear in anyone you gaze upon. You take a –4 penalty on Charisma-based skill checks, except for Intimidate. Every 

time you cast an enchantment or fear spell, that spell’s DC is increased by 2. This increases to 3 at 5th level, 4 at 10th level, and 5 at 15th level. The dead shaman must 

have the infernal bloodline to select this curse. 

Hag’s Cackle: You have an exceedingly horrid visage which repels anyone you gaze upon. You take a –4 penalty on Charisma-based skill checks, except for 

Intimidate. You can cackle madly as a move action, just as a witch with the cackle hex, which allows you to extend the duration of any enchantment, curse, or fear spell 

you cast by 1 round. This bonus increases to 2 rounds at 5th level, 3 rounds at 10th level, and 4 rounds at 15th level. The dead shaman must have the accursed bloodline 
to select this curse. 

Unwholesome Craving: You must eat the flesh or drink the blood of another living humanoid creature, much like a ghoul or vampire, at least once a day that deals 

1d4 damage to the victim. If this urge cannot be satiated, you take 1 Constitution damage for the next 24 hours, and an additional 1 Constitution damage for every 24 
hours thereafter, to a maximum of 4 Constitution damage on the fourth day. This penalty persists until you can satiate your craving. In addition, whenever you cast a 

spell from the necromancy school, your effective caster level increases by 1. This increases by 2 at 5th level, 3 at 10th level, and +4 at 15th level. The dead shaman 

must have the undead bloodline to select this curse. 
Blood Revelations: Starting at 1st level, a dead shaman gains a new revelation from his mystery, and again at 3rd level and every four levels thereafter. 

Alternatively, a dead shaman may choose his first bloodline at 1st level in place of a revelation, or whenever he could select a revelation thereafter. He may choose each 
subsequent bloodline power whenever he could select a revelation, but must meet the level prerequisites of the bloodline power. Thus, he can gain his first bloodline 

power at 1st level or higher, his second bloodline power at 3rd or higher, his third bloodline power at 11th or higher, and his fourth bloodline power at 15th level or 

higher.  
Additionally, a dead shaman can choose one of the following revelations that complement the dead shaman multiclass archetype in place of her mystery revelation.  

Counselor on a Shoulder (Su): The dead shaman gains Improved Familiar as a bonus feat, even if she doesn’t meet its prerequisites. She gains an outsider familiar 

from those listed in the Improved Familiar feat that matches her alignment, who acts as her counselor and intermediary with the spirit world. The dead shaman’s 
effective wizard level for the purpose of determining her familiar's abilities is equal to her dead shaman level –2. The dead shaman must be at least 3rd level to choose 

this revelation. 

Great Monster Armada (Su): The dead shaman can summon the spirits of her bloodline to attack in a ghostly barrage, which creates physical wounds on any creature 
within the area through their otherworldly fury. The armada is composed of spectral, frightening shapes of demons, devils, aberrant monsters, ghosts, or cackling 

crones. These spirits wreak havoc in a 20-foot radius burst within 100 feet of the dead shaman. Objects and creatures within the burst take 1d8 points damage for every 

two dead shaman levels she possesses. If the dead shaman selects a specific creature type that the spirits can affect–a traditional enemy of her bloodline or tribe–
creatures of that type take 1d8 points of damage for every dead shaman level she possesses instead. A successful Fortitude save reduces the damage to half. A dead 

shaman can use this ability once per day at 7th level, plus one additional time per day at 11th level and every four levels thereafter. The dead shaman must be at least 

7th level to select revelation. 
Wild Dance (Su): The dead shaman can communicate with the tribal spirits of her blood relatives through a ritual that consists of wild and eccentric dances, eldritch 

songs, and bizarre rites. The ritual takes 1 minute to perform. After this ritual is completed, the dead shaman enters a trance that lasts for 10 minutes. The dead shaman 

can take no other actions and must remain uninterrupted while in this trance. When the trance ends, she gains mystical insight into the future. At 1st level, this mystical 
insight functions as an augury spell with 80% effectiveness. At 5th level, it functions as a divination spell with 90% effectiveness. At 8th level, it functions as a 

commune spell. None of these spell effects require material components.  

Final Bloodline Revelation: A dead shaman is so intimately linked to her unnatural ancestors that she acquires certain bloodline traits in the form of her final blood 
revelation. This ability replaces the mystery’s final revelation.  

The dead shaman gains the following traits according to her chosen bloodline:  



Aberrant: A dead shaman of the aberrant bloodline gains DR 5/magic, 25% chance for normal damage from critical hits or sneak attacks, and a +4 resistance bonus 

against acid and fire effects. If the dead shaman is slain, he is reborn within 3 days of his death, gains the aberration type, and takes on some of the visual aspects of that 
type (such as malformations, horrid appearance, blotchy skin, etc.). The dead shaman is now considered an NPC, and in control of the GM.  

Abyssal: A dead shaman of the abyssal bloodline gains DR 5/good, and resist acid 5, cold 5, and fire 5 and a +4 resistance bonus against electricity and poison 

effects. If the dead shaman is slain, he is reborn within 3 days of his death and gains the native outsider type, and takes on some of the visual aspects of that type (such 

as skin color, small horns, a prehensile tail, etc.). The dead shaman is now considered an NPC, and in control of the GM. 

Accursed: A dead shaman of the accursed bloodline gains DR 5/cold iron and magic, resist cold 5 and fire 5, and a +4 resistance bonus against charm, fear, and sleep 

effects. If the dead shaman is slain, he is reborn within 3 days of his death and gains the monstrous humanoid type, and takes on some of the visual aspects of that type 
(such as a bestial appearance, scaly skin, long nails, etc.). The dead shaman is now considered an NPC, and in control of the GM. 

Infernal: A dead shaman of the infernal bloodline gains DR 5/good, resist acid 5 and cold 5, and a +4 resistance bonus against fire and poison effects. If the dead 

shaman is slain, he is reborn within 3 days of his death and gains the native outsider type, and takes on some of the visual aspects of that type (such as skin color, small 
horns, a prehensile tail, etc.). The dead shaman is now considered an NPC, and in control of the GM. 

Undead: A dead shaman of the undead bloodline gains DR 5/bludgeoning and good, resist cold 5, and a +4 resistance bonus against nonlethal damage, physical 

ability damage, energy drain, exhaustion, fatigue, and poison effects. If the dead shaman is slain, he is reborn within 3 days of his death and gains the undead type, and 
takes on some of the visual aspects of that type (such as pallid skin, cold to the touch, scent of decay, etc.). The dead shaman is now considered an NPC, and in control 

of the GM. 

 

Table: Dead Shaman 
 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  Blood curse, blood revelation,   3  —  —  —  —  —  —  —  —  
     mysterious bloodline, orisons 
2nd  +1  +0 +0 +3  Mystery spell   4  —  —  —  —  —  —  —   —  
3rd  +2  +1 +1 +3  Blood revelation   5  —  —  —  —   —  —  —  —  
4th  +3  +1 +1 +4  Mystery spell   6   3  —  —  —  —  —  —  —  
5th  +3  +1 +1 +4     6   4  —  —  —  —  —  —  —  
6th  +4  +2 +2 +5  Mystery spell   6   5   3  —  —  —  —  —  —  
7th  +5  +2 +2 +5  Blood revelation   6   6   4  —  —  —  —  —  —  
8th  +6/+1  +2 +2 +6  Mystery spell   6   6   5   3  —  —  —  —  — 
9th  +6/+1  +3 +3 +6     6   6   6   4  —  —  —  —  — 
10th  +7/+2  +3 +3 +7  Mystery spell   6   6   6   5   3  —  —  —  —  
11th  +8/+3  +3 +3 +7  Blood revelation   6   6   6   6   4  —  —  —  —  
12th  +9/+4  +4 +4 +8  Mystery spell   6   6   6   6   5   3  —  —  —  
13th  +9/+4  +4 +4 +8     6   6   6   6   6   4  —  —  —  
14th  +10/+5  +4 +4 +9  Mystery spell   6   6   6   6   6   5   3  —  —  
15th  +11/+6/+1  +5 +5 +9  Blood revelation   6   6   6   6   6   6   4  —  —  
16th  +12/+7/+2  +5 +5 +10  Mystery spell   6   6   6   6   6   6   5   3  —  
17th  +12/+7/+2  +5 +5 +10     6   6   6   6   6   6   6   4  —  
18th  +13/+8/+3  +6 +6 +11  Mystery spell   6   6   6   6   6   6   6   5   3 
19th  +14/+9/+4  +6 +6 +11  Blood revelation   6   6   6   6   6   6   6   6   4 
20th  +15/+10/+5  +6 +6 +12  Final blood revelation   6   6   6   6   6   6   6   6   6 
 

Dead Shaman Spells Known  

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



DELPHIC BLADE (Browman) 
Delphic blades are often given the divine charge of protecting powerful oracles and prophets from zealous enemies. As such, they are granted a small portion of the 
foresight that these visionaries to augment their combat skills. While they serve as bodyguards to the living, they also serve as guardians for the burial sites of these 

great seers.  

Primary Class: Inquisitor. 

Secondary Class: Fighter. 

Alignment: Any. 

Hit Dice: d8. 
Bonus Skills and Ranks: The delphic blade may select three fighter skills to add to her class skills in addition to the normal inquisitor class skills. The delphic blade 

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

Weapon and Armor Proficiency: The delphic blade is proficient with all simple and martial weapons, with light and medium armor, but not with shields.  
Spellcasting: The delphic blade casts divine spells drawn from the inquisitor spell list and adds the following spells to that list at the indicated spell level: 1st–

anticipate peril, detect secret doors, see alignment; 2nd–share language, share memory; 3rd–clairaudience/clairvoyance, unravel destiny; 4th–locate creature, scrying, 

symbol of revelation; 5th–contact other plane; 6th–analyze dweomer. She otherwise prepares and casts spells as an inquisitor of equal level.  
Judgment (Su): This is exactly like the inquisitor’s judgment ability, except that the delphic blade is restricted to the destruction, justice, protection, purity, 

resiliency, and smiting judgments.  

Forewarned (Su): At 1st level, a delphic blade can always act in the surprise round even if she fails to make a Perception roll to notice a foe, but she is still 
considered flat-footed until she takes an action. In addition, the delphic blade receives a bonus on initiative checks equal to 1/2 her Delphic blade level (minimum +1). 

At 20th level, anytime the delphic blade rolls initiative, assume the roll resulted in a natural 20. This ability and foretell replace domain. 

Armor Training (Ex): At 5th level, an delphic blade gains the fighter’s armor training ability. Whenever she is wearing armor,she reduces the armor check penalty 
by 1 (to a minimum of 0) and increases the maximum Dexterity bonus allowed by her armor by 1. Every six levels thereafter (11th and 17th), these bonuses increase by 

+1 each time, to a maximum –3 reduction of the armor check penalty and a +3 increase of the maximum Dexterity bonus allowed. In addition, a delphic blade can also 

move at his normal speed while wearing medium armor. This ability replaces solo tactics, stalwart, and slayer.  

Foretell (Su): At 6th level, a delphic blade can utter a prediction of the immediate future. While a delphic blade’s foretelling is in effect, she emits a 30-foot aura of 

fortune that aids her allies or hinders her enemies, as chosen by the delphic blade at the time of prediction. If the delphic blade chooses to aid, the delphic blade and her 

allies gain a +2 luck bonus on ability checks, attack rolls, caster level checks, saving throws, and skill checks. If a delphic blade chooses to hinder, the delphic blade’s 
enemies take a –2 penalty on those rolls instead. A delphic blade can use this ability for a number of rounds per day equal to her delphic blade level. These rounds do 

not need to be consecutive.  

Weapon Training (Ex): At 8th level, a delphic blade gains the fighter’s weapon training ability. A delphic blade can select one group of weapons, as noted in the 
fighter’s weapon training description. Whenever she attacks with a weapon from this group, she gains a +1 bonus on attack and damage rolls. At 14th level, a delphic 

blade becomes further trained in another group of weapons. She gains a +1 bonus on attack and damage rolls when using a weapon from this group. In addition, the 

bonuses granted by the previous weapon group increases by +1. This ability replaces bane and greater bane. 
True Visionstrike (Su): At 20th level, a delphic blade can select a third group of weapons, as noted in the fighter’s weapon training description. Whenever she 

attacks with a weapon from this group, she gains a +1 bonus on attack and damage rolls. The bonuses granted by the previous weapon groups increase by +1. Also, 

when using exploit weakness, if the target has regeneration, the creature loses regeneration for 2 rounds following the critical hit and can die normally during both 
rounds. Creatures whose regeneration always functions lose their regeneration for 1 round. In addition, if the delphic blade deals energy damage to a creature 

with vulnerability to that energy type, she deals +2 points of damage per die rolled. This ability replaces true judgment. 

 
Swaps 

Domain = Forewarned + Foretell 

Solo tactics, Stalwart, slayer = Armor training 1, 2 & 3 

Teamwork feats = Bonus feats 

Bane, Greater bane = Weapon training 1 & 2 

True judgment = True visionstrike 
 

 

Table: Delphic Blade 
 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 Forewarned, judgment 1/day, monster lore,   1  —  —  —  —  — 
     orisons, stern gaze  
2nd  +1  +3  +0 +3 Cunning initiative, detect alignment, track   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Bonus feat   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Judgment 2/day   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Armor training 1, discern lies   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Bonus feat, foretell   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Judgment 3/day   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Second judgment, weapon training 1   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bonus feat   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Judgment 4/day   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Armor training 2   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Bonus feat   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Judgment 5/day   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Exploit weakness, weapon training 2   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Bonus feat   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Judgment 6/day, third judgment   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Armor training 3   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Bonus feat   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Judgment 7/day    5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 True visionstrike   5   5   5   5   5   5 
 

  



DIVINE DETECTIVE (Bardess) 
Some inquisitors are divinely inspired to investigate ecclesiastical crimes. These divine detectives relentlessly pursue fleeing criminals, gather unseen clues, and employ 
extreme cunning to solve their case loads. Whether it is on the battlefield or in the courts of law, divine detectives are skilled lawyers who reinforce their divine 

judgments through cool logic and study. 

Primary Class: Inquisitor. 

Secondary Class: Investigator.  

Alignment: A divine detective’s alignment must be within one step of her deity’s, along either the law/chaos axis or the good/evil axis. 

Hit Dice: d8.  
Bonus Skills and Ranks: The divine detective may select three investigator skills to add to her class skills in addition to the normal inquisitor class skills. The divine 

detective gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The divine detective is proficient with all simple weapons, plus the hand crossbow, longbow, rapier, repeating crossbow, 
shortbow, short sword, sword cane, and the favored weapon of her deity. She is also proficient with light armor, but not with shields. 

Spellcasting: A divine detective adds the following spells to her spell list at the indicated spell levels: 1st level–adjuring step, anticipate peril, blend, blurred 

movement, detect magic, detect secret doors, identify, illusion of calm, keen senses, negate aroma, see alignment, shield, urban grace; 2nd level–alter self, Aram Zey’s 
focus, bullet shield, cat’s grace, darkvision, extreme flexibility, investigative mind, protection from arrows, spider climb, squeeze; 3rd level–darkvision ( communal), 

displacement, haste, paragon surge, prehensile pilfer, protection from arrows (communal), spider climb (communal); 4th level–adjustable polymorph, arcane eye, 

darkvision (greater), echolocation, eyes of the void; 5th level–ancestral memory, contact other plane, defensive grace, resurgent transformation; 6th level–analyze 
dweomer, borrowed time, eyebite, mislead, transformation, walk through space. 

Inspiration (Ex): At 1st level, a divine detective gains an inspiration pool, as the investigator class ability. A divine detective uses her inquisitor level as her 

investigator level to determine the effects of this ability. She gains free uses of inspiration on Diplomacy, Knowledge (arcana, dungeoneering, nature, planes, religion), 
Perception, and Stealth skill checks without spending a use of inspiration, provided she’s trained in that skill. A divine detective’s inspiration pool refreshes each day, 

usually when she refreshes her spells. A divine detective’s inspiration pool is based on her Wisdom modifier, not Intelligence. This ability replaces judgment 1/day and 

orisons.  

Trapfinding (Ex): At 1st level, a divine detective gains the investigator’s trapfinding ability. This ability replaces monster lore.  

Investigator Talents: At 3rd level, a divine detective gains the investigator’s investigator talent ability. She can choose an investigator’s talent at 3rd level and every 

three levels thereafter.  The divine detective must meet the prerequisites for any talent she selects. This ability replaces teamwork feats.  
Keen Recollection: At 3rd level, a divine detective gains the investigator’s keen recollection ability. This ability replaces solo tactics.  

Observe and Strike (Ex): Starting at 4th level, a divine detective can use a move action to study a single enemy that she can see. Upon doing so, she gains an insight 

bonus on melee attack rolls equal to 1/2 her divine detective level and a +1d6 on damage rolls against the creature. The bonus on damage rolls is precision damage, and 
is not multiplied on a critical hit. This effect lasts until the combat ends.  

At 4th level, a divine detective can use this ability once per day. At 7th level and every three levels thereafter, the divine detective can use this ability one additional 

time per day. The divine detective must participate in the combat to gain these bonuses. If she is frightened, panicked, paralyzed, stunned, unconscious, or otherwise 
prevented from participating in the combat, the ability does not end, but the bonuses do not resume until she can participate in the combat again. This replaces the 

remaining uses of judgment.  

Studied Verdict (Su): At 5th level, when a divine detective uses her observe and strike ability, she imbue her weapon with one verdict of her choice as a swift 
action. On a successful melee attack, the verdict is bestowed upon the target in addition to the bonuses granted by her observe and strike ability. Only one verdict can be 

in effect at a time. As a swift action, she can change this verdict to another type. The divine detective may choose from the following verdicts. Unless otherwise noted, 

each verdict lasts 1 round per level of the divine detective.  
Blunt: The target suffers a –1 penalty on concentration checks and caster level checks made to overcome a target’s spell resistance, plus 1 for every three levels of the 

divine detective. 

Defenseless: The target suffers a –1 penalty on all weapon damage rolls, plus 1 for every five levels of the divine detective.  

Frail: The divine detective bypasses all the target’s DR. This is an instantaneous effect. 

Judged: The target suffers a –1 penalty on all attack rolls, plus 1 for every five levels of the divine detective.  

Smitten: The divine detective adds 1/2 her class level to the damage roll made against her target. This is an instantaneous effect.  
Stricken: The target cannot benefit from magical healing.  

Tainted: The target suffers a –1 penalty to all saving throws, plus 1 for every five levels of the divine detective.  

Vulnerable: The target suffers a –1 penalty to Armor Class, plus 1 for every five levels of the divine detective.  
Wounded: The target suffers 1 point of energy damage per 2 levels of the divine detective. The divine detective chooses the energy type (acid, cold, electricity, or 

fire) at the time this verdict is chosen.  

This ability replaces bane.  
Second Verdict (Su): At 8th level, whenever a divine detective uses her studied verdict ability, she selects two different verdicts to bestow upon her target instead of 

one. This only consumes one use of her observe and strike ability. This replaces second judgment.  
Stalwart (Ex): This is exactly like the inquisitor’s ability of the same name, except that the divine detective replaces the Fortitude save with a Reflex save.   

Greater Observe and Strike (Su): At 12th level, whenever a divine detective uses her observe and strike ability, her bonus on damage rolls increases to +2d6. This 

ability replaces greater bane.  
Third Verdict (Ex): At 16th level, whenever a divine detective uses her studied sentence ability, she selects three different sentences to deal to her target, instead of 

just two. This only consumes one use of her studied sentence ability. This replaces third judgment.  

Slayer (Ex): This is exactly like the inquisitor’s ability of the same name, except that it applies to one of the divine detective’s studied verdicts.  
Unrelenting Judge (Su): At 20th level, a divine detective can use inspiration on all skill checks (even ones she isn’t trained in) and all ability checks without 

spending inspiration. In addition, if she expends inspiration on an attack roll against the target of her studied verdict, the attack deals damage normally and the target 

must make a Fortitude save or die. The DC of this save is equal to 10 + 1/2 the divine detective’s level + the divine detective’s Wisdom modifier. Regardless of whether 
or not the save is made, the target creature is immune to the divine detective’s unrelenting judge ability for 24 hours. Once this ability has been used, it cannot be used 

again for 1d4 rounds. This ability replaces true judgment. 

 
 

Table: Divine Detective 
 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 Domain, inspiration, stern gaze, trapfinding   1  —  —  —  —  — 
2nd  +1  +0  +3 +3 Cunning initiative, detect alignment, track   2  —  —  —  —  — 
3rd  +2  +1  +3 +3 Investigator talent, keen recollection   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Observe and strike 1/day   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Discern lies, studied verdict   4   2  —  —  —  — 
6th  +4  +2  +5 +5 Investigator talent   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Observe and strike 2/day   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Second verdict   4   4   2  —  —  — 



9th  +6/+1  +3  +6 +6 Investigator talent   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7 Observe and strike 3/day   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Stalwart   5   4   4   2  —  — 
12th  +9/+4  +4  +8 +8 Greater observe and strike, investigator talent   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 Observe and strike 4/day   5   5   4   3   1  — 
14th  +10/+5  +4  +9 +9 Exploit weakness   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9 Investigator talent   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Observe and strike 5/day, third verdict   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Slayer   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11 Investigator talent   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Observe and strike 6/day   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Unrelenting judge   5   5   5   5   5   5 



DIRE HARBINGER (OSW) 
Divinely inspired heralds of pain and adjudication, dire harbingers channel the anger and wrath of their deities in glorious punishment. Able to impart their own 
suffering to their foes, the dire harbinger can also gift their visions and blessings of power to certain allies to further their divine agency. This power comes at great 

personal cost–for the path to power can burn the flesh and wrack the soul, and those wishing to share the divine harbingers' benefits must accept the baleful with the 

benign. 

Primary Class: Inquisitor.  

Secondary Class: Oracle.  

Alignment: Any. 
Hit Dice: d8.  

Bonus Skills and Ranks: The dire harbinger selects three oracle skills to add to her class skills in addition to the normal inquisitor class skills. The dire harbinger 

gains a number of ranks at each level equal to 6 + Int modifier. 
Weapon and Armor Proficiency: The dire harbinger is proficient with all simple weapons, plus the hand crossbow, longbow, repeating crossbow, shortbow, and 

the favored weapon of her deity. She is also proficient with light armor, medium armor, and shields (except tower shields). 

Dark Demeanor (Ex): The dire harbinger is skilled at intimidating their foes. A dire harbinger receives a morale bonus on all Intimidate checks equal to 1/2 her dire 
harbinger level (minimum +1). This ability replaces stern gaze.  

Dire Presence: The dire harbinger uses Charisma instead of Wisdom to determine the effects of her judgments, spells, and other class features.  

Mystery: At 1st level, a dire harbinger gains the oracle’s mystery ability and can select any mystery available to the oracle class. The dire harbinger gains the 
mystery’s class skill and access to its revelation, but does not gain the bonus spells. This ability, gift of prophecy, oracle’s curse, and revelations replace domain.   

Oracle’s Curse (Ex): At 1st level, a dire harbinger gains the oracle’s curse ability and may choose any curse available to the oracle class.  

Punishment (Su): Starting at 1st level, a dire harbinger can pronounce a punishment on her foes as a swift action. Starting when the punishment is pronounced, the 
dire harbinger’s target receives a penalty based on the type of punishment pronounced.  

At 1st level, a dire harbinger can use this ability once per day. At 4th level and every three levels thereafter, the dire harbinger can use this ability one additional time 

per day. Once activated, this ability lasts until the combat ends, at which point all of the penalties immediately end. The dire harbinger must participate in the combat 

for her target to gain these penalties. If she is frightened, panicked, paralyzed, stunned, unconscious, or otherwise prevented from participating in the combat, the ability 

does not end, but the penalties do not resume until she can participate in the combat again. If the target is slain, the ability immediately ends.  

When the dire harbinger uses this ability, she must select one type of punishment to pronounce. As a swift action, she can change this punishment to another type. If 
the dire harbinger is evil, she bestows profane penalties instead of sacred, as appropriate. Neutral dire harbingers must select profane or sacred penalties. Once made, 

this choice cannot be changed. 

Blunted: The target’s attacks are blunted when directed against the dire harbinger. The target receives a –1 sacred penalty on all weapon damage rolls made against 
the dire harbinger. This penalty increases by –1 for every three dire harbinger levels she possesses. 

Corruption: The target becomes tainted by the divine energies that surround the dire harbinger. The target receives a –1 sacred penalty on all saving throws against 

attacks, spells, and effects from the dire harbinger. This penalty increases by –1 for every five dire harbinger levels she possesses. At 10th level, the penalty is doubled 
against curses, diseases, and poisons. 

Defenseless: The target is less able to defend himself against the dire harbinger’s attacks. The target receives a –1 sacred penalty to Armor Class against the dire 

harbinger’s attacks. This penalty increases by –1 for every five dire harbinger levels she possesses. At 10th level, this penalty is doubled against attack rolls made to 
confirm critical hits against the dire harbinger. 

Distracted: The target becomes distracted when focusing his magic against the dire harbinger. The target receives a –1 sacred penalty on concentration checks and 

caster level checks made to overcome the dire harbinger’s spell resistance (if any). This penalty increases by –1 for every three dire harbinger levels she possesses. 
Hemorrhaging: The target becomes susceptible to any slashing or piercing attacks made by the dire harbinger. This causes the target to take 1 point of bleed damage 

each round as long as the dire harbinger is alive and the punishment lasts. The amount of bleed damage increases by 1 point for every three dire harbinger levels she 

possesses. This bleed damage does not stack with additional slashing or piercing attacks from the dire harbinger, but it does stack with bleed damage from other 

sources.  

Impeded: The target’s weapons are impeded from bypassing the dire harbinger’s damage reduction. The target’s magical weapons no longer count magic for the 

purposes of bypassing the dire harbinger’s damage reduction. At 6th level, the target’s magical weapons no longer count as aligned (chaotic, evil, good, or lawful) for 
the purpose of bypassing the dire harbinger’s damage reduction. The type must match one of the dire harbinger’s alignments. If the dire harbinger is neutral, she does 

benefit from this penalty. At 10th level, the target’s magical weapons no longer count as adamantine for the purpose of overcoming the dire harbinger’s damage 

reduction (but not for reducing hardness).  
Inaccuracy: The target’s attacks are less true when directed against the dire harbinger. The target receives a –1 sacred penalty on all attack rolls made against the dire 

harbinger. This penalty increases by –1 for every five dire harbinger levels she possesses. At 10th level, this penalty is doubled on all attack rolls made to confirm 

critical hits. 
Penetrable: The target becomes less resilient to the dire harbinger’s attacks. The target’s DR/magic is treated as 1 less (minimum 0) against the harbinger’s dire 

attacks. This penalty to DR increases by 1 for every five levels she possesses. At 10th level, this DR includes an alignment (chaotic, evil, good, or lawful) that is 
opposite the dire harbinger’s. If she is neutral, the dire harbinger does not receive this increase. 

Vulnerability: The target becomes vulnerable to the dire harbinger’s energy attacks. The target’s energy resistance against one energy type (acid, cold, electricity, 

fire, or sonic) is treated as 2 lower (minimum 0), chosen when the punishment is pronounced. The protection decreases by 2 for every three dire harbinger levels she 
possesses. 

Any class features, feats, and spells that affect the judgment class feature are instead applied to punishment. This ability changes the judgment ability.  

Revelation: At 1st, level, and again at 3rd level and every three levels thereafter (6th, 9th, and so on), a dire harbinger gains a revelation from her chosen mystery.  
Dire Resistance (Su): At 2nd level, the divine energy flowing through a dire harbinger’s veins gives her resistance to many conditions. Once per day, as 

an immediate action, whenever she fails a saving throw against a spell or effect that bestows the exhausted, fatigued, frightened, nauseated, panicked, shaken, or 

sickened condition, she may attempt that saving throw again with a +4 circumstance bonus. She must take the second result, even if it is worse. At 9th level, she can use 
this ability twice per day. At 16th level, she can use the ability 3 times per day. This ability replaces detect alignment.  

Fortified Persona (Su): At 3rd level, a dire harbinger can draw upon the strength of her allies to increase the power of her punishments. As a swift action, a dire 

harbinger can increase her equivalent level for the purposes of determining the penalties bestowed by her punishments by 1 for every ally within 10 feet, up to her 
Charisma modifier. This increase can fluctuate if allies enter and leave the 10-foot area. This effect lasts for a number of rounds equal to 1/2 her dire harbinger level. 

Unlike other types of punishment, the one enhanced by this ability cannot be changed for the duration of this ability. A dire harbinger can use this ability a number of 

times per day equal to 3 + her Charisma modifier. This ability replaces solo tactics.  
Wracking Aura (Su): At 5th level, a dire harbinger can radiate a cursing aura that causes all enemies within 10 feet to gain the negative aspect of her oracle’s curse 

(see individual curses for specific effects) as a swift action. She can use this ability for a number of rounds per day equal to her dire harbinger level. These rounds do 

not need to be consecutive. This ability only functions while the dire harbinger remains conscious, not is she is unconscious or dead. This ability replaces bane.  
Reductive Conditions (Su): At 5th level, whenever a dire harbinger is subject to a spell or effect that bestows the exhausted, fatigued, frightened, nauseated, 

panicked, shaken, or sickened condition, she can choose to willingly accept the condition to gain damage reduction 1/— for as long as the condition is in effect. Every 

four levels beyond 5t, this damage reduction increases by one, up to damage reduction 4/— at 17th level. This ability replaces discern lies.  
Gift of Prophecy (Su): Starting at 6th level, a dire harbinger can enter a trance to gain a glimpse of the future once per day. This trance lasts for 1 minute, which 

must be uninterrupted and during which she can take no other actions. At 8th level, a dire harbinger gains the benefits of an augury spell with 90% effectiveness. At 

10th level, a dire harbinger gains the benefits of a divination spell with 90% effectiveness. At 12th level, the knowledge a dire harbinger gains is equivalent to 
a commune spell. None of these spell effects require material components.  



Greater Wracking Aura (Su): At 12th level, all enemies with the dire harbinger’s wracking aura also gain the frightened or sickened condition, as chosen by the 

dire harbinger when it is activated. At 17th, level the enemies gain the panicked or nauseated condition. All enemies within the aura can make a Fort saving throw (DC 
10 + 1/2 the dire harbinger’s level + the dire harbinger’s Charisma modifier) to negate the chosen condition. This ability replaces greater bane.   

Dire Punishment (Su): At 20th level, a dire harbinger can call dire punishment down upon a foe during combat. Whenever a dire harbinger uses her punishment 

ability, the dire harbinger can invoke dire punishment on a foe as a swift action. Once declared, the dire harbinger can make a single melee (or ranged attack, if the foe 

is within 30 feet) against the target. If the attack hits, it deals damage normally and the target must make a Fortitude save or die. The DC of this save is equal to 10 + 1/2 

the dire harbinger's level + the dire harbinger's Charisma modifier. If the save is successful, the target is instead nauseated for 1 round per dire harbinger level. 

Regardless of whether or not the save is made, the target creature is immune to the dire harbinger's dire punishment ability for 24 hours. Once this ability has been used, 
it cannot be used again for 1d4 rounds. This ability replaces true judgment.  

 

 

Table: Dire Harbinger 
 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 Dark demeanor, lore of insight, mystery, oracle’s curse,   1  —  —  —  —  — 
     orisons, punishment 1/day 
2nd  +1  +3  +0 +3 Cunning initiative, dire resilience, track   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Fortified persona, revelation   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Punishment 2/day   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Reductive conditions, wracking aura   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Gift of prophecy, revelation   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Punishment 3/day   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Second punishment   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Revelation   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Punishment 4/day   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Stalwart   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Greater wracking aura, revelation   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Punishment 5/day   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Exploit weakness   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Revelation   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Punishment 6/day, third punishment   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Slayer   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Revelation   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Punishment 7/day   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Dire punishment   5   5   5   5   5   5 

  



DREADMASQUE 
Life is a performance; and in this performance, we all wear masks of various kinds and to varying degrees, whether social, professional, emotional or spiritual. 
Dreadmasques are versed in the performance of life, training either under a learned master or in a troupe to better express the essential archetypes of a life of vagaries 

and hardship, peril and pain, joy and abandon. When wearing her wyrd mask the dreadmasque taps into the archetypal roles of heroes and villains of yore, accessing 

their power and utilizing their numerous capabilities. In this performance, the dreadmasque is the mistress of the power of myth. 

Primary Class: Inquisitor.  

Secondary Class: Bard. 

Alignment: Any. 
Hit Dice: d8. 

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

gains a number of ranks at each level equal to 6 + Int modifier.  
Weapon and Armor Proficiency: The dreadmasque is proficient with all simple weapons, plus the hand crossbow, longbow, repeating crossbow, rapier, shortbow, 

and short sword. He is also proficient with light armor and with shields (except tower shields).  

Inscrutable Mien (Ex): Dreadmasques are skilled at deceiving and misleading their foes. A dreadmasque receives a morale bonus on all Bluff and  Disguise checks 
equal to 1/2 her dreadmasque level (minimum +1). This ability replaces stern gaze.  

Mask (Su): A dreadmasque begins play with a masterwork mask, often made of iron, porcelain, wood, or similar material. This mask forms a special bond between 

the dreadmasque and the power of myth and mystery, allowing her to enact an eldritch masquerade and assume a variety of personas or guises (see Guise). The mask’s 
physical appearance changes according to the guise that is currently in effect, but it always appears as some sort of visage or facial covering.  

The mask remains attached to the dreadmasque’s face, but can be freely removed by the dreadmasque. The mask does not hamper the dreadmasque’s vision or 

perception in any way. Another creature can attempt to remove the mask if it makes a successful grapple check against the mask. For the purpose of this grapple check, 
the mask is considered to have a Strength score of 20 + 1/2 the dreadmasque’s level + the size modifier of Large. A creature may also attempt to sunder the mask. If it 

becomes broken or is destroyed, it falls to the ground. The mask has a hardness of 20, and a number of hit points equal to 10 + the dreadmasque’s level + his Charisma 

modifier. The mask can be easily removed if the dreadmasque is unconscious or dead.  

If a mask is damaged, it is restored to full hit points the next time the dreadmasque chooses her guises. If the mask is lost or destroyed, it can be replaced after 1 week 

in a special ritual that costs 100 gp per dreadmasque level plus the cost of the masterwork item. This ritual takes 8 hours to complete. Masks replaced in this way do not 

possess any of the additional enchantments of the previous mask. A dreadmasque can designate an existing mask as her mask, including one that is magical. This 
functions in the same way as replacing a lost or destroyed mask except that the new mask retains its abilities while gaining the benefits and drawbacks of becoming a 

mask. This ability replaces the inquisitor's weapon proficiency with her deity’s favored weapon. 

Guise: Starting at 1st level, a dreadmasque’s mask allows her to assume a particular persona or guise, much like an actor portrays a role in a play. A guise imbues the 
dreadmasque with a variety of powers related to the persona that she is attempting to portray. Each guise grants the dreadmasque a spell-like ability, one of two 

inquisitions, two bardic performances, and three inquisitor judgments, plus an additional skill effect. All inquistion powers and judgments rely on Charisma instead of 

Wisdom. A dreadmasque uses her level to determine the effects of any inquisition power, bardic performance, or judgment. 
A dreadmasque can use bardic performances and judgments from any guise she knows and is currently in effect a number of rounds per day equal to 4 + his 

Charisma modifier. At each level after 1st a dreadmasque can use bardic performances or judgments for 2 additional rounds per day. Each round, the dreadmasque can 

produce or use any one of the bardic performances or judgments granted by her currently active guise. Only one bardic performance or judgment can be in effect at a 
time. If another bardic performance or judgment is activated, the previous one immediately ends.  

While a guise is in effect, the dreadmasque gains access to only one of her inquisitions. Each inquisition grants a 1st level power and a second power at 6th or 8th 

level. If the dreadmasque uses a 1st level power from one inquisition, she continues to access that power until its daily uses have been expended (that is, the power has 
uses or rounds per day remaining), regardless of what guise is active. Only one 1st level inquisition power and one inquisition power of 6th or 8th level can be accessed 

each day. Once a 1st level power or a power of 6th or 8th level power has been activated in one inquisition, it cannot be accessed in another inquisition.  

Regardless of what guise is in effect, a dreadmasque may pronounce the following dread judgment in place of a granted judgment.  

Dread: This judgment deals 1d6 points of precision damage on a successful attack. This damage increases by +1 every four dreadmasque levels she possesses. At 

10th level, the target is also shaken for 1 round on a successful attack (no save).  

At 1st level, a dreadmasque may select two guises from those listed below. Once the choice is made, it cannot be changed. At 3rd level and every two levels 
thereafter, a dread masque can learn one additional guise. A dreadmasque can only have one guise in effect at a time, but she can change her guise to any other guise 

that she knows as a move action. 

A dreadmasque may select from the following guises.  
Avenger: This guise grants the dreadmasque the ability to use daze, guidance and resistance as a spell-like ability a number of times per day equal to 3 + the 

dreadmasque’s Charisma modifier. The dreadmasque also gains access to the Anger and Vengeance inquisitions, the countersong and inspire courage performances, 

and the Destruction, Resistance, and Smiting judgments. While the avenger guise is in effect, the dreadmasque adds half her level (minimum 1) to all Acribatics skill 
checks. In addition, the dreadmasque can cause the target of a successful critical hit with her dread strike to take 1 point of bleed damage for 1d4 rounds. 

This bleed damage increases to 2 points 8th level, and 3 points at 15th level. The avenger guise might manifest itself as a red mask with glaring eyes, its mouth curled 
into a snarl, and red and black flames painted along its cheek bones and forehead. 

Disciple: This guise grants the dreadmasque the ability to use lullaby, read magic, and stabilize as a spell-like ability a number of times per day equal to 3 + the 

dreadmasque’s Charisma modifier. The dreadmasque also access to the Conversion and Zeal inquisitions, the countersong and distraction performances, and the 
Healing, Purity, and Protection judgments. While the disciple guise is in effect, the dreadmasque adds half her level (minimum 1) to all Diplomacy skill checks. In 

addition, the dreadmasque can cause the target of a successful critical hit with her dread strike to become dazzled for 1d6 rounds. At 15th level, the target 

becomes blinded for 1d4 rounds. The disciple guise might manifest itself as a sturdy mask with stern eyes, an emotionless expression, and divine symbols etched into its 
forehead. 

Enforcer: This guise grants the dreadmasque the ability to use brand, daze and flare as a spell-like ability a number of times per day equal to 3 + the dreadmasque’s 

Charisma modifier. The dreadmasque also access to the Fervor and Imprisonment inquisitions, the countersong and inspire courage performances, and the Protection, 
Resiliency and Smiting judgments. While the enforcer guise is in effect, the dreadmasque adds half her level (minimum 1) to all Intimidate skill checks. In addition, the 

dreadmasque can cause the target of a successful critical hit with her dread strike to become entangled for 1 round. This increases to 2 rounds at 8th level, and 3 rounds 

at 15th level. The enforcer guise might manifest itself as a roughly shaped mask with determined eyes, rivets along its forehead, and scratches upon its surface. 
Executioner: This guise grants the dreadmasque the ability to use brand, daze and stabilize as a spell-like ability a number of times per day equal to 3 + the 

dreadmasque’s Charisma modifier. The dreadmasque also access to the Torture and True Death inquisitions, the fascinate and distraction performances, and the 

Destruction, Justice, and Smiting judgments. While the executioner guise is in effect, the dreadmasque adds half her level (minimum 1) to all Intimidate skill checks. In 
addition, the dreadmasque can cause the target of a successful critical hit with her dread strike to become staggered for 1d4 rounds. At 8th level, the target gains 

the cowering condition for 1d4 rounds. At 15th level, the target becomes stunned for 1 round. The executioner guise manifests itself as a smooth, featureless, obsidian 

mask with only black eye slits to mar its surface.  
Exorcist: This guise grants the dreadmasque the ability to use detect magic, ghost sound, and read magic as a spell-like ability a number of times per day equal to 3 + 

the dreadmasque’s Charisma modifier. The dreadmasque also access to the Banishment and Damnation inquisitions, countersong and distraction performances and the 

Healing, Purity and Resistance judgments. While the exorcist guise is in effect, the dreadmasque adds half her level (minimum 1) to all Knowledge (planes) skill checks 
and may make all Knowledge (planes) checks untrained. In addition, the dreadmasque can cause the target of a successful critical hit with her dread strike to 

become sickened for 1d4 rounds. At 15th level, the target becomes nauseated for 1d4 rounds. The exorcist guise might manifest itself as a well polished angular mask 

with piercing eyes, an open mouth, and a single rune carved into its forehead.  



High Inquisitor: This guise grants the dreadmasque the ability to use brand, daze, and sift as a spell-like ability a number of times per day equal to 3 + the 

dreadmasque’s Charisma modifier. The dreadmasque also access to the Illumination and Truth inquisitions, fascinate and inspire courage performances and the Justice, 
Purity, and Smiting judgments. While the high inquisitor guise is in effect, the dreadmasque adds half her level (minimum 1) to all Intimidate skill checks. In addition, 

the dreadmasque can cause the target of a successful critical hit with her dread strike to become frightened for 1d4 rounds at 8th level, or panicked for 1d4 rounds at 

15th level. The high inquisitor guise might manifest itself as a burnished golden mask with its entire surface etched with filigree, piercings of deep emeralds, a frowning 

mouth, and a large ruby set in its forehead.  

Infiltrator: This guise grants the dreadmasque the ability to use know direction, prestidigitation and virtue as a spell-like ability a number of times per day equal to 3 

+ the dreadmasque’s Charisma modifier. The dreadmasque also access to the Heresy and Possession inquisitions, the distraction and fascinate performances, and the 
Protection, Purity, and Resistance judgments. While the infiltrator guise is in effect, the dreadmasque adds half her level (minimum 1) to all Bluff skill checks. In 

addition, the dreadmasque can cause the target of a successful critical hit with her dread strike to become flat-footed for 1d4 rounds. The infiltrator guise might manifest 

itself as a black mask with contemplative eyes, an overly long expressionless mouth, pointed chin, and thinly painted eyebrows. 
Investigator: This guise grants the dreadmasque the ability to use detect magic, know direction and read magic as a spell-like ability a number of times per day equal 

to 3 + the dreadmasque’s Charisma modifier. The dreadmasque also access to the Fate and Revelation inquisitions, countersong and distraction performances and the 

Justice, Protection and Purity judgments. While the investigator guise is in effect, the dreadmasque adds half her level (minimum 1) to all Knowledge (local) skill 
checks and may make all Knowledge (local) checks untrained. In addition, the dreadmasque can cause the target of a successful critical hit with her dread strike to 

become confused for 1d4 rounds at 8th level. The investigator guise might manifest itself as a reflective, long-chinned mask with a pondering mouth, and deep-set 

searching eyes.  
Judge: This guise grants the dreadmasque the ability to use brand , guidance, and light as a spell-like ability a number of times per day equal to 3 + the 

dreadmasque’s Charisma modifier. The dreadmasque also access to the Oblivion and Order inquisitions, fascinate and inspire courage performances and the Healing, 

Justice, and Resiliency judgments. While the judge guise is in effect, the dreadmasque adds half her level (minimum 1) to all Sense Motive skill checks. In addition, the 
dreadmasque can cause the target of a successful critical hit with her dread strike to become frightened for 1d4 rounds at 8th level, or panicked for 1d4 rounds at 15th 

level. The judge guise might manifest itself as a polished grey mask with an inscrutable expression of skepticism, pursed lips, and discerning eyes with one eyebrow 

raised for effect.  

Knight Adamant: This guise grants the dreadmasque the ability to use guidance, light, and virtue as a spell-like ability a number of times per day equal to 3 + the 

dreadmasque’s Charisma modifier. The dreadmasque also access to the Justice and Valor inquisitions, the countersong and inspire courage performances, and the 

Justice, Protection, and Resiliency judgments. While the knight adamant guise is in effect, the dreadmasque adds half her level (minimum 1) to all Knowledge (nobility) 
skill checks and may make all Knowledge (nobility) checks untrained. In addition, the dreadmasque can cause the target of a successful critical hit with her dread strike 

to become fatigued for 1d4 rounds at 8th level, or exhausted for 1d4 rounds at 15th level.The knight adamant guise might manifest itself as the faceplate of a great helm, 
with visor, eye slits, breathing holes, and rivets placed vertically from crown to chin.  

Petitioner: This guise grants the dreadmasque the ability to use guidance, lullaby, and message as a spell-like ability a number of times per day equal to 3 + the 

dreadmasque’s Charisma modifier. The dreadmasque also access to the Persistence and Tactics inquisitions, fascinate and inspire courage performances and the 
Healing, Protection, and Purity judgments. While the knight adamant guise is in effect, the dreadmasque adds half her level (minimum 1) to all Knowledge (religion) 

skill checks and may make all Knowledge (religion) checks untrained. In addition, a dreadmasque can cause the target of a successful critical hit with her dread strike to 

become fascinated for 1d4 rounds at 8th level. The petitioner guise might manifest itself as a common, unadorned mask with pleading eyes, a hopeful expression, and 
slight smile.  

A dreadmasque has access to any guise she knows and is currently active. This ability and deeper mask replace domain, judgment, and the inquisitor’s spellcasting 

ability.  
Dread Strike (Ex): Starting at 4th level, a dreadmasque can choose one weapon that she is proficient with as her dread weapon. Once chosen, it cannot be changed. 

Whenever the dreadmasque makes a successful critical hit with her dread weapon, the target must make a Will save (DC 10 + 1/2 the dreadmasque’s level + the 

dreadmasque’s Charisma modifier) or become shaken for 1d4 rounds. This shaken effect stacks with the effects of other shaken conditions. Alternatively, the 
dreadmasque can replace this shaken condition with a condition listed her current guise’s description.  

At 7th level the dreadmasque can imbue her weapon with the bane weapon property as a swift action as the inquisitor ability of the same name. This effect lasts for a 

number of rounds per day equal to her dreadmasque level. These rounds do not need to be consecutive. This ability replaces monster lore, bane, greater bane, and 
slayer.  

Masquerade (Su or Ex): At 3rd level and every three levels thereafter, a dread masque can learn a new bardic performance. Each performance can be used in place 

of a bardic performance granted by her guise. A dreadmasque may select the following bardic performance at the indicated level: 3rd–inspire competence; 6th–
suggestion; 9th–dirge of doom; 12th–inspire greatness; 15th–soothing performance; 18th–frightening tune. Alternatively, at each such interval, a dreadmasque can 

choose a teamwork feat that she qualifies for. This ability otherwise functions as and replaces teamwork feats. 

Quick Change (Ex): At 8th level, a dreadmasque can change between her known guises as a swift action. This ability replaces second judgment. 
Deeper Mask (Su): At 10th level, a dreadmasque gains access to both the inquisitions associated with her guise, but may only use one 1ss level power or one power 

of 6th or 8th level per day, as normal.  

Second Guise (Su): At 16th level, a dreadmasque can have two different guises active at a time. She still only has access to two inqusitions–either two from one 
guise on one from each guise, but gains access to any bardic performances and judgments granted by the two guises that are currently in effect. This ability replaces 

third judgment.  

Death Masque (Su): At 20th level, a dreadmasque can call dreadful judgment down upon a foe during combat. Whenever a dreadmasque uses her guise ability, the 
dreadmasque can invoke dreadful judgment on a foe in place of a normal judgment, as a swift action. Once declared, the dreadmasque can make a single melee (or 

ranged attack, if the foe is within 30 feet) against the target. If the attack hits, it deals double his dread strike damage and the target must make a Will save or 

become frightened for 2d6 rounds. The DC of this save is equal to 10 + 1/2 the dreadmasque's level + the dreadmasque's Charisma modifier. If the creature makes a 
successful save, it is shaken for 2 rounds. Regardless of whether or not the save is made, the target creature is immune to the dreadmasque's dreadful judgment ability 

for 24 hours. Once this ability has been used, it cannot be used again for 1d4 rounds. This ability replaces true judgment. 

 
 

Table: Dreadmasque 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special 
1st  +0  +0  +2 +2 Guise, inscrutable mien, mask 
2nd  +1  +0  +3 +3 Cunning initiative, detect alignment, track 
3rd  +2  +1  +3 +3 Guise, masquerade 
4th  +3  +1  +4 +4 Dread strike 
5th  +3  +1  +4 +4 Discern lies, guise 
6th  +4  +2  +5 +5 Masquerade 
7th  +5  +2  +5 +5 Guise 
8th  +6/+1  +2  +6 +6 Quick change  
9th  +6/+1  +3  +6 +6 Guise, masquerade 
10th  +7/+2  +3  +7 +7 Deeper mask 
11th  +8/+3  +3  +7 +7 Guise, stalwart 



12th  +9/+4  +4  +8 +8 Masquerade 
13th  +9/+4  +4  +8 +8 Guise 
14th  +10/+5  +4  +9 +9 Exploit weakness 
15th  +11/+6/+1  +5 +9 +9 Guise, masquerade 
16th  +12/+7/+2  +5  +10 +10 Second guise 
17th  +12/+7/+2  +5  +10 +10 Guise 
18th  +13/+8/+3  +6  +11 +11 Masquerade 
19th  +14/+9/+4  +6  +11 +11 Guise 
20th  +15/+10/+5  +6  +12 +12 Death masque 
 

 
 



ELEMENTAL SAVANT (Big Lemon) 

Among those that study divine magic, some become devoted to the elements as a spiritual ideal, honing their minds and bodies to exemplify what they see as divine 
traits in the natural elements of the world. These then are elemental savants, devout martial artists who wield the divine powers of fire, water, earth, and air. Called by 

the voice of the divine, elemental savants seek to understand the great mysteries of these elements by becoming one with them. Through this extraordinary relationship, 

the elemental savant can draw upon the mysteries of her chosen element to breath flame, fly through the air, walk on water, or melt into stone.  

Primary Class: Oracle.  

Secondary Class: Monk. 

Hit Die: d8.  
Bonus Skills and Ranks: The elemental savant may select three monk skills to add to her class skills in addition to the normal oracle class skills. The elemental 

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

Weapon and Armor Proficiency: The elemental savant is proficient with all simple weapons, in addition to those martial weapons proficiencies granted by her 
elemental mystery (see below). An elemental savant is proficient with light armor, but not with shields.   

Diminished Spellcasting: The elemental savant casts divine spells drawn from the cleric/oracle spell list, and gains one fewer spell of each spell level per day. If this 

reduces the number to 0, she may cast spells of that level only if her Wisdom allows bonus spells of that level. She otherwise casts spells as an oracle of equal level. 
Intuitive Mind: Unlike most oracles whose divine magic is powered by force of personality, an elemental savant uses pure willpower to master and fuel his magic. 

She uses her Wisdom, rather than her Charisma to determine all class features and effects relating to her oracle class, such as bonus spells per day, maximum spell level 

she can cast, and the save DCs of her spells.  
Elemental Mystery: This is exactly like the oracle’s mystery ability, except that the elemental savant must select the Flame, Stone, Wind, or Water mystery. In 

addition, the elemental savant is proficient with the following martial weapons according to her chosen mystery: Flame (falchion, scimitar, shortsword), Stone (light 

flail, heavy flail, warhammer), Waves (ranseur, nunchaku, trident), Wind (longbow, shortbow, shuriken). The elemental savant's chosen mystery attunes her to a certain 
element, according to the following energy type associations: Flame (fire), Stone (acid), Wind (electricity), Waves (cold). 

Elemental Curse: At 1st level, an elemental savant’s bond with one element makes her susceptible to damage from her opposing element. She takes 1 point of 

additional damage per elemental savant level from opposing energy spells and effects as determined by her mystery: Air (acid), Earth (electricity), Fire (cold), Water 

(fire). This additional damage cannot be avoided in any way, even if the savant gains access to energy immunity to the given type of energy. In addition, an elemental 

savant gains Elemental Fist as a bonus feat, even if he doesn’t meet the prerequisites. She can attempt an Elemental Fist attack a number of times per day equal to 3 + 

her Wisdom modifier.  
As the elemental savant increases in level, she can bestow one condition on the target of her unarmed attack instead of the normal energy damage granted by 

Elemental Fist. A successful Fortitude save (DC 10 + the elemental savant’s level + the elemental savant’s Wisdom modifier) reduces the condition’s effect as 

described below. At 5th level, if the elemental savant forgoes her bonus energy damage, the target becomes dazzled for 1d4 rounds. A successful Fortitude reduces this 
to 1 round.  

At 10th level, if the elemental savant forgoes her bonus energy damage, the target becomes dazed for 1d4 rounds. A successful Fortitude reduces this to 1 round. 

At 15th level, if the elemental savant forgoes her bonus energy damage, the target becomes stunned for 1 round. A successful Fortitude reduces this to shaken for 1d4 
rounds. 

If the target of the elemental savant’s Elemental Fist attacks is vulnerable to her energy type, the target receives a –2 penalty to its Fortitude save. This ability 

replaces oracle’s curse. 
Unarmed Strike: At 1st level, an elemental savant gains the monk’s unarmed strike ability, except that the damage she deals with her unarmed strike is 1d4 (1d3 for 

Small creatures). This unarmed damage increases to 1d6 (1d4) at 4th level, 1d8 (1d6) at 10th level, and 1d10 (1d8) at 16th level. This ability, elemental body, evasion, 

and tongue of the sun and the moon replace spells lost due to diminished spellcasting. 
Evasion (Ex): At 2nd level, an elemental savant gains the monk’s evasion ability. 

Elemental Body: An elemental savant 5th level or higher gain greater power and becomes more attuned to the elemental forces. She gains the following benefits as 

determined by her elemental mystery.  

Flame: At 5th level, the elemental savant gains a +2 damage bonus on all spells and effects that deal fire damage. At 13th level, the elemental savant can emit an aura 

that causes the blood of creatures within the aura to ignite upon contact with air. This effect functions as blood blaze, except that the aura has a 10-foot radius, blood 

spray deals 2d6 points of fire damage, splash damage increases to 2, and the effect lasts for 1 minute per level of the elemental savant. These minutes do not need to be 
consecutive, but must be spent in 1–minute increments. The elemental savant is immune to the damaging effects of this ability, but is subject to damage caused by other 

blood blaze spells.  

Stone: At 5th level, the elemental savant gains a +2 natural armor bonus. At 13th level, the elemental savant can stomp her foot to create a shock wave that travels 
along the ground, toppling creatures and loose objects in a 20 ft. cone-shaped spread from her square. The shock wave affects only creatures standing on the ground 

within the cone’s area. Creatures must make a Fortitude save (DC 10 + the elemental savant’s level + the elemental savant’s Wisdom modifier) or be thrown to the 

ground, become prone, and take 2d6 points of nonlethal damage. The elemental savant can use this ability once per day at 13th level, and an additional time per day 
every three levels thereafter, to a maximum of three times per day at 19th level.  

Waves: At 5th level, the elemental savant gains a +2 insight bonus on all saving throws against spells and effects that deal cold damage and those with the water 
descriptor. At 13th level, the elemental savant can move unhindered along icy surfaces for a number of 10 minutes per level each day. These minutes do not need to be 

consecutive, but must be used in 1-minute increments. This ability works like the spider climb spell, but the surfaces the elemental savant climbs must be icy. The 

elemental savant can move across icy surfaces without penalty and does not need to make Acrobatics checks to run or charge on ice. 
Wind: At 5th level, the elemental savant’s land speed is faster than the norm for his race by +10 feet. This benefit applies only when she is wearing no armor, or light 

armor, and not carrying a heavy load. Apply this bonus before modifying the elemental savant’s speed because of any load carried or armor worn. This bonus stacks 

with any other bonuses to the elemental savant’s land speed. At 13th level, the elemental savant can breathe a blast of severe wind in a 40 ft. cone. This ability works 
like the gust of wind spell, but its effect is restricted to the cone’s area. The elemental savant can use this ability once per day at 13th level, and an additional time per 

day every three levels thereafter, to a maximum of three times per day at 19th level. 

Tongue of the Sun and the Moon (Ex): At 17th level, an elemental savant gains the monk’s tongue of the sun and the moon ability. 
 

 

Table: Elemental Savant 
 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  Elemental curse, elemental mystery,    2  —  —  —  —  —  —  —  —  
     Intuitive mind, orisons, revelation,  
     unarmed strike (1d4) 
2nd  +1  +0 +3 +3  Evasion, mystery spell   3  —  —  —  —  —  —  —   —  
3rd  +2  +1 +3 +3  Revelation    4  —  —  —  —   —  —  —  —  
4th  +3  +1 +4 +4  Mystery spell, unarmed strike (1d6)   5   2  —  —  —  —  —  —  —  
5th  +3  +1 +4 +4  Elemental body   5   3  —  —  —  —  —  —  —  
6th  +4  +2 +5 +5  Mystery spell   5   4   2  —  —  —  —  —  —  
7th  +5  +2 +5 +5  Revelation   5   5   3  —  —  —  —  —  —  
8th  +6/+1  +2 +6 +6  Mystery spell   5   5   4   2  —  —  —  —  — 



9th  +6/+1  +3 +6 +6     5   5   5   3  —  —  —  —  — 
10th  +7/+2  +3 +7 +7  Mystery spell, unarmed strike (1d8)   5   5   5   4   2  —  —  —  —  
11th  +8/+3  +3 +7 +7  Revelation   5   5   5   5   3  —  —  —  —  
12th  +9/+4  +4 +8 +8  Mystery spell   5   5   5   5   4   2  —  —  —  
13th  +9/+4  +4 +8 +8     5   5   5   5   5   3  —  —  —  
14th  +10/+5  +4 +9 +9  Mystery spell   5   5   5   5   5   4   2  —  —  
15th  +11/+6/+1  +5 +9 +9  Revelation   5   5   5   5   5   5   3  —  —  
16th  +12/+7/+2  +5 +10 +10  Mystery spell, unarmed strike (1d10)   5   5   5   5   5   5   4   2  —  
17th  +12/+7/+2  +5 +10 +10  Tongue of the sun and the moon   5   5   5   5   5   5   5   3  —  
18th  +13/+8/+3  +6 +11 +11  Mystery spell   5   5   5   5   5   5   5   4   2 
19th  +14/+9/+4  +6 +11 +11  Revelation   5   5   5   5   5   5   5   5   3 
20th  +15/+10/+5  +6 +12 +12  Final revelation   5   5   5   5   5   5   5   5   5 
 

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



FACELESS THRALL (Taco Man) 
Many creatures in this world, have power to tempt mortals... angels, demons, fey, magical beasts, and horrific abominations beyond comprehension. But some see the 
power and beauty of a more simplistic being. Drawn in by the disgusting allure of the greatest of oozes, the faceless thralls are those who've performed rituals most foul, 

with one of the few, greatest masses of sentient sludge to have enough power to more than happily provide it, and the drive to actively gift it. These disturbing warriors 

spread the word of what they view as the greatest of creatures and what only madmen could find beautiful.  
Primary: Antipaladin.  

Secondary: Druid.  

Alignment: Chaotic neutral, neutral evil, or chaotic evil.  
Hit Die: d10.  

Detect Good/Law (Su): This is exactly like the antipaladin ability of the same name, except that a chaotic neutral faceless thrall can detect law instead.  

Smite Law/Smite Good (Su): This is exactly like the antipaladin’s smite good ability, except that a chaotic neutral faceless thrall can smite law instead. In addition, 
a faceless thrall uses his Wisdom modifier in place of his Charisma modifier when determining the effects of his smite law/smite good ability. 

Amorphous Anatomy (Ex): At 2nd level, a faceless thrall's body and bones become rubbery and easy to contort. The faceless thrall gains a bonus equal to his 

faceless thrall level on Escape Artist checks, can squeeze through places as if he were one size category smaller, and can make a Reflex save (DC equal to 15 + 1 for 
every 10 feet fallen) to take half damage from falling. 

At 10th level, all falling damage is considered nonlethal damage, and the faceless thrall can squeeze through places as if he were two size categories smaller than his 

size. This ability replaces unholy resistance. 
Slime Touch (Ex): Beginning at 2nd level, a faceless thrall can excrete a toxic translucent resin that surrounds his hand, causing terrible wounds on those he touches. 

Each day he can use this ability a number of times equal to 1/2 his faceless thrall level + his Wisdom modifier. As a touch attack, a faceless thrall can cause 1d6 points 

of damage for every two faceless thrall levels he possesses. Using this ability is a standard action that does not provoke attacks of opportunity. 
Alternatively, a faceless thrall can use this power to heal ooze creatures, restoring 1d6 hit points for every two levels the faceless thrall possesses. This ability is 

modified by any feat, spell, or effect that specifically works with the lay on hands paladin class feature. For example, the Extra Lay On Hands feat grants a faceless 

thrall 2 additional uses of the touch of slime class feature. This ability otherwise functions as and replaces touch of corruption.  

Ooze Empathy (Ex): At 3rd level, a faceless thrall can improve the attitude of an ooze or certain similar creatures. This ability functions just like a Diplomacy check 

made to improve the attitude of a person. The faceless thrall rolls 1d20 and adds her faceless thrall level and her Charisma modifier to determine the ooze empathy 

check result.  
Typical oozes have a starting attitude of indifferent towards the faceless thrall, while aberrations are usually unfriendly. 

To use ooze empathy, the faceless thrall and the ooze must be able to study each other, which means that they must be within 30 feet of one another under normal 

conditions. Generally, influencing an ooze in this way takes 1 minute but, as with influencing people, it might take more or less time. This ability replaces aura of 
cowardice. 

Excretions (Ex): At 3rd level, and every three levels thereafter, a faceless thrall learns to secrete the natural toxins of slimes and oozes and can select one excretion. 

Each excretion adds an effect to the faceless thrall’s caustic touch ability. Whenever the faceless thrall uses caustic touch to deal damage to one target, the target also 
receives the additional effect from one of the excretions possessed by the faceless thrall. This choice is made when the touch is used. The target receives 

a Fortitude save to avoid the effects of this excretion. If the save is successful, the target takes the damage as normal, but not the effects of the excretion. The DC of this 

save is equal to 10 + 1/2 the faceless thrall’s level + the faceless thrall’s Wisdom modifier.  
At 3rd level, the faceless thrall can select from the following initial excretions.  

 Fatigued: The target is fatigued. 

 Sickened: The target is sickened for 1 round per level of the faceless thrall. 
 Slowed: The target’s speed is reduced by 10 feet for 1 round per faceless thrall level.  

At 6th level, the faceless thrall adds the following excretions to the list of those that can be selected.  

 Caustic: The target is drenched in caustic ooze for 1 round per two faceless thrall levels. This ooze deals an amount of acid damage equal to 2d6 + the faceless 

thrall’s Wisdom modifier in the first round, plus an additional amount of acid damage per round thereafter equal to the faceless thrall’s Wisdom modifier. The 

target can make a Fortitude save for half damage.  

 Debilitated: The target suffers 1d4 points of temporary Dexterity damage for 1 round per two faceless thrall levels. A successful Fortitude saving throw negates 
this effect. The faceless thrall must have the slowed excretion before selecting this excretion. 

 Infirmed: The target takes 1d4 points of temporary Constitution damage for 1 round per two faceless thrall levels. A successful Fortitude saving throw negates this 

effect. The faceless thrall must have the fatigued excretion before selecting this excretion. 
 Weakened: The target takes 1d4 points of temporary Strength damage for 1 round per two faceless thrall levels. A successful Fortitude saving throw negates this 

effect. The faceless thrall must have the sickened excretion before selecting this excretion. 

At 9th level, the faceless thrall adds the following excretions to the list of those that can be selected.  
 Anchored: The target is affixed with a sticky tendril of sludge. The target is entangled and cannot move more than 5 feet away from the faceless thrall for 1 round 

per two faceless thrall levels. The tendril can be removed by making an opposing Strength check (a standard action), or by dealing an amount of slashing damage 
to the tendril to drop it to zero or more hit points. The tendril has an AC of 11 and a number of hit points equal to 1/2 the faceless thrall’s level. In addition, while 

this anchoring tendril is in effect, the faceless thrall gains a +4 bonus to his attack rolls against the target, but cannot himself move more than 5 feet away from the 

target. The faceless thrall can release the tendril as a free action. Only one target can be affected by this excretion at a time.  
 Exhausted: The target is exhausted. The faceless thrall must have the fatigued excretion before selecting this excretion. 

 Nauseated: The target is nauseated for 1 round per three levels of the faceless thrall. The faceless thrall must have the sickened excretion before selecting this 

excretion. 
At 12th level, the faceless thrall adds the following excretions to the list of those that can be selected.  

 Distracted: The target’s mind becomes distracted and takes a penalty to all attack rolls equal to the faceless thrall’s Wisdom modifier for 1 round per four faceless 

thrall levels. If the target is a spellcaster, any spells with verbal or somatic components have a 25% chance of spell failure.  
 Feebleminded: The target suffers 1d6 points of temporary Intelligence damage for 1 round per three faceless thrall levels. A successful Will saving throw negates 

this effect. The faceless thrall must have the weakened excretion before selecting this excretion. 

 Maddened: The target takes 1d6 points of temporary Wisdom damage for 1 round per three faceless thrall levels. A successful Will saving throw negates this 
effect. The faceless thrall must have the debilitated excretion before selecting this excretion. 

 Repressed: The target suffers 1d6 points of temporary Charisma damage for 1 round per three faceless thrall levels. A successful Will saving throw negates this 

effect. The faceless thrall must have the infirmed excretion before selecting this excretion. 
These abilities are not cumulative. For example, a 12th-level faceless thrall’s slime touch ability deals 6d6 points of damage and might also cause the target to 

become fatigued, anchored, nauseated, or maddened. Once an excretion is chosen, it can’t be changed. This ability otherwise functions as and replaces cruelties. 

Spellcasting: A faceless thrall adds the following new spells to his spell list at the indicated spell levels: 2nd–ichorous rupture, ooze burst, ooze rider, ooze wound; 

3rd–touch of ooze; 4th–invocation of the faceless lord. A faceless thrall otherwise learns, prepares, and casts spells as an sntipaladin equal to his faceless thrall level.  
Sludge Boon (Su): Upon reaching 5th level, the faceless thrall recieves a boon from his faceless lord. This boon takes one of two forms: 

The first form is a bond with the environments in which oozes exist. The faceless thrall may select one of the following domains (or related subdomains): Cave, 

Earth (Radiation), Mudbog, Ooze (Slime), Poison, Water (Rivers). For the purpose of determining the faceless thrall’s domain abilities, the faceless thrall’s equivalent 
cleric level is equal to her faceless thrall level –3. In addition, the faceless thrall adds her 1st and 2nd level domains spells to the antipaladin spell list as 1st- and 2nd-

level antipaladin spells respectively, but adds his 3rd and 4th level domain spells as 3rd-level antipaladin spells, and his 5th and 6th level domain spells as 4th-level 

antipaladin spells . 



The second type of bond allows the faceless thrall to gain the service of an ooze servant. This functions as the antipaladin’s fiendish servant of the Fiendish Bond 

class feature, except that the faceless thrall can only gain the service of a single ooze from Table: Summon Monster Alternatives below. At 11th level, the ooze servant 
gains the entropic or fiendish template.  

This ability otherwise functions as and replaces fiendish boon. 

 

Table: Summon Monster Alternatives 
 

3rd Level Type(s) Source 

Choleric ooze swarm Ooze  AP43 
Diger Ooze  THC 

Gelatinous orb Ooze    RR 

Jelly, tar Ooze    RR 
Jelly, whip Ooze  THC 

Mold, slime Ooze    B2 

Ooze, garden Ooze    B3 
 

4th Level Subtype(s) Source 

Cube, frost Ooze  DDR 
Cube, gelatinous Ooze    B1 

Freezing flow Ooze    B4 

Hungry flesh Ooze    B4 
Jelly, stun Ooze  THC 

Lightning bladder Ooze  TH4 

Mudbog Ooze  THC 
Ooze, crystal Ooze    B1 

Ooze, emerald Ooze    RR 

Ooze, gray Ooze    B1 
Ooze, hag eye Ooze  AP72 

Ooze, id Ooze    B1 

Ooze, mercury Ooze  THC 
Sewer sludge Ooze  TH4 

Slime mold Ooze  THC 

Slithering tracker Ooze    B2 
 

5th Level Subtype(s) Source 

Cube, ebony Ooze  DDR 

Cube, electric Ooze  DDR 

Ectoplasm Ooze  THC 
Globster Ooze    B3 

Hungry fog Ooze    B3 

Jelly, jolly Ooze  TH4 

Jelly, ochre Ooze    B1 

Livestone Ooze  THC 

Ooze, ebon Ooze  TH4 
Ooze, glacial Ooze  THC 

Ooze, metallic Ooze  THC 

Ooze, undead Ooze  THC 
Ooze, vendurous Ooze  AP35 

Pudding, blood Ooze  THC 

Pudding, white Ooze  THC 
Sea scourge Ooze  IS 

Spawn of Jubelix Ooze  TH4 

Tear of burning flame Ooze  LCG 
Tear of nuruu’gal Ooze  LCG 

 

6th Level Subtype(s) Source 

Jelly, mustard Ooze  THC 

Ooze, brain Ooze    B3 

Ooze, deathtrap Ooze    B3 

Ooze, magma Ooze    B2 

Ooze, vampiric Ooze  THC 

Pudding, black Ooze    B1 
Pudding, brown Ooze  THC 

Pudding, dun Ooze  THC 

Shard slag Ooze    B4 
Trapper Ooze    FF 

 

7th Level Subtype(s) Source 

Color out of space  Ooze    B4 

Jelly, tyrant Ooze    B4 

Living mirage Ooze  OLP 
Ooze, coven Ooze  AP72 

Ooze, entropic Ooze  THC 

Pudding, stone Ooze  THC 
 

8th Level Subtype(s) Source 

Ooze, capacitor Ooze  NLFS 
Ooze, carnivorous crystal Ooze    B3 



Ooze, greater vendruous Ooze  AP35 

Ooze, putrid Ooze  AP76 
Vespergaunt Ooze   ISB 

 

9th Level Subtype(s) Source 

Carnivorous blob Ooze    B2 

Living monolith Ooze  TH4 

 
*AP (Pathfinder RPG Adventure Path), B1 (Bestiary), B2 (Bestiary 2), B3 (Bestiary 3), B4 (Bestiary 4), DDR (Dungeon Denizens Revisited), FF (Forgotten Foes), IS (Isle of Shackles), ISB 

(Inner Sea Bestiary), LCG (Lost Cities of Galorian), NLFS (Pathfinder Campaign Setting: Numeria, Land of Fallen Stars), OLP (Pathfinder Campaign Setting: Osirion, Legacy of Pharaohs ), 

RR (Remarkable Races: Compendium of Unusual PC Races, Pathway to Adventure Edition), TH4 (Tome of Horrors 4), THC (Tome of Horrors Complete) 

 
Slime Guard (Ex): At 8th level, a faceless thrall is constantly surrounded by a cloud of translucent goo. All enemies within 10 feet of a faceless thrall are subject to 

an entangle spell. This effect does not stack with the entangle effect of the anchored excretion. This ability functions only while the faceless thrall is conscious, not if he 
is unconscious or dead. This ability replaces aura of despair.  

Ooze Form (Ex): At 11th level, a faceless thrall’s anatomy changes to become more amorphous and ooze-like, reducing the chance of a mortal wound. When 

a critical hit or sneak attack is scored on the faceless thrall, there is a 25% chance that the critical hit or sneak attack is negated and damage is instead rolled 
normally. Furthermore, he gains a +4 bonus to his CMD to resist being tripped or grappled. This ability replaces aura of vengeance.  

Slime Slurry (Su): At 14th level, a faceless thrall’s amorphous form grants him DR 10/slashing. In addition, once per day, whenever the faceless thrall is attacked by 

a slashing weapon, he can split himself into two as a standard action. This functions as the vomit twin spell, except that it lasts for 10 minutes and both the faceless thrall 
and his twin are reduced by one size category for the duration of the effect (apply size adjustments). When the duration ends, the faceless thrall and twin merge together 

again, or he may end the effect before the 10 minutes have expired. This ability replaces aura of sin.  

Greater Ooze Form (Su): At 17th level, a faceless thrall can squeeze through places as if he were three categories smaller than his size. In addition, the chance that 

critical hits or sneak attacks are negated and damage is rolled normally increases to 50%, and the bonus to his CMD to resist being tripped or grappled increases to +8. 

This ability replaces aura of depravity. 

Champion of Jubelix (Su): At 20th level, a faceless thrall is immune to poison, paralysis, polymorph, sleep effects, and stunning. Also, she is no longer subject 
to flanking, and there is a 50% chance that the critical hit or sneak attack is negated and damage is instead rolled normally. In addition, a faceless thrall can choose to be 

treated as his base type or an ooze for the purpose of what spells affect him. This ability replaces unholy champion. 

 
 

NEW SPELLS 
 

Ooze Wound  
School conjuration; Level alchemist 3, antipaladin 2, cleric/oracle 3, druid 3, shaman 3, sorcerer/wizard 3, witch 3 

CASTING 

Casting Time 1 standard action  
Components S, M (varies; see table below) 

EFFECT 

Range touch 
Duration 1 minute/level  
Saving Throw Fortitude negates; Spell Resistance no 

DESCRIPTION 

While ooze wound is in effect, if the subject takes bleed or slashing/piercing damage, an ooze (or swarm) spawns in an adjacent square from the drops 
of blood at the start of the next round. This ooze creature has a number of hit points equal to the amount of bleed, slashing, or piercing damage dealt, 
and moves with the subject in an adjacent square. Any additional bleed, slashing, or piercing damage taken by the target of the spell while it is in effect 
is added to the ooze creature as additional hit points. 
 
The type of ooze or swarm the spawns is determined by the spell’s material component as shown on the following table.   
 
Table: Material Component Options  
Components Creature 
50 gp  Giant amoeba or amoeba swarm  
Acid (1 flask)  Choleric ooze swarm  
Blood (1 vial) + 25 gp  Sanguine ooze swarm  
Bottled filth (1 flask) +25 gp  Boilborn  
Liquid Ice (1 flask)  Melancholic ooze swarm  
Poison (1 vial; Wis or Int damage) Amber ooze  
Unholy Water (1 vial)  Phlegmatic ooze swarm  
 
 

Ichorous Rupture 
School conjuration; Level alchemist 2, antipaladin 2, cleric/oracle 2, shaman 2, sorcerer/wizard 2, witch 2; Domain slime 2 

CASTING 

Casting Time 1 standard action  
Components V, S, M (glass vial of acid) 

EFFECT 

Target area (5 ft. radius) 
Range close (25 ft. + 5 ft//2 levels 
Duration 1 round/2 levels 
Saving Throw none (see below); Spell Resistance no  

DESCRIPTION 

The caster crushes or breaks the vial of acid on the ground, creating a small crag in the ground. A corrosive slime immediately emerges from the crap 
and attempts to grapple a random creature with 5 feet of the crag. The slime has 1 Hit Dice per 2 caster levels and a combat maneuver bonus equal to 
20 + the caster’s level. Any creature that the ooze attempts to grapple can make a combat maneuver defense check against the ooze’s grapple check. 
Any creature grappled by the slime, and any metal equipment it is wearing suffers 1d6+2 points of acid damage each round.  
 



 

Ooze Burst 
School transmutation; Level alchemist 3, antipaladin 2, cleric/oracle 3, druid 3, witch 3; Domain ooze 3 

CASTING 

Casting Time 1 standard action  
Components V, S 

EFFECT 

Range touch/self 
Target single ooze 
Duration 1 round/level 
Saving Throw Fortitude negates or Reflex save for half damage (see below); Spell Resistance no  

DESCRIPTION 

The caster imbues a single ooze of Small or greater size with the following special ability. 
 
Death Throes (Su)  
When killed, the ooze bursts in a 5-foot radius (+5 feet per size category above Small) that deals an amount of energy damage (acid, cold, electricity, or 
fire; type determined by the caster) per size category (see table below), plus 1 damage per caster level. A successful Reflex save (DC 15 + caster level) 
halves damage. In addition, if the ooze is of neutral or better demeanor towards the caster, each round, the caster may attempt to burst the slime as a 
free action, dealing an amount of damage to the ooze equal to the ooze’s burst damage +2d6 points of damage per 3 caster levels. 
 
Table: Slime Burst Energy Damage  
Size Burst  Damage 
Small 5 ft. 1d6 
Medium 10 ft. 2d6 
Large 15 ft. 3d6 
Huge 20 ft. 4d6 
Gargantuan 25 ft. 5d6 
Colossal 30 ft. 6d6 
 
 

Invocation of the Faceless Lord 
School conjuration (chaotic, evil); Level alchemist 6, antipaladin 4, cleric/oracle 7, druid 7, sorcerer/wizard 8; Domain ooze 7  

CASTING 

Casting Time 1 hour  
Components V, S, M (500 gp, or an equivalent in gems or goods), F (15-ft ritual circle, made of filth, sludge, or acid)  

EFFECT 

Range close (25 ft. + 5 ft./2 levels) 
Effect one summoned creature (see below) 
Duration 6 hours 
Saving Throw none; Spell Resistance no  

DESCRIPTION 

The caster creates a 15-foot radius circle made of foul, noxious substances on the ground. The caster must then make a monetary tribute to an ancient, 
demonic ooze deep within the fouls layers of the Abyss. Once the casting is complete, the demonic ooze spews forth a number of ooze swarms as listed 
below 
 
Summoned Swarms 
2d4 choleric ooze swarms  
1d6+2 melancholic ooze swarms  
3d4+1 phlegmatic ooze swarms  
2d6+2 sanguine ooze swarms  
 
All summoned swarms have the apocalypse swarm template, and remain for 6 hours before returning to the Abyss. Once summoned, the swarms move 
to patrol a 500-foot radius area around the ritual circle. These swarms are hostile to all non-oozes (excluding the caster), and immediately attack any 
creatures that enter the patrol area. If no creatures are encountered, the swarms devour all foliage within the 500-foot patrol area, and nothing will grow 
in this area again without magical or divine intervention. 
 
 

Touch of Ooze 
School conjuration (creation) [disease]; Level alchemist 4, antipaladin 3, cleric/oracle 4, shaman 5, witch 5; Domain ooze 4  

CASTING 

Casting Time 1 standard action  
Components V, S, M (a drop of acid and a black glass sphere)  

EFFECT 

Range close (25 ft. + 5 ft./2 levels) 
Target living creature touched 
Duration instantaneous 
Saving Throw Fortitude negates; Spell Resistance yes  

DESCRIPTION 

This spell functions as the touch of slime spell, except that if the target fails its saving throw, it suffers an additional amount of acid damage equal to 2d6 
+ the caster’s level and is infused with an amber ooze.   
 
 

Ooze Rider 
School conjuration; Level alchemist 4, antipaladin 2, cleric/oracle 2, shaman 3, sorcerer/wizard 2, witch 3 

CASTING 



Casting Time 1 standard action  
Components V, S, M (a drop of acid and a black glass sphere)  

EFFECT 

Range touch/self 
Duration 1 hour/level 
Saving Throw none; Spell Resistance yes  

DESCRIPTION 

The caster designates one friendly ooze adjacent to him that is at least one size category larger than the caster. The caster is harmlessly drawn into a 
rapidly forming air-bubble within the ooze. The ooze is now considered the caster's mount for the purpose of movement, and any feats the caster has. 
Also, the caster is treated as being swallowed whole for the purpose of making attacks and casting spells against the caster.  

 
 

Table: Faceless Thrall 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +2  Aura of evil, detect good, smite good/law 1/day  —  —  —  — 
2nd  +2  +3  +0  +3  Amorphous anatomy, slime touch  —  —  —  — 
3rd  +3  +3  +1  +3  Excretion, ooze empathy, plague bringer  —  —  —  — 
4th  +4  +4  +1  +4  Channel negative energy, smite good/law 2/day   0  —  —  — 
5th  +5  +4  +1  +4  Sludge boon   1  —  —  — 
6th  +6/+1  +5  +2  +5  Excretion   1  —  —  — 
7th  +7/+2  +5  +2  +5  Smite good/law 3/day   1   0  —  — 
8th  +8/+3  +6  +2  +6  Slime guard    1   1  —  — 
9th  +9/+4  +6  +3  +6  Excretion   2   1  —  — 
10th  +10/+5  +7  +3  +7  Smite good/law 4/day   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Ooze form   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Excretion   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Smite good/law 5/day   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Slime slurry   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Excretion   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Smite good/law 6/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Greater ooze form   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Excretion   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Smite good/law 7/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Champion of Jubelix   4   4   3   3 

 

  



GODSBLADE APOSTATE (Christos Gurd) 
It is known that those who have been touched by the hand of divinity are forever changed by it. There are enigmatic forces that are not afraid to capitalize on this, 
targeting former and current agents of the divine such as warpriests. Such warpriest become known as godblade apostates, and wield a twisted form of their former 

power for their new patrons.  

Primary Class: Warpriest. 

Secondary Class: Witch.  

Alignment: Any. 

Hit Dice: d8.  
Bonus Skills and Ranks: The godsblade apostate may select three witch skills to add to his class skills in addition to the normal warpriest class skills. The 

godsblade apostate gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The godsblade apostate is proficient with all simple and martial weapons, and the favored weapon of his deity. He is also 
proficient with all types or armor (heavy, light, and medium) and with shields (except tower shields). If the godsblade apostate worships a deity with unarmed strike as 

its favored weapon, the godsblade apostate gains Improved Unarmed Strike as a bonus feat. 

Aura (Su): This is exactly like the warpriest’s ability of the same name, except that the godsblade apostate has a particularly powerful aura (as a cleric) 
corresponding to his own alignment, rather than his deity's alignment. 

Divine Patronage: Whenever a godsblade apostate uses his hexes or any witch related ability, he uses his Wisdom instead of his Intelligence to determine the effects 

of those abilities. 
Blessings (Su): This is exactly like the warpriest’s blessing ability, except for the following changes. At 1st level, a godsblade apostate may select only one blessing 

granted by his deity. He must also select a witch’s patron. This patron is a vague and mysterious force, granting the godsblade apostate additional power for reasons that 

he might not entirely understand. While these forces need not be named, they typically hold influence over one of the forces listed in the witch’s patron spells class 
feature. A godsblade apostate cannot select a patron that is in opposition to his chosen blessing. For example, a godsblade apostate that has selected the darkness 

blessing could not choose the light patron. 

At 2nd level, a godsblade apostate’s gains new spells from his patron. These spells are automatically added to the godsblade apostate’s list of spells. The spells 

gained depend upon the patron chosen. At 2nd level the godsblade apostate adds his first patron spell to his list of 1st-level spells, and each subsequent spell to his next 

level of spells every three levels thereafter, up to his sixth patron spell at 17th level.  

In addition, the godsblade apostate can cast bestow curse (as a spell-like ability) as a minor blessing. At 10th level, he can cast greater bestow curse (as a spell-like 
ability) as a major blessing.  

Sacred Weapon (Su): The godsblade apostate adds conductive to the list of weapon special abilities with which to enhance his sacred weapon.  

Hex: At 3rd level, a godsblade apostate gains the witch’s hex ability and may select one hex. Every three levels beyond 3rd, he can choose an additional hex. This 
ability and major hex replace bonus feats. 

The godsblade apostate may choose any hex listed in the witch’s hex class feature that does not oppose his alignment, or from the following hexes restricted to the 

Godsblade Apostate multiclass archetype.   
Deathwatch (Su): A godsblade apostate can determine the condition of creatures near death. This acts as deathwatch, but the effect lasts for 1 minute.  

Detect Infidel (Su): A godsblade apostate can detect worshipers of other deities (mortal worshipers, outsider servants, and so on). This acts as detect the faithful, but 

allows the godsblade apostate to determine the location and presence of worshipers of specific deity. The specific deity is determined when the hex is used.  
Divine Investiture (Su): A godsblade apostate can expend two uses of his fervor as part of using this hex to bestow a blessing of divine providence upon a number of 

allies equal to his Wisdom modifier within 30 feet. This grants the affected allies the benefits of any one of the following currently active class features he possesses: 

blessing, sacred weapon, sacred armor. This effect lasts for a number of rounds equal to 1/2 the godsblade apostate’s level (minimum 1). Once a creature has benefited 
from the divine investiture hex, it cannot benefit from it again for 24 hours.  

Moral Conviction (Su): A godsblade apostate can release a 30-foot burst of energy that causes any creature of an opposing alignment to become sickened whenever it 

comes within 30 feet of him. The effect lasts for a number of hours equal to the godsblade apostate’s level. A Fortitude save negates effect. If an affected creature is a 

member of an enemy sect, the creature is nauseated instead. Once a creature has been subject to the moral conviction hex, it cannot be affected by it again for 24 hours. 

This hex has no effect on a creature that is already sickened (or nauseated if from an enemy sect). Unlike normal sickened or nauseated conditions, the effect ends as 

soon as the creature leaves the 30-foot area or the hex’s duration expires, whichever comes first. 
Stabilize (Su): A godsblade apostate can release a burst of divine energy that stabilizes a number of allies within 30 feet equal to her Charisma modifier and prevent 

them from dying. This acts as stabilize, but the target become disabled and its hit points increase to 0. Once a creature has benefited from the stabilize hex, it cannot 

benefit from it again for 24 hours. 
Major Hex: At 12th level, a godsblade apostate gains the witch’s major hex ability. The godsblade apostate may choose any major hex listed in the witch’s major 

hex class feature that does not oppose her alignment, or from the following major hexes restricted to the Godsblade Apostate multiclass archetype.   

Curse Ward (Su): Once per day, whenever the godsblade apostate rolls a saving throw against a curse (such as a witch’s hex, or a bestow curse spell), he may reroll 
the saving throw as an immediate action. The godsblade apostate must decide to use this hex before the results of the saving throw are revealed. He must take the 

second roll, even if it is worse. 
Delay Curse (Su): A godsblade apaostate can suppress the effects of a single curse on a creature. This acts as abeyance and the effect lasts for 24 hours. Once a 

creature has benefited from the halt curse major hex, it cannot benefit from it again, even if the hex is used by a different godsblade apostate, or the abeyance spell is 

cast upon the creature.  
Unwilling Conversion (Su): A godsblade apostate can expend two uses of his fervor as part of using this hex to temporarily convert a creature from an enemy sect to 

his own. This acts as charm person, but the target’s alignment is temporarily changed to that of the godsblade apostate and is considered in all ways as a faithful 

member of the godsblade apostate’s sect. This effect lasts for a number of minutes equal to his godsblade apostate level. Will save negates this effect. Whether or not 
the save is successful, a creature cannot be the target of this major hex again for 1 day.  

If the target creature casts divine spells (has levels in cleric, warpriest, or other divine spellcasting class), the creature now receives its spells from the godsblade 

apostate’s deity until the duration of the hex expires. Once this effect ends, the affected creature is considered to have grossly violated the code of conduct of its god and 
loses all spells and class features, except for its armor, shield, weapon proficiencies, and bonus feats. The creature cannot thereafter gain levels in its divine spellcaster 

class until it atones for its deeds (see the atonement spell). 

Ex-Warpriests: An ex-warpriest can trade any or all his warpriest class levels for an equal number of levels in the Godsblade Apostate multiclass archetype.  
 

 

Table: Godsblade Apostate 
 Base     Sacred 
Class Attack Fort Ref Will  Weapon    Spells per Day 
Level Bonus Save Save Save Special  Damage 0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Aura, blessings (minor), divine patronage, 1d6   3   1  —  —  —  —  — 
     focus weapon, orisons, sacred weapon 
2nd  +1  +3  +0 +3 Fervor 1d6 1d6   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Hex 1d6   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Channel energy, sacred weapon +1 1d6   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Fervor 2d6 1d8   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Hex 1d8   5   4   3  —  —  —  — 



7th  +5  +5  +2 +5 Sacred armor +1 1d8   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Fervor 3d6, sacred weapon +2 1d8   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Hex 1d8   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Blessings (major), sacred armor +2 1d10   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Fervor 4d6 1d10   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Hex, major hex, sacred weapon +3 1d10   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Sacred armor +3 1d10   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Fervor 5d6 1d10   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Hex 2d6   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Sacred armor +4, sacred weapon +4 2d6   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Fervor 6d6 2d6   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Hex 2d6   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Sacred armor +5 2d6   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Aspect of war, fervor 7d6, sacred  2d8   5   5   5   5   5   5   5 
     weapon +5 



GRENADE ZEALOT (Vero) 
A combination of the inquisitor’s guile and alchemist’s alchemical know-how, the grenade zealot wields bombs on behalf of her deity, in an attempt to spread the word 
and bring offenders to justice. Grenade zealots are unwavering fanatics, charged by their gods to perform a task, fulfill a destiny, or slay the enemies of the faith. By 

enabling her judgments, the grenade zealot can lob her bombs to destroy her opponents, disable them, or shake them to the very core.  

Primary Class: Inquisitor. 

Secondary Class: Alchemist. 

Alignment: Any. 

Hit Dice: d8. 
Bonus Skills and Ranks: The grenade zealot may select three alchemist skills to add to his class skills in addition to his normal inquisitor class skills. The grenade 

zealot gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: A grenade zealot is proficient with all simple weapons and bombs, plus the favored weapon of her deity. She is also proficient 
with light armor, medium armor, and shields (except tower shields). 

Alchemy (Su): At 1st level, a grenade zealot gains the alchemist's alchemy class ability. However, she can only create mundane alchemy items and bombs. She 

cannot create extracts or mutagens. In addition, a grenade zealot gains a competence bonus equal to 1/2 her grenade zealot level on Craft (alchemy) checks when 
crafting these items. This ability replaces stern gaze. 

Unshakable Faith (Ex): At 1st level, a grenade zealot gains the Throw Anything feat as a bonus feat. A grenade zealot adds her Wisdom modifier to damage done 

with splash weapons, including the splash damage if any. This bonus damage is already included in the bomb class feature. This ability replaces monster lore.  
Bombs (Su): At 1st level, a grenade zealot gains the alchemist’s bomb ability, except that a grenade zealot can use a number of bombs each day equal to her grenade 

zealot level + her Wisdom modifier, and the save DC of her bombs is equal to 10 + 1/2 the grenade zealot’s level + the grenade zealot’s Wisdom modifier. A grenade 

zealot’s bombs deal 1d6 points of damage at 1st level, and an additional 1d6 points of damage at 4th level and every three levels thereafter, to a maximum of 7d6 at 
20th level. This ability replaces the inquisitor’s domain, greater bane, and third judgment.  

Judgment (Su): This is exactly like the inquisitor ability of the same name, except that whenever a grenade zealot uses the destruction, justice, or smiting judgment, 

she also applies the bonuses to her bombs while they are in effect.  

Discoveries: At 3rd level and every three levels thereafter, a grenade zealot gains one alchemist discovery. The grenade zealot may only select bomb discoveries, or 

the demolition charge, explosive missile, fire brand, and ranged baptism discovery. A grenade zealot counts as a goblin for any discovery with a racial prerequisite. A 

grenade zealot must otherwise meet the prerequisites for these discoveries as normal. 
A grenade zealot may also choose from the following new discoveries restricted to the Grenade Zealot multiclass archetype, and have a save DC equal to 10 + 1/ the 

grenade zealot’s level + the grenade zealot’s Wisdom modifier.  

Final Verdict (Su): A grenade zealot can sacrifice 2d6 points of bomb damage. The target must make a successful Will save or become staggered for 1 round per two 
levels of grenade zealot. The grenade zealot must be at least 6th level to select this discovery.  

Stay of Execution (Su): A grenade zealot with this discovery deals nonlethal bomb damage to her target and all creatures adjacent to it. The target must also make a 

Fortitude save or be knocked prone. When using this discovery, a grenade zealot’s bomb does not deal splash damage.  
Word of Accusation (Su): A grenade zealot can sacrifice 1d6 points of bomb damage. The target must make a successful Will save or become shaken for 1 round per 

level of grenade zealot. 

Word of Condemnation (Su): A grenade zealot can sacrifice 2d6 points of bomb damage. The target must make a successful Will save or become frightened for 1 
round per two levels of grenade zealot. The grenade zealot must be at least 6th level and have the word of accusation discovery.  

Word of Damnation (Su): A grenade zealot can sacrifice 3d6 points of bomb damage. The target must make a successful Will save or become panicked for 1 round 

per three levels of grenade zealot. The grenade zealot must be at least 12th level and have the word of condemnation discovery.  
In addition, a grenade zealot may also select the Extra Bombs feat in place of a discovery. This ability replaces teamwork feats.  

Swift Alchemy (Ex): At 3rd level, a grenade zealot gains the alchemist’s swift alchemy ability. This ability replaces solo tactics. 

True Judgment (Su): This ability also applies to a grenade zealot's bombs.  

 

Table: Grenade Zealot 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Alchemy, bomb 1d6, judgment 1/day, orisons,   1  —  —  —  —  — 
     unshakable faith 
2nd  +1  +3  +0 +3 Cunning initiative, detect alignment, track   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Bomb 2d6, discovery, swift alchemy   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Judgment 2/day   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bane, discern lies   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Discovery   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Bomb 3d6, judgment 3/day   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Second judgment   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bomb 4d6, discovery   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Judgment 4/day   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Stalwart   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Discovery   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Bomb 5d6, judgment 5/day   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Exploit weakness   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Bomb 6d6, discovery   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Judgment 6/day   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Slayer   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Discovery   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Bomb 7d6, judgment 7/day   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 True judgment   5   5   5   5   5   5 
 



GUN PROPHET (+5 Toaster) 
Some see the rise in firearms as a natural progression of warfare. For the gun prophet however, firearms are an expression of a new age. Empowered by this recognition, 
gin prophets use firearms as a symbol for a new age. In fact they tie their very powers to their guns.  

Primary: Oracle.  

Secondary: Gunslinger.  

Alignment: Any. 

Hit Dice: d6. 

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

Weapon and Armor Proficiency: The gun prophet proficient with all simple weapons, all firearms, with light armor, medium armor, and with shields (except tower 

shields). Some oracle revelations grant additional proficiencies. 
Diminished Spellcasting: The gun prophet casts divine spells drawn from the cleric/oracle spell list, and gains one fewer spell of each spell level per day. She 

otherwise learns, prepares, and casts spells as a cleric of equal level. 

Divine Grit (Ex): At 1st level, a gun prophet gains the gunslinger’s grit ability, but uses her Charisma modifier to determine her number of grit points. This ability 

replaces the revelation gained at 1st level.  

Mystery of the Gun: A gun prophet combines mysticism with the cold hard steel of firearms. This ability is exactly like the oracle’s mystery ability except for the 

following changes. A gun prophet replaces associated bonus spells granted by his mystery with the following spells: abundant ammunition (2nd), reloading hands (4th), 

flash fire (6th), named bullet (8th), named bullet, greater (12th).  

At 3rd level, a gun prophet can select a deed from the gunslinger’s list of 1st level deeds in place of a revelation. At 7th level and every four levels thereafter, she can 

select a deed from each subsequent level of deeds or lower in place of a revelation, up to 15th level deeds.  

Deeds: At 3rd level, a gun prophet gains the gunslinger’s deeds ability, and chooses two 1st level deeds. At 5th level and every four levels thereafter, she can select 

two deeds from each subsequent level of deeds, up to 15th level deeds at 17th level. This ability replaces spell lost due to diminished spellcasting.  

 

NEW ORACLE’S CURSES 
The following oracle’s curse may be selected by any oracle. 

Gunbound (Ex): An oracle gains the gunslinger's gunsmith ability. When her battered firearm gains the broken condition, the oracle takes a –2 penalty to her caster 

level until it is repaired. In addition an oracle cannot lower the misfire chance to less than 1. When wielding her battered firearm, an oracle may treat it as a divine focus 

for the purposes of her oracle spellcasting. At 5th level, an oracle adds half her Charisma modifier to her battered gun damage rolls. At 10th level, she may use her full 

Charisma modifier. At 15th level, she no longer receives a –2 penalty to her caster level when her battered firearm has the broken condition. In addition, an oracle may 

reroll a misfire chance with her battered firearm once per day. This ability replaces oracle’s curse. 

 

 

Table: Gun Prophet 
 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  Deeds, diminished spellcasting, divine grit,   2  —  —  —  —  —  —  —  — 

     mystery of the gun, oracle’s curse,  orisons 
2nd  +1  +0 +3 +3  Mystery spell   3  —  —  —  —  —  —  —   —  
3rd  +2  +1 +3 +3  Revelation   4  —  —  —  —   —  —  —  —  
4th  +3  +1 +4 +4  Mystery spell   5   2  —  —  —  —  —  —  —  
5th  +3  +1 +4 +4  Deeds   5   3  —  —  —  —  —  —  —  
6th  +4  +2 +5 +5  Mystery spell   5   4   2  —  —  —  —  —  —  
7th  +5  +2 +5 +5  Revelation   5   5   3  —  —  —  —  —  —  
8th  +6/+1  +2 +6 +6  Mystery spell   5   5   4   2  —  —  —  —  — 
9th  +6/+1  +3 +6 +6  Deeds   5   5   5   3  —  —  —  —  — 
10th  +7/+2  +3 +7 +7  Mystery spell   5   5   5   4   2  —  —  —  —  
11th  +8/+3  +3 +7 +7  Revelation   5   5   5   5   3  —  —  —  —  
12th  +9/+4  +4 +8 +8  Mystery spell   5   5   5   5   4   2  —  —  —  
13th  +9/+4  +4 +8 +8  Deeds   5   5   5   5   5   3  —  —  —  
14th  +10/+5  +4 +9 +9  Mystery spell   5   5   5   5   5   4   2  —  —  
15th  +11/+6/+1  +5 +9 +9  Revelation   5   5   5   5   5   5   3  —  —  
16th  +12/+7/+2  +5 +10 +10  Mystery spell   5   5   5   5   5   5   4   2  —  
17th  +12/+7/+2  +5 +10 +10  Deeds   5   5   5   5   5   5   5   3  —  
18th  +13/+8/+3  +6 +11 +11  Mystery spell   5   5   5   5   5   5   5   4   2 
19th  +14/+9/+4  +6 +11 +11  Revelation   5   5   5   5   5   5   5   5   3 
20th  +15/+10/+5  +6 +12 +12  Final revelation   5   5   5   5   5   5   5   5   5 
 



HALLOWED GUNMAN 
 
 

Primary Class: Paladin.  

Secondary Class: Gunslinger.  

Alignment: Lawful good.  

Hit Dice: d10.  

Bonus Skills and Ranks: The hallowed gunman selects three gunslinger skills to add to her class skills in addition to the normal paladin class skills. The hallowed 
gunman gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The hallowed gunman is proficient with all simple and martial weapons, firearms, and with light and medium armor, but not with 

shields. 
Spellcasting: The hallowed gunman casts divine spells drawn from the paladin spell list, and adds the following spells to her 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†, recoil fire†, reloading hands†, reinforce armaments (communal)†, stabilize powder†, tactical acumen†; 3rd level–flash fire†, name bullet†; 4th level–
named bullet (greater)†, pellet blast†. (†Ultimate Combat) 

Gunsmith: A hallowed gunman gains the gunslinger’s gunsmith ability. This ability replaces smite evil 1/day and divine health.  

Precise Shot: At 1st level, a hallowed gunman gains Precise Shot as a bonus feat, even if she doesn’t meet the prerequisites. This ability replaces heavy armor 
proficiency. 

Deeds (Ex): At 3rd level, a hallowed gunman gains the gunslinger’s deeds ability, and gains access to 1st level deeds. Every four levels beyond 3rd, the hallowed 

gunman gains access each subsequent level of deeds (3rd, 7th, etc.), up to 15th level deeds at 19th level.  
In addition, the hallowed gunman swaps three deeds for the following deeds. 

Merciful Shot (Su): At 7th level, as long as the hallowed gunman has 1 grit point, she can choose instead to deal an amount of nonlethal damage equal to the damage 

dealt with her firearm. This deed replaces the utility shot deed. 

Channeling Shot (Su): At 11th level, as long as a hallowed gunman has at least 1 grit point, she can channel positive energy into her firearm. As a move action, a 

hallowed gunman can spend one use of her channel positive energy ability to charge a single loaded bullet with positive energy. As a standard action, a hallowed 

gunman can make a single attack at her highest attack bonus with her firearm. If the attack hits, the target takes normal damage from the attack, while the bullet 
detonates on impact, unleashing positive energy in a 30-foot burst centered on the target. If the attack misses or results in a misfire, the hallowed gunman’s use of 

channel positive energy is wasted. If the hallowed gunman deals damage against an evil creature (or a creature with the evil subtype) when using this deed, she can 

spend 1 grit point to improve her firearm reloading action by one step (standard action to move action, move action to swift action, swift action to free action) for a 
number of rounds equal to the hallowed gunman’s Charisma modifier. This effect stacks with the Rapid Reload feat and the lighting reload deed, up to a free action. 

This deed replaces the startling shot deed. 

Impeding Shot (Ex): At 15th level, a hallowed gunman can spend 1 grit point to slow an opponent’s reactions. As a standard action, a hallowed gunman can make an 
attack at her highest attack bonus. If the attack hits, the target’s speed is reduced by 5 feet, and it receives a –2 penalty to AC all Reflex saves for a number of rounds 

equal to the hallowed gunman’s Charisma modifier. This deed replaces the bleeding wound deed. 

This ability and holy grit replace lay on hands and mercy. 
Holy Grit (Ex): At 3rd level, a hallowed gunman gains the gunslinger’s grit ability, except that the hallowed gunman gains a number of grit points equal to her 

Charisma modifier (minimum 1). In addition to the normal methods of regaining grit, the hallowed gunman can regain 1 grit if she renders an opponent unconscious 

with the merciful shot deed. The hallowed gunman also regains 1 grit if an opponent peacefully surrenders to her while using a firearm. This counts as defeating her 
opponent with a firearm.  

Channel Positive Energy (Su): This is exactly like the paladin ability of the same name, except that the hallowed gunman loses his lay on hand ability and cannot 

spend uses of that ability to channel positive. Instead, the hallowed gunman can channel positive energy a number of times per day equal to 3 + her Charisma modifier.  

Smite Evil (Su): This is exactly like the paladin ability of the same name, except that the hallowed gunman can smite evil once per day at 4th level, plus an 

additional time per day every three levels thereafter, up to six times per day at 19th level. In addition, if a hallowed gunman makes a firearm attack in conjunction with 

her smite evil ability, she can spend 1 grit point as an immediate action to recover her ammo from that attack as if it had not been discharged, regardless of whether the 
attack was successful or not.  

Divine Bond (Ex): This is exactly like the paladin ability of the same name, except that the hallowed gunman must take the weapon bond in the form of a firearm.  

Hunter’s Blessing (Su): At 11th level, a hallowed gunman can expend a use of her smite evil ability as a swift action to grant herself and all allies within 10 feet the 
Deadly Aim, Precise Shot, and Improved Precise Shot feats, even if they lack the prerequisites. The effects last for 1 minute. Evil creatures gain no benefit from this 

ability. This ability replaces aura of justice. 

Holy Gun (Su): At 20th level, a hallowed gunman picks one deed that she has access to and that she must spend grit to perform. She can perform this deed for 1 grit 
point fewer (minimum 0) than usual. If the number of grit points to perform a deed is reduced to 0, the hallowed gunman can perform this deed as long as she has at 

least 1 grit point. If a deed could already be performed as long as she had at least 1 grit point, she can now perform that deed even when she has no grit points. In 
addition, whenever a hallowed gunman uses smite evil and successfully strikes an evil outsider with her firearm, the outsider is also subject to a banishment, using her 

hallowed gunman level as the caster level (her weapon and holy symbol automatically count as objects that the subject hates). After the banishment effect and the 

damage from the attack is resolved, the smite immediately ends. If the holy gunman uses the channeling shot deed, she also deals the maximum amount of channeling 
damage with her attack. This ability replaces holy champion.  

 

Table: Hallowed Gunman 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Aura of good, detect evil, gunsmith, precise shot  —  —  —  — 
2nd  +2  +3  +0  +3  Divine grace   —  —  —  — 
3rd  +3  +3  +1  +3  Aura of courage, deeds, holy grit  —  —  —  — 
4th  +4  +4  +1  +4  Channel positive energy, smite evil 1/day   0  —  —  — 
5th  +5  +4  +1  +4  Divine bond   1  —  —  — 
6th  +6/+1  +5  +2  +5     1  —  —  — 
7th  +7/+2  +5  +2  +5  Deeds, smite evil 2/day   1   0  —  — 
8th  +8/+3  +6  +2  +6  Aura of resolve    1   1  —  — 
9th  +9/+4  +6  +3  +6     2   1  —  — 
10th  +10/+5  +7  +3  +7  Smite evil 3/day   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Deeds, hunter’s blessing   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8     2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Smite evil 4/day   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Aura of faith   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Deeds   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Smite evil 5/day   3   3   2   1 



17th  +17/+12/+7/+2  +10  +5  +10  Aura of righteousness   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11     4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Deeds, smite evil 6/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Holy gun   4   4   3   3 
 

Smite evil 1/day, divine health = Gunsmith 

Lay on hands = Deeds  

Mercy = Holy grit 
Holy champion = Holy gun 

 

 



HAND OF FAITH (Quintin) 
Paladins are no stranger to training one’s body in order to fight the pawns of injustice, however some take it a step further and turn their bodies into weapons 
themselves, rending all evil in their path no matter their defenses. 

Primary Class: Paladin.  

Secondary Class: Monk.  

Alignment: Lawful good.  

Hit Dice: d10.  

Bonus Skills and Ranks: The hand of faith selects three monk skills to add to his class skills in addition to the normal paladin class skills. At 1st level, a hand of 
faith may select the monk’s Acrobatics skill in place of the paladin’s Ride skill. The hand of faith gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The hand of faith is proficient with all simple and monk weapons, and with five martial weapons of his choice. The hand of faith 

is proficient with light and medium armor, and with light shields, and the buckler.  
Code of Conduct: A hand of faith must adhere to the guidelines presented in the paladin’s code of conduct. 

Monastic Seminary (Ex): The hand of faith can modify his divine focus so that the powers granted to him by his deity are dependent upon his willpower and 

intuition instead of strength of personality. Upon learning this discipline, the hand of faith replaces all Charisma-based requirements for all paladin abilities to that of 
Wisdom-based. The hand of faith must select this ability at 1st level, and once selected it cannot be changed.  

Smite Evil (Su): This is exactly like the paladin’s ability of the same name, except that this ability also applies to his unarmed strikes.  

Unarmed Strike: At 1st level, a hand of faith gains the monk’s unarmed strike ability, except that the hand of faith deals unarmed damage as indicated on Table: 
Hand of Faith. This ability counts for any feat with Improved Unarmed Strike as its prerequisite.  

Divine Grace (Su): This is exactly like to the paladin’s ability of the same name, but the hand of faith adds only half his Wisdom or Charisma (see Monastic 

Seminary) modifier to all saving throws.  
Divine Stance (Ex): At 2nd level, whenever a hand of faith selects a combat feat, he counts 1/2 his level as his fighter level for any combat feats with fighter level 

requirements. The hand of faith otherwise counts his hand of faith level as his paladin or monk level for any feats with base attack bonus, class, or level requirements, 

such as Style feats. This ability replaces divine health.  

Merciful Trance (Su): Beginning at 3rd level, a hand of faith can enter a meditative trance to remove a condition that is currently affecting him. At 3rd level, and 

every three levels thereafter, a hand of faith can select one mercy from those listed in the paladin’s mercy ability. Whenever the hand of faith uses merciful trance, he 

can remove all the conditions of each mercy he’s chosen. Merciful trance 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. A hand of faith can use merciful trance a number of times 

per day equal to 3 + his Wisdom or Charisma modifier (see Monastic Seminary), as a standard action. This ability otherwise functions as and replaces mercy.  

Divine Quickening (Su): At 4th level, a hand of faith is blessed with divine powers that augment his physical prowess. The hand of faith gains a ki pool that has a 
number of points equal to 1/2 his hand of faith level (see below) + his Wisdom or Charisma (see Monastic Seminary) modifier. At 4th level, and every 2 levels 

thereafter, a hand of faith can select a ki power for which he qualifies from those listed in the qinggong monk archetype entry (see p.52 of Ultimate Magic). These 

powers are also dependant upon the hand of faith’s Wisdom or Charisma ability (see Monastic Seminary). This ability functions like the qinggong monk’s ki power 
(which is part of the monk’s Ki Pool class feature), except that the hand of faith’s effective monk level when determining the number of points in his ki pool is equal to 

his hand of faith level –3. Thus, a 7th level hand of faith would have a number of ki points in his pool equal to 2 + his Wisdom or Charisma modifier. This ability 

replaces lay on hands and the paladin’s spellcasting ability.  
The hand of faith replaces the following qinggong monk ki powers with the listed spells below, at the indicated level. (*Advanced Player’s Guide, **Ultimate Magic, 

†Ultimate Combat) 

 
Level Qinggong Monk Ki Power  New Ki Power 
4th Hydralic push  Litany of righteousness† (2 points)  
4th Scorching ray  Vestment of the champion** (1 point) 
6th Gaseous form  Burst of speed† (2 points) 
6th Hydraulic torrent  Water walk (1 point) 
8th Poison  Cure moderate wounds (1 point) 
10th  Ki leech  Divine transfer* (2 points) 
10th Spit venom Force punch** (2 points) 
14th Blood crow strike Fire of vengeance* (2 points)  
14th Cold ice strike  Leashed shackle** (3 points) 
 

Divine Bond (Sp): At 5th level, a hand of faith must select the weapon bond, and can only enhance a weapon that he is proficient with, including his unarmed 
strikes. If the hand of faith chooses to enhance his unarmed strikes, he gains the monk’s flurry of blows while the bond is in effect. This ability otherwise functions as 

and replaces divine bond. 
At 5th level, the hand of faith that enhances his unarmed strike may make one additional attack using any combination of unarmed strikes or attacks with a special 

monk as if using the Two-Weapon Fighting feat (even if he does not meet the prerequisites for the feat). For the purpose of these attacks, the hand of faith uses his 

normal base attack bonus.  
At 12th level, the hand of faith can make two additional attacks with his flurry of blows, as if using Improved Two-Weapon Fighting (even if the hand of faith does 

not meet the prerequisites for the feat). 

At 19th level, the hand of faith can make three additional attacks with his flurry of blows, as if using Greater Two-Weapon Fighting (even if the hand of faith does 
not meet the prerequisites for the feat).  

Aura of Faith: This is exactly like the paladin’s ability of the same name, except that this ability also applies to the hand of faith’s unarmed strikes.  

 
 

Table: Hand of Faith 
 Base  
Class Attack Fort Ref Will  Unarmed 
Level Bonus Save Save Save Special  Damage 
1st  +1  +0  +2  +2  Aura of good, detect evil, monastic seminary, 1d4 
     smite evil 1/day, unarmed strike 
2nd  +2  +0  +3  +3  Divine grace, divine stance 1d4 
3rd  +3  +1  +3  +3  Aura of courage, merciful trance 1d4 
4th  +4  +1  +4  +4  Channel positive energy, quickening power 1d4 
     smite evil 2/day  
5th  +5  +1  +4  +4  Divine bond 1d6 
6th  +6/+1  +2  +5  +5  Merciful trance, quickening power 1d6 
7th  +7/+2  +2  +5  +5  Smite evil 3/day 1d6 
8th  +8/+3  +2  +6  +6  Aura of resolve, quickening power 1d6 
9th  +9/+4  +3  +6  +6  Merciful trance 1d8 



10th  +10/+5  +3  +7  +7  Smite evil 4/day, quickening power 1d8 
11th  +11/+6/+1  +3  +7  +7  Aura of justice 1d8 
12th  +12/+7/+2  +4  +8  +8  Merciful trance, quickening power 1d8 
13th  +13/+8/+3  +4  +8  +8  Smite evil 5/day    1d10 
14th  +14/+9/+4  +4  +9  +9  Aura of faith, quickening power    1d10 
15th  +15/+10/+5 +5  +9  +9  Merciful trance    1d10 
16th  +16/+11/+6/+1  +5  +10  +10  Smite evil 6/day, quickening power    1d10 
17th  +17/+12/+7/+2  +5  +10  +10  Aura of righteousness 2d6 
18th  +18/+13/+8/+3  +6  +11  +11  Merciful trance, quickening power 2d6 
19th  +19/+14/+9/+4  +6 +11 +11  Smite evil 7/day 2d6 
20th  +20/+15/+10/+5  +6  +12 +12  Holy champion, quickening power 2d6 



HERETIC THEOLOGIST (Bardess) 
While heresies emerge within the various religions in several different forms, most orders have a history of exacting punishment upon those who become perverted or 
those bold souls who neither accept nor live according to the dictates of their order’s dogma. Despite this, some heretics boldly proclaim their heretical views in open 

opposition towards the ecclesiastical hierarchy of their church, while others strictly adhere to their order’s teachings, posing as pious practitioners of the faith in an 

attempt to influence the masses, and guide them towards the new light and understanding they have received. Although the heretic theologist is not necessarily opposed 

to the leaders or doctrines of his faith, he does believe he has found a different path to honoring her god–one that deals with abstract mysteries, binding pacts, and secret 

initiations meant to reveal greater understanding of the divine being they claim to worship. The heretic theologist continues to receive spells from his god, while 

simultaneously gaining access to more mysterious and eldritch abilities, all of which stem from the same divine source. While genuine seekers of divine truth view this 
as a sign that the heretic theologist has found a new path towards greater enlightenment, she is often viewed as confused and misguided by her superiors as pertaining to 

the truths and doctrines sanctioned by her order.  

Primary Class: Cleric.  
Secondary Class: Witch.  

Alignment: Any.  

Hit Dice: d8. 
Bonus Skills and Ranks: The heretic theologist may select three witch skills to add to her class skills in addition to the normal clerci class skills. The heretic 

theologist gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The heretic theologist is proficient with all simple weapons and the favored weapon of her deity. She is also proficient with light 
armor, medium armor, and with shields (except tower shields).  

Spellcasting: A heretic theologist casts divine spells drawn from the cleric spell list and a number of additional spells drawn from the witch spell list. Like other 

spellcasters, a heretic theologist can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: Heretic Theologist.  
To prepare her spells, she must commune with her divine familiar (see Divine Familiar), and casts any witch’s spells that she has prepared as divine spells. A heretic 

theologist otherwise casts spells as a cleric equal to her heretic theologist level. In addition, she receives bonus spells per day if she has a high Wisdom score.  

Domain: This is exactly like the cleric ability of the same name, except that the heretic theologist gains access to only a single domain among those granted by her 

deity. The heretic theologist may also select the new Witchcraft domain, even if her deity doesn’t normally grant it.  

Heretic’s Familiar (Ex): At 1st level, a heretic theologist gains the witch’s familiar ability. However, unlike a normal witch’s familiar, hers is actually an aspect of 

her deity that serves as a divine conduit directly to her deity. In this way, she is able to work outside the normal confines of her church’s hierarchy and serve her deity as 
she sees fit without reprisal from other members of her church’s clergy.  

A heretic theologist must commune with her familiar each day to prepare her spells. A heretic theologist’s familiar begins play storing all 0–level and 1st–level cleric 

spells (including all subsequent levels of cleric spells as she gains experience), and all 0–level witch’s spells. The heretic theologist also selects a number of additional 
1st-level witch spells equal to her Wisdom modifier to store in her familiar. At each new heretic theologist level, she adds one new spells of any spell level or levels that 

she can cast (based on her new heretic theologist level) from the witch’s spell list to her familiar. However, unlike a witch’s familiar, a heretic theologist cannot add 

additional witch’s spells to her familiar through any ritual or similar method. If the familiar is lost or dies, the heretic theologist can no longer cast witch spells, but 
continues to cast cleric spells with a –2 penalty to her caster level until she replaces it (see Familiars in the Core Rulebook). The new familiar knows all the witch spells 

known by the previous familiar. This ability replaces channel energy 1d6, 5d6, and 9d6.  

Patron: At 1st level, a heretic theologist selects a patron from those listed in the witch class description. Her chosen patron is considered her second domain and 
adds her patron spells to her list of domain spells. She can cast any patron spells their equivalent domain spell slots as if they were domain spells. This ability and hex 

replace the cleric’s second domain.  

Sanctioned Heresy: A heretic theologist has an unorthodox view on faith, religion, and moral ethics. As such, a heretic theologist can have an alignment very 
different from that of her deity without losing her powers. However, an evil cleric of a good deity would soon attract the wrath of her church once discovered (and visa 

versa). Beginning at 1st level, a heretic theologist can cast a cleric or witch spell that opposes her alignment or that of her deity (see Chaotic, Evil, Good, and Lawful 

spells) once per day. At 4th level and every three levels thereafter, a heretic theologist can cast such spells an additional time per day, up to a maximum of seven times 

per day at 19th level. This ability replaces spontaneous casting.  

Channel Energy (Su): This is exactly like the cleric ability of the same name, except that the amount of damage dealt or healed by the heretic theologist is equal to 

1d6 points of damage at 2nd level, plus 1d6 points of damage for every three heretic theologist levels beyond 2nd (2d6 at 5th, 3d6 at 8th, and so on), as indicated on 
Table: Heretic Theologist.  

Hex: At 3rd level, a heretic theologist gains the witch’s hex ability. She may choose a hex at 3rd level and again at 6th level and every six levels thereafter. At 12th 

level, whenever she could select a hex, she can choose a major hex instead.  
Domains: The following domains complement the heretic theologist multiclass archetype: Knowledge, Luck, Magic, Madness, and Rune.  

Patrons: The following patrons complement the heretic theologist multiclass archetype: Ancestors, Boundaries, Deception, Devotion, Enchantment, Fate, Healing, 

Insanity, Occult, Portents, Spirits, Trickery, and Wisdom. 
 

NEW SUBDOMAIN  

The following new subdomain may be selected by anyone with the domain class feature, and complements the heretic theologist multiclass archetype. 
 

Witchcraft Subdomain  
Associated Domain: Magic.  

Replacement Power: The following granted power replaces the dispelling touch power of the Magic domain.  
Esoteric Knowledge (Su): At 8th level, you can choose one witch hex. At 12th and 16th level you can choose an additional witch hex (but not a major hex or grand 

hex). You can use these hexes as a witch equal to 1/2 your cleric level. If you have levels in a class that grants the hex ability, these levels stack for the purpose of 

determining your hex use.  
Replacement Domain Spells: 2nd–owl’s wisdom, 3rd–bestow curse, 6th–major curse. 

 

 

Table: Heretic Theologist 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  Aura, domain, heretic’s familiar, orisons,   3 1+1  —  —  —  —  —  —  —  —  
     patron, sanctioned heresy 1/day 
2nd  +1  +3  +0  +3  Channel energy 1d6   4 2+1  —  —  —  —  —  —  —   —  
3rd  +2  +3  +1  +3  Hex   4 2+1 1+1  —  —  —   —  —  —  —  
4th  +3  +4  +1  +4  Sanctioned heresy 2/day   4 3+1 2+1  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4  Channel energy 2d6   4 3+1 2+1 1+1  —  —  —  —  —  —  
6th  +4  +5  +2  +5  Hex   4 3+1 3+1 2+1  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Sanctioned heresy 3/day   4 4+1 3+1 2+1 1+1  —  —  —  —  —  
8th  +6/+1  +6  +2  +6  Channel energy 3d6   4 4+1 3+1 3+1 2+1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6     4 4+1 4+1 3+1 2+1 1+1  —  —  —  — 



10th  +7/+2  +7  +3  +7  Sanctioned heresy 4/day   4 4+1 4+1 3+1 3+1 2+1  —  —  —  — 
11th  +8/+3  +7  +3  +7  Channel energy 4d6   4 4+1 4+1 4+1 3+1 2+1 1+1  —  —  —  
12th  +9/+4  +8  +4  +8  Hex, major hex   4 4+1 4+1 4+1 3+1 3+1 2+1  —  —  — 
13th  +9/+4  +8  +4  +8  Sanctioned heresy 5/day   4 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  —  
14th  +10/+5  +9  +4  +9  Channel energy 5d6   4 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  — 
15th  +11/+6/+1  +9  +5  +9     4 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  
16th  +12/+7/+2  +10  +5  +10  Sanctioned heresy 6/day   4 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  
17th  +12/+7/+2  +10  +5  +10  Channel energy 6d6   4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  
18th  +13/+8/+3  +11  +6  +11  Hex   4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1 
19th  +14/+9/+4  +11  +6  +11  Sanctioned heresy 7/day   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 
20th  +15/+10/+5  +12  +6  +12  Channel energy 7d6   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 
 



HOLY MAGI (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 knight 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 knights number both men and women among their 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: Paladin.  
Secondary Class: Magus. 

Alignment: Any good.  

Hit Die: d10.  
Bonus Skills and Ranks: The holy magi may select three magus skills to add to her class skills in addition to the normal paladin class skills. The holy magi gains a 

number of ranks at each level equal to 2 + Int modifier.  

Weapon and Armor Proficiency: The holy magi is proficient with all simple and martial weapon, with light and medium armor, and with shields (except tower 
shields). A holy magi 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, a holy magi wearing heavy armor incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass holy 

magi still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Spellcasting: The holy magi casts arcane spells drawn from the paladin spell list, and adds the following magus spells to that list at the indicated spell levels: 1st 

level—burning hands, mount, reinforce armaments†, returning weapon†; 2nd level—acid arrow, reloading hands†, scorching ray; 3rd level—flame arrow, force 

punch**, versatile weapon*; 4th level—dragon’s breath*, pellet blast†, shout. A holy magi otherwise casts spells as a paladin equal to her holy magi level. (Advanced 
Player’s Guide*, Ultimate Magic**, Ultimate Combat†) 

Aura of Magic (Su): A holy magi has a particularly powerful aura corresponding to magical energies within her. This functions much like a cleric’s alignment aura, 

but is arcane in nature and becomes more powerful as the holy magi gains levels (see the detect magic spell for details). This aura is also the source from which the holy 

magi’s auras are derived. A detect magic spell will reveal any magical items upon the holy magi’s person, but if they are of a lower power level than her aura, they 

remain unrevealed as magical until they are beyond the aura’s radius. Thus, a holy magi can use her aura of magic to mask the power level of her own magical items, or 

those of her allies who are within 5 feet of her. In addition, a holy magi’s aura of magic can be affected by the magic aura spell or magic that alters or hides the magical 
aura emitted by objects. This ability replaces heavy armor proficiency.  

Detect Magic (Sp): At will, a holy magi can use detect magic, as the spell. A holy magi can, as a move action, concentrate on a single item or individual within 60 

feet and determine if it is magical, learning the strength of its aura as if having studied it for 3 rounds. While focusing on one individual or object, the holy magi does 
not detect magic in any other object or individual within range. This ability replaces detect evil. 

Eldritch Smite (Su): Once per day, a holy magi can channel her eldritch energies to strike her opponent for extra damage. As a swift action, the holy magic can 

designate one opponent as the target of her eldritch smite. The holy magi adds her Charisma bonus (if any) to her attack rolls and adds her holy magi level to all damage 
rolls made against the target of her smite. If the target of the smite is a evil creature with levels in an arcane spellcasting class (bard, magus, sorcerer, summoner, 

wizard, or witch), the bonus to damage on the first successful attack increases to 2 points of damage per level the holy magi possesses. Regardless of the target, eldritch 

smite attacks automatically bypass any DR the creature might possess. 
In addition, while eldritch smite is in effect, the holy magus gains a deflection bonus equal to her Charisma modifier (if any) to her AC against attacks made by the 

target of the eldritch smite. The eldritch smite effect remains until the target of the smite is dead or for a number of rounds equal to the holy magi’s Charisma modifier. 

At 4th level, and at every three levels thereafter, the holy magi may make an eldritch smite one additional time per day, as indicated on Table: Holy Magi, to a 
maximum of seven times per day at 19th level. This ability otherwise functions as and replaces smite evil.  

Arcane Pool (Su): At 2nd level, a holy magi gains the magus’ arcane pool ability, except that she uses her Charisma modifier to determine the number of points in 

her arcane pool. At 2nd level, a magus can expend 1 point from his arcane pool as a swift action to grant any weapon he is holding a +1 enhancement bonus for 1 

minute. At 5th level and every three levels thereafter, the weapon gains another +1 enhancement bonus, to a maximum of +6 at 20th level. These bonuses can be added 

to the weapon, stacking with existing weapon enhancement to a maximum of +5. Multiple uses of this ability do not stack with themselves. 

At 5th level, these bonuses can be used to add any of the following weapon properties: defending, flaming, flaming burst, frost, holy,  icy burst, keen, shock, shocking 
burst, speed, or vorpal. This ability otherwise functions as arcane pool and replaces divine bond. 

Hands of the Magi (Su): Beginning at 2nd level, a holy magi can channel arcane energies from her aura of magic to damage an opponent by touch. Each day she 

can use this ability a number of times equal to 1/2 her holy magi level plus her Charisma modifier. With one use of this ability, a holy magi can deal 1d6 hit points of 
damage for every two holy magi levels she possesses. Using this ability is a standard action. Despite the name of this ability, a holy magi only needs one free hand to 

use this ability. Using hands of the magi requires a successful melee touch attack and doesn't provoke an attack of opportunity. Creatures that take damage from hands 

of the magi receive a Will save to halve the damage. The DC of this save is equal to 10 + 1/2 the holy magi's level + the holy magi's Charisma modifier. This ability 
replaces lay on hands.  

Arcane Aura (Su): At 5th level, a holy magi can expend one use of her hands of the magi ability to create different aura effects. Using this ability creates a single 
aura effect in a 10-ft. radius emanation for 1 minute. An arcane aura affects only allies that are within the aura’s radius. All bonuses granted by arcane auras are arcane 

bonuses, which stack with all other bonus types. A holy magi can choose whether or not to include herself in the effect. 

A holy magi learns three auras at 5th level, and one additional aura every three levels thereafter (8th, 11th, 14th, etc.) to a maximum of nine at 20th level. Only one 
arcane aura may be active at any given time. Arcane auras can be activated or deactivated as a swift action. A holy magi can choose from the following auras. 

Aura of Counterspelling: Allied spellcasters gain the benefits of the Improved Counterspell feat until the aura ends.  

Aura of Empowerment: Allied spellcasters can cast a single spell as if he had used the Empowered Spell metamagic feat without spending a higher level spell slot. 
The holy magi must be at least 8th level before selecting this aura.  

Aura of Enlargement: Allied spellcasters can cast a single spell as if he had used the Enlarge Spell metamagic feat without spending a higher level spell slot. The 

holy magi must be at least 8th level before selecting this aura.  
Aura of Enlightenment: Allies gain a +2 bonus to a single skill check made while within the aura’s radius. This bonus increases to +4 at 11th level, and +6 at 17th 

level.  

Aura of Extension: Allied spellcasters can cast a single spell as if he had used the Extend Spell metamagic feat without spending a higher level spell slot. The holy 
magi must be at least 8th level before selecting this aura.   

Aura of Focusing: Allied spellcasters increase the save DC of any spell cast while within the aura’s radius by 1. The DC of any spell cast within the aura increases by 

2 at 11th level, and 3 at 17th level.  
Aura of Heightening: Allied spellcasters can cast a single spell as if it were 1 level higher (as the Heightened Spell metamagic feat) without spending a higher level 

spell slot. This spell is treated as if it were 2 levels higher at 11th level, and 3 levels higher at 17th level. The holy magi must be at least 8th level before selecting this 

aura. 
Aura of Maximizing: Allied spellcasters can cast a single spell as if he had used the Maximized Spell metamagic feat without spending a higher level spell slot. The 

holy magi must be at least 11th level before selecting this aura. 

Aura of Penetration: Allied spellcasters gain a +2 bonus on caster level checks (1d20 + caster level) made to overcome a creature's spell resistance. This bonus 
increases to +3 at 11th level, and +4 at 17th level. This bonus stacks with those granted from the Spell Penetration and Greater Spell Penetration feats.  

Aura of Protection: Allies gain a +1 bonus to their AC. This bonus increases to +2 at 8th level, +3 at 11th level, +4 at 17th level, and +5 at 20th level.  

Aura of Prowess: Allies gain a +1 bonus to their attack and damage rolls. This bonus increases to +2 at 8th level, +3 at 11th level, +4 at 17th level, and +5 at 20th 
level. 



Aura of Quickening: Allied spellcasters can cast a single spell as if he had used the Quicken Spell metamagic feat without spending a higher level spell slot. The holy 

magi must be at least 14th level before selecting this aura. 
Aura of Reduction: Allies gain DR 2/evil while within the aura’s radius. This increases to DR 5/evil at 14th level, and DR 10/evil at 20th level. The holy magi must 

be at least 8th level before selecting this aura. 

Aura of Resistance: Allies gain a +1 bonus to all saving throws. This bonus increases to +2 at 8th level, +3 at 11th level, +4 at 17th level, and +5 at 20th level.  

Aura of Silencing: Allied spellcasters can cast a single spell as if it used the Silent Spell metamagic feat without spending a higher level spell slot. The holy magi 

must be at least 8th level before selecting this aura. 

Aura of Stillness: Allied spellcasters can cast a single spell as if it used the Still Spell metamagic feat without spending a higher level spell slot. The holy magi must 
be at least 8th level before selecting this aura. 

Aura of Virtue: Allies treat their weapons as good-aligned for the purposes of overcoming Damage Reduction. The holy magi must be at least 14th level before 

selecting this aura. 
Aura of Warding: A single ally within the aura’s radius gains the benefits of a shield other spell until the aura ends.  

Aura of Widening: Allied spellcasters can cast a single spell as if it used the Widen Spell metamagic feat without spending a higher level spell slot. The holy magi 

must be at least 14th level before selecting this aura. 
If the activated auras from two or more holy magis overlap each other, any allies caught within the radius of each aura gains the benefits of all. However, the effects 

of similar overlapping auras do not stack, and only the benefits from the highest level holy magi’s aura are used. A holy magi cannot select an individual aura more than 

once. This ability replaces aura of resolve, aura of justice, aura of faith, and aura of righteousness. 
Mercy (Su): This is exactly like the paladin ability of the same name, except that the holy magi must expend 1 point from her arcane pool and touch the target him to 

receive the effects from all of the mercies possessed by the holy magi. Alternatively, whenever a holy magi could select a mercy, she can choose a magus arcana for 

which she qualifies instead.  
Shape Arcane Energy (Su): At 4th level, a holy magi can expend two uses of her hands of the magi to form its arcane energies into different effects. Creatures that 

take damage from shaped arcane energy receive a Will save to halve the damage. The DC of this save is equal to 10 + 1/2 the holy magi's level + the holy magi’s 

Charisma modifier. A holy magi that shapes her arcane energies can create one of the following effects. 

Bolt: The holy magi can unleash a powerful bolt of arcane energy that deals 2d6 points of damage plus 1/2 his holy magi level. This damage increases by 1d6+1 

points of damage for every two holy magi levels beyond 4th (3d6 at 6th, 4d6 at 8th, and so on). Creatures that take damage from channeled arcane energy receive 

a Will save to halve the damage. This effect otherwise functions as lightning bolt.  
Burst: The holy magi can create a burst of arcane energy that deals 2d6 points of damage plus 1d6 points of damage for every two holy magi levels beyond 4th (3d6 

at 6th, 4d6 at 8th, and so on). This effect otherwise functions as fireball, but it does not set combustibles on fire.  
Missiles: The holy magi can unleash a missile of arcane energy that automatically strikes a foe, as magic missile. The arcane missile deals 2d6 points of damage. For 

every two levels beyond 4th, the holy magi can create an additional missile–two at 8th level, three at 12th, four at 16th, and the maximum of five missiles at 20th level 

or higher. When shooting multiple missiles, the holy magi can strike a single creature or several creatures. A single missile can strike only one creature. The holy magi 
must designate targets before any check for spell resistance or damage is rolled damage. 

A holy magi uses her level as her effective level when shaping arcane energy. Channeling arcane energy is a standard action that does not provoke an attack of 

opportunity. This ability replaces channel positive energy.  
Eldritch Champion (Su): At 20th level, a holy magi becomes a conduit for her arcane energies. She gains DR 5/evil. Whenever she uses eldritch smite and 

successfully strikes her designated target, the target is also subject to a hold monster spell, using her holy magi level as the caster level. After the hold monster effect 

and the damage from the attack is resolved, the smite immediately ends. In addition, whenever she uses arcane aura, she can maintain two auras at the same time. This 
ability replaces holy champion.  

 

 

Table: Table: Holy Magi 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Aura of good, aura of magic, detect magic,  —  —  —  — 
     eldritch smite 1/day  
2nd  +2  +3  +0  +3  Arcane pool, divine grace, hands of the magi   —  —  —  — 
3rd  +3  +3  +1  +3  Aura of courage, divine health, mercy  —  —  —  — 
4th  +4  +4  +1  +4  Eldritch smite 2/day, shape arcane energy   0  —  —  — 
5th  +5  +4  +1  +4  Arcane aura   1  —  —  — 
6th  +6/+1  +5  +2  +5  Mercy   1  —  —  — 
7th  +7/+2  +5  +2  +5  Eldritch smite 3/day   1   0  —  — 
8th  +8/+3  +6  +2  +6  Arcane aura   1   1  —  — 
9th  +9/+4  +6  +3  +6  Mercy   2   1  —  — 
10th  +10/+5  +7  +3  +7  Eldritch smite 4/day   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Arcane aura   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Mercy   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Eldritch smite 5/day   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Arcane aura   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Mercy   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Eldritch smite 6/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Arcane aura   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Mercy   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Eldritch smite 7/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Arcane aura, eldritch champion   4   4   3   3 
 
  



INSPIRED EXALT (OSW)   
Chosen, blessed, and anointed by their deities, inspired exalts are the vanguards of spiritual power. Eschewing the more mystical and outward displays of divine magic, 
inspired exalts instead forge a direct connection to the spark of divinity that provides intuition, prescience, and acumen both in battle and in mundane tasks. 

Primary Class: Warpriest.  

Secondary Class: Investigator.  

Alignment: Any.  

Hit Dice: d8. 

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

Weapon and Armor Proficiency: The inspired exalt is proficient with all simple and martial weapons, plus the favored weapon of his deity. He is also proficient 

withal types of armor (heavy, light, and medium) and with shields (except tower shields). If the inspired exalt worships a deity with unarmed strike as its favored 
weapon, the inspired exalt gains Improved Unarmed Strike as a bonus feat. 

Divine Inspiration (Ex): At 1st level, an inspired exalt gains the investigator’s inspiration ability, except that the inspired exalt uses his Wisdom (instead of 

Intelligence) to determine the number of uses in his inspiration pool. He can also use inspiration on any Wisdom-based skill check instead of Knowledge, and Spellcraft 
checks. This ability replaces sacred weapon.  

Divine Shield (Su): Starting at 2nd level, an inspired exalt becomes protected from the divine ministrations of other deities. He gains a +2 resistance bonus on Will 

saves made against channeled energy and adds this to any Will saves made to halve the damage and resist the effect. A good inspired exalt (or one who worships a good 
deity) gains this bonus against channeled negative energy. An evil inspired exalt (or one who worships an evil deity) gains this bonus against channeled positive energy. 

A neutral inspired exalt who worships a neutral deity (or one who is not devoted to a particular deity) must choose whether he gains this bonus against channeled 

positive or negative energy. This bonus increases to +4 at 5th level, +6 at 8th level, and +8 at 11th level. At 14th level, the inspired exalt becomes completely immune 
to his chosen channeled energy. Due to the nature of this ability, an inspired exalt that is resistant to positive energy is instead treated as undead for the purpose of how 

channeled negative energy affects him. This ability replaces channel energy.  

Fervor (Su): This is exactly like the warpriest ability of the same name, except that the inspired exalt can only use this ability to heal himself, and not other 

creatures. An inspired can use this ability to harm undead or living creatures as normal, according to his alignment (or that of his chosen deity).  

In addition, an inspired exalt can spend 1 use of his fervor as an immediate action to gain a resistance bonus equal to his sacred armor bonus on a single saving 

throw, or to gain the benefits of his divine inspiration on a single Charisma-based skill check without expending a use of inspiration. He can also expend one use of his 
fervor as a standard action to grant the benefits of his divine inspiration to a single ally. Doing so also expends one use of his divine inspiration. This alters fervor.   

Exalted Gift: This is exactly like the warpriest’s bonus feat ability, except that the inspired exalt can also select an investigator talent that he qualifies for in place of 

bonus feat.  
Studied Combat (Ex): At 4th level, an inspired exalt gains the investigator’s studied combat ability, except that the inspired exalt uses his Wisdom to determine its 

effects. This ability and studied strike replace orisons and the warpriest’s spellcasting ability.   

Studied Strike (Ex): At 4th level, an inspired exalt gains the investigator’s studied strike ability. 
 

 

Channel energy = Divine shield 
Orisons = Inspiration  

Sacred weapon = Studied combat  

Spells = Studied strike  
Bonus feat = Divine gift (investigator talent) 

 

Table: Inspired Exalt 
 Base 
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +0  +2  +0 +2 Aura, blessings (minor), divine inspiration, focus weapon 
2nd  +1  +3  +0 +3 Divine shield (+2), fervor 1d6 
3rd  +2  +3  +1 +3 Exalted gift 
4th  +3  +4  +1 +4 Studied combat, studied strike +1d6 
5th  +3  +4  +1 +4 Divine shield (+4), Fervor 2d6 
6th  +4  +5  +2 +5 Exalted gift, studied strike +2d6 
7th  +5  +5  +2 +5 Sacred armor +1 
8th  +6/+1  +6  +2 +6 Divine shield (+6), fervor 3d6, studied strike +3d6 
9th  +6/+1  +6  +3 +6 Exalted gift 
10th  +7/+2  +7  +3 +7 Blessings (major), sacred armor +2, studied strike +4d6 
11th  +8/+3  +7  +3 +7 Divine shield (+8), Fervor 4d6 
12th  +9/+4  +8  +4 +8 Exalted gift, studied strike +5d6 
13th  +9/+4  +8  +4 +8 Sacred armor +3 
14th  +10/+5  +9  +4 +9 Divine shield (immunity), fervor 5d6, studied strike +6d6 
15th  +11/+6/+1  +9  +5 +9 Exalted gift 
16th  +12/+7/+2  +10  +5 +10 Sacred armor +4, studied strike +7d6 
17th  +12/+7/+2  +10  +5 +10 Fervor 6d6 
18th  +13/+8/+3  +11  +6 +11 Exalted gift, studied strike +8d6 
19th  +14/+9/+4  +11  +6 +11 Sacred armor +5 
20th  +15/+10/+5  +12  +6 +12 Aspect of war, fervor 7d6, studied strike +9d6 



LAWBRINGER (Ed Wiscombe) 

 
Primary Class: Inquisitor.  

Secondary Class: Paladin. 

Alignment: Any lawful.  

Hit Die: d8.  

Bonus Skills and Ranks: The lawbringer may select three paladin skills to add to her class skills in addition to the normal inquisitor class skills. The lawbringer 

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

shields (but not tower shields).   

Spellcasting: A lawbringer casts divine spells drawn from the inquisitor spell list, and adds the following paladin spells to that list at the indicated spell levels: ****. 
She also receives bonus spells per day if she has a high Wisdom score. A lawbringer otherwise learns and casts spells as an inquisitor equal to her lawbringer level.  

Code of Conduct: A lawbringer must be of lawful alignment and loses all class features except proficiencies if she ever willingly commits an evil act. Additionally, 

a lawbringer's code requires that she respect legitimate authority, act strictly within those laws, help and exonerate those who are innocent (provided they do not use the 
help for chaotic ends), and bring to justice those who are guilty of grievous crimes. A lawbringer is well within her rights to punish those who are guilty to the fullest 

extent of the law, even executing the guilty if the crime warrants it.  

Associates: While she may adventure with nonlawful allies, a lawbringer avoids working with chaotic characters or with anyone who consistently offends her moral 
code. Under exceptional circumstances, a lawbringer can ally with chaotic associates, but only to defeat what she believes to be a greater chaos. A lawbringer should 

seek an atonement spell periodically during such an unusual alliance, and should end the alliance immediately should she feel it is doing more harm than good. A 

lawbringer may accept only henchmen, followers, or cohorts who are lawful. 
Aura of Law (Ex): The power of a lawbringer’s aura of law (see the detect law spell) is equal to her lawbringer level. This ability replaces orisons.  

Domain: This is exactly like the inquisitor’s ability of the same name, except that the lawbringer must select the Law domain or one of its subdomains. 

Alternatively, when the lawbringer chooses a domain, she can exchange her domain powers for those of one of the following inquisitions: Imprisonment, Justice, or 

Order. The lawbringer retains her domain spells.  

Judgment (Su): This is exactly like the inquisitor’s judgment ability, except that lawbringer can create one of the following effects in place of a judgment. Each 

effect must be placed upon a creature that is either under investigation by the lawbringer, has been placed into his custody, or has been found guilty of a crime. Using 
these abilities expends one use of the lawbringer’s judgement ability.  

Brand: The lawbringer can mark a creature as the brand spell, as a standard action. If the target moves more than 30 feet from the lawbringer, the target takes 1 point 

of damage per two levels the lawbringer possesses for each round beyond this range.  
Censor: The lawbringer can render a creature mute for 1 round per level of the lawbringer, unless it makes a successful Will save (DC 10 + 1/2 the lawbringer’s level 

+ the lawbringer’s Wisdom modifier). If it fails, the creature cannot speak, nor can it cast spells that have verbal components or use language-dependent effects. The 

lawbringer must be at least 4th level to use this ability. 
Fearsome: The lawbringer can use the Intimidate skill to cause a creature within 10 feet to become shaken, unless it makes a successful Will save (DC 10 + 1/2 the 

lawbringer’s level + the lawbringer’s Wisdom modifier). At 10th level, the lawbringer can cause a creature to become frightened. At 16th level, the lawbringer can 

cause a creature to become panicked. The lawbringer must be at least 4th level to use this ability.  
Overbear: The lawbringer can increase his base speed by +10 feet, and gains a +4 bonus to his Strength for 1 round per level. If the lawbringer is mounted, these 

bonuses also apply to his mount. The lawbringer must be at least 7th level to use this ability.  

Unshakable Faith: This ability allows the lawbringer to exchange one power from his domain chosen at 1st level with that of one of the other domains or inquisitions 
listed above. This exchange lasts for 1 minute.  

Shackle: The lawbringer creates shackles of force that attach to the target’s limbs. These shackles remain for 1 hour per level of the lawbringer and reduces the 

target’s speed by 10 feet. In addition, the target must make a successful Will save (DC 10 + 1/2 the lawbringer’s level + the lawbringer’s Wisdom modifier) or be 

subject to a slow spell with a caster level equal to the lawbinger’s level. The lawbringer must be at least 8t level to use this ability.  

Tracker: The lawbringer can summon a creature to aid him to track an enemy or guilty individual, as if using a summon monster spell, save that the summoned 

creature lingers for only 1 hour before vanishing. At 5th level, a lawbringer can summon either an eagle or a dog. At 9th level, a lawbringer can summon a wolf or 
a leopard. At 13th level, a lawbringer can instead opt to summon a dire wolf or a hell hound. A lawbringer must be at least 5th level to use this ability.  

Vigilance: This ability allows the lawbringer to seek out the guilty no matter where they are. The inquisitor gains low-light vision and darkvision 30 feet for 1 hour 

per level of the lawbringer.  
Detect Chaos and Law (Sp): At 2nd level, a lawbringer can use detect chaos or detect law at will. She can only use one of these at any given time. This ability 

otherwise functions as and replaces detect alignment. 

Divine Grace (Su): At 2nd level, a lawbringer gains the paladin’s divine grace ability. This ability replaces cunning initiative.  
Divine Health (Ex): At 3rd level, a lawbringer gains the paladin’s divine health ability. This ability replaces third judgment.  

Verdict (Su): At 5th level, a lawbringer can imbue one of her weapons with the axiomatic weapon special ability as a swift action. This ability only functions while 
the lawbringer wields the weapon. If dropped or taken, the weapon resumes granting this ability if it is returned to the lawbringer before the duration expires. This 

ability lasts for a number of rounds per day equal to the lawbringer’s level. These rounds do not need to be consecutive. This ability otherwise functions as and replaces 

bane.  
Aura of Resolve (Su): At 8th level, a lawbringer gains the paladin’s aura of resolve ability. This ability replaces second judgment.  

Greater Verdict (Su): At 12th level, whenever a lawbringer uses her verdict ability, the amount of bonus damage dealt by the weapon against chaotic aligned 

creatures or creatures with the chaotic subtype increases to 4d6. This ability otherwise functions as and replaces greater bane.  
Aura of Indictment (Su): At 14th level, a lawbringer's weapons are treated as law-aligned for the purposes of overcoming damage reduction. Any attack made 

against an enemy within 10 feet of her is treated as law-aligned for the purposes of overcoming Damage Reduction. This ability functions only while the paladin is 

conscious, not if she is unconscious or dead. This ability replaces exploit weaknesses.  
Aura of the Lawgiver (Su): At 17th level, a lawbringer gains DR 5/chaos and immunity to compulsion spells and spell-like abilities. Each ally within 10 feet of her 

gains a +4 morale bonus on saving throws against compulsion effects. This ability functions only while the paladin is conscious, not if she is unconscious or dead. This 

ability replaces slayer. 
Lawful Judgment (Su): This is exactly like the inquisitor’s true judgment ability, except that if the target of lawful judgment is chaotic, the lawbringer adds 

her Wisdom bonus (if any) to her attack rolls and automatically bypass any DR the creature might possess.  

 
 

Table: Lawbringer 
 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 law, domain (law), judgment 1/day, stern gaze   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Detect chaos and law, divine grace, track   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Divine health, solo tactics, teamwork feat   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Judgment 2/day   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Discern lies, verdict   4   2  —  —  —  — 



6th  +4  +5  +2 +5 Teamwork feat   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Judgment 3/day   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Aura of resolve   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Teamwork feat   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Judgment 4/day   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Stalwart   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Greater verdict, teamwork feat   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Judgment 5/day   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Aura of indictment   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Teamwork feat   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Judgment 6/day   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Aura of the lawgiver   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Teamwork feat   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Judgment 7/day   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Lawful judgment   5   5   5   5   5   5 
 



MENDICANT PREACHER (Bardess)  
Not every servant of the gods is a warrior or even a skilled combatant. Legends exist about holy men and women that despise worldly wealth and commodities who 
roam the lands in ascetic poverty, using only their faith as their shield and their words as their weapon. These mendicant preachers preach to both animals and sentient 

creatures alike, in hopes of converting them to their deities' edicts. They possess great diplomatic abilities, and without swords or armor their greatest defense and 

weapon is their inspired words that weaken the enemies of their faiths and strengthen the members of their flocks. Mendicant preachers are devotees of the divine 

virtues, endowed with a godly power far different from any other, thanks in part to their strict vows and discipline, and have the capacity to talk with all living beings. 

Though most mendicant preachers are pacifists are good aligned, evil friars do exist, preaching the virtues of wicked gods such as fear, blind obedience, and self-

flagellation as means to achieve divine perfection in this life. 
Primary Class: Inquisitor. 

Secondary Class: Monk. 

Alignment: A mendicant preacher’s alignment must be within one step of her deity’s, along either the law/chaos axis or the good/evil axis.  
Hit Dice: d8. 

Bonus Skills and Ranks: The mendicant preacher may select three monk skills to add to her class skills in addition to the normal inquisitor class skills. The 

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

Spellcasting: A mendicant preacher casts divine spells drawn from the inquisitor’s spell list, but removes the following spells from that list: 0th–acid splash, sift; 

1st–bed of iron, bowstaff, deadeye's lore, disguise self, Gorum's armor, horn of pursuit, interrogation, keep watch, linebreaker, longshot, true strike, wartrain mount; 
2nd–bestow weapon proficiency, bloodhound, brow gasher, effortless armor, follow aura, hunter's lore, instrument of agony, knock, litany of defense, magic siege 

engine, savage maw, spell gauge, tactical acumen; 3rd–battle trance, blessing of the mole, blood scent, deadly juggernaut, false alibi, fearsome duplicate, frosthammer, 

hunter's eye, improve trap, keen edge, locate weakness, night of blades; 4th–battlemind link, blightburn weapon, coward's lament, crusader's edge, defile armor, divine 
power, find quarry, forceful strike, interrogation (greater), judgment light, magic siege engine, greater, named bullet, shadow barbs, stoneskin, ward shield; 5th–divine 

pursuit, resounding blow, righteous might, stoneskin, communal; 6th–blade barrier, named bullet (greater), tactical insight.  

A mendicant preacher adds the following spells to the inquisitor’s list: 0th–enhanced diplomacy, purify food and drink; 1st–abstemiousness, ceremony, charm 

person, cultural adaptation, detect charm, detect the faithful, diagnose disease, invigorate, remove sickness, share language, tap inner beauty, veil of positive energy; 

2nd–bear’s endurance, bestow curse, book ward, charitable impulse, eagle’s splendor, gentle repose, martyr’s bargain, owl’s wisdom, page-bound epiphany, 

revelation, share language, communal, suppress charms and compulsions, touch of mercy; 3rd–accept affliction, collaborative thaumaturgy, create food and water, 
guiding star, helping hand, imbue with spell ability, martyr’s last blessing, nap stack, restore mythic power, share glory, symbol of healing, water walk; 4th–aura of 

doom, blessing of fervor, control summoned creature, control water, debilitating portent, elemental speech, lesser planar ally, rest eternal, soothe construct, spiritual 

ally, symbol of revelation, symbol of slowing, truespeak; 5th–breath of life, curse, major, hymn of mercy, serenity; 6th–hymn of peace, music of the spheres, symbol of 
persuasion. 

While a mendicant preacher has access to the lend judgment and greater lend judgment spells, they produce the following alternate effects when cast by a mendicant 

preacher.  
Lend Judgment: The mendicant preacher and an ally gain the benefits of his active preach sermon instead of a judgment.  

Greater Lend Judgment: This functions as lend judgment, except that the mendicant preacher and an ally, plus one additional ally for every three levels beyond 13th 

level gain the benefits of his active preach sermon.  
A mendicant preacher can cast any spell she knows at any time without preparing it ahead of time, assuming she has not yet used up her allotment of spells per day 

for the spell’s level. A mendicant preacher otherwise learns and casts spells as an inquisitor of her level. She also gains bonus spells for a high Wisdom score.  

Aura (Su): A mendicant preacher of a chaotic, evil, good, or lawful deity has a particularly powerful aura corresponding to her deity's alignment (see detect evil for 
details). 

Domain: This is exactly like the inquisitor ability of the same name, except that the mendicant preacher may only select a domain, not an inquisition. A good or 

neutral mendicant preacher that worships a good aligned deity may instead choose one of the subdomains associated with one of the virtues listed below, even if it is not 

normally granted by her deity. While an evil or neutral mendicant preacher that worships an evil deity receives the same benefits from a particular virtue as those of 

good alignment, she choose from the following subdomains according to a specific virtue’s associated vice: despair (Tyranny), doubt (Revolution), greed (Lust), malice 

(Ferocity), pain (Torture), recklessness (Insanity), turmoil (Inevitable), war (Blood), weakness (Fear).  
Lore (Ex): A mendicant preacher adds half her class level (minimum 1) to all Knowledge skill checks and may make all Knowledge skill checks untrained. This 

ability replaces monster lore.  

Penetrating Gaze: A mendicant preacher receives a morale bonus on all Perception and Sense Motive checks equal to 1/2 her mendicant preacher level (minimum 
+1). This ability replaces stern gaze.  

Preach (Su): Starting at 1st level, a mendicant preacher can effectively and persuasively preach the virtues (or vices if evil) she believes in, giving specific bonuses 

to herself or an ally within 30 feet who listens to her sermon. These bonuses are based on the type of sermon made. Every sermon uses audible components (sing, 
oratory).  

At 1st level, a mendicant preacher can use this ability once per day as a free action. Once the sermon is given, the designated subject (who may be the mendicant 
preacher herself) maintains the bonus for the time required to complete the current endeavor (a combat, a competition, or other); when the endeavor is concluded, all of 

the bonuses or penalties immediately end. The mendicant preacher can affect 1 additional ally (including herself) within 30 feet for every 3 ranks she has in her Perform 

skill.  
When the mendicant preacher uses this ability, she must select one virtue or vice to preach. As a swift action, she can change her sermon. If the mendicant preacher 

is evil, she grants profane bonuses instead of sacred, as appropriate. Neutral mendicant preachers must select profane or sacred bonuses. Once made, this choice cannot 

be changed.  
The subject of the sermon must be declared when the sermon starts, and must be able to hear the mendicant preacher to receive the benefits. A mendicant preacher 

can’t grant bonuses to an ally of an alignment opposed to her own or her deity’s (if she has one). At higher levels, the mendicant preacher can grant her bonuses to one 

additional ally for every additional daily use of her preach ability she consumes.  
Confidence: The creature is fully aware of its own true value, gaining a +1 sacred (profane) bonus on all saving throws. This bonus increases by +1 for every five 

levels of the mendicant preacher. At 10th level, this bonus is doubled against compulsions, curses, negative emotions, and fear. This virtue’s associated vice is turmoil. 

Courage: The creature is filled with divine wrath, gaining a +1 sacred (profane) bonus on all weapon damage rolls. This bonus increases by +1 for every three levels 
of the mendicant preacher. This virtue’s associated vice is doubt. 

Daring: This virtue spurs the creature to defy danger, granting a +1 sacred (profane) bonus on all attack rolls. This bonus increases by +1 for every five levels of the 

mendicant preacher. At 10th level, this bonus is doubled on all attack rolls made to confirm critical hits. This virtue’s associated vice is recklessness. 
Endurance: This virtue surrounds the mendicant preacher with a protective aura, granting a +1 sacred (profane) bonus to Armor Class. This bonus increases by +1 

for every five levels of the mendicant preacher. At 10th level, this bonus doubles against attacks made to confirm critical hits against the mendicant preacher. This 

virtue’s associated vice is weakness. 
Generosity: This virtue improves a creature’s weapons and armor, making them shine like gold. The creature’s armaments gain extra hardness and hit points as if 

they had a +1 bonus. This bonus increases by +1 for every five levels of the mendicant preacher. This virtue’s associated vice is greed. 

Joy: Unswerving optimism gives a creature a +2 bonus on all skill checks. This bonus increases by +1 for every three levels of the mendicant preacher. At 10th level, 
the bonus is doubled for Charisma–based skills. This virtue’s associated vice is despair. 

Kindness: The creature is surrounded by a healing light, gaining fast healing 1. This causes the creature to heal 1 point of damage each round as long as the preach 

effect lasts. The amount of healing increases by 1 point for every three levels of the mendicant preacher. This virtue’s associated vice is hatred. 



Peace: The creature is protected from damage, converting 1 point of damage received per hit into nonlethal damage. This increases by 1 point for every five levels of 

the mendicant preacher. This virtue’s associated vice is war. 
Sorrow: Relentless compassion for the sad events of this world makes a creature resistant to harm, granting DR 1/magic. This DR increases by 1 for every five levels 

of the mendicant preacher. At 10th level, this DR changes from magic to an alignment (chaotic, evil, good, or lawful) that opposes the mendicant preacher’s. If she is 

neutral, the creature does not receive this increase. This virtue’s associated vice is pain. 

A mendicant preacher’s preach ability counts as the judgment ability for the purpose of feat qualification, with the following changes. The Favored Judgment feat 

applies to bonuses gained by the subject of the mendicant preacher’s preach ability. The Righteous Healing feat makes the mendicant preacher’s healing spells more 

potent if cast while the preach ability is active. The Shared Judgment feat can be selected by an 8th level mendicant preacher to extend the benefits of her preach ability 
so that it affects a second ally, and a third ally at 16th level. This ability replaces judgment. 

Inspiration (Ex): At 2nd level, a mendicant preacher adds her Wisdom modifier on Perform skill checks, in addition to her Charisma modifier. Whenever a 

mendicant preacher uses her preach ability, she can make a Perform check as a free action. If she succeeds. This ability replaces cunning initiative.  
Divine Armor (Su): Starting at 2nd level, a mendicant preacher can call upon her faith to create a shimmering, magical field around herself that protects her from 

attacks. The mendicant preacher gains a +4 armor bonus to AC, plus an additional +1 to the bonus for every four levels thereafter, up to a maximum of +8 armor 

bonus at 18th level. Activating divine armor is a swift action, and remains in effect for 1 minute per level the mendicant preacher possesses. These minutes do not need 
to be consecutive, but must be spent in 1-minute increments. This ability replaces track.  

Faith Pool (Su): At 3rd level, a mendicant preacher gains a pool of faith points. This represents a reserve of divine power acquired through faith and devout 

meditation. The number of points in a mendicant preacher's faith pool is equal to 1/2 her mendicant preacher level + her Wisdom modifier. As long as she has at least 1 
point in her faith pool, she can use the Diplomacy skill to make a request of a creature regardless of its attitude towards her. At 10th level, she also reduces the DC of 

Diplomacy skill checks made to influence attitudes and make requests by 1/2.  

By spending 1 point from her faith pool, a mendicant preacher can do one of the following:  
• Increase the bonus granted by her sermon by +1; or  

• Speak a language she normally doesn’t know for 1 minute (as tongues), or  

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

Each of these powers is activated as a swift action.  

The faith pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be consecutive. A mendicant preacher’s faith pool counts as 

a monk’s or ninja’s ki pool for purposes of class abilities and vows. This ability replaces solo tactics.  
Faith Power (Sp): At 3rd level, the mendicant preacher gains her 1st–level domain spell as a spell-like ability with her caster level equal to her mendicant preacher 

level. At 6th level, and every three levels thereafter, she gains each subsequent level of domain spell as a spell-like ability, up to the 6th–level domain spell at 18th level. 
The mendicant preacher uses her Wisdom modifier as a bonus to any concentration checks made when using a faith power. A mendicant preacher must expend 1 faith 

point to cast a 1st– and 2nd–level domain spell, 2 faith points to cast a 3rd– and 4th–level domain spell, and 3 faith points to cast a 5th– and 6th–level domain spell. 

This ability replaces teamwork feats.  
Purity of Body (Ex): At 5th level, a mendicant preacher gains the monk’s purity of body ability. This ability replaces bane.  

Wholeness of Body (Ex): At 8th level, a mendicant preacher gains the monk’s purity of body ability. This ability replaces second judgment.  

Diamond Body (Ex): At 11th level, a mendicant preacher gains the monk’s purity of body ability. This ability replaces stalwart.  
Greater Faith (Su): At 12th level, a mendicant preacher can use her faith pool to regain uses of her domain powers. The mendicant preacher can expend 2 faith 

points to gain one additional use of her first domain power, or 3 faith points to gain one additional use of her second domain power.  

In addition, a mendicant preacher can expend all her faith points to change her chosen domain to that of another granted by her deity for the rest of the day. This 
choice is made at the beginning of the day, after regaining spells and faith points. She immediately loses any domain powers and spells of the old domain and gains the 

new domain’s powers and spells. The mendicant preacher can’t regain faith points for a whole day after changing her domain. A mendicant preacher can use this ability 

once per week, and requires her deity’s permission to make the change. A mendicant preacher who changes her domain offends her deity, and must atone for her actions 
(see atonement). This ability replaces greater bane.  

Diamond Soul (Su): At 11th level, a mendicant preacher gains the monk’s diamond soul ability. This ability replaces exploit weakness.  

Tongue of the Sun and Moon (Su): At 16th level, a mendicant preacher gains the monk’s tongue of the sun and the moon ability. This ability replaces third 
judgment.  

Favored Virtue (Ex): At 17th level, a mendicant preacher preaches more fervently the virtue she is most dedicated to. Whenever a mendicant preacher uses her 

preach ability, she is treated as if she were 5 levels higher for the purposes of determining the bonus granted by this virtue. Unlike other virtues, the one enhanced by 
this ability cannot be changed for the remainder of the sermon. This ability replaces slayer.  

Paragon of Virtue (Su): At 20th level, a mendicant preacher becomes one with divine virtue. She is forevermore treated as an outsider rather than as a humanoid (or 

whatever her creature type was) for the purpose of spells and magical effects. Unlike other outsiders, the mendicant preacher can still be brought back from the dead as 
if she were a member of her previous creature type. Additionally, whenever the mendicant preacher uses her preach ability, she can affect all adjacent creatures for the 

duration of the sermon. Multiple uses of the ability at the same time extend the area of effect by 10 feet for each additional use spent. This replaces true judgment. 

 
 

Table: Medicant Preacher 
 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, domain, lore, orisons, penetrating gaze, preach 1/day   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Detect alignment, divine shield, inspiration   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Faith pool, faith power   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Preach 2/day   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Discern lies, purity of body   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Faith power   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Preach 3/day   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Wholeness of body   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Faith power   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Preach 4/day   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Diamond body   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Faith power, greater faith   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Preach 5/day   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Diamond soul   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Faith power   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Preach 6/day, tongue of the sun and the moon   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Favored virtue   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Faith power   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Preach 7/day   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Paragon of virtue   5   5   5   5   5   5 



 
 

NEW SUBDOMAINS  
 

Confidence  
True strength is not bodily might for you, but just your faith in yourself and those you believe in. In addition, you gain a +2 morale bonus on saving throws against 

negative emotion effects. 
Associated Domain: Glory 

Replacement Power: The following granted power replaces the divine presence power of the Glory domain. 

You Know the Truth (Su): At 8th level, you can touch a creature bolstering her trust and faith. The creature adds your cleric level as a morale bonus on all dice rolls 
for 1 minute. You can use this ability once per day at 8th level, plus one additional time per day per every 4 levels you possess beyond 8th. 

Replacement Domain Spells: 2nd–stalwart resolve, 4th–restoration, 5th–holy whisper. 

 

Courage 
Associated Domain: Strength 

Replacement Power: The following granted power replaces the strength surge power of the Strength domain. 

Against All Odds (Su): When reduced to below 0 hit points, you can stabilize and continue to act (although you’re staggered) for a number of rounds per day equal to 
1/2 your cleric level (minimum 1). These rounds do not need to be consecutive. When the power expires, you pass out and resume to die. 

Replacement Domain Spells: 1st––remove fear, 2nd––blessing of courage and life. 

 

Daring 

Associated Domain: Luck 

Replacement Power: The following granted power replaces the good fortune power of the Luck domain. 

Where Angels Fear to Thread (Su): At 8th level, when you suffer from a penalty or a foe benefits of a bonus caused by a spell or effect, you can reverse it. Your foe’s 
magic bonuses become penalties, and your magic penalties become bonus of equal power. This effect lasts for a number of rounds per day equal to your cleric level. 

These rounds do not need to be consecutive. 

Replacement Domain Spells: 2nd––blessing of luck and resolve, 6th––mass blessing of luck and resolve. 
 

Endurance 

Associated Domain: Protection 

Replacement Power: The following granted power replaces the aura of protection power of the Protection domain. 
Overbearing Patience (Ex): At 8th level, as a standard action, you can touch a creature to grant it great endurance for 1 minute. The creature gains a bonus equal to 

your resistance bonus on Swim checks made to resist nonlethal damage from exhaustion, Constitution checks made to continue running, to avoid nonlethal damage 

from a forced march, to hold its breath, to avoid nonlethal damage from starvation or thirst, or to resist cave–ins and collapses, and its Strength score for the purposes of 
its maximum carrying capacity. This resistance bonus stacks with the bonuses granted by the Endurance feat. When you use this ability, you lose your resistance bonus 

granted by the Protection domain for 1 minute. You can use this power on yourself. This ability can be used a number of times per day equal to 3 + your Wisdom 

modifier. At 14th level, you may sleep in any kind of armor without becoming fatigued. 
Replacement Domain Spells: 1st––resist energy, 2nd––bear’s endurance, 6th––mass bear’s endurance, 8th––mind blank. 

 

Generosity 

Associated Domain: Nobility 
Replacement Power: The following granted power replaces the inspiring word power of the Nobility domain. 

Inestimable Armaments (Su): As a standard action, you can enhance armor or a weapon by touching it, giving it all the properties and appearance of one special 

material of your choice for 1 minute in addition to all other enhancements it may possess. A single weapon or armor can’t be granted the properties of multiple 
materials using this power. If the weapon or armor is already made of a special material, it is considered as if it were made of both materials for the duration of this 

ability. If the owner lets go of the weapon or removes the armor before the power expires, the enhancement ends. You can use this ability a number of times per day 

equal to 3 + your Wisdom modifier. 
Replacement Domain Spells: 2nd––aid, 6th––heroes’ feast, 7th––mage’s magnificent mansion, 9th––heroic invocation. 

 

Joy 

Associated Domain: Chaos 
Replacement Power: The following granted power replaces the touch of chaos power of the Chaos domain. 

Unbound Happiness (Su): Your unswerving optimism helps you in many pinches. As a swift action, you may add a bonus equal to half your cleric level (minimum 

+1) on one sawing throw against mind–affecting effects or on one Escape Artist check. You can use this ability a number of times per day equal to 3 + your Wisdom 
modifier. 

Replacement Domain Spells: 1st––moment of greatness, 4th––good hope, 6th––joyful rapture. 

 

Kindness 

Associated Domain: Charm 

Replacement Power: The following granted power replaces the dazing touch power of the Charm domain. 

Ties of Compassion (Su): When you use a spell or an ability to heal a creature, you are healed as well. You gain 1/2 of the hit points healed to the other creature. 
Moreover, if you use a spell or an ability to remove a negative effect or condition from a creature, you gain an immediate saving throw against the same effect or 

condition. You can use this ability a number of times per day equal to 3 + your Wisdom modifier. 

Replacement Domain Spells: 2nd––compassionate ally, 3rd––charitable impulse. 
 

Peace 

Associated Domain: Good 

Replacement Power: The following granted power replaces the holy lance power of the Good domain. 
Symbol of Peace (Sp): At 8th level, as a standard action, you can trace a luminous symbol in the air that emits a soft glow visible to all within a 30–foot radius. All 

creatures seeing the symbol must abstain from attacks and violent actions until they leave the area. The creatures are allowed a Will save to avoid the effect, with a DC 

equal to 10 + 1/2 your cleric level + your Wisdom modifier. This ability can be used for a number of rounds per day equal to your cleric level. These rounds do not need 
to be consecutive. 

Replacement Domain Spells: 2nd––touch of mercy, 5th––hymn of mercy, 7th––hymn of peace, 8th––euphoric tranquility. 

 

Sorrow 

Associated Domain: Good 



Replacement Power: The following granted power replaces the holy lance power of the Good domain. 

Shared Suffering (Su): At 8th level, as a standard action, you can touch a wounded creature to transfer its wounds to yourself. You transfer to the creature a 
maximum number of hit points equal to your level + your Wisdom modifier, and suffer the same number of damage points as nonlethal damage. You can use this ability 

once per day at 8th level, plus one additional time per day per every 4 levels you possess beyond 8th. 

Replacement Domain Spells: 2nd––delay pain, 3rd––accept affliction, 4th––overwhelming grief.  
 

 

NEW SPELLS 
The mendicant preacher gains access to the following new spells.  

 

Preacher’s Aura 
School evocation [light]; Level mendicant preacher 4  

CASTING  

Casting Time 1 standard action  
Components V, S  

EFFECT 

Range personal  
Area 30-ft.-radius burst  
Duration instantaneous, see text 

DESCRIPTION  

A mendicant preacher may only cast this spell while she has a preach sermon active. When she does cast this spell, it causes one or more of the 
following effects based on the mendicant preacher’s active preach. 

Confidence: White light erupts from the caster. All allies within the burst gain a +2 sacred (or profane) bonus on a single saving throw. This bonus 
remains for a 24-hour period, or until used, whichever comes first. If a creature is affected by this spell before the previous effect expires, the bonus is 
negated in favor of the new effect.   

Courage: Red–orange flames erupt from the caster. All enemies within the area take 4d8 points of damage and become shaken for 1d4 rounds. A 
successful Will saving throw halves the damage and negates the shaken effect. 

Daring: Silver–blue light and a blast of wind erupt from the caster, revealing hidden and invisible creatures. The light outlines all creatures within the 
area (as the faerie fire spell) for 1 round per caster level, imposing a penalty to all Stealth checks made by the creatures equal to the mendicant 
preacher’s level (max –20).  

Endurance: Amber light and a rock-grinding cacophony erupt from the caster. Allies within the burst gain a +2 sacred (or profane) bonus to their AC 
and CMD, and a +4 bonus to AC against critical confirmation attack rolls for 1 round per caster level. 

Generosity: Golden light and sound of a tinkling cymbal erupts from the caster. All weapons and armor within the burst that belong to any allies gain 
extra hardness and hit points as if they had a +1 bonus, plus +1 for every five levels of the caster. 

Joy: Yellow–white sunlight erupts from the caster. Allies within the burst gains a +2 enhancement to their Charisma score and may add their Charisma 
modifier to all attack rolls for 1 round per caster level, in addition to their Strength modifier. 

Kindness: Green light filled with dancing leaves and shadows erupts from the caster. Allies within the area regain a number of hit points equal to 1d8 
+ the caster’s Wisdom modifier. 

Peace: White light with silhouettes of fluttering feather erupts from the caster. Allies within the burst gain SR 15 (or their SR increases by 5) for 1 
round per caster level. 
Sorrow: Black–violet light with tiny sparks of lighting erupts from the caster. Allies within the burst gain DR 3/magic or the alignment your judgment 
allows for 1 round per caster level. 
 
 



MERCIFUL REDEEMER (Bardess) 

The difference between good and evil is easy to ascertain, but concepts such as right and wrong are often filled areas of grey. Certain gods don’t tolerate any form of 
injustices, even if they are performed in the name of goodness, and so they rely upon special servants called redeemers, imbued with the divine power of discernment, 

to convict and imprison the guilty, and protect or free the innocent if they are wrongfully condemned. According to the redeemer’s creed, individuals are judged only 

upon the actions they perform, and not their thoughts or moral outlook. Thus, in the eyes of a redeemer, a righteous zealot who ruthlessly massacres helpless enemies 

must be brought to justice, while a knowingly malevolent general who serves his lord in loyalty and honor must be given his due respect. However, despite their often 

logical and unemotional detachment from the pleas of condemned, redeemers are ever ready to grant leniency to the truly repentant in hopes that they will become a 

powerful force for good in the world.  
Primary Class: Paladin. 

Secondary Class: Inquisitor. 

Alignment: Lawful good, neutral good, or lawful neutral.  
Hit Dice: d10. 

Bonus Skills and Ranks: The merciful redeemer may select six inquisitor skills to add to her class skills in addition to her normal paladin class skills. The merciful 

redeemer gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: A merciful redeemer is proficient with all simple and martial weapons, the favored weapon of her deity, with all types of armor, 

(heavy, light, and medium), and with shields (except tower shields). 

Spellcasting: The merciful redeemer cast divine spells drawn from the paladin spell list, and adds the following inquisitor spells to her list. These spells are cast as 
divine spells of the indicated level: 1st level–bane, brand*, burst bonds*, forbid action**, forced quiet**, interrogation**, lend judgment**, peacebond†, persuasive 

goad**, tireless pursuit*, wrath*; 2nd level–align weapon, blood biography*, bloodhound*, castigate*, confess*, follow aura*, retribution*, terrible remorse*, 

witness**; 3rd level–brand (greater)*, denounce*, find quarry†, interrogation (greater)**, judgment light†, leashed shackles*; 4th level–atonement, castigate (mass)*, 
coward’s lament*, lend greater judgment**, rebuke*, shared wrath*. A merciful redeemer otherwise prepares and cast spells like as a paladin equal to her merciful 

redeemer level. She also receives additional spells per day if she has a high Charisma score. (Advanced Player’s Guide*, Ultimate Magic**, Ultimate Combat†) 

Aura (Ex): A merciful redeemer has a particularly powerful aura corresponding to her own alignment–aura of good and law (lawful good), aura of good (neutral 

good), aura of law (lawful neutral). This ability otherwise functions as and replaces aura of good. 

Detect Alignment (Sp): At 1st level, a merciful redeemer gains the inquisitor’s detect alignment ability. This ability replaces detect evil.  

Stern Gaze (Ex): At 1st level, a merciful redeemer gains the inquisitor’s stern gaze ability. This ability and track replace divine health.  
Sword of Judgment (Su): Starting at 2nd level, a merciful redeemer may use her power to judge the guilty or absolve the innocent. As a standard action, a merciful 

redeemer may announce she is bringing her god’s judgment upon a target who is accused of an offense against society, a liege, an individual, or her deity. She then 

makes a melee attack with her weapon against the target as part of this judgment. The target must be accused of one of the following offenses, or anything like unto 
them: adultery/lust, assassination/murder, blasphemy/impiety, burglary/theft, deception/fraud, gluttony/greed, laziness/sloth, sedition/treason, or violence/wrath. 

If the target is innocent of what he is accused, the attack stops just short of striking him, as if hitting an invisible wall, and is immediately healed for 1d6 hit points of 

damage for every two levels the merciful redeemer possesses. A merciful redeemer can choose to use this ability to heal herself as a swift action, leaving the judgment 
of her own guilt or innocence in the hands of her deity. If she is found guilty by her deity of any grave offense, the healing attempt fails and the use wasted. 

Alternatively, if the target is guilty of what he is accused, the attack automatically hits with a flash of white light and immediately deals 1d6 hit points of damage to 

the target for every two levels the merciful redeemer possesses. Should a target guilty of an offense plead for mercy from the merciful redeemer, the damage dealt by 
this ability becomes nonlethal damage.  

This attack requires no attack roll and cannot critically hit. If the target is protected by an effect that inhibits divinations (such as mind blank), the attack bounces off 

the target with an unpleasant metallic hiss, like quenching a red-hot blade in water. Sometimes people wrongly accused of great crimes beg for the intercession of a 
merciful redeemer, knowing this power will exonerate them. The merciful redeemer may use this ability a number of times per day equal to 1/2 her merciful redeemer 

level plus her Charisma modifier. This ability replaces lay on hands. 

Track (Ex): At 2nd level, a merciful redeemer gains the inquisitor’s track ability.  

Channel Positive Energy (Su): This is exactly like the paladin’s channel energy ability, except that a merciful redeemer consumes two uses of her swordof 

judgment ability.  

Verdict (Su): Starting at 3rd level, whenever a merciful redeemer uses her sword of judgment ability, a verdict is also pronounced upon the target. This only 
consumes one use of her sword of judgment ability. Each verdict adds an effect to the merciful redeemer’s sword of judgment ability. Whenever the merciful redeemer 

uses sword of judgment against one target, the target also receives either a verdict of condemnation or a verdict of absolution according to his guilt or innocence of the 

offense he is accused of.  
If the target is innocent of the offense, he is granted a verdict of absolution and may freely accept or reject the benefits granted by that verdict. He is otherwise healed 

as described in the sword of judgment entry.  

Alternatively, if the target is guilty of the offense, he receives a verdict of condemnation and must make a successful Will save to avoid the effect. If the save is 
successful, the target takes the sword of judgment damage as normal, but not the effects of the verdict of condemnation associated to the offense he is accused of. The 

DC of this save is equal to 10 + 1/2 the merciful redeemer’s level + the merciful redeemer’s Charisma modifier. A merciful redeemer can end any verdict 
(condemnation or absolution) as a free action. A verdict of condemnation or absolution remains in effect for 1 round per level of the merciful redeemer. This ability 

replaces the 3rd-level mercy.  

A verdict announced through a merciful redeemer’s sword of judgment bestows the following benefits or penalties upon the target according to the guilt or innocence 
of the offense for which he was accused.  

 Adultery/Lust: Verdict of Absolution—The target gains a +1 bonus on saving throws against charm effects and abilities based on fascination or physical 

attractiveness, such as a nymph’s blinding beauty and stunning glance abilities; Verdict of Condemnation—The target receives a –1 penalty on saving throws 
against charm and fascinate spells or effects.  

 Assassination/Murder: Verdict of Absolution—The target automatically stabilizes when reduced to 0 hit points; Verdict of Condemnation—The target takes 1 

additional point of bleeding damage whenever a critical hit is confirmed against him.  
 Blasphemy/Impiety: Verdict of Absolution—The target gains a +1 bonus on saving throws against divine magic; Verdict of Condemnation—The target receives a –

1 penalty on saving throws against divine magic for 1 minute.   

 Burglary/Theft: Verdict of Absolution— The target gains a +1 bonus on his CMD to resist any dirty trick, disarm, drag or trip combat maneuver; Verdict of 
Condemnation—The target receives a –1 penalty on his CMD to resist any dirty trick, disarm, drag or trip combat maneuver.  

 Deception/Fraud: Verdict of Absolution—The target gains a +1 bonus on all Perception and Sense Motive skill checks; Verdict of Condemnation— The target 

receives a –1 penalty on all Perception and Sense Motive skill checks.  
 Gluttony/Greed: Verdict of Absolution—The target gains a +1 bonus on all Appraise and Craft skill checks; Verdict of Condemnation—The target receives a –1 

penalty on all Appraise and Craft skill checks. 

 Laziness/Sloth: Verdict of Absolution—The target gains a +1 bonus on all checks and saves made when running or holding his breath, to resist nonlethal damage 
from exhaustion, forced marches, hot or cold environments, starvations or thirst, or resist damage from suffocation; Verdict of Condemnation—The target takes a 

–1 penalty to his Strength and Dexterity. 

 Sedition/Treason: Verdict of Absolution—The target gains a +1 bonus when making opposing skill checks against Bluff, Diplomacy, and Intimidate skill checks; 
Verdict of Condemnation—The target receives a –1 bonus when making opposing skill checks against Bluff, Diplomacy, and Intimidate skill checks.  

 Violence/Wrath: Verdict of Absolution—The target gains a +1 bonus on attack rolls, saving throws, skill checks, and ability checks; Verdict of Condemnation—

The target receives a –1 penalty on attack rolls, saving throws, skill checks, and ability checks.  



Divine Bond (Sp): Upon reaching 5th level, a merciful redeemer forms a divine bond with her god. This bond can take one of two forms. Once the form is chosen, it 

cannot be changed.  
The first type of bond allows a merciful redeemer to form a bond with her weapon. This is exactly like the paladin’s divine weapon bond, except that she replaces the 

defending weapon property with the bane (evil humanoids and evil outsiders only) weapon property.  

The second type of bond allows a merciful redeemer to gain the service of a faithful outsider servant. This functions as summon monster III, except the duration is 

permanent and the merciful redeemer can only gain the service of a single creature of the outsider type and that creature must either have 

the good and/or lawful subtypes or it must be a celestial or resolute animal, as appropriate for her alignment. Once selected, the choice is set, but it may be changed 

whenever the merciful redeemer gains a level. Upon reaching 7th level, and every two levels thereafter, the level of the summon monster spell increases by one, to a 
maximum of summon monster IX at 17th level. Once per day, as a full-round action, a merciful redeemer may magically call her servant to her side. This ability is the 

equivalent of a spell of a level equal to one-third the merciful redeemer’s level. The servant immediately appears adjacent to the merciful redeemer. A merciful 

redeemer can use this ability once per day at 5th level, and one additional time per day for every four levels thereafter, for a total of four times per day at 17th level. 
At 11th level, the servant gains the advanced template. At 15th level, a merciful redeemer’s servant gains spell resistance equal to the merciful redeemer’s level + 11. 

Should the merciful redeemer’s servant die or be banished, the merciful redeemer may not summon another servant for 30 days or until she gains a merciful 

redeemer level, whichever comes first. During this 30-day period, the merciful redeemer takes a –1 penalty on attack and weapon damage rolls. This ability otherwise 
functions as and replaces divine bond.  

Discern Lies (Sp): At 6th level, a merciful redeemer gains the inquisitor’s discern lies ability. This replaces the paladin’s 6th-level mercy.  

Improved Verdict (Su): At 9th level, any bonus granted by a verdict of absolution increases to +2, while any penalty bestowed by a verdict or condemnation 
increases to –2.  

If a verdict of absolution against assassination/murder is pronounced, the target is automatically stabilized when reduced to 0 hit points and gains 1 additional hit 

point. If a verdict of condemnation against assassination/murder is pronounced, the target’s bleed damage increases to 2. This ability replaces 9th-level mercy. 
Aura of Clemency (Su): At 11th level, a merciful redeemer may grant clemency to any opponent willing to surrender and become her ally. During this temporary 

alliance, the opponent must fight alongside the merciful redeemer and her allies. While this truce is in effect, the opponent gains the benefits of one verdict of absolution 

of the merciful redeemer’s choice as long as the opponent remains within 10 feet of the merciful redeemer. If an opponent moves beyond 10 feet of the merciful 

redeemer, the benefits of the verdict of absolution cease, but recommence once within 10 feet of the merciful redeemer.  

Should the opponent betray the merciful redeemer or her allies, or in any way break this truce, the benefits of the chosen verdict of absolution immediately end, and 

the opposing verdict of condemnation is pronounced upon the opponent instead. Moving beyond 10 feet of the merciful redeemer is not treated as breaking the truce. 
The effects of a merciful redeemer’s chosen verdict of absolution or its opposing verdict of condemnation remains in effect for a number of minutes equal to 1/2 the 

merciful redeemer’s level + the merciful redeemer’s Charisma modifier from the time the alliance is made, or the truce is broken. This ability replaces aura of justice.  
Second Verdict (Ex): At 12th level, whenever a merciful redeemer uses her sword of judgment ability, up to two different verdicts can be pronounced upon the 

target instead of one. This only consumes one use of her sword of judgment ability.  This ability replaces the 12th–level mercy. 

Aura of Divine Wrath (Ex): At 14th level, a paladin's weapons are treated as chaotic, evil, good, and lawful for the purposes of overcoming damage reduction of 
any creature that is the target of her verdict ability. Any attack made within 10 feet of her against the target of her verdict ability is treated likewise aligned for the 

purposes of overcoming damage reduction. This ability functions only while the merciful redeemer is conscious, not if she is unconscious or dead. This ability 

otherwise functions as and replaces aura of faith. 
Greater Verdict (Su): At 15th level, any bonus granted by a verdict of absolution increases to +3, while any penalty bestowed by a verdict or condemnation 

increases to –3.  

If a verdict of absolution against assassination/murder is pronounced, the target is automatically stabilized when reduced to 0 hit points and gains 2 additional hit 
points. If a verdict of condemnation against assassination/murder is pronounced, the target’s bleed damage increases to 3. This ability replaces 15th-level mercy.  

Third Verdict (Ex): At 18th level, whenever a merciful redeemer uses her sword of judgment ability, up to three different verdicts can be pronounced upon the 

target instead of two. This only consumes one use of her sword of judgment ability. This ability replaces the 18th–level mercy. 
True Redemption (Su): At 20th level, a merciful redeemer can grant atonement (as the spell) to any target under the effects of her sword of judgment ability, as a 

swift action. The merciful redeemer must make a single melee attack (or a ranged attack if the target is within 30 feet) against the target, but she must declare she is 

using this ability prior to making the attack roll. If the attack hits, she deals damage normally, but the target must choose to accept or reject atonement. If the target 
accepts, the atonement takes immediate effect and requires no material components. If the target rejects, it must make a Fortitude save or die. The DC of this save is 

equal to 10 + 1/2 the merciful redeemer’s level + the merciful redeemer’s Charisma modifier. Regardless of whether or not the save is made, that creature is immune to 

that merciful redeemer’s true redemption for 24 hours. True redemption may be used once every 1d4 rounds. This ability replaces holy champion. 
 

 

Table: Merciful Redeemer 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Aura, detect alignment, stern gaze, smite evil 1/day  —  —  —  — 
2nd  +2  +3  +0  +3  Divine grace, sword of judgment, track  —  —  —  — 
3rd  +3  +3  +1  +3  Aura of courage, verdict  —  —  —  — 
4th  +4  +4  +1  +4  Channel positive energy, smite evil 2/day   0  —  —  — 
5th  +5  +4  +1  +4  Divine bond   1  —  —  — 
6th  +6/+1  +5  +2  +5  Discern lies   1  —  —  — 
7th  +7/+2  +5  +2  +5  Smite evil 3/day   1   0  —  — 
8th  +8/+3  +6  +2  +6  Aura of resolve    1   1  —  — 
9th  +9/+4  +6  +3  +6  Improved Verdict   2   1  —  — 
10th  +10/+5  +7  +3  +7  Smite evil 4/day   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Aura of clemency   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Second verdict   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Smite evil 5/day   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Aura of divine wrath   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Greater verdict   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Smite evil 6/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Aura of righteousness   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Third verdict   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Smite evil 7/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  True redemption   4   4   3   3 
 



MERCILESS CRUSADER (Gadgeteer) 
A paladin is the quintessential champion against all that is evil. However, some choose to focus their wrath upon demons, devils, daemons, and other evil outsiders. The 
merciless crusader is constantly on the lookout for malicious fiendish insurgence into the world, and when found, faces it with swift and unwavering defiance. Their 

divine judgment and other god-granted powers enable merciless crusaders to recognize the signs of outsider manipulation and possession and stand toe-to-toe with these 

evil fiendish entities.  

Primary Class: Paladin. 

Secondary Class: Inquisitor.  

Alignment: Any good.  
Hit Dice: d10.  

Bonus Skills and Ranks: The merciless crusader may select three cleric skills to add to her class skills in addition to the normal paladin class skills. The merciless 

crusader gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The merciless crusader is proficient with all simple and martial weapons, with all types of armor (heavy, light, and medium), and 

with shields (except tower shields).  

Righteous Judgment (Su): At 1st level, a merciless crusader gains the inquisitor’s judgment ability, but it only functions against evil creatures. If the merciless 
crusader targets a creature that is not evil, the judgment is wasted with no effect. This ability replaces smite evil.  

Monster Lore (Ex): At 2nd level, a merciless crusader gains the inquisitor’s monster lore ability, except that she adds her Charisma modifier to her Knowledge 

checks instead of her Wisdom modifier. This ability and track replace lay on hands.   
Track (Ex): At 2nd level, a merciless crusader gains the inquisitor’s track ability.  

Alignment Channel (Su): At 4th level, a merciless crusader gains the ability to channel energy as a cleric and can channel energy a number of times per day equal to 

3 + her Charisma modifier. However, whenever a merciless crusader uses channel energy, she can only affect outsiders that possess the good or evil subtype. Instead of 
the normal channel energy effect, the merciless crusader’s channel energy heals good outsiders or harms evil outsiders. A merciless crusader’s channel energy has no 

effect on other creatures, including undead or other living creatures that are not outsiders of the indicated subtype. The amount of damage healed or dealt and the DC to 

halve the damage is otherwise unchanged. This ability is similar to the Alignment Channel feat with the evil subtype selected. The merciless crusader may choose the 

Alignment Channel feat multiple times one of her regular feats as normal, but it applies to a new alignment subtype. A merciless crusader cannot choose good as one of 

the alignment subtypes. In addition, the merciless and selected the new Channel Energy feat as a regular feat. This ability replaces channel positive energy.   

Crusader’s Bond (Sp): This is exactly like the paladin’s divine bond, except that the merciless crusader must choose to bond with her weapon and can add any of 
the following weapon properties: anarchic, anchoring, axiomatic, bane (humanoid or outsider only), conductive, greater bane (humanoid or outsider only), holy, keen, 

nullifying, planar, and speed. The greater bane weapon property functions like the bane weapon property, but it consumes an amount of bonus equal to +4 and deals 

4d6 points of extra damage to the selected creature type. Adding these properties consumes an amount of bonus equal to the property's cost as normal.  
Divine Sanction (Ex): Starting at 5th level, a merciless crusader gains special training to aid him in his fight against evil. The merciless crusader may choose either 

the Shield or Two-Handed Weapon style of training.  

If the merciless crusader chooses the shield style of training, she gains the following benefits at the indicated levels. 
 At 5th level, a merciless crusader gains a +1 bonus on attack and damage rolls when making a shield bash. These bonuses increase by +1 every four levels beyond 

5th. With a full-attack action, a merciless crusader may alternate between using his weapon or his shield for each attack. This action does not grant additional 

attacks or incur penalties as two-weapon fighting does.  
 At 11th level, a merciless crusader can use her shield to protect herself from ranged touch attacks and effects. She gains a +1 bonus on Reflex saves against them 

while employing a light shield, +2 while employing a heavy shield, and +3 while employing a tower shield. In addition, once per round when the merciless 

crusader would normally be hit with a ranged touch attack (including rays and similar magical effects), she may deflect it so that she take no damage from it. Her 
shield suffers the full effects of the spell or effect, if applicable.   

 At 17th level, as a swift action, a merciless crusader may designate one square adjacent to her. She may designate two squares if using a heavy shield or three 

squares if using a tower shield, but these squares must be contiguous. Enemies in these squares cannot flank the merciless crusader and do not count for flanking 

with other creatures. This effect lasts until she moves from her position or uses another swift action to change the affected squares. 

If the merciless crusader chooses the two-handed weapon style of training, she gains the following benefits at the indicated levels. 

 At 5th level, a merciless crusader can wield a two-handed melee weapon in one hand with a –2 penalty on attack rolls while doing so. The weapon must be 
appropriately sized for her, and it is treated as one-handed when determining the effect of Power Attack, Strength bonus to damage, and the like.  

 At 11th level, as a swift action, a merciless crusader may choose one creature within her line of sight. Until the end of her turn, that target’s reach is treated as if it 

were 5 feet shorter with respect to reaching the merciless crusader, and this reduction increases by 5 feet for every three levels beyond 11th.  
 At 17th level, when the merciless crusader uses Power Attack with a two-handed melee weapon, the bonus damage from Power Attack is doubled (+100%) 

instead of increased by half (+50%). 

This ability and verdict of exorcism replace the paladin’s spellcasting. 
Holy Anathema (Su): At 6th level, when a merciless crusader pronounces judgment on an evil outsider, she adds her Charisma bonus (if any) to her attack rolls 

made against the target. This ability replaces the mercy gained at 6th level. 
Verdict of Exorcism (Su): At 8th level, a merciless crusader using judgment can unleash the verdict of exorcism on a creature. When she does, her judgment ends, 

but the creature is dazed for 1 round (Will negates); if the creature is possessed, the possessing entity must succeed at a Will saving throw (DC 10 + 1/2 merciless 

crusader level + merciless crusader’s Charisma bonus), or be exorcised and never again allowed in that same body. 
Second Judgment (Ex): At 9th level, whenever a merciless crusader uses her judgment ability, she selects two different judgments, instead of one. This only 

consumes one use of her judgment ability. As a swift action, she can change one of these judgments to another type. This ability replaces the mercy gained at 9th level. 

Crusader’s Blessing (Su): At 11th level, a merciless crusader can expend a use of her judgment ability as a swift action to grant herself and all allies within 10 feet 
the Dazzling Assault, Greater Cleave, and Power Attack feats, even if they do not meet the prerequisites. The effects last for 1 minute. Evil creatures gain no benefit 

from this ability. This ability replaces aura of justice. 

Holy Conviction (Su): At 12th level, a merciless crusader can apply holy anathema against any evil creature while judgment is in effect. Holy conviction counts as 
one judgment when applied against her second judgment or third judgment abilities. At 18th level, a merciless crusader can also choose to include holy slayer as part of 

her holy conviction. If she chooses to do so, holy conviction counts as two judgments when applied against her third judgment ability. This ability replaces the mercy 

gained at 12th level. 
True Sight (Su): At 14th level, a merciless crusader can use true seeing as a spell-like ability number of minutes per day equal to 1 per merciless crusader level. 

These minutes do not need to be consecutive, but must be spent in 1-minute increments. This ability replaces aura of faith.  

Holy Slayer (Ex): At 15th level, a merciless crusader learns to focus her judgment. Whenever a merciless crusader uses her judgment ability against an evil outsider, 
she must select one type of judgment. She is treated as if she were 3 levels higher for the purposes of determining the bonus granted by this judgment. Unlike other 

types of judgment, the one enhanced by this ability cannot be changed for the remainder of the judgment. Every two levels above 15th, her level is treated as 1 higher 

for the purposes of determining the bonus granted by this judgment, up to a maximum of 5 levels at 19th level. This ability replaces the mercy gained at 3rd and 15th 
level.  

Third Judgment (Ex): At 18th level, whenever a merciless crusader uses her judgment ability, she selects three different judgments, instead of just two. This only 

consumes one use of her judgment ability. As a swift action, the inquisitor can change one of these judgments to another type. This ability replaces the mercy gained at 
18th level. 

Holy Judgment (Su): At 20th level, a merciless crusader can call holy judgment down upon a foe during combat. Whenever a merciless crusader uses her judgment 

ability against an evil outsider, the merciless crusader can invoke holy judgment on a foe as a swift action. Once declared, the merciless crusader can make a single 
melee (or ranged attack, if the foe is within 30 feet) against the target. If the attack hits, it deals damage normally and the target must make a Fortitude save or die. The 



DC of this save is equal to 10 + 1/2 the merciless crusader's level + the merciless crusader's Charisma modifier. Regardless of whether or not the save is made, the target 

creature is immune to the merciless crusader's holy judgment ability for 24 hours. If a merciless crusader uses holy judgment against an evil creature that is not an 
outsider, the target is instead paralyzed for 2d6 rounds if it fails its Fortitude save. Once this ability has been used, it cannot be used again for 1d4 rounds. 

Code of Conduct: A merciless crusader never suffers an evil outsider to live if it is in her power to destroy it. Banish fiends she cannot kill. Purge the evil from 

those possessed by fiends. The merciless crusader must also follow the paladin’s code of conduct as it relates to her alignment.  

 

NEW FEATS 
The following feat may be chosen by any class with the ability to channel energy, but is unable o affect living creatures or undead. This feat complements the Merciless 
Crusader multiclass archetype.  

 

Channel Energy 
You can channel energy to heal or harm the living or undead as cleric.  
Prerequisites: Channel energy class feature, but unable to heal or harm the living or the undead.  

Benefit: You can now channel positive or negative energy normally as the cleric’s channel energy class feature.  

 
 

Table: Merciless Crusader 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +2  Aura of good, detect evil, righteous judgment 1/day 
2nd  +2  +3  +0  +3  Divine grace, monster lore, track 
3rd  +3  +3  +1  +3  Aura of courage, divine health 
4th  +4  +4  +1  +4  Alignment channel, righteous judgment 2/day 
5th  +5  +4  +1  +4  Crusader’s bond, divine sanction 
6th  +6/+1  +5  +2  +5  Holy anathema 
7th  +7/+2  +5  +2  +5  Righteous judgment 3/day 
8th  +8/+3  +6  +2  +6  Anchoring aura, verdict of exorcism  
9th  +9/+4  +6  +3  +6  Second judgment 
10th  +10/+5  +7  +3  +7  Righteous judgment 4/day 
11th  +11/+6/+1  +7  +3  +7  Crusader’s blessing  
12th  +12/+7/+2  +8  +4  +8  Holy conviction 
13th  +13/+8/+3  +8  +4  +8  Righteous judgment 5/day 
14th  +14/+9/+4  +9  +4  +9  True sight 
15th  +15/+10/+5 +9  +5  +9  Holy slayer 
16th  +16/+11/+6/+1  +10  +5  +10  Righteous judgment 6/day 
17th  +17/+12/+7/+2  +10  +5  +10  Aura of righteousness 
18th  +18/+13/+8/+3  +11  +6  +11  Third judgment  
19th  +19/+14/+9/+4  +11  +6  +11  Righteous judgment 7/day 
20th  +20/+15/+10/+5  +12  +6  +12  Holy judgment 



OPEN EYED ORACLE (+5 Toaster) 
While most oracles let their words and action influence the world, the open eyed oracle allows the world in. As seekers of enlightenment, will find open eyed oracles in 
monasteries and other environments conducive to imparting wisdom and understanding. In the Golarion setting, open eyed oracles are almost always followers of Iori 

and take the Zen Mystery (see below).  

Primary Class: Oracle.  

Secondary Class: Monk.  

Alignment: Any lawful.  

Hit Dice: d8. 
Bonus Skills and Ranks: The open eyed oracle may select three monk skills to add to her class skills in addition to the normal oracle class skills. The open eyed 

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

Weapon and Armor Proficiency: The open eyed oracle is proficient with all simple, light armor, and shields.  
Diminished Spellcasting: The open eyed oracle casts divine spells drawn from the oracle spell list, and gains one fewer spell of each spell level per day. She also 

gains bonus spells for a high Wisdom score. She otherwise learns, prepares, and casts spells as an oracle of equal level.   

Intuitive Awareness: An open eyed oracle uses Wisdom instead of Charsima to determine the effects of her spells and mystery class features.  
Unarmed Strike: At 1s level, an open eyed oracle gains the monk’s unarmed strike ability, except that her unarmed damage is 1d6, and does not increase as she 

gains levels. This ability and ki pool replace spell lost due to diminished spellcasting. 

Ki Pool (Su): At 5th level, an open eyed oracle gains a pool of ki points. This is similar to the monk class feature except for the following changes. The number of 
points in an open eyed oracle’s ki pool is equal to 1/2 her open eyed oracle level. If the open eyed oracle selects the Zen mystery, her effective monk level is equal to 

her open eyed oracle level –2 for the purposes of determining the effects of her mystery powers. 

By spending 1 point from her ki pool, an open eyed oracle can do one of the following: 
 Make one additional attack at her highest attack bonus when making an unarmed strike, or 

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

At 9th level, as long as she has at least 1 point in her ki pool, he can make a ki strike. 

 At 9th level, ki strike allows her unarmed attacks to be treated as magic weapons for the purpose of overcoming damage reduction. 

 At 13th level, her unarmed attacks are also treated as cold iron and silver for the purpose of overcoming damage reduction. 

 At 17th level, her unarmed attacks are also treated as lawful weapons for the purpose of overcoming damage reduction. 
Each of these powers is activated as a swift action. 

The ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be consecutive. 

 
 

NEW MYSTERIES 
The following mystery complements the Oen Eyed Oracle multiclass archetype.  

 
Zen Mystery (Arcanemuses, +5 Toaster) 
This mystery compliments the open eyed oracle multiclass archetype. 

Class Skills: An oracle with the zen mystery adds Acrobatics, Perception, and Stealth to her list of class skills. 

Bonus Spells: feather fall (2nd), spider climb (4th), haste (6th), resilient sphere (8th), break enchantment (10th), heroism (greater) (12th), ethereal jaunt (14th), 

mind blank (16th), mage’s disjunction (18th). 

Revelations: An oracle with the zen mystery can choose from any of the following revelations. 

Cleansing Blood: Your very lifeblood grants you the ability to resist the effects of toxins and poisons. At 1st level, you gains a +2 bonus on all saving throws against 

poisons. This bonus increases to +4 at 4th level, and then again to +6 at 8th level. At 12th level, you gain immunity to all poisons. 

Meridian Strike: With a single touch you can stun a foe. You make a single melee touch attack. If successful, the target gains the stunned condition for one round. 

The target is allowed a Fortitude saving throw (DC 10 + your Charisma modifier + 1/2 your oracle level). A successful save negates the effect. You can use this ability a 

number of times per day equal to 1/2 your level. 

Zen Aloofness: You gain a better sense of surrounding danger. You may add your Charisma modifier instead of your Dexterity modifier when determining your 

Armor Class and CMD. If you gain any conditions that would cause you to lose your Dexterity modifier to your Armor Class, you lose your Charisma modifier to your 

Armor Class. 

Zen Fists: Your fists harden into living weapons. You gain the monk's Unarmed Strike class feature and have an  effective monk level equal to your level –4 

(minimum 1) when determining your Unarmed strike damage.  

Zen Fortune: When making a Fortitude, Reflex, or Will save, you may replace the normal ability modifier with your Charisma Modifier. You can use this ability a 

number of times per day equal to your oracle level. 

Zen Grace: As a swift action, you can grant yourself a +20 bonus to all Acrobatic’s skill checks made to jump for 1 round. If you have the ki pool class feature, this 

bonus does not stack with any bonus to Acrobatics skill checks granted by the pool. You can use this ability a number of times per day equal to your Charisma modifier.  

Zen Maneuvers: You add your Charisma modifier to all CMB checks. 

Zen Spirit: You gain spell resistance equal to 5 + your oracle level. You can use this ability for 10 minutes per day for every oracle level you possess. These minutes 

do not need to be consecutive but must be used in 10–minute increments. 

Zen Tread: Your land speed increases by +10 feet. Your land speed increases by an additional +5 feet at 8th level, and again at 16th level, up to a maximum of +20 

feet. This benefit applies only when you are wearing no armor, light armor, and not carrying a heavy load. Apply this bonus before modifying your speed because of 

any load carried or armor worn. This bonus stacks with any other bonuses to your land speed. 

Zen Weaponry: You gain proficiency with all weapons with the monk weapon quality. 

Final Revelation: Upon reaching 20th level, you become a zen master. Free from the constraints of reality, you become immune to compulsion and mind-

influencing spells and effects. In addition, you become immune to fatigue and exhaustion effects. 

 

 

Table: Open Eyed Oracle 
 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  Intuitive awareness, mystery, oracle’s curse,   2  —  —  —  —  —  —  —  —  
     orisons, revelation, unarmed strike (1d6)  
2nd  +1  +0 +0 +3  Mystery spell   3  —  —  —  —  —  —  —   —  
3rd  +2  +1 +1 +3  Revelation   4  —  —  —  —   —  —  —  —  
4th  +3  +1 +1 +4  Mystery spell   5   2  —  —  —  —  —  —  —  
5th  +3  +1 +1 +4  Ki pool   5   3  —  —  —  —  —  —  —  



6th  +4  +2 +2 +5  Mystery spell   5   4   2  —  —  —  —  —  —  
7th  +5  +2 +2 +5  Revelation   5   5   3  —  —  —  —  —  —  
8th  +6/+1  +2 +2 +6  mystery spell   5   5   4   2  —  —  —  —  — 
9th  +6/+1  +3 +3 +6  Ki pool (magic)   5   5   5   3  —  —  —  —  — 
10th  +7/+2  +3 +3 +7  Mystery spell   5   5   5   4   2  —  —  —  —  
11th  +8/+3  +3 +3 +7  Revelation   5   5   5   5   3  —  —  —  —  
12th  +9/+4  +4 +4 +8  Mystery spell   5   5   5   5   4   2  —  —  —  
13th  +9/+4  +4 +4 +8  Ki pool (cold iron)   5   5   5   5   5   3  —  —  —  
14th  +10/+5  +4 +4 +9  mystery spell   5   5   5   5   5   4   2  —  —  
15th  +11/+6/+1  +5 +5 +9  Revelation   5   5   5   5   5   5   3  —  —  
16th  +12/+7/+2  +5 +5 +10  Mystery spell   5   5   5   5   5   5   4   2  —  
17th  +12/+7/+2  +5 +5 +10  Ki pool (lawful)   5     5   5   5   5   5   5   3  —  
18th  +13/+8/+3  +6 +6 +11  Mystery spell   5   5   5   5   5   5   5   4   2 
19th  +14/+9/+4  +6 +6 +11  Revelation   5   5   5   5   5   5   5   5   3 
20th  +15/+10/+5  +6 +6 +12  Final revelation   5   5   5   5   5   5   5   5   5 

 



PHILOSOPHICAL SAVANT  

From the grandest educational establishments to the dens of tribal shamans, knowledge has always been garnered by those who seek answers to the most unsolvable of 
divine questions. Those who delve deep into these mysteries in pursuit of answers are known as philosophical savants. These philosophical savants are seekers of 

knowledge and messengers of enlightenment. The life of a philosophical savant is often defined by an extraordinary revelation or some deeper calling that governs their 

ethical and doctrinal outlook. While the philosophical savant occasionally relies upon divine inspiration and the dogma of her god, she prefers to set her keen mind, 

reason, and logic to the task of solving such questions. Her belief in the divine allows her to leap beyond the bounds of logic that so readily binds other scholars, while 

allowing her to achieve feats unknown to those who aren't divinely blessed or cursed. Through the combined knowledge of the divine and the arcane, philosophical 

savants utilize their sheer arcane willpower to learn hidden secrets and theories that have been long forgotten. 
Primary Class: Oracle.  

Secondary Class: Wizard.  

Alignment: Any.  
Hit Die: d8 

Bonus Skills and Ranks: The philosopher may select three wizard skills to add to her class skills in addition to the normal oracle class skills. The philosopher gains 

a number of ranks at each level equal to 4 + Int modifier. Some revelations grant additional class skills. 
Weapon and Armor Proficiency: The philosopher is proficient with all simple weapons, and with light armor. 

Spellcasting: A philosophical savant casts divine spells drawn from the cleric/oracle spell list and the sorcerer/wizard spell list. The philosophical savant can cast 

any spell she knows without preparing it ahead of time. However, casting a sorcerer/wizard spell that is not on the cleric/oracle spell list expends a spell slot one level 
higher than normal. If a spell appears on both spell lists, the philosophical savant uses the cleric/oracle spell list to determine its level. In addition, a philosophical 

savant gains bonus spells for a high Wisdom score. A philosophical savant otherwise learns and casts spells as an oracle of her level.  

Oracle’s Curse: This is exactly like the oracle ability of the same name, except that the philosophical savant must choose the new Scholar’s Burden curse. Any 
school spell learned as a mystery spell is considered a divine spell and does not require a spell slot one level higher to cast it. In addition, a philosophical savant is 

considered a wizard for the purpose of qualifying for arcane discoveries, and may choose one in place of a regular feat.  

School Powers: At 1st level, a philosophical savant gains the powers of her arcane subschool or elemental school. She gains her first school power at 1st level, her 

second school power at 7th level, and her third school power at 15th level. This ability replaces the revelations gained at 3rd, 7th, and 15th level, and her final 

revelation.  

Study: Starting at 1st level, a philosophical savant’s power comes from the knowledge and enlightenment she has obtained. A philosophical savant must choose one 
area of study. Each area of study grants the philosophical savant an arcane subschool or elemental school and an oracle mystery. Once an area of study is chosen, it 

cannot be changed. The philosophical savant cannot choose the arcane subschool or elemental school granted from her area of study as one of her Scholar’s Burden 

opposition schools. The philosophical savant chooses one of the following arcane or elemental areas of study.  
Arcane Studies: These areas of study focus on specific subschools of magic and oracle mysteries.  

 Anomaly: Eldritch magic seeps into the world in unexplainable ways. As such, the philosophical savant of the anomaly study finds herself intrigued by these 

primal events. The philosophical savant gains access to the Shapechange subschool and the Spellscar mystery. 
 Cabalist: The mysteries of the occult world rings true to many pursuers of knowledge, but none more so than the philosophical savant of the cabalist study. The 

philosophical savant gains to the Banishment subschool and Occult mystery. 

 Cataclysm: Natural disasters are an inevitability, and clear the way for change, or simply sheer destruction. The philosophical savant gains access to the 

Admixture subschool and the Apocalypse mystery. 
 Gaia: While not inherently a druid, the philosophical savant takes her teachings from and seeks wisdom born of the gaia study. The philosophical savant gains 

access to the Creation subschool and Nature mystery. 

 Infernal: The demons and devils entice many with forbidden knowledge, and techniques for exerting mastery over these creatures. To the philosophical savant, 
such knowledge is known as the infernal study. The philosophical savant gains access to the Infernal Binder subschool and Outer Rifts mystery. 

 Knowledge: Philosophy in its original form is the pursuit of lore and secrets, and otherwise known to the philosophical savant as the knowledge study. The 

philosophical savant gains access to the Scryer subschool and Lore mystery. 
 Martial: While some say violence is never the answer. However, some philosophical savants treasure the knowledge of tactics and warfare and enter the martial 

study. The philosophical savant gains access to the Generation subschool and Battle mystery. 

 Nocturnal: The night holds many secrets and dark powers, but to the philosophical savant that pursues such knowledge calls it the nocturnal study. The 
philosophical savant gains access to the Shadow subschool and Lunar mystery. 

 Ritual: Voodoo and juju are mysterious and deadly magics indeed. It is worthy of examination and practice by the philosophical savant who has entered the ritual 

study. The philosophical savant gains access to the Manipulator subschool and Juju mystery. 
 Spectrum: Light and color build the foundations of illusion and perception. So it is to the philosophical savant who follows the spectrum study. The philosophical 

savant gains access to the Mage of the Veil subschool and Heavens mystery. 

 Spiritual: Ghosts and apparitions that manifest themselves on the material plane intrigue certain philosophical savants, and so they enter the estranged spiritual 
study. The philosophical savant gains access to the Phantasm subschool and Ancestor mystery. 

 Temporal: The concept of time is something of a mystery, but to what degree is it controllable is the question raised by philosophical savants that follow the 

temporal study. The philosophical savant gains access to the Foresight subschool and Time mystery. 
 Undeath: Followers of the undeath study examine the undead and the effects of necromantic energies, tapping into this dark forbidden knowledge. The 

philosophical savant gains access to the Undead subschool and Bones mystery. 

 Vigor: The philosophical savant who treasures life often follows the vigor study and dedicates her study to medicine and physical care over a willingness to harm 
others. The philosophical savant gains access to the Life subschool and Life mystery. 

Elemental Studies: These areas of study focus on elemental schools of magic and oracle mysteries.  

 Aquatic: Water as an element offers freedom and life, to which the followers of the aquatic study will testify, harnessing the powers over the waves and seas. The 
philosophical savant gains access to the Water elemental school and Waves mystery. 

 Boreal: The power of arctic frost and bitter cold can be utterly devastating to those who do not understand its powers. To those philosophical savants who do are 

often drawn to the boreal study. The philosophical savant gains access to the  Cold elemental subschool (see Super Genius Games) and Winter mystery.  
 Dunes: The desert holds many secrets, protected by the scorching sun and searing winds, entombing mysteries below the sands for only the wise to find. The 

philosophical savant gains access to the Wind elemental school (see Supra Genius Games) and Solar mystery. 

 Geology: Earth provides foundation and stability, and as such, those philosophical savant’s learning from the geology study better understand the force of stone. 
The philosophical savant gains access to the Earth elemental school and Stone mystery. 

 Incendiary: Fire represents power and knowledge. While often seen as pyromaniacs, this is a standard to which the philosophical savants of the incendiary study 

adhere. The philosophical savant gains access to the Fire elemental school and Flame mystery. 
 Metallic: Metal is a malleable and practical element, used to create the sharpest blades and toughest armor. The philosophical savant of the metallic study prides 

herself on knowledge of metalsmithing and battle. The philosophical savant gains access to the Metal elemental school and Metal mystery. 

 Stellar: The dark tapestry entices many to seek the knowledge of star patterns and wonder what lies beyond. The philosophical savant who does is often part of the 
stellar study. The philosophical savant gains access to the Void elemental school and Dark Tapestry mystery. 

 Timbers: To some philosophical savant’s, woodworking is an honest craft, while to others, basic natural elements like wood and fibers have the capacity for so 

much more. Thus, certain philosophical savants have brought the timbers study into existence. The philosophical savant gains access to the Wood elemental 
school and Wood mystery. 



 Weather: There are those who believe a shift in the wind is an omen and that storms represent a change in events. Such ideas lure the superstitious philosophical 

savant to the weather study. The philosophical savant gains access to the Air elemental school and Winds mystery.  
This ability otherwise functions as and replaces the oracle’s mystery ability. 

Revelations: This is exactly like the oracle ability of the same name, except that that the philosophical savant can choose a revelation from her mystery at 3rd, 11th 

and 19th level.  

 

 

NEW ORACLE’S CURSE 
The following oracle’s curse can be chosen by anyone with the oracle’s curse class feature and complements the Philosophical Savant multiclass archetype. 
 

Scholar’s Burden 
You are burden by your knowledge of the arcane and must choose a both a preferred and opposition school of magic.  

Effect: You choose one arcane school (or its subschool) or one elemental school as your school of focus. When you learn a mystery spell, you can choose to learn a 
school spell of the same level in place of your mystery spell. A school spell learned in this way is now considered a divine spell. You also choose two arcane schools or 

your opposite elemental school as your opposition school(s), which also applies to your oracle spells. This represents your focus on a specific area of magical 

knowledge. If you cast spells from your opposition school(s) you must use two spell slots of that level to cast the spell. For example, an oracle with evocation as an 
opposition school must expend two of her available 3rd-level spell slots to cast a fireball. You also take a –4 penalty on any skill checks made when crafting a magic 

item that has a spell from one of your opposition schools as a prerequisite. In addition, you suffer a –2 penalty to your saving throws against any spell from your 

opposition school(s) that is cast against you. The spell’s effect lasts for 1 extra round if the saving throw against that spell fails.  
At 5th level, you add half your oracle class level (minimum 1) to all Knowledge skill checks and may make all Knowledge skill checks untrained. 

At 10th level, you can cast any spell from your arcane school (or subschool) or elemental school of focus with a +1 caster level.  

At 15th level, you gain spell resistance equal to your oracle level against all spells (arcane or divine) with the same alignment type as your own.  
 

 

Table: Philosophical Savant 
 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  Oracle’s curse, orisons, school power, study   3  —  —  —  —  —  —  —  —  
2nd  +1  +0 +0 +3  Mystery spell   4  —  —  —  —  —  —  —   —  
3rd  +2  +1 +1 +3  Revelation   5  —  —  —  —   —  —  —  —  
4th  +3  +1 +1 +4  Mystery spell   6   3  —  —  —  —  —  —  —  
5th  +3  +1 +1 +4     6   4  —  —  —  —  —  —  —  
6th  +4  +2 +2 +5  Mystery spell   6   5   3  —  —  —  —  —  —  
7th  +5  +2 +2 +5  School power   6   6   4  —  —  —  —  —  —  
8th  +6/+1  +2 +2 +6  Mystery spell   6   6   5   3  —  —  —  —  — 
9th  +6/+1  +3 +3 +6     6   6   6   4  —  —  —  —  — 
10th  +7/+2  +3 +3 +7  Mystery spell   6   6   6   5   3  —  —  —  —  
11th  +8/+3  +3 +3 +7  Revelation   6   6   6   6   4  —  —  —  —  
12th  +9/+4  +4 +4 +8  Mystery spell   6   6   6   6   5   3  —  —  —  
13th  +9/+4  +4 +4 +8     6   6   6   6   6   4  —  —  —  
14th  +10/+5  +4 +4 +9  Mystery spell   6   6   6   6   6   5   3  —  —  
15th  +11/+6/+1  +5 +5 +9  School power   6   6   6   6   6   6   4  —  —  
16th  +12/+7/+2  +5 +5 +10  Mystery spell   6   6   6   6   6   6   5   3  —  
17th  +12/+7/+2  +5 +5 +10     6   6   6   6   6   6   6   4  —  
18th  +13/+8/+3  +6 +6 +11  Mystery spell   6   6   6   6   6   6   6   5   3 
19th  +14/+9/+4  +6 +6 +11  Revelation   6   6   6   6   6   6   6   6   4 
20th  +15/+10/+5  +6 +6 +12     6   6   6   6   6   6   6   6   6 
 
 

 



PLANAR AVATAR (SAMAS) 
Clerics are often viewed as the servants of one deity or another. However, there are those who choose to draw closer to their god by bonding themselves to powerful the 
planar entities who serve him. Planar avatars call down the power of their deity by fusing with the essence of these planar servants. By drawing upon divine investiture, 

they take the form of one of these outsiders, gaining their strengths and weaknesses, in an attempt to serve their deity to their utmost. Granted spells and special feats, 

the planar avatar brings honor and glory to her god through her actions and wielding divine power in her almighty’s name.  

Primary: Cleric. 

Secondary: Summoner. 

Alignment: A planar avatar’s alignment must be within one step of her deity, along either the law/chaos axis or the good/evil axis. 
Hit Dice: d8. 

Bonus Skills and Ranks: The planar avatar selects three summoner skills to add to her class skills in addition to the normal cleric class skills. The planar avatar 

gains a number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The planar avatar is proficient with all simple weapons and her deity’s favored weapon, with light armor, medium armor, and 

with shields.  

Spellcasting: A planar avatar casts divine spells drawn from the cleric spell list and adds the following summoner spells to that list at the indicated levels: 1st–
rejuvenate eidolon (lesser); 2nd–restore eidolon (lesser), summon eidolon; 3rd–rejuvenate eidolon, restore eidolon; 5th– rejuvenate eidolon (greater). The planar 

avatar’s outsider counts as an eidolon for the purpose of these spells’ effects. Her alignment, however, may restrict her from casting certain spells opposed to her moral 

or ethical beliefs; see Chaotic, Evil, Good, and Lawful Spells. A planar avatar otherwise prepares and casts spells as a cleric of her planar avatar level. She also gains 
bonus spells per day if she has a high Wisdom.  

Planar Bond: Starting at 1st level, a planar avatar forms a bond with a powerful entity from the planes. This bond creates a close tie to a single subtype of outsider 

who serves her god in various capacities. A planar avatar’s bond, like her deity, influences her alignment, what magic she can perform, her values, and how others see 
her. A planar avatar gains the following abilities from her chosen planar bond. 

Domain: At 1st level, a planar avatar chooses only one domain (or subdomain) from those listed in her planar bond. Each domain grants a number of domain powers, 

dependent upon the level of the planar avatar, as well as a number of bonus spells. A planar avatar gains one domain spell slot for each level of cleric spells she can 

cast, from 1st on up. Each day, a planar avatar can prepare one of the spells from her chosen domains in that slot. If a domain spell is not on the cleric spell list, a planar 

avatar can prepare it only in her domain spell slot. Domain spells cannot be used to cast spells spontaneously. In addition, a planar avatar gains the listed powers from 

her chosen domain, if she is of a high enough level. Unless otherwise noted, activating a domain power is a standard action. 
Planar Form: At 2nd level, a planar avatar can expend two uses of her channel energy ability to summon the essence of a powerful outsider to meld with her own 

being. The planar avatar wears the outsider like a living skin. The outsider mimics all of the planar avatar’s movements, and the planar avatar perceives through the 

outsider’s senses and speaks through its voice, as the two are now one creature. She can summon this planar form as a standard action and the transformation remains 
for 1 minute per level. At subsequent levels, a planar avatar can assume a new form or one previously presented, as described in her planar bond description. A planar 

avatar cannot have more than one planar form active in this way at one time. If this ability is used again, any existing form immediately ends. Drawing upon this ability 

uses up the same power as the planar avatar uses to channel energy. As a result, she cannot use her channel energy ability when she is in her planar form. 
While fused with her outsider, the planar avatar uses the outsider’s physical ability scores (Strength, Dexterity, and Constitution), but retains her own mental ability 

scores (Intelligence, Wisdom, and Charisma). She gains the outsider’s armor and natural armor bonuses, its modifiers to ability scores, and a number of temporary hit 

points equal to 10 plus 2 hit points per Hit Dice of the fused outsider. The planar avatar also gains access to the outsider’s special abilities, but not its spell-like abilities. 
The planar avatar is also limited to the outsider’s maximum number of natural attacks (if it has any). The outsider has no skills or feats of its own, and uses the planar 

avatar’s. The outsider must have limbs for the planar avatar to cast the planar avatar’s spells with somatic components. The outsider’s temporary hit points can be 

restored with the rejuvenate eidolon spell, with the outsider treated as the eidolon. 
While fused, the planar avatar loses the benefits of her armor. She counts as both his original type and as an outsider for any effect related to type, whichever is 

worse for the planar avatar. Spells such as banishment or dismissal work normally on the outsider, but the planar avatar is unaffected. Neither the planar avatar nor her 

avatar can be targeted separately, as they are fused into one creature. The planar avatar and outsider cannot take separate actions. While fused with her outsider, the 

planar avatar can use all of her own abilities and gear, except for her armor. In all other cases, this ability functions as the synthesist’s fused eidolon ability, except that 

the planar avatar cannot use her channel energy ability while the outsider is present.  

Bonus Feats: At 5th level and every six levels thereafter, a planar avatar gains one bonus feat, chosen from those listed in her planar bond. The planar avatar is 
treated as the indicated race for any feats with a racial prerequisite, but must meet any other prerequisites for these bonus feats.  

Planar bond and apotheosis replace the cleric’s two domains and spontaneous casting. 

Planar Knowledge (Ex):  At 2nd level, a planar avatar adds half her class level (minimum 1) to all Knowledge (planes) skill checks and may make 
all Knowledge (planes) skill checks untrained. 

Apotheosis (Su): At 20th level, a planar avatar permanently fuses with the essence of one of a planar entity. The planar avatar must select one of his planar forms. 

Once chosen, it cannot be changed. The planar avatar can now assume this form as at will. She can also use her spells and channel energy ability while she is in her 
chosen planar form. Furthermore, the planar avatar is treated as an outsider rather than as a humanoid (or whatever the planar avatar’s creature type was) for the purpose 

of spells and magical effects. Unlike other outsiders, the planar avatar can still be brought back from the dead as if she were a member of her previous creature type. In 
addition, while fused with her outsider, the planar avatar can casts her spells as normal, as long as she has limbs to cast spells with somatic components.  

 

 

PLANAR BOND 
Each planar avatar has a planar entity that is her conduit through which her deity grants her spells, bonus feats, and other special abilities. Regardless of the entity, this 

bond manifests in a number of ways as the planar avatar gains levels. A planar avatar must choose one bond upon taking her first level of planar avatar. Once made, this 

choice cannot be changed. The following bonds represent the most common sources of planar power that a planar avatar can draw upon.  

 

Angel Bond 
You have bonded with an entity from among the celestial angels of Nirvana, and serve the cause of all that is good.  

Domains: Community, Good, Glory, Healing, Nobility, Protection, Sun.  
Planar Form: 2nd–Cassisian; 10th–Choral Angel; 15th–Deva, Movanic; 18th–Deva, Monadic; 19th–Deva, Astral.  

Bonus Feats: Alignment Channel, Angel Wings±, Angelic Blood±, Angelic Flesh±, Channel Force±, Cleave Through±, Cloven Helm±, Consecrate Spell, Dented 

Helm±, Great Fortitude, Greater Channel Force±, Hard-Headed±, Improved Channel Force±, Iron Will, Lightning Reflexes, Merciful Spell, Metallic Wings±, 
Toughness, Turn Undead. (±Advanced Races Guide) 

 

Archon Bond 
You have bonded with an entity from among the celestial archons of Heaven, and serve the cause of all that is lawful and good.  

Domains: Archon, Glory, Good, Law, Healing, Nobility, Protection, Sun. 

Planar Form: 2nd–Lantern Archon; 4th–Harbinger Archon; 7th–Hound Archon; 11th–Shield Archon; 18th–Trumpet Archon. 

Bonus Feats: Alignment Channel, Angel Wings±, Angelic Blood±, Angelic Flesh±, Blundering Defense±, Cautious Fighter±, Channel Force±, Combat Reflexes, 
Consecrate Spell, Desperate Swing±, Dodge, Greater Channel Force±, Improved Channel Force±, Improved Initiative, Iron Will, Merciful Spell, Metallic Wings±, 

Risky Striker±, Surprise Strike±, Turn Undead, Uncanny Defense±. (±Advanced Races Guide) 

 

Azata Bond 



You have bonded with an entity from among the celestial azatas of Elysium, and serve the cause of all that is chaotic and good.  

Domains: Azata, Chaos, Glory, Good, Healing, Liberation, Protection.  
Planar Form: 2nd–Lyrakien; 7th–Yamah; 9th–Bralani or Lillend; 15th–Raelis; 17th–Ghaele. 

Bonus Feats: Alignment Channel, Angel Wings±, Angelic Blood±, Angelic Flesh±, Attuned to the Wild±, Channel Force±, Combat Casting, Combat Expertise, 

Consecrate Spell, Greater Channel Force±, Guardian of the Wild±, Improved Channel Force±, Mage of the Wild±, Merciful Spell, Metallic Wings±, Spirit of the 

Wild±, Turn Undead, Weapon Finesse. (±Advanced Races Guide) 

 

Daemon Bond 
You have bonded with an entity from among the abhorrent daemons of Abaddon, and seek to further the cause of all that is evil.  

Domains: Charm, Daemon, Darkness, Death, Destruction, Evil, Trickery.   

Planar Form: 2nd–Cacodaemon; 7th–Vulnudaemon; 10th–Ceustodaemon (Lesser); 13th–Hydrodaemon or Leukodaemon; 11th–Piscodaemon; 18th–Meladaemon 

or Derghodaemon; 19th–Thanadaemon. 
Bonus Feats: Alignment Channel, Ancestral Scorn#, Armor of the Pit±, Blind-Fight, Cleave, Command Undead, Dark Sight±, Dodge, Expanded Fiendish 

Resistance±, Fiend Sight±, Gloom Sight±, Gloom Strike±, Improved Blind-Fight, Improved Dark Sight±, Iron Will, Mobility, Power Attack, Shadow Caster±, Spider 

Step±, Spider Summoner±, Wicked Valor#. (±Advanced Races Guide, #Pathfinder Player Companion: Blood of Fiends) 
 

Demon Bond 
You have bonded with an entity from among the diabolical demons of the Abyss, and seek to further the cause of all that is chaotic and evil.  

Domains: Chaos, Death, Demon, Destruction, Evil, Fear, Murder, Torture. 
Planar Form: 2nd–Dretch or Quasit; 9th–Babu; 10th–Succubus; 11th–Vrock; 13th–Hezrou; 15th–Glabrezu; 18th–Nalfeshnee. 

Bonus Feats: Alignment Channel, Ancestral Scorn#, Armor of the Pit±, Blind-Fight, Blood Drinker±, Blood Feaster±, Blood Salvage±, Cleave, Command Undead, 

Diverse Palate±, Expanded Fiendish Resistance±, Fiend Sight±, Great Cleave, Great Fortitude, Improved Initiative, Power Attack, Toughness, Vital Strike, Wicked 
Valor#. (±Advanced Races Guide, #Pathfinder Player Companion: Blood of Fiends) 

 

Devil Bond 
You have bonded with an entity from among the fiendish devils of Hell, and seek to further the cause of all that is lawful and evil.  

Domains: Darkness, Devil, Evil, Fear, Law, Tyranny, War. 

Planar Form: 2nd–Lemure or Imp; 7th–Barbazu; 11th–Erinyes; 13th–Bone Devil; 15th–Barbed Devil; 18th–Ice Devil; 19th–Horned Devil. 

Bonus Feats: Alignment Channel, Ancestral Scorn#, Armor of the Pit±, Bullying Blow±, Cleave, Combat Reflexes, Command Undead, Dodge, Expanded Fiendish 
Resistance±, Fiend Sight±, Great Fortitude, Grudge Fighter±, Horde Charge±, Improved Iron Will, Improved Surprise Follow-Through±, Iron Will, Power Attack, 

Resilient Brute±, Reverse Feint±, Surprise Follow-Through±, Tenacious Survivor±, Toughness, Wicked Valor#. (±Advanced Races Guide, #Pathfinder Player 

Companion: Blood of Fiends) 
 

Elemental Bond 
You have bonded with an entity from one of the elemental planes–Air, Earth, Fire, or Water.  

Domains: Air, Earth, Fire, Ice (water only), Smoke (air or fire only), Water, Weather.  
Planar Form: 2nd–Small Elemental; 5th–Medium Elemental; 10th–Large Elemental; 13th–Huge Elemental; 17th–Greater Elemental. 

Bonus Feats: Airy Step± (air), Alignment Channel, Aquatic Ancestry± (water), Blistering Feint (fire), Cloud Gazer± (air), Echoes of Stone± (earth), Elemental 

Channel, Elemental Focus*, Elemental Jaunt±, Elemental Spell, Firesight± (fire), Great Fortitude, Greater Elemental Focus*, Inner Breath± (air), Inner Flame± (fire), 
Iron Will, Lighting Reflexes, Murmurs of Earth± (earth), Oread Burrower± (earth), Scorching Weapon± (fire), Steam Caster± (water), Stony Step± (earth), Toughness, 

Water Skinned± (water), Wings of Air± (air). (*Advanced Player’s Guide, ±Advanced Races Guide) 

Note: You can only choose bonus feats associated with your elemental plane, as indicated in parentheses. Any feat without this designation can be selected, 
regardless of which elemental plane you’ve chosen. 

 

Inevitable Bond 
You have bonded with an entity form the ordered realms of Utopia, and serve the cause of all that is lawful.  

Domains: Artifice, Construct, Inevitable, Judgment, Law, Loyalty, Strength.  

Planar Form: 2nd–Arbiter; 13th–Zelekhut; 15th–Kolyarut. 

Bonus Feats: Alignment Channel, Channeled Shield Wall**, Channeling Smite, Combat Casting, Command Undead, Diehard, Dispel Synergy†, Endurance, Fight 
On*, Great Fortitude, Improved Great Fortitude*, Ironguts*, Ironhide*, Turn Undead. (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat) 

 

Protean Bond 
You have bonded with an entity from the chaotic realms of Limbo, and serve the cause of all that is chaotic.  

Domains: Chaos, Entropy, Luck, Madness, Protean, Trickery.  

Planar Form: 2nd–Voidworm; 13th–Naunet; 17th–Imentesh. 

Bonus Feats: Acrobatic Steps, Alignment Channel, Antagonize**, Betrayer†, Channeling Smite, Combat Casting, Command Undead, Deceitful, Dodge, Free 
Spirit%, Light Step*, Mobility, Nimble Moves, Turn Undead. (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat, %Pathfinder Campaign Setting: 

Inner Sea World Guide) 

 

 

Table: Planar Avatar 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +2  +0  +2  Aura, channel energy 1d6, orisons,   3 1+1  —  —  —  —  —  —  —  —  
     planar bond 
2nd  +1  +3  +0  +3  Planar knowledge   4 2+1  —  —  —  —  —  —  —   —  
3rd  +2  +3  +1  +3  Channel energy 2d6   4 2+1 1+1  —  —  —   —  —  —  —  
4th  +3  +4  +1  +4     4 3+1 2+1  —  —  —  —  —  —  — 
5th  +3  +4  +1  +4  Bonus feat, channel energy 3d6   4 3+1 2+1 1+1  —  —  —  —  —  —  
6th  +4  +5  +2  +5     4 3+1 3+1 2+1  —  —  —  —  —  — 
7th  +5  +5  +2  +5  Channel energy 4d6   4 4+1 3+1 2+1 1+1  —  —  —  —  —  
8th  +6/+1  +6  +2  +6     4 4+1 3+1 3+1 2+1  —  —  —  —  — 
9th  +6/+1  +6  +3  +6  Channel energy 5d6   4 4+1 4+1 3+1 2+1 1+1  —  —  —  — 
10th  +7/+2  +7  +3  +7     4 4+1 4+1 3+1 3+1 2+1  —  —  —  — 
11th  +8/+3  +7  +3  +7  Bonus feat, channel energy 6d6   4 4+1 4+1 4+1 3+1 2+1 1+1  —  —  —  
12th  +9/+4  +8  +4  +8     4 4+1 4+1 4+1 3+1 3+1 2+1  —  —  — 



13th  +9/+4  +8  +4  +8  Channel energy 7d6   4 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  —  
14th  +10/+5  +9  +4  +9     4 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  — 
15th  +11/+6/+1  +9  +5  +9  Channel energy 8d6   4 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  —  
16th  +12/+7/+2  +10  +5  +10     4 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1  —  
17th  +12/+7/+2  +10  +5  +10  Bonus feat, channel energy 9d6   4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 2+1 1+1  
18th  +13/+8/+3  +11  +6  +11     4 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 2+1 
19th  +14/+9/+4  +11  +6  +11  Channel energy 10d6   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 3+1 3+1 
20th  +15/+10/+5  +12  +6  +12  Apotheosis   4 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 4+1 

 



  



PLANAR VESSEL (Apraham Lincoln)  
Powerful denizens of the outer planes come in a myriad of forms and shapes. Where other warpriests find the weapons and armor enchanted by their faith, a planar 
vessel channels some aspect of a particular denizen of his gods plane, assuming an otherworldly mantle. 

Primary Class: Warpriest. 

Secondary Class: Summoner. 

Alignment: Any except true neutral.  

Hit Dice: d8. 

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

Weapon and Armor Proficiency: The planar vessel is proficient with all simple and martial weapons, plus his deity’s favored weapon. He is also proficient with 

light armor, medium armor, and with shields (except tower shields). If the planar vessel worships a deity with unarmed strike as its favored weapon, the planar vessel 
gains Improved Unarmed Strike as a bonus feat. 

Planar Blessings: This is exactly like warpriest’s blessings ability, except that the planar vessel must select one alignment blessing that matches his own. In addition, 

the planar vessel is considered to have the Augmented Summoning feat whenever he summons his battle companion from his alignment blessing.  
Sacred Aspect (Su): At 1st level, a planar vessel can channel a sacred aspect of his alignment as a swift action. He gains a small pool of evolution points that he can 

spent on a wide variety of modifications and upgrades that add new abilities, attacks, and powers to himself. This pool is equal to 2 evolution points at 1st level, plus 1 

additional evolution point every odd level thereafter, to a maximum of 11 evolution points at 19th level. The planar vessel may choose from the following evolutions.  
 1 Point Evolutions: basic magic, bite, bleed, claws, gills, hooves, improved natural armor, low-light vision, magic attacks, pincers, pull, push, reach, resistance, 

scent, slam, slippery, sticky, sting, swim, tail, tail slap, tentacle, unnatural aura, wing buffet.  

 2 Point Evolutions: alignment smite (must match his alignment blessing), constrict, energy attack, flight, gore, grab, minor magic, poison, rend, shadow blend, 
shadow form, sickening, trample, trip.  

 3 Point Evolutions: celestial appearance, damage reduction, fiendish appearance, frightful presence, major magic, see in darkness.  

 4 Point Evolutions: breath weapon, dimension door, incorporeal form, spell resistance, ultimate magic. 

He may change these evolutions every time he gains a new evolution point. A planar vessel can maintain his planar aspect for a number of rounds per day equal to 

his planar vessel level, but these rounds need not be consecutive. A planar vessel is considered proficient with any natural attacks gained from his evolutions.   

In addition, weapons wielded by a planar vessel are charged with the power of his faith. In addition to the favored weapon of his deity, the planar vessel can 
designate a weapon as a sacred weapon by selecting that weapon with the Weapon Focus feat; if he has multiple Weapon Focus feats, this ability applies to all of them. 

Whenever the planar vessel hits with his sacred weapon, the weapon damage is based on his level and not the weapon type. The damage for Medium planar vessels is 

listed on Table: Planar Vessel; see the table for Small and Large planar vessels in the Warpriest class description. The planar vessel can decide to use the weapon's base 
damage instead of the sacred weapon damage—this must be declared before the attack roll is made. (If the weapon's base damage exceeds the sacred weapon damage, 

its damage is unchanged.) This increase in damage does not affect any other aspect of the weapon, and doesn't apply to alchemical items, bombs, or other weapons that 

only deal energy damage. The planar vessel may designate a natural attack gained through his evolutions as a sacred weapon with the Weapon Focus feat, granting it 
the sacred weapon damage increase (see Sacred Weapon Damage on Table: Planar Vessel).  

A planar vessel does not gain the weapon enhancement aspect of the sacred weapon ability, and cannot add weapon special abilities to his sacred weapons. This 

ability replaces sacred weapon. 
Planar Guard (Su): At 7th level, when a planar vessel is channeling his sacred aspect, he gains a +1 shield bonus to his Armor Class and a +1 circumstance bonus 

on his saving throws. This bonus increases by 1 every 3 levels thereafter, to a maximum of +5 at 19th level. This ability replaces sacred armor. 

Persistent Aspect (Su): At 12th level, a planar vessel’s sacred aspect now lasts for 1 minute per level, but these minutes need not be consecutive. This ability 
replaces the bonus feat gained at 12th level.  

Twin Aspect (Su): At 20th level, as a swift action, the planar vessel and his sacred aspect can split into two creatures: the planar vessel and the sacred aspect. Both 

have the same stats (including ability scores, hit points, AC, evolutions, etc.). The sacred aspect emerges in a square adjacent to the planar vessel if possible. All effects 

and spells currently targeting the planar vessel-sacred aspect affect both the planar vessel and the sacred aspect. 

The planar vessel can use this ability for a number of rounds per day equal to his planar vessel level. He can end this effect at any time as a full-round action. For the 

duration of this effect, the sacred aspect functions as the planar vessel (see above), but any ability uses or spells cast count against the planar vessel’s daily maximum. 
This ability replaces aspect of war.  

 

 

Table: Planar Vessel 
 Base     Sacred 
Class Attack Fort Ref Will  Weapon    Spells per Day 
Level Bonus Save Save Save Special  Damage 0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Aura, focus weapon, orisons, planar  1d6   3   1  —  —  —  —  — 
     blessings (minor), sacred aspect (2) 
2nd  +1  +3  +0 +3 Fervor 1d6  1d6   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Bonus feat, sacred aspect (3)  1d6   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Channel energy  1d6   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Fervor 2d6, sacred aspect (4)  1d8   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Bonus feat  1d8   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Planar guard +1, sacred aspect (5)  1d8   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Fervor 3d6  1d8   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bonus feat, sacred aspect (6)  1d8   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Planar blessings (major), planar guard +2 1d10   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Fervor 4d6, sacred aspect (7) 1d10   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Persistent aspect 1d10   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Planar guard +3, sacred aspect (8) 1d10   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Fervor 5d6 1d10   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Bonus feat, sacred aspect (9)  2d6   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Planar guard +4  2d6   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Fervor 6d6, sacred aspect (10)  2d6   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Bonus feat  2d6   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Planar guard +5, sacred aspect (11)  2d6   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Fervor 7d6, twin aspect  2d8   5   5   5   5   5   5   5 
 

  



POSSESSED PROPHET (Bardess) 
The gifts of the gods are rarely given without a price, even to those who seek them. The possessed prophet is an unfortunate mortal who’s been reluctantly chosen (often 
from birth) as the vessel for the reincarnated soul of a powerful servant of her patron from times past for the purpose of relaying its commands and to bring about the 

ends of the church throughout the world at large. This entity can have a very different alignment from that of its host body. As such, the forced cohabitation of vessel 

and entity, along with the eldritch visions of past and future can cause infinite anguish to the possessed prophet, ultimately driving her mad. When a possessed prophet 

is born into the world, she is most often seen as a harbinger of the great apocalypse. 

Primary: Oracle. 

Secondary: Witch. 
Alignment: Any.  

Hit Dice: d8.  

Bonus Skills and Ranks: The possessed prophet selects three witch skills to add to her class skills in addition to the normal oracle class skills. The possessed 
prophet gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The possessed prophet is proficient with all simple weapons, light armor, and with shields (except tower shields). Some 

possessed prophet’s revelations grant additional proficiencies. 
Spellcasting: A possessed prophet adds the following spells from the witch spell list to her own, at the indicated spell levels: 1st–fumbletongue, hex ward, ill omen;  

2nd–death candle, disfiguring touch, fury of the sun, hidden speech, seducer’s eye; 3rd–accursed glare, bestow curse, bleed glory, cackling skull, eldritch fever, 

harrowing, marionette possession, nature’s exile, project weakness; 4th–curse of magic negation, fleshworm infestation; 5th–curse (major), curse of disgust, magic jar, 
mark of justice, old salt’s curse, possess object, rest eternal; 7th–black mark; 8th–prediction of failure; 9th–cursed earth. A possessed prophet otherwise learns and 

casts spells as an oracle equal to her possessed prophet level. She also gains bonus spells is she has a high Charisma.  

Mysterious Patron: This is exactly like the oracle’s mystery ability, except that the possessed prophet may also choose the new Spirit or Words mystery. 
Alternatively, a possessed prophet can choose one of the following associated witch’s patrons according to her chosen mystery. A possessed prophet may choose the 

Possessed patron regardless of her associated mystery.  

Ancestor: Ancestors, Boundaries, Death, Devotion, Enchantment, Fertility, Hearth, Portents, Spirits, Strength, Time, Vengeance, Wisdom. 

Battle: Agility, Devotion, Endurance, Strength, Vengeance. 

Bones: Ancestors, Death, Occult, Plague, Spirits. 

Dark Tapestry: Dimensions, Insanity, Occult, Portents, Shadow, Stars, Transformation. 
Flame: Elements, Fire, Summer, Vengeance. 

Heavens: Ancestors, Devotion, Dimensions, Light, Moon, Stars.  

Juju: Death, Fertility, Insanity, Occult, Plague, Spirits. 
Life: Devotion, Endurance, Fertility, Healing, Nourishment, Peace, Spring.  

Lore: Ancestors, Portents, Time, Wisdom.  

Lunar: Agility, Animals, Light, Moon, Shadow, Stars, Transformation. 
Metal: None.  

Nature: Agility, Animals, Endurance, Fertility, Nourishment, Transformation.  

Occult: Ancestors, Boundaries, Deception, Dimensions, Insanity, Occult, Shadow, Spirits, Transformation. 
Outer Rifts: Boundaries, Dimensions, Insanity, Occult, Vengeance. 

Solar: Fire, Light, Summer. 

Spellscar: Insanity, Transformation, Trickery.  
Spirits: Ancestors, Boundaries, Death, Dimensions, Occult, Spirits. 

Stone: Earth, Elements. 

Time: Dimensions, Time. 

Waves: Elements, Water. 

Wind: Air, Autumn, Elements. 

Winter: Elements, Winter. 
Wood: Spring. 

Words: Ancestors, Portents, Time, Wisdom. 

At 2nd level, and every two levels thereafter, a possessed prophet learns an additional spell known derived from either her mystery or her patron, as chosen at 1st 
level.  

Possessed Curse (Ex): This is exactly like the oracle’s curse class feature, except that the possessed prophet must choose the new Possessed oracle’s curse (see 

below). As such, the possessed prophet is possessed by the disembodied spirit of an outsider. This spirit always has one aspect of its alignment the same, and the other 
aspect of its alignment in opposition to that of the possessed prophet, along either the evil/good, or chaos/law axis. For example, a lawful good possessed prophet may 

have either a lawful evil or chaotic good spirit possessing her. However, a possessed prophet with a neutral good alignment may choose any nongood aligned spirit, one 
of neutral evil alignment may choose any nonevil aligned spirit, while one of true neutral alignment may choose a spirit with one of the four extreme alignments. Due to 

this inherent internal conflict, whenever the possessed prophet makes a decision based upon her moral (good) or social (lawful) outlook, she must make a successful 

Will save (DC 10 + 1/2 the possessed prophet’s level + the possessed spirit’s Cha modifier) or become influenced by the possessing spirit’s opposing aspect of its 
alignment. In addition, a possessed prophet gains the Possessed magic trait as a bonus trait.  

Revelation Hex: This is exactly like the oracle’s revelation ability. Alternatively, a possessed prophet may select a witch’s hex in place of a revelation. At 10th level, 

a possessed prophet may select a major hex in place of a revelation. If the possessed prophet has the Summon Spirit hex, she can use it to manifest her possessing spirit 
in order to communicate with it directly.  

Spirit Aptitude (Su): Starting at 5th level, whenever a possessed prophet rests to regain her spells, she can choose to suppress one revelation or hex until the next 

time she rests to regain her daily allotment of spells. Instead, she can choose to gain one trait related to her possessing spirit’s type, as shown below. Every four levels 
thereafter (9th, 13th, and 17th level), she can choose to suppress an additional revelation or hex per day to gain one additional traits for a 24-hour period.  

A possessed prophet can choose from the following traits according to her possessing spirit’s alignment. 

Lawful Good: A lawful good spirit is the disembodied soul of an archon from the plane of Heaven. A possessed prophet can choose from the following archon traits. 
 +4 bonus to saves against poison 

 aura of menace 

 darkvision 60 feet and lowlight vision 
 daylight (3/day) 

 detect evil (at will)  

At 10th level, a possessed prophet adds the following traits to the list. 
 DR 5/evil 

 immunity to electricity 

 immunity to petrification   
 teleport (1/day) 

 true speech 

Chaotic Good: A chaotic good spirit is the disembodied soul of an azata from the plane of Elysium. A possessed prophet can choose from the following azata traits. 
 charm person (3/day) 



 darkvision 60 feet and lowlight vision 

 detect evil (at will)  
 resist cold 10 

 resist fire 10 

At 10th level, a possessed prophet adds the following traits to the list. 

 DR 5/cold iron and evil 

 freedom of movement (3/day) 

 immunity to electricity 
 immunity to petrification   

 true speech 

Lawful Neutral: A lawful neutral spirit is the disembodied soul of an inevitable from the plane of Utopia. A possessed prophet can choose from the following 
inevitable traits. 

 command (3/day) 

 detect chaos (at will)  
 immunity to disease  and poison 

 immunity to fatigue (and exhaustion at 7th level) 

 lowlight vision 
At 10th level, a possessed prophet adds the following traits to the list. 

 +4 bonus to saves against death and mind-affecting effects 

 dimension door (2/day) 
 DR 5/chaotic 

 regeneration 2 (per minute; chaotic) 

 true speech 

Chaotic Neutral: A chaotic neutral spirit is the disembodied soul of a protean from the plane of Limbo. A possessed prophet can choose from the following protean 

traits. 

 25% chance to negate sneak attacks and critical hits 
 blindsense 30 feet 

 detect law (at will)  
 dispel magic (3/day) 

 resist electricity 10 

 resist sonic 10 
At 10th level, a possessed prophet adds the following traits to the list. 

 chaos hammer (1/day) 

 DR 5/lawful 
 polymorph (2/day) 

 immunity to acid 

 tongues (at will) 
Lawful Evil: A lawful evil spirit is the disembodied soul of a devil from the plane of Hell. A possessed prophet can choose from the following devil traits. 

 darkvision 60 feet 

 detect good (at will) 
 immunity to poison 

 resist acid 10 

 resist cold 10 
At 10th level, a possessed prophet adds the following traits to the list. 

 DR 5/good 

 fear (2/day) 
 immunity to fire 

 summon monster IV (devils only; 1/day) 

 telepathy 
Chaotic Evil: A chaotic evil spirit is the disembodied soul of a demon from the plane of the Abyss. A possessed prophet can choose from the following protean traits. 

 darkvision 60 feet 

 detect good (at will) 
 immunity to poison 

 resist acid 10 

 resist fire 10 
At 10th level, a possessed prophet adds the following traits to the list. 

 DR 5/good 

 immunity to electricity 
 summon monster IV (demons only; 1/day) 

 telepathy 

 true seeing (at will) 
Final Communion: This is exactly like the oracle’s final revelation ability. Alternatively, the possessed prophet may select a grand hex in place of her final 

revelation. Should the possessed prophet be slain, she is reborn three days later as an incarnation of her patron’s portfolio (treat as the reincarnate spell). 

 
 

 

NEW ORACLE’S CURSE 
The following new oracle’s curse can be chosen by any class with the oracle’s curse class feature. This curse complements the Possessed Prophet multiclass archetype.  
 

Possessed 
You are possessed by the reincarnated soul of an outsider.   

 

Effect  
During times of stress, your mind is filled with strange memories that are not your own. At the beginning of each day, you must make a Will saving throw (DC 10 + 1/2 

the possessed prophet’s level + the possessed prophet’s Charisma modifier). If you fail, during each encounter of the day, you become confused for 1d6 rounds. This 
confusion takes effect 1d4 rounds after the encounter begins. For the duration of this confusion effect, you lose access to your mystery spells and must make a 



concentration check to cast any spell. If the saving throw is successful, you are not at risk of becoming confused for a 24-hour period. In addition, whenever you fail a 

morale check or a saving throw against mind–affecting spells or effects, you can attempt a new check or saving throw in the next round.  
At 5th level, you are immune to the dazed and fascinated conditions.  

At 10th level, you can take 20 on any Knowledge check three times per day.  

At 15th level, you add legend lore to your list of known spells.  

 

 

NEW PATRONS 
The following new patrons can be chosen by any class with the patron class feature. These patrons complements the Possessed Prophet multiclass archetype.  

 

Air: 2nd—feather fall, 4th—gust of wind, 6th—cloak of winds, 8th—air walk, 10th—control winds, 12th—elemental body III (air only), 14th—elemental body IV 

(air only), 16th—whirlwind, 18th—winds of vengeance. 
Autumn: 2nd—alter winds, 4th—resist energy (electricity only), 6th—call lightning, 8th—river of wind, 10th—call lightning storm, 12th—wind walk, 14th—

control weather, 16th—stormbolts, 18th—winds of vengeance. 

Earth: 2nd—expeditious excavation, 4th—soften earth and stone, 6th—meld into stone, 8th—stone shape, 10th—move earth, 12th—elemental body III (earth only), 
14th—elemental body IV (earth only), 16th—repel metal or stone, 18th—world wave. 

Fertility: 2nd—goodberry, 4th—bear’s endurance, 6th—neutralize poison, 8th—death ward, 10th—kiss of the first world, 12th—mass bear’s endurance, 14th—

regenerate, 16th—polymorph any object, 18th—wish. 
Fire: 2nd—produce flame, 4th—burning gaze, 6th—fire trap, 8th—firefall, 10th—fire seeds, 12th—elemental body III (fire only), 14th—elemental body IV (fire 

only), 16th—incendiary cloud, 18th—meteor swarm. 

Hearth: 2nd—detect secret doors, 4th—arcane lock, 6th—tiny hut, 8th—secure shelter, 10th—stone wall, 12th—guards and wards, 14th—mage’s magnificent 
mansion, 16th—create demiplane, 18th—greater create demiplane. 

Nourishment: 2nd—goodberry, 4th—allfood, 6th—create food and water, 8th—grove of respite, 10th—major creation (edible items only), 12th—heroes’ feast, 

14th—restoration (greater), 16th—true creation (edible items only), 18th—wish. 
Possession: 2nd—protection from chaos/evil/good/law (as per your alignment), 4th—marionette possession, 6th—enter image, 8th—possess object, 10th—magic 

jar, 12th—animate objects, 14th—monstrous physique IV, 16th—cloak of chaos/holy aura/shield of law/unholy aura (as per your alignment), 18th—divine vessel. 

Spring: 2nd—goodberry, 4th—greensight, 6th—invigorate (mass), 8th—create food and water, 10th—wall of thorns, 12th—ironwood, 14th—plant shape III, 
16th—resurrection, 18th—wooden phalanx. 

Summer: 2nd—flare burst, 4th—fury of the sun, 6th—daylight, 8th—healing warmth, 10th—wall of fire, 12th—sirocco, 14th—fire storm, 16th—sunburst, 18th—

fiery body. 
 

 

Table: Possessed Prophet 
 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  Mysterious patron, orisons,   3  —  —  —  —  —  —  —  —  
     possessed curse, revelation hex 
2nd  +1  +0 +0 +3  Mystery or patron spell   4  —  —  —  —  —  —  —   —  
3rd  +2  +1 +1 +3  Revelation hex   5  —  —  —  —   —  —  —  —  
4th  +3  +1 +1 +4  Mystery or patron spell   6   3  —  —  —  —  —  —  —  
5th  +3  +1 +1 +4  Spirit aptitude     6   4  —  —  —  —  —  —  —  
6th  +4  +2 +2 +5  Mystery or patron spell   6   5   3  —  —  —  —  —  —  
7th  +5  +2 +2 +5  Revelation hex   6   6   4  —  —  —  —  —  —  
8th  +6/+1  +2 +2 +6  Mystery or patron spell   6   6   5   3  —  —  —  —  — 
9th  +6/+1  +3 +3 +6  Spirit aptitude     6   6   6   4  —  —  —  —  — 
10th  +7/+2  +3 +3 +7  Mystery or patron spell   6   6   6   5   3  —  —  —  —  
11th  +8/+3  +3 +3 +7  Revelation hex   6   6   6   6   4  —  —  —  —  
12th  +9/+4  +4 +4 +8  Mystery or patron spell   6   6   6   6   5   3  —  —  —  
13th  +9/+4  +4 +4 +8  Spirit aptitude     6   6   6   6   6   4  —  —  —  
14th  +10/+5  +4 +4 +9  Mystery or patron spell   6   6   6   6   6   5   3  —  —  
15th  +11/+6/+1  +5 +5 +9  Revelation hex   6   6   6   6   6   6   4  —  —  
16th  +12/+7/+2  +5 +5 +10  Mystery or patron spell   6   6   6   6   6   6   5   3  —  
17th  +12/+7/+2  +5 +5 +10  Spirit aptitude     6   6   6   6   6   6   6   4  —  
18th  +13/+8/+3  +6 +6 +11  Mystery or patron spell   6   6   6   6   6   6   6   5   3 
19th  +14/+9/+4  +6 +6 +11  Revelation hex   6   6   6   6   6   6   6   6   4 
20th  +15/+10/+5  +6 +6 +12  Final communion   6   6   6   6   6   6   6   6   6 
  



RUTHLESS DESTROYER (Bandw2) 
Antipaladins are typically seen as the hand of all that is evil. However, there are those among their dark ranks who foster a primal need to destroy their surroundings. 
These ruthless destroyers possess an almost uncontrollable urge to break thinks and brutally exterminate their enemies. As a result of this urge, they are a danger not 

only to their foes, but also to their allies and the very environment around them. While ruthless destroyers are rarely accepted among their peers, they are secretly feared 

and grudgingly admired by them.  

Primary Class: Antipaladin. 

Secondary Class: Barbarian. 

Alignment: Chaotic neutral, neutral evil, or chaotic evil.   
Hit Die: d10. 

Bonus Skills and Ranks: The ruthless destroyer may select three barbarian skills to add to his class skills in addition to the normal antipaladin class skills. The 

ruthless destroyer gains a number of ranks at each level equal to 4 + Int modifier.  
Weapon and Armor Proficiency: The ruthless destroyer is proficient with all simple and martial weapons, with all types of armor (heavy, light and medium), and 

with shields (except tower shields). 

Destructive (Ex): Whenever the ruthless destroyer makes a melee attack that targets an unattended object or makes a sunder combat maneuver, he adds half his 
ruthless destroyer level (minimum +1) on the damage roll. This ability replaces detect evil. 

Wrathful Strike (Su): Once per day, a ruthless destroyer can call upon the divine to gain greater strength and ferocity to crush his enemies. As a swift action, the 

ruthless destroyer is infused with the wrath of his deity. While wrathful strike is in effect, the ruthless destroyer gains a +2 morale bonus to Strength and Constitution, a 
+1 morale bonus on Will saves, and adds half his ruthless destroyer level (minimum +1) on the damage rolls. The increase to Constitution grants the ruthless destroyer 1 

hit point per Hit Dice, but these disappear when the wrathful strike ends and are not lost first like temporary hit points. If the ruthless destroyer targets a construct with 

his wrathful strike, makes a melee attack that targets an unattended object, or makes a sunder combat maneuver while his wrathful strike is in effect, he adds his 
Charisma modifier (if positive) on his attack rolls and adds his ruthless destroyer level (minimum +1) on the damage roll (instead of half his level). A ruthless destroyer 

cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except Acrobatics, Fly, Intimidate, and Ride) or any ability that requires patience or concentration 

while making a wrathful strike.  

Wrathful strike makes the ruthless destroyer reckless. The ruthless destroyer takes a –2 penalty to his Armor Class, except against attacks made by the current target 

of his wrath.  

At 4th level, and at every three levels thereafter, the ruthless destroyer may wrathful strike one additional time per day, as indicated on Table: Ruthless Destroyer, to 
a maximum of seven times per day at 19th level. Wrathful strike remains in effect for 1 minute, until the combat ends, or the ruthless destroyer falls unconscious. This 

ability replaces smite good. 

Rage Powers (Ex): At 3rd level, a ruthless destroyer gains a barbarian rage power. Every three levels thereafter, he gains another rage power. The ruthless destroyer 
is restricted from any rage powers that violate his alignment, such as the Celestial Totem rage power. This ability otherwise functions as the barbarian’s rage power 

ability and replaces cruelty.  

Smash (Ex): At 3rd level, a ruthless destroyer gains Smash as a bonus feat, even if he does not meet the requirements. In addition, if the ruthless destroyer destroys a 
sundered object, he adds his Strength modifier to all Intimidate checks until the end of combat. This ability replaces plague bringer.  

Harbinger of Ruin (Ex): At 4th level, a ruthless destroyer gains Improved Sunder as a bonus feat, even if he does not meet the requirements. This ability, 

demoralizing sunder, greater wrath, paragon of ruin, and sundering strike replace the antipaladin’s spells.   
Fiendish Boon (Sp): This is exactly like the antipaladin ability of the same name, except for the following changes. If the ruthless destroyer chooses to bond with a 

weapon, he removes the vicious and wounding weapon properties and adds furious, furyborn, invigorating, and ominous to the list of weapon properties he can select. If 

the ruthless destroyer chooses to bond with a fiendish servant, while the ruthless destroyer’s wrathful strike is in effect, he can spend an additional use of the ability to 
grant his fiendish servant the benefits of his wrathful strike (including greater wrath and mighty wrath) as long as he is mounted or adjacent to it. The ruthless destroyer 

can elect not to pay this cost, in which case his fiendish servant does not gain the effects of his wrathful strike. In addition, the fiendish servant gains either the advanced 

or entropic template at 11th level, as chosen by the ruthless destroyer.   

Demoralizing Sunder (Ex): At 7th level, the ruthless destroyer gains Iconoclast as a bonus feat, even if he does not meet the requirements. Alternatively, when 

using the Iconoclast feat, the ruthless destroyer can attempt an Intimidate check to demoralize as a free action if he succeeds at a sunder combat maneuver against a 

wizard’s bonded item, or against a paladin’s or antipaladin’s bonded weapon. In such cases, only the owner of the item is demoralized. If he destroys the bonded item or 
weapon, gains a +5 bonus on his Intimidate check.  

Greater Wrath (Ex): At 9th level, when a ruthless destroyer uses his wrathful strike ability, the morale bonus to his Strength and Constitution increases to +4, the 

morale bonus on his Will saves increases to +2, and adds his ruthless destroyer level (minimum +1) on the damage rolls. If the ruthless destroyer targets a construct 
with his wrathful strike, makes a melee attack that targets an unattended object, or makes a sunder combat maneuver while his wrathful strike is in effect, he adds twice 

his ruthless destroyer level on the damage roll (instead of his level).  

Paragon of Ruin (Ex): At 10th level, the ruthless destroyer gains Greater Sunder as a bonus feat, even if he does not meet the requirements.  
Aura of Wrath (Su): At 11th level, a ruthless destroyer can expend two uses of his wrathful strike ability to grant the ability to all allies within 10 feet, using his 

bonuses and penalties. Allies must use this wrathful strike ability by the start of the ruthless destroyer’s next turn and the bonuses and penalties last for 1 minute. Using 
this ability is a free action. Lawful creatures gain no benefit from this ability. This ability replaces aura of vengeance.  

Sundering Strike (Ex): At 13th level, the ruthless destroyer gains Sundering Strike as a bonus feat, even if he does not meet the requirements.  

Mighty Wrath (Ex): At 17th level, when a ruthless destroyer uses his wrathful strike ability, the morale bonus to his Strength and Constitution increases to +6, the 
morale bonus on his Will saves increases to +4. If the ruthless destroyer targets a construct, makes a melee attack that targets an unattended object, or makes 

a sunder combat maneuver while his wrathful strike is in effect, the target or object must make a successful Fortitude save (DC 10 + half the ruthless destroyer’s level + 

the ruthless destroyer’s Charisma modifier) or gain the broken condition. This ability replaces aura of depravity. 
Unholy Devastator (Su): At 20th level, a ruthless destroyer can channel his wrath to completely destroy his opponents. Once per day, a ruthless destroyer can make 

a single melee attack at his highest attack bonus against an opponent. If the attack is successful, the target instantly takes 10 points of damage per two ruthless destroyer 

levels. If this damage slays the target, it consumes the remains utterly in unholy fire (but not its equipment or possessions). If the target's Fortitude saving throw 
succeeds, it instead takes 10d6 points of damage. If the target is a construct, it instead takes 10 points of damage per ruthless destroyer level. If the construct makes a 

successful Fortitude saving throw, it is also slowed (as the slow spell) and gains the broken condition.  

In addition, if the ruthless destroyer targets a construct, makes a melee attack that targets an unattended object, or makes a sunder combat maneuver while his 
wrathful strike is in effect, it automatically gains the broken condition (no save). This ability replaces unholy champion.  

Rage Powers: The following rage powers complement the Ruthless Destroyer multiclass archetype: Armor Ripper, Beast Totem (Lesser), Body Bludgeon, Brawler, 

Brawler (Greater), Crippling Blow, Deathless Frenzy, Ground Breaker, Ground Breaker (Greater), Roused Anger, Smasher, Spell Sunder, Sunder Enchantment. 
 

 

Table: Ruthless Destroyer 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +2  Aura of evil, destructive, wrathful strike 1/day 
2nd  +2  +3  +0  +3  Touch of corruption/mayhem, unholy resilience 
3rd  +3  +3  +1  +3  Aura of cowardice, rage power, smash 
4th  +4  +4  +1  +4  Channel negative energy, harbinger of ruin, wrathful strike 2/day 



5th  +5  +4  +1  +4  Fiendish boon 
6th  +6/+1  +5  +2  +5  Rage power 
7th  +7/+2  +5  +2  +5  Demoralizing sunder, wrathful strike 3/day 
8th  +8/+3  +6  +2  +6  Aura of despair  
9th  +9/+4  +6  +3  +6  Greater wrath, rage power  
10th  +10/+5  +7  +3  +7  Paragon of ruin, wrathful strike 4/day 
11th  +11/+6/+1  +7  +3  +7  Aura of wrath 
12th  +12/+7/+2  +8  +4  +8  Rage power 
13th  +13/+8/+3  +8  +4  +8  Sundering strike, wrathful strike 5/day 
14th  +14/+9/+4  +9  +4  +9  Aura of sin 
15th  +15/+10/+5 +9  +5  +9  Rage power 
16th  +16/+11/+6/+1  +10  +5  +10  Wrathful strike 6/day 
17th  +17/+12/+7/+2  +10  +5  +10  Mighty wrath 
18th  +18/+13/+8/+3  +11  +6  +11  Rage power 
19th  +19/+14/+9/+4  +11  +6  +11  Wrathful strike 7/day 
20th  +20/+15/+10/+5  +12  +6  +12  Unholy devastator 
  



SACRED ILLUMINARY  
 

Primary Class: Paladin.  

Secondary Class: Alchemist. 

Alignment: Any good.  

Hit Dice: d10. 

Bonus Skills and Ranks: The sacred illuminary may select three alchemist skills to add to her class skills in addition to the normal paladin class skills. The sacred 

illuminary gains a number of ranks at each level equal to 2 + Int modifier.  
Weapon and Armor Proficiency: The sacred illuminary is proficient with all simple and martial weapons, plus bombs. The sacred illuminary is also proficient with 

light and medium armor, but not with shields.  

Alchemy (Su): At 1st level, a sacred illuminary gains the alchemist’s alchemy ability, except that she can only create mundane alchemical items, bombs, and 
extracts, not mutagens.  

Sunstrike (Su): Once per day per sacred illuminary level, a sacred illuminary can draw upon the power of the radiant sun. As a swift action, she treats her melee or 

ranged attacks until the beginning of her next turn (whether armed or unarmed) as magical with a +1 bonus on attack and damage rolls, as well as on combat 
maneuver checks. This bonus also applies to her CMD if she or her target is standing in direct sunlight or a spell of equivalent effect (such as the daylight spell). This 

bonus increases by +1 at 5th level and every 5 levels thereafter.  

In addition, whenever a sacred illuminary makes a successful sunstrike attack, she can choose to emit a searing radiance in a 5 foot-radius burst equivalent to that 
of sunlight, as a free action. Enemies in the burst are blinded for 1 minute unless they succeed at a Fortitude save (DC 10 + 1/2 the sacred illuminary level + the sacred 

illuminary’s Charisma modifier). This is a light effect. Undead, fungi, molds, oozes, slimes, and creatures to which sunlight is harmful or unnatural that are within this 

5-foot radius take 2 damage per level of the sacred illuminary. Undead harmed by sunlight and that fail their saves against the sunstrike are staggered for 1 round. This 
ability replaces smite evil.  

Phosphorous Bombs (Su): At 2nd level, a sacred illuminary gains the alchemist’s bomb ability, except that the sacred illuminary uses her Charisma modifier to 

determine the number of bombs per day she can create, and their saving throws. Phosphorous is an alchemical material that radiates a searing white light that harms 

undead and other creatures. Against undead and incorporeal creatures, phosphorous bombs deal 1d8 points of damage, plus 1d8 points of damage at 4th level and every 

three levels thereafter instead of 1d6. Against all other creatures, phosphorous bombs deal 1d4 points of fire damage, plus 1d4 points of fire damage at 4th level and 

every three levels thereafter.  
In addition, creatures that take a direct hit from a phosphorous bomb are blinded for 1 round unless they succeed at a Fortitude save (DC 10 + 1/2 the sacred 

illuminary’s level + the sacred illuminary’s Charisma modifier). Creatures in the splash area that fail their saves against the bomb are dazzled for 1 round. This is 

a light effect and counts as the Blinding Bomb discovery for the purpose of qualifying for discoveries or similar effects. This ability replaces lay on hands.  
Illumination (Su): At 3rd level, and every three levels thereafter, a sacred illuminary can select one illumination. Each illumination adds a light effect to the sacred 

illuminary's phosphorus bombs, alters a bomb’s effect, or enhances her extracts in some manner. Whenever a sacred illuminary uses a phosphorus bomb, the target also 

receives the additional effects from one of the illuminations possessed by the sacred illuminary. Each bomb-related illumination adds an effect to the sacred illuminary’s 
phosphorus bomb ability. Whenever the sacred illuminary uses a phosphorus bomb to deal damage to one target, the target also receives the additional effect from one 

of the bomb related illuminations possessed by the sacred illuminary, while some illuminations affect multiple creatures within a certain radius. This choice is made 

when the bomb is used. The target receives a Fortitude save to avoid this illumination. If the save is successful, the target takes the damage as normal, but not the effects 
of the illumination. The DC of this save is equal to 10 + 1/2 the sacred illuminary’s level + the sacred illuminary’s Charisma modifier. 

At 3rd level, the sacred illuminary can select from the following initial illuminations. 

 Revealing Light: The sacred illuminary’s bomb erupts in a 5-foot burst of violet light. This reveals hidden and invisible creatures within the burst to all. The light 
outlines such creatures for 1 round per sacred illuminary level, imposing a –20 penalty on Stealth checks on those creatures. This illumination replaces the normal 

effects of the phosphorus bomb. 

 Enhance Potion: The sacred illuminary gains the alchemist’s Enhance Potion* discovery.  

 Explosive Missile: The sacred illuminary gains the alchemist’s Explosive Missile† discovery.  

 Extend Potion: The sacred illuminary gains the alchemist’s Extend Potion* discovery.  

 Precise Bombs: The sacred illuminary gains the Precise Bombs* discovery. This illumination alters the effect of the phosphorus bomb ability. 
At 6th level, a sacred illuminary adds the following illuminations to the list of those that can be selected. 

 Dispelling Bomb: The sacred illuminary gains the alchemist’s Dispelling Bomb discovery. This illumination replaces the normal effects of the phosphorus bomb. 

 Infusion: When the sacred illuminary creates an extract, she can infuse it with an extra bit of her own magical power. The extract created now persists even after 
the sacred illuminary sets it down. As long as the extract exists, it continues to occupy one of the sacred illuminary’s daily extract slots. An infused extract can be 

imbibed by a non-alchemist to gain its effects. 

 Protecting Light: The sacred illuminary’s bomb erupts in a 5-foot burst of blue light. This grants allies in the burst a +2 sacred bonus to AC and CMD, and a +4 
bonus to AC against critical confirmation attack rolls for 1 round per caster level. This illumination replaces the normal effect of the phosphorus bomb ability. 

 Underwater Demolition: The sacred illuminary gains the alchemist’s Underwater Demolition± discovery. 
At 9th level, a sacred illuminary adds the following illuminations to the list of those that can be selected. 

 Combine Extracts: The sacred illuminary gains the alchemist’s Combine Extracts* discovery. 

 Fast Bombs: The sacred illuminary gains the alchemist’s Fast Bombs* discovery. 
 Healing Light: The sacred illuminary’s bomb erupts in a 5-foot burst of white light. Allies in the burst regain a number of hit points equal to 1d8 plus 1d8 per four 

levels the sacred illuminary has attained + the sacred illuminary’s Charisma modifier. This illumination replaces the normal effect of the phosphorus bomb and 

expends two uses of her sunstrike ability.  
 Penetrating Light: The sacred illuminary’s bomb erupts in a 5-foot burst of red light. This reduces the spell resistance of enemies within the burst by 5 for 1 round 

per sacred illuminary level. This illumination is added to the normal effects of the phosphorus bomb. 

At 12th level, a sacred illuminary adds the following illuminations to the list of those that can be selected. 
 Dilution: The sacred illuminary gains the alchemist’s Dilution* discovery.  

 Disrupting Light: The sacred illuminary’s bomb erupts in a 5-foot radius burst of yellow light. Enemies in the burst take 4d8 points of damage and 

become shaken for 1d4 rounds. A successful Will saving throw halves the damage and negates the shaken effect. Any undead in the burst take 8d8 points of 
damage and must succeed on a DC 14 Will save or be destroyed. This illumination replaces the normal effects of the phosphorus bomb.  

 Resilient Light: The sacred illuminary’s bomb erupts in a 5-foot burst of green light. This grants allies within the burst DR 5/magic or DR 5/evil for 1 round 

per sacred illuminary level. This illumination replaces the normal effects of the phosphorus bomb. 
 Resistant Light: The sacred illuminary’s bomb erupts in a 5-foot burst of orange light. This grants allies within the burst energy resistance 5 against acid, cold, fire, 

or electricity, (as chosen by the sacred illuminary) for 1 round per sacred illuminary level. This illumination replaces the normal effect of the phosphorus bomb. 

These abilities are not cumulative. For example, a 12th-level sacred illuminary's phosphorous bomb might also cure damage, grant protection, or reveal invisible 
enemies. Once an illumination is chosen, it can't be changed. This ability replaces mercy. (*Advanced Player’s Guide, **Ultimate Magic, †Ultimate Combat, 

±Advanced Race Guide) 

Channel Positive Energy (Su): This is exactly like the paladin ability of the same name, except that channeling positive energy consumes 2 uses of her sunstrike 
ability.  

Extracts: Beginning at 4th level, a sacred illuminary prepares extracts like an alchemist, drawn from the sacred illuminary formulae list. However, unlike an 

alchemist, the sacred illuminary does not keep a formula book. Instead, she must prepare her formulae in advance, just as a paladin does her spells. He can then create 



an extract of any formula she has prepared for that day. For example, a sacred illuminary of 10th level gains two 1st–level extracts per day. She can prepare two 

different 1st–level extracts for the day, but when she creates them, she can create either one of each formula, or two of the same formula.  
To prepare a formula, a sacred illuminary must have a Charisma score equal to at least 10 + the formula level. The Difficulty Class for a saving throw against a 

sacred illuminary’s extract is 10 + the extract level + the sacred illuminary’s Charisma modifier.  

Like an alchemist, a sacred illuminary can prepare only a certain number of extracts of each formula level per day, as shown on Table: Sacred Illuminary. She also 

receives bonus extracts per day if she has a high Charisma score. When Table: Sacred Illuminary indicates that she gets 0 extracts per day of a given formula level, she 

gains only the bonus extracts she would be entitled to based on his Charisma score for that spell level. A sacred illuminary otherwise prepares her extracts as an 

alchemist equal to her sacred illuminary level –3. This ability replaces the paladin’s spellcasting ability. 
Divine Bond (Su): Upon reaching 5th level, a sacred illuminary forms a divine bond with her phosphorus bombs. This bond allows the sacred illuminary to infuse 

her phosphorus bombs with divine power as a swift action. At 5th level, this divine power grants the bomb a +1 enhancement bonus. For every three levels beyond 5th, 

the bomb gains another +1 enhancement bonus, to a maximum of +6 at 20th level. These bonuses can be used to add any of the alchemist discoveries listed hereafter to 
a single phosphorus bomb. Adding these discoveries consumes an amount of bonus equal to the discoveries equivalent bonus, as follows: Acid Bomb* (+1), Concussive 

Bomb* (+2), Delayed Bomb* (+2), Directed Bomb†† (+1), Explosive Bomb* (+1), Force Bomb* (+2), Frost Bomb* (+1), Holy Bombs# (+2), Radiant Bomb‡ (+5), 

Shock Bomb* (+1), Sticky Bomb* (+3), Strafe Bomb** (+1), and Sunlight Bomb** (+3).  These discoveries are added to a single phosphorus bomb, but duplicate 
effects do not stack. If the bomb is not magical, at least a +1 enhancement bonus must be added before any discoveries can be added. The bonus and discoveries granted 

by this divine power are determined when the bomb is infused and cannot be changed until another bomb is used. This divine power imparts no bonuses if the bomb is 

held by anyone other than the sacred illuminary, but resumes giving bonuses if returned to the sacred illuminary.  
The following new Radiant Bomb discovery is restricted to the sacred illuminary multiclass archetype.  

Radiant Bomb: A sacred illuminary can infuse her phosphorous bombs with the radiant energy of the divine heavens. When the bomb detonates, it releases its energy 

in the form of a 10-foot radius burst that deals 1d8 points of damage per caster level against undead, incorporeal creatures, and other creatures susceptible to sunlight 
(maximum 15d8), but only deals 1d4 points of damage per caster level against all other creatures (maximum 15d4). This damage replaces the normal bomb damage. A 

successful Reflex saving throw (DC 10 + 1/2 the sacred illuminary’s level + the sacred illuminary’s Charisma modifier) halves the damage. This effect is similar to the 

flame strike spell. This effect consumes an amount of bonus equal to +5.  

A sacred illuminary can use this ability once per day at 5th level, and one additional time per day for every two levels beyond 5th, to a total of eight times per day at 

19th level. This ability otherwise functions as and replaces divine bond. (*Advanced Player’s Guide, **Ultimate Magic, ‡Divine Champions: Multiclass Archetypes, 

#Pathfinder Player Companion: Champions of Purity, ††Pathfinder Player Companion: Magical Marketplace) 
Aura of Life (Su): At 8th level, the sacred illuminary gains a +4 morale bonus on saves against attacks that grant negative levels and saves to overcome negative 

levels. Each ally within 10 feet of her gains a +2 morale bonus on these saves. This ability functions only while the sacred illuminary conscious, not if he is 
unconscious or dead. This ability replaces aura of resolve. 

Aura of Radiance (Su):  At 11th level, a sacred illuminary can expend two uses of his sunstrike ability to grant it to all allies within 10 feet, using his bonuses, but 

not the searing radiance effect. Allies must use this sunstrike ability by the start of the sacred illuminary’s next turn and the bonuses last for 1 minute. Using this ability 
is a free action. Evil creatures gain no benefit from this ability. This ability replace aura of justice.  

Holy Eradicator (Su): At 20th level, a sacred illuminary becomes a conduit for the power of her god. Her DR increases to 10/evil, the radius of the her sunstrike’s 

radiance increases to 10 feet, the number of minutes a creature is blinded for increases to 2, the damage that undead and creatures to which sunlight is harmful or 
unnatural take increases to +4, and the number of rounds an undead is staggered for if it fails its save increases to 2.   

In addition, a sacred illuminary can focus the power of the sun into the ultimate destructive force against undead. Once per day, the sacred illuminary can spend six 

uses of her sunstrike ability to cause a globe of searing radiance to explode silently from a point that she selects. Drawing the sun’s energies to create this effect requires 
a full-round action that provokes an attack of opportunity. This effect functions as the sunburst spell (DC 10 + 1/2 the sacred illuminary’s level + the sacred illuminary’s 

Charisma modifier) with a caster level equal to the sacred illuminary’s level. This ability replaces holy champion.  

 

SACRED ILLUMINARY FORMULAE LIST 
Sacred illuminaries gain access to the following formulae.  

1st-Level Sacred Illuminary Formulae— 
Alchemist: ant haul, anticipate peril, bomber’s eye, comprehend languages, crafter’s fortune, cure light wounds, endure elements, expeditious retreat, identify, 

jump, keen senses, light, longshot, see alignment, shield, targeted bomb admixture, true strike,  

Paladin: bless water, bless weapon, bless, detect charm, detect magic, detect poison, detect undead, diagnose disease, divine favor, ghostbane dirge, grace, honeyed 
tongue, knight’s calling, know the enemy, magic weapon, protection from chaos/evil, read magic, resistance, restoration (lesser), sanctify corpse, sun metal, tactical 

acumen, veil of positive energy, virtue, word of resolve,  

 

2nd-Level Sacred Illuminary Formulae— 

Alchemist: ablative barrier, aid, alchemical allocation, bear’s endurance, bestow weapon proficiency, bull’s strength, bullet shield, cat’s grace, cure moderate 
wounds, delay poison, eagle’s splendor, fox’s cunning, invisibility, kinetic reverberation, levitate, owl’s wisdom, protection from arrows, resist energy, see invisibility, 

shadow bomb admixture, undetectable alignment,  

Paladin: arrow of law, aura of courage (greater), bestow grace, bestow weapon proficiency, blessing of courage and life, corruption resistance, divine arrow, 
effortless armor, holy shield, instant armor, light lance, litany of defense, litany of righteousness, paladin’s sacrifice, saddle surge, sanctify weapon, shield other, 

vestment of the champion, virtuous vigor, wake of light, weapon of awe, zone of truth,  

  

3rd-Level Sacred Illuminary Formulae— 
Alchemist: absorbing touch, age resistance (lesser), amplify elixir, arcane sight, burst of speed, cure serious wounds, draconic reservoir, elemental aura, fly, 

gaseous form, haste, heroism, lightning lash bomb admixture, nondetection, protection from energy, remove blindness/deafness, remove curse, remove disease, resinous 

skin, tongues, water breathing,  
Paladin: archon’s aura, blade of bright victory, daybreak arrow, daylight, deadly juggernaut, discern lies, dispel magic, divine transfer, holy whisper, litany of 

sight, magic circle against chaos/evil, magic weapon (greater), sanctify armor, wrathful mantle,  

. 

4th-Level Sacred Illuminary Formulae— 

Alchemist: age resistance, cure critical wounds, death ward, fire shield, freedom of movement, invisibility (greater), neutralize poison, restoration, spell immunity, 
stoneskin, universal formula,  

Paladin: bestow grace of the champion, blaze of glory, break enchantment, dispel chaos, dispel evil, holy sword, king’s castle, litany of thunder, litany of vengeance, 

resounding blow, sacrificial oath, stay the hand, symbol of healing,  
 

 

Table: Sacred Illuminary  
 Base  
Class Attack Fort Ref Will   Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Alchemy, aura of good, detect evil, sunstrike  —  —  —  — 
2nd  +2  +3  +0  +3  Divine grace, phosphorous bomb +1d8  —  —  —  — 



3rd  +3  +3  +1  +3  Aura of courage, divine health, illumination  —  —  —  — 
4th  +4  +4  +1  +4  Channel positive energy, phosphorous bomb +2d8   0  —  —  — 
5th  +5  +4  +1  +4  Divine bond   1  —  —  — 
6th  +6/+1  +5  +2  +5  Illumination   1  —  —  — 
7th  +7/+2  +5  +2  +5  Phosphorous bomb +3d8   1   0  —  — 
8th  +8/+3  +6  +2  +6  Aura of life   1   1  —  — 
9th  +9/+4  +6  +3  +6  Illumination   2   1  —  — 
10th  +10/+5  +7  +3  +7  Phosphorous bomb +4d8   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Aura of radiance   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Illumination   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Phosphorous bomb +5d8   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Aura of faith   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Illumination   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Phosphorous bomb +6d8   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Aura of righteousness   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Illumination   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Phosphorous bomb +7d8   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Holy eradicator   4   4   3   3 
 



SCOURGE CHAMPION (Tyrannical) 
Whether through service to some great demon, dark god, or even one of the four horsemen, the scourge champion exists to spread suffering and utilize unholy magic to 
defile the druidic arts. The scourge champion may choose to muster vermin and undead to his cause, defile the natural elements around him, or perhaps sow plague and 

sickness among his victims. Whatever the means, this grim harbinger of putrid destruction stands prepared to unleash an unholy force to be reckoned with. 

Primary Class: Antipaladin.  

Secondary Class: Druid.  

Alignment: Any nongood and nonlawful.  

Hit Dice: d8. 
Bonus Skills and Ranks: The scourge champion may select three druid skills to add to his class skills in addition to the normal antipaladin class skills. The scourge 

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

Weapon and Armor Proficiency: The scourge champion is proficient with all simple weapons plus the cat-o’-nine-tails, falcata, flambard, handaxe, hooked axe, 
sawtooth sabre, scimitar, scorpion whip, scythe, short sword, spiked chain, thorn bracer, thorn bow, and whip. The scourge champion is proficient with light and 

medium armor but are prohibited from wearing metal armor; thus, he may wear only padded, leather, or hide armor. The scourge champion may also wear wooden 

armor that has been altered by the ironwood spell so that it functions as though it were steel. The scourge champion is proficient with shields (except tower shields) but 
must use only wooden ones.  

Spellcasting: A scourge champion casts divine spells drawn from the druid spell list. He removes all summon nature’s ally spells from the list and adds the following 

spells to it at the indicated spell levels: 1st–bane, corrosive touch, curse water, doom, inflict light wounds, summon monster I; 2nd–animater dead (lesser), corruption 
resistance, death knell, desecrate, pernicious poison, summon monster II; 3rd–bestow curse, blindness/deafness, defile armor, eruptive pustules, inflict moderate 

wounds, summon monster III, toxic gift, vampiric touch; 4th–animate dead, fleshworm infestation, inflict serious wounds, summon monster IV; 5th–inflict critical 

wounds, major curse, slay living, summon monster V; 6th–circle of death, creeping doom, harm, inflict light wounds (mass), summon monster VI. His alignment may 
restrict him from casting certain spells opposed to his moral or ethical beliefs; see Chaotic, Evil, and Lawful Spells. Whenever the scourge champion casts the summon 

monster spell, creatures that normally gain the celestial or fiendish template when summoned instead gain the vermin type and demonic vermin template, regardless of 

their creature type. A scourge champion must choose and prepare his spells in advance. 

To prepare or cast a spell, the scourge champion must have a Wisdom score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a 

scourge champion's spell is 10 + the spell level + the scourge champion's Wisdom modifier. 

Like other spellcasters, a scourge champion can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: 
Scourge Champion. In addition, he receives bonus spells per day if he has a high Wisdom score. 

A scourge champion must spend 1 hour each day in a trance-like meditation on the mysteries of nature to regain his daily allotment of spells. A scourge champion 

may prepare and cast any spell on the druid spell list or those added to it, provided that he can cast spells of that level, but he must choose which spells to prepare during 
his daily meditation. This replaces the antipaladin’s spellcasting ability. 

Blight Bond: At 1st level, a scourge champion forms a bond with an unholy power. He gains the druid’s nature bond ability, except that the scourge champion can 

either call a familiar as a wizard of her scourge champion level or form a close tie with the natural world around him.  
A scourge champion that bonds with a familiar may only choose from the following list of familiars: donkey rat, giant isopod, greensting scorpion, house centipede, 

raven, scarlet spider, skunk, viper. The chosen familiar also gains the vermin type and the demonic vermin template, regardless of their creature type. 

A scourge champion that chooses to bond with nature may select from the Chaos, Death, Destruction, Evil, or Fire domains, the Curse, Decay, Radiation, Toil or 
Venom subdomains, the Badlands, Cave, Frog, Serpent, Swamp, or Vulture animal and terrain domains, and the new new Mudbog, Ooze, Poison, Vermin, Volcanic, 

or Wildgrove domains instead of those listed in the druid nature bond. This ability replaces fiendish boon.  

Smite (Su): This is exactly like the antipaladin’s smite good ability, except that the scourge champion smites chaos or good as determined by his alignment. A true 
neutral scourge champion must choose what type of alignment to smite.  

Vermin Empathy: A scourge champion can improve the attitude of vermin as a normal druid can with animals. Vermin have a starting attitude of unfriendly. The 

scourge champion can also improve the attitude of animals and mindless undead creatures that were formerly animals, but she takes a –4 penalty on the check unless the 

animal or undead has a disease special attack. This ability replaces aura of evil.  

Touch of Pestilence (Su): Beginning at 2nd level, a scourge champion surrounds his hand with a fiendish toxin, causing terrible wounds and sickening those he 

touches. Each day he can use this ability a number of times equal to 1/2 his scourge champion level + his Wisdom modifier. As a touch attack, an scourge champion can 
cause 1d6 points of acid damage for every two scourge champion levels he possesses and may attempt a Fortitude saving throw or become sickened for 1 round per 

scourge champion level. At 10th level, creatures that fail their Will saving throw becomes nauseated. Using this ability is a standard action that does not provoke attacks 

of opportunity. 
Alternatively, a scourge champion can use this power to wither a single plant of any size. An affected plant creature withers and takes 1d6 points of damage for every 

two scourge champion levels he possesses and may attempt a Fortitude saving throw for half damage. A plant that isn't a creature doesn't receive a save and 

immediately withers and dies. This has no effect on the soil or surrounding plant life. This ability is modified by any feat, spell, or effect that specifically works with the 
lay on hands paladin class feature. For example, the Extra Lay On Hands feat grants a scourge champion 2 additional uses of the touch of pestilence class feature. This 

ability replaces touch of corruption.  
Woodland Stride: Starting at 3rd level, a scourge champion gains the druid’s woodland stride ability. This ability replaces the cruelty gained at 3rd level.  

Channel Variant Energy (Su): At 4th level, a scourge champion gains the ability to channel energy like a cleric, but may only channel the harm effect of one of the 

following channel energy variants: Disease, Death, Earth, Farming, Nature, Poison, Sun, Strength, Hunting, Undeath, Weather. Once chosen, it cannot be changed. 
Using this ability consumes two uses of his touch of pestilence ability. A scourge champion uses his level as his effective cleric level when channeling his chosen 

variant energy. This is a Wisdom-based ability. This ability otherwise functions as and replaces channel negative energy.  

Afflictions (Su): This is exactly like the antipaladin cruelty ability, except that scourge champion gains his initial cruelties at 6th level, and each subsequent set of 
additional cruelties at 9th, 12th and 15th level. This ability is a Wisdom-based ability. 

Aura of Decay (Su): At 5th level, enemies within 10 feet of a scourge champion must make a Will saving throw or be subject to the bleed spell. This ability 

functions only while the scourge champion is conscious, not if he is unconscious or dead. 
Aura of Sickness (Su): At 8th level, a scourge champion is immune to the sickened and nauseated conditions. Each enemy within 10 feet of a scourge champion 

takes a –4 penalty on all saving throws against the sickened or nauseated conditions. This ability functions only while the scourge champion is conscious, not if he 

is unconscious or dead. This ability replaces aura of despair. 
Aura of Plague (Su): At 11th level, any creature that strikes a scourge champion with a touch attack, unarmed strike, or natural weapon must succeed at a 

Fortitude save with a DC of 10 + 1/2 the scourge champion’s level + the scourge champion’s Wisdom modifier or contract a disease, as the contagion spell. If the 

creature makes its save, it is immune to this effect for 24 hours. This ability functions only while the scourge champion is conscious, not if he is unconscious or dead. 
This ability replaces aura of vengeance. 

Aura of Infection (Su): At 14th level, enemies within 10 feet of a scourge champion must make a Fortitude save or take 1 point of Constitution damage. Creatures 

thus affected take a –5 penalty on any Heal check attempts used on them and increase the number of saves required to cure injury and contact poisons by 1. If the 
creature makes its save, it is immune to this effect for 24 hours. This ability functions only while the scourge champion is conscious, not if he is unconscious or dead. 

This ability replaces aura of sin. 

Aura of Infestation (Su): At 17th level, enemies within 10 feet of a scourge champion must make a Fortitude saving throw of be subject to the fleshworm infestation 
spell for a number of rounds equal to the scourge champion’s level. Once a creature has been affected by this aura, regardless of whether or not the save is made, that 

creature is immune to that scourge champion’s aura of infestation for 24 hours. Creatures that are immune to bleed damage are also immune to this ability. This ability 

functions only while the scourge champion is conscious, not if he is unconscious or dead. This ability replaces aura of depravity.  



Unholy Scourge: At 20th level, a scourge champion becomes a conduit for the might of the unholy powers. He gains DR 5/law or good according to his alignment, 

and is immune to the effects of dehydration and any spells that evaporate moisture from the body, such as horrid wilting. In addition, whenever he uses smite and 
successfully strikes a druid, fey, or plant creature, the creature is also subject to a greater contagion spell using his scourge champion level as the caster level. If the 

creature fails its saving throw against this effect, it contracts the disease, even if it is immune to diseases. After the greater contagion effect and the damage from the 

attack is resolved, the smite immediately ends. This ability replaces unholy champion.  

 

 

Table: Scourge Champion 
 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 Blight bond, smite 1/day, vermin empathy   3   1  —  —  —  —  — 
2nd  +1  +3  +0 +3 Touch of pestilence, unholy resilience   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Aura of cowardice, plague bringer, woodland stride   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Channel variant energy, smite 2/day   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Aura of decay   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Affliction   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Smite 3/day   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Aura of sickness   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Affliction   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Smite 4/day   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Aura of plague   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Affliction   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Smite 5/day   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Aura of infection   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Affliction   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Smite 6/day   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Aura of infestation   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Affliction   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Smite 7/day   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Unholy scourge   5   5   5   5   5   5   5 

 
  



SECRET SECT KNIGHT 
A secret sect knight is the covert agent of a secret organization, infiltrating at all levels in one or more societies and government to the purpose of ultimately dominate 
the world, or free it from a tyranny, or only restore their order or religion. This organization could once have been great and respected, and then driven underground 

from politics, covert schemes or betrayal. It could also be a secret branch of an established church, unknown to the most. 

Primary Class: Inquisitor. 

Secondary Class: Cavalier.  

Alignment: A secret sect knight’s alignment must be within one step of her deity’s, along either the law/chaos axis or the good/evil axis.  

Hit Dice: d8. 
Bonus Skills and Ranks: The secret sect knight selects three cavalier skills to add to her class skills in addition to the normal inquisitor class skills. The secret sect 

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

Weapon and Armor Proficiency: The secret sect knight is proficient with all simple weapons, plus the hand crossbow, longbow, repeating crossbow, shortsword, 
and the favored weapon of her deity. She is also proficient with light armor, medium armor, and with shields (except tower shields).  

Domain: The secret sect knight may also choose the new Secrets inquisition.  

Sentencing Challenge: Once per day, the secret sect knight may pronounce a challenge against a foe that she recognizes as an enemy of her organization or as an 
obstacle to its ends. As a swift action, the secret sect knight chooses one target within sight to challenge. The secret sect knight’s melee attacks deal extra damage 

whenever the attacks are made against the target of her challenge. This extra damage is equal to 1/2 the secret sect knight's level. In addition, she gains the benefits of a 

judgment of her choice against the target of her challenge only, but with greater bonuses. As a swift action, she can change this judgment to another type. If the secret 
sect knight is evil, she receives profane bonuses instead of sacred, as appropriate. Neutral secret sect knights must select profane or sacred bonuses. Once made, this 

choice cannot be changed. The secret sect knight can use this ability once per day at 1st level, plus one additional time per day for every three levels beyond 1st, to a 

maximum of seven times per day at 19th level. 
Destruction: The secret sect knight is filled with divine wrath, gaining a sacred bonus on all weapon damage rolls equal to her secret sect knight level against the 

target of her challenge. This replaces her normal damage bonus while it is in effect.  

Healing: The secret sect knight is surrounded by a healing light, gaining fast healing 1 for every two secret sect knight levels she possesses. This applies only to 

wounds inflicted by the target of her challenge. 

Justice: This judgment spurs the secret sect knight to seek justice, granting a sacred bonus equal to 1/2 her secret sect knight level on all attack rolls against the target 

of her challenge. At 10th level, this bonus is doubled on all attack rolls made to confirm critical hits. 
Piercing: This judgment gives the secret sect knight great focus and makes her spells more potent. This benefit grants a sacred bonus equal to 1/2 her secret sect 

knight level on concentration checks to cast spells against the target of her challenge, and caster level checks made to overcome her target’s spell resistance. 

Protection: The secret sect knight is surrounded by a protective aura, granting a sacred bonus to Armor Class equal to 1/2 her secret sect knight level against the 
target of her challenge. At 10th level, this bonus is doubled against attack rolls made to confirm critical hits against the secret sect knight. 

Purity: The secret sect knight is protected from the vile taint of her foe, gaining a sacred bonus equal to 1/2 her secret sect knight level on all saving throws against 

effects originated by the target of her challenge. At 10th level, the bonus is doubled against curses, diseases, and poisons. 
Resiliency: This judgment makes the secret sect knight resistant to harm, granting DR 1/magic against the target of her challenge. This DR increases by +1 every two 

levels. At 10th level, this DR changes from magic to an alignment (chaotic, evil, good, or lawful) that is opposite the secret sect knight’s. If she is neutral, the secret sect 

knight does not receive this increase. 
Resistance: The secret sect knight is shielded by a flickering aura, gaining 1 point of energy resistance for every two secret sect knight levels she possesses against 

one energy type (acid, cold, electricity, fire, or sonic) chosen when the challenge is declared. This protects only against energy attacks coming from the target of her 

challenge. 
Smiting: This judgment bathes the secret sect knight’s weapons in a divine light. The secret sect knight’s weapons always count as the most favorable type for the 

purposes of bypassing her target’s damage reduction. 

Challenging a foe requires much of the secret sect knight's concentration. The secret sect knight takes a –2 penalty to his Armor Class, except against attacks made 

by the target of his challenge.  

The challenge remains in effect until the target is dead or unconscious or until the combat ends. Each secret sect knight's challenge also includes another effect 

depending from the order she belongs to. This ability replaces judgment.  
Order: At 1st level, a secret sect knight must choose cavalier’s order. This ability replaces monster lore, track, second judgment, and the teamwork feat gained at 

15th level.  

Secret Symbol (Ex): At 2nd level, the secret sect knight bears a glowing rune that can only be seen by members of her sect. This symbol allows the secret sect 
knight and her fellow members to easily recognize each other. While this rune is hidden to those who are not of her sect, it can be revealed through magic, such as 

detect magic or true seeing, but only to the caster of the spell. In addition, this symbol allows members of the same sect to pass messages in to each other. She adds her 

Wisdom modifier on all Bluff and Disguise skill checks in addition to her Charisma modifier. This ability replaces cunning initiative.  
Faithful Squire (Ex): At 3rd level, the secret sect knight gains Squire as bonus feat and gains a squire, even if she does not meet the prerequisites. This squire is a 

trainee of her sect. The secret sect knight treats her Leadership score as if she had a special power (+1). If the squire ever dies and gets replaced, the secret sect knight 
loses this bonus. When the secret sect knight reaches 7th level, the squire can graduate, but she doesn’t automatically gain other followers. A graduated squire may 

retrain his military class levels as cavalier, cleric, inquisitor, or secret sect knight levels, with access to the same order or domain of his mentor. This ability replaces the 

teamwork feat gained at 3rd level.  
Improvisation (Ex): At 3rd level, the secret sect knight has learned to adapt her way of fighting to the circumstances and allies at hand. The secret sect knight can 

choose one teamwork feat possessed by one of her allies (included her faithful squire). As a standard action, she can grant herself this feat for 3 rounds plus 1 round for 

every two secret sect knight levels she possesses, as long as the chosen ally is within 30 feet and can see and hear her. She does not need to meet the feat’s prerequisites. 
She can select a different feat every time she uses this ability. The secret sect knight can use this ability once per day at 3rd level, plus one additional time per day at 7th 

level and for every 5 levels thereafter. This ability replaces solo tactics.  

Improved Symbol (Ex): At 6th level, the secret sect knight can reveal her secret symbol to frighten her enemies. If the secret sect knight reveals and boldly presents 
her symbol in battle, her foes must succeed on a Will saving throw (DC 10 + 1/2 the secret sect knight level + her Charisma bonus) or become shaken for 1 minute. 

Once a creature has been the target of a revealed symbol, regardless of whether or not the save is made, that creature is immune to that secret sect knight's secret symbol 

for 24 hours. Creatures that are immune to fear are also immune to this effect. In addition, while the symbol is revealed, she gains a +2 morale bonus on Diplomacy 
checks with members or allies of her sect, and a +2 morale bonus on Intimidate checks against all other creatures. This bonus increases to +3 at 11th level, and +4 at 

16th level. The secret sect knight can use her secret symbol as a holy focus when casting her spells. Revealing secret symbol is a standard action, while hiding it is a 

swift action. This ability replaces the teamwork feat gained at 6th level.  
Covert Talent: At 9th level, and again at 18th level, the secret sect knight can select a rogue talent. Her effective rogue level for this talent is equal to her secret sect 

knight level. This ability replaces the teamwork feats gained at 9th and 18th level.  

Greater Improvisation (Ex): At 11th level, when the secret sect knight uses improvisation, she can grant another ally the same teamwork feat she grants herself. 
Neither the secret sect knight nor the ally needs to meet the feat’s prerequisites. This ability replaces stalwart.  

Demanding Challenge: At 12th level, a secret sect knight gains the cavalier’s demanding challenge ability. This ability functions with the secret sect knight’s 

sentencing challenge and replaces the teamwork feat gained at 12th level.  
Greater Symbol (Ex): At 16th level, a secret sect knight’s symbol becomes a focus of awe and fear for her foes. When her secret symbol is revealed, all foes within 

60 feet receive a –2 penalty on saving throws against charm and fear spells and effects. In addition, while her symbol is revealed, the secret sect knight can, as a 

standard action, raise it high above her head, shedding an eldritch light. The symbol can be raised once per day for a number of rounds equal to her Charisma modifier. 



While her symbol is raised in this manner, all opponents within 60 feet that make a saving throw against a spell or effect must roll it twice and take the worst result. 

Both saves are made using the original DC. Spells and effects that do not allow saving throws are unaffected by this ability. This ability replaces third judgment.  
Masterful Improvisation (Ex): At 17th level, whenever the secret sect knight uses improvisation, she can grant herself any two teamwork feats possessed by her 

allies. As a full–round action, she can instead grant just one feat to herself and her allies. This ability replaces slayer.  

Absolute Sentence (Su): At 20th level, whenever a secret sect knight uses her sentencing challenge ability, she can pronounce an absolute sentence on a foe as a 

swift action. Once declared, the secret sect knight must make a single melee (or ranged attack, if the foe is within 30 feet) against the target. If the attack hits, it deals 

double the normal amount of damage. In addition, if the secret sect knight confirms a critical hit with her attack, the target must make a Fortitude save or die. The DC of 

this save is equal to 10 + 1/2 the secret sect knight’s level + her Wisdom modifier. Even if the target’s save is successful, it is staggered for 1d4 rounds. Regardless of 
whether or not the save is made, the target creature is immune to the secret sect knight’s absolute sentence ability for 24 hours. Once this ability has been used, it cannot 

be used again for 1d4 rounds. This ability replaces true judgment. 

 
 

Table: Secret Sect 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 Domain, order, orisons, sentencing challenge 1/day,   1  —  —  —  —  — 
     stern gaze  
2nd  +1  +3  +0 +3 Detect alignment, order ability, secret symbol   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Faithful squire, improvisation   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Sentencing challenge 2/day   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Bane, discern lies   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Improved symbol   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Sentencing challenge 3/day   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Order ability   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Covert talent   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Sentencing challenge 4/day   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Greater improvisation   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Demanding challenge, greater bane   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Sentencing challenge 5/day   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Exploit weakness   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Order ability   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Greater symbol, sentencing challenge 6/day   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Masterful improvisation   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Covert talent   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Sentencing challenge 7/day   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Absolute sentence   5   5   5   5   5   5 
 
 

NEW ORDERS 
The following new order complements the Secret Sect Knight multiclass archetype.  

 

Order of the Trowel  
Cavaliers of this order dedicate themselves to the secret purposes of a covert organization. Be it dominion over the whole world, the eradication of an enemy faith, or 

furthering the policy of one particular country or church, these knights work in the shadows with all necessary means to achieve it–but not without their particular kind 

of honor. 
Edicts: The cavalier must keep his identity and purposes as secret as possible. He must not reveal his missions and the secrets entrusted by his organization. He has 

to pursue and put to silence spies those who steal secrets and endanger his superiors’ goals. 

Challenge: Whenever an order of the trowel cavalier issues a challenge, she gains a +1 bonus on her CMB against the target of her challenge as long as the cavalier 
is on foot. This bonus increases by +1 for every four levels the cavalier possesses. 

Skills: An order of the trowel cavalier adds Disguise (Cha) and Stealth (Dex) to his list of class skills. Whenever the cavalier uses Bluff to pass secret messages, he 

receives a competence bonus on the check equal to ½ his cavalier level (minimum +1). 
Order Abilities: A cavalier belonging to the order of the trowel gains the following abilities as he increases in level. 

Discreet Diplomat (Ex): At 2nd level, an order of the trowel cavalier gains a bonus .equal to 1/2 his cavalier level on Diplomacy skill checks to gather information 

and Sense Motive checks to get a hunch. 
Covert Agent (Ex): At 8th level, and every 6 levels after that (14th and 20th level), the cavalier gains a rogue talent. His rogue level for the purpose of qualifying for 

talents is equal to his cavalier level –4. He can also use Stealth checks to make melee attacks from the shadows, in addition to ranged attacks. 

Sectary Executioner (Ex): At 15th level, the cavalier can pronounce a death sentence on an enemy or traitor of his organization. This functions like a normal 
challenge, but the cavalier adds his Charisma bonus to all attack rolls and damage rolls made against the target of his challenge. In addition, he receives a +4 morale 

bonus on attack rolls made to confirm critical hits against the target of his challenge. If the cavalier confirms a critical hit against his target, the target is shaken for a 

number of rounds equal to the cavalier’s Charisma bonus. 
 

 

NEW INQUISITIONS 
The following new inquisition complements the Secret Sect Knight multiclass archetype.  
 

Secrets Inquisition  
Your mission is protecting the hidden mysteries of your faith. 

Sect’s Cant (Sp): You can cast codespeak as a spell–like ability a number of times per day equal to your Wisdom bonus. 
False Memories (Sp): At 8th level, you can modify a creature’s memory with a touch once per day as sequester thoughts. At 12th level, this ability functions 

as modify memory instead. 

 
 

New Name 
School enchantment (compulsion) (language–dependent); Level bard 2, cleric/oracle 2, inquisitor 2, magus 2, sorcerer/wizard 2, witch 2  

CASTING 



Casting Time 1 standard action  
Components V  

EFFECT 

Range close (25 ft. + 5 ft./2 levels)  
Target one creature  
Duration 1 day (D)  
Saving Throw Will negates; Spell Resistance yes  

DESCRIPTION  

You give a new name (nickname, pet name, church name) to one creature that is considered its true name for the spell’s duration. While the spell’s in 
effect, the affected creature receives a +10 bonus on its save DC against spells and effects from any other source that require to know its true name, but 
a –4 penalty against spells and effects from you (as you are the only one to know its true name). New name can be made permanent with a permanency 
spell. 
 
  



SHRINE MAIDEN (JonathonWilder) 
A shrine maiden, or “miko” in the secret language of the temple shrines, is skilled in the ways of wards and healing, and blessed with a powerful connection to the spirit 
world that imbues her with both mystic knowledge and the ability to defend against the harmful and malicious spirits. Preferring to spend their time in quiet and 

meaningful meditation, shrine maidens are compassionate folk who are drawn from their sacred shrines by the prayers of sick and down trodden seeking aid and 

protection from malevolent spirits that roam and infest the lands. Whether it is the lost souls of the dead, or capricious fey creatures whose intentions are uncertain, the 

shrine maiden offers both healing and guidance to all who stand in need. Male shaman's who choose to follow this path are known as Shrine Priests.  

Primary Class: Shaman. 

Secondary Class: Cleric.  
Alignment: Any. 

Hit Dice: d8.  

Bonus Skills and Ranks: The shrine maiden selects three cleric skills to add to her class skills in addition to the normal shaman class skills. The shrine maiden gains 
a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The shrine maiden is proficient with all simple weapons, and with light and medium armor, but not with shields.  

Spirit Magic: This is exactly like the shaman ability of the same name. Alternatively, instead of choosing a spell from those granted by her chosen spirit as her spirit 
magic spell of a given level, she may select an abjuration or divination spell of the same level from the cleric spell list in its place.   

Chastise Spirits (Su): Regardless of alignment, any shrine maiden can release a wave of energy by channeling the power of her chosen spirit. This energy can be 

used to cause or heal damage to creatures considered to be spirits (see Spirit Creatures below).  
A good shrine maiden that channels spirit energy can choose to deal damage to evil and neutral spirits, or to heal good spirits. An evil shrine maiden that channels 

spirit energy can choose to deal damage to good and neutral spirits, or to heal evil spirits. A neutral shrine maiden must choose whether she channels spirit energy as a 

good or evil shrine maiden. Once this choice is made, it cannot be reversed.  
Chastising spirits causes a burst of spirit energy that affects all spirit creatures of the right alignment (either good, neutral or evil) in a 30-foot radius centered on the 

shrine maiden. The amount of damage dealt or healed is equal to 1d6 points of damage plus 1d6 points of damage at the indicated levels (see Table: Shrine Maiden) up 

to a maximum of 7d6 and 19th level. Spirit creatures that take damage from channeled energy receive a Will save to halve the damage. The DC of this save is equal to 

10 + 1/2 the shrine maiden's level + the shrine maiden's Charisma modifier. Spirit creatures healed by channel energy cannot exceed their maximum hit point total—all 

excess healing is lost. A shrine maiden may channel energy a number of times per day equal to 3 + her Charisma modifier. This is a standard action that does not 

provoke an attack of opportunity. A shrine maiden can choose whether or not to include herself in this effect. This ability and weaken spirits replace wandering spirit, 
wandering hex, and the hexes gained at 4th, 12th, and 20th level.  

Hexes: This is exactly like the shaman’s ability of the same name, except that the shrine maiden gains a hex at 2nd level and every four levels thereafter. She may 

also choose from the new hexes restricted to the shrine maiden multiclass archetype and listed below.  
Turn or Command Spirits (Su): At 4th level, a shrine maiden gains Turn Undead (if a good or neutral shrine maiden) or Command Undead (if an evil or neutral 

shrine maiden) as a bonus feat. This feat only affects creatures considered to be spirits, as determined by the shrine maiden’s alignment.  

Weaken Spirits (Su): At 11th level, a shrine maiden can strip spirits of their defenses instead of damaging them with her chastise spirits ability. When a spirit is 
weakened, it loses its spell resistance and any damage reduction overcome by magic weapons, silver or cold iron weapons, and aligned weapons (but not damage 

reduction overcome by adamantine weapons or that is untyped). In addition, an incorporeal spirit loses its immunity to nonmagical attacks, its 50% chance to ignore 

damage from corporeal sources, and its ability to move into or through objects. 
To weaken spirits, a shrine maiden uses her chastise spirits ability but chooses to do less damage in exchange for weakening the spirits for a short time. For each 3d6 

of chastise spirit damage the shrine maiden foregoes, the affected spirits are weakened for 1 round. For example, a 10th-level shrine maiden chastising two dread 

wraiths deals 4d6 points of damage to each dread wraith, but she could choose to deal 1d6 points of damage to each wraith and weaken them for 3 rounds. Spirits that 
make their Will save against the chastise spirits damage are unaffected by the weakening effect (but still take half the damage). 

 

 

SPIRIT CREATURES 
Spirits are often defined as the disembodied essence of the dead. However, for the purpose of the shrine maiden, a “spirit” includes all fey creatures, all incorporeal 

undead, and any creature with the elemental, kami, leshy, oni, or rakshasa subtype.  

 
 

NEW HEXES 
The following new hexes are restricted to the Shrine Maiden multiclass archetype.  

Curse Eater (Su): The shrine maiden is treated as having the Improved Disarm feat and gains a +2 bonus on combat maneuver checks to disarm a creature of a magic 
item she knows to be cursed. If the shrine maiden successfully disarms a creature of a cursed item without using a weapon, she may automatically pick up the disarmed 

cursed item without immediately succumbing to the item's curse. She may wield or hold this cursed item for a number of rounds equal to her Charisma modifier 

(minimum 1 round)—during which time she may use the item normally, as if it were not cursed—before the item's curse manifests again. 
Exorcise Spirits (Su): The shrine maiden can expend one use of her chastise spirit ability to force a possessing creature from its host body. The shrine maiden must 

make a melee touch attack against the possessed creature; if successful, the shrine maiden deals damage to the possessing creature as if it were targeted by the shrine 

maiden's chastise spirit ability (regardless of the possessing creature's creature type), and the possession effect ceases as the possessing creature is ejected from the host 
body. A successful Will save (DC = the shrine maiden's chastise spirit DC) halves the damage taken, and the possessing creature resists being ejected from its host. 

Greater Spirit Seal (Sp): The shrine maiden can create a spirit seal that functions as the binding spell once per day. The shrine maiden must be at least 10th level and 

have the spirit seals hex to select this hex. 
Spirit Recall (Sp): The shrine maiden can call back the spirit of a dead creature before the spirit of the deceased has completely left the body. Once per week, she can 

reconnect a spirit to its body, restoring life to a recently deceased creature. This ability must be used within 1 round of the victim’s death. This ability functions like 

raise dead, except that the raised creature receives no level loss, no Constitution loss, and no loss of spells. The creature is only restored to –1 hit points (but is 
stabilized). The shrine maiden must be at least 10th level to select this hex.  

Spirit Seals (Sp): The shrine maiden learns to create magical spirit seals that grant temporary effects. A shrine maiden can create a spirit seal on a spirit, a non-spirit 

creature, or on a solid surface —creating the seal in any case requires a standard action and a successful touch attack. A spirit seal’s caster level equals the shrine 
maiden’s character level. 

Placed on a spirit (see Spirit Creatures below), the seal attempts to force the spirit’s compliance to the shrine maiden. The spirit touched must make a Will saving 
throw (DC = 10 + the shrine maiden’s level + the shrine maiden’s Charisma modifier) or be affected as if by charm monster spell. 

Placed on a non-spirit creature, the seal grants energy resistance against one form of energy or damage reduction, along with an additional magical enhancement. The 

effects of this seal persist for 1 hour. 
Placed on a solid surface, the seal functions as a glyph of warding. This seal can only duplicate the effects of a blast glyph, and deals a specific type of damage as 

indicated by the seal in question. 

A shrine maiden can create a spirit seal by expending one use of her chastise spirits ability, yet she may never have more than one specific seal active at any time. 
Creating a spirit seal, for example, when the effects of a previous seal are still in effect causes the previous seal effect to immediately end. Any spirit with multiple types 

(or subtypes) can be affected by any of the spirit seals that apply.  

 Seal of Air Spirits: This seal may be placed upon a spirit of the air subtype (including air elementals) to charm it. Placed on a non-spirit, the seal of air spirits 
grants electricity resistance 10 and a constant feather fall effect. A seal of air spirits used as a glyph of warding inflicts electricity damage. 



 Seal of Dead Spirits: This seal may be placed upon spirits of the incorporeal or rakshasa subtype (including incorporeal undead) to charm it. Placed on a non-

spirit, the seal of dead spirits grants damage reduction 10/nonlethal damage, damage reduction 5/bludgeoning, and a constant death ward effect. A seal of dead 
spirits used as a glyph of warding inflicts negative energy damage. 

 Seal of Earth Spirits: This seal may be placed upon a spirit of the earth subtype (including earth elementals) to charm it. Placed on a non-spirit, the seal of earth 

spirits grants acid resistance 10 and a constant barkskin effect. A seal of earth spirits used as a glyph of warding inflicts acid damage. 

 Seal of Fire Spirits: This seal may be placed upon a spirit of the fire subtype (including fire elementals) to charm it. Placed on a non-spirit, the seal of fire 

grants fire resistance 10 and causes any weapon you wield to gain the flaming weapon quality. A seal of fire spirits used as a glyph of warding inflicts fire damage. 

 Seal of Nature Spirits: This seal may be placed upon creatures of the fey type, or the kami and leshy subtype to charm it. Placed on a non-spirit, the seal of nature 
spirits grants damage reduction 5/cold iron and a constant magic circle against chaos/evil/good/law effect. A seal of nature spirits used as a glyph of 

warding inflicts sonic damage. 

 Seal of Water Spirits: This seal may be placed upon a spirit of the water subtype (including water elementals) to charm it. Placed on a non-spirit, the seal of water 
spirits grants cold resistance 10 and a constant water breathing and freedom of movement effect. A seal of water spirits used as a glyph of warding inflicts cold 

damage. 

Spirit Warrior (Su): The shrine maiden can enhance her weapon as a standard action by channeling the poser of her chosen spirit for 1 minute. Using this ability 
consumes one use of her chastise spirit ability. When channeled, the spirit causes the weapon to shed light as a torch. At 2nd level, this spirit grants the weapon a +1 

enhancement bonus. For every four levels beyond 2nd, the weapon gains another +1 enhancement bonus, to a maximum of +5 at 18th level. These bonuses can be 

added to the weapon, stacking with existing weapon bonuses to a maximum of +5, or they can be used to add any of the following weapon properties: anchoring, bane 
(fey, outsider [elemental, kami, leshy, oni, or rakshasa], and undead only), corrosive, corrosive burst, disruption, flaming, flaming burst, frost, icy burst, shock, and 

shocking burst. Adding these properties consumes an amount of bonus equal to the property's cost (see Table: Melee Weapon Special Abilities). These bonuses are 

added to any properties the weapon already has, but duplicate abilities do not stack. If the weapon is not magical, at least a +1 enhancement bonus must be added before 
any other properties can be added. The bonus and properties granted by the spirit are determined when the spirit is called and cannot be changed until the spirit is called 

again. The spirit imparts no bonuses if the weapon is held by anyone other than the shrine maiden but resumes giving bonuses if returned to the shrine maiden. These 

bonuses apply to only one end of a double weapon.  

The Unseen Revealed (Ex): The shrine maiden gains a bonus equal to 1/2 her shrine maiden level (minimum +1) on Perception checks to detect haunts 

and incorporeal creatures and on Sense Motive checks to determine whether a creature is possessed, under the effects of an enchantment or curse, or otherwise 

magically controlled. This hex is a constant effect.  
 

 
 

Table: Shrine Maiden 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Chastise spirits 1d6, orisons, spirit,   3   1  —  —  —  —  —  —  —  —  
     spirit animal, spirit magic  
2nd  +1  +0  +0  +3  Hex   4   2  —  —  —  —  —  —  —   — 
3rd  +2  +1  +1  +3  Chastise spirits 2d6   4   2   1  —  —  —   —  —  —  — 
4th  +3  +1  +1  +4  Command or turn spirits   4   3   2  —  —  —  —  —  —  — 
5th  +3  +1  +1  +4     4   3   2   1  —  —  —  —  —  — 
6th  +4  +2  +2  +5  Hex   4   3   3   2  —  —  —  —  —  — 
7th  +5  +2  +2  +5  Chastise spirits 3d6   4   4   3   2   1  —  —  —  —  — 
8th  +6/+1  +2  +2  +6  Spirit (greater)   4   4   3   3   2  —  —  —  —  — 
9th  +6/+1  +3  +3  +6  Chastise spirits 4d6   4   4   4   3   2   1  —  —  —  — 
10th  +7/+2  +3  +3  +7  Hex   4   4   4   3   3   2  —  —  —  — 
11th  +8/+3  +3  +3  +7  Weaken Spirits   4   4   4   4   3   2   1  —  —  — 
12th  +9/+4  +4  +4  +8     4   4   4   4   3   3   2  —  —  — 
13th  +9/+4  +4  +4  +8  Chastise spirits 5d6   4   4   4   4   4   3   2   1  —  — 
14th  +10/+5  +4  +4  +9  Hex   4   4   4   4   4   3   3   2  —  — 
15th  +11/+6/+1  +5  +5  +9  Chastise spirits 6d6   4   4   4   4   4   4   3   2   1  — 
16th  +12/+7/+2  +5  +5  +10  Spirit (true)   4   4   4   4   4   4   3   3   2  — 
17th  +12/+7/+2  +5  +5  +10     4   4   4   4   4   4   4   3   2   1 
18th  +13/+8/+3  +6  +6  +11  Hex   4   4   4   4   4   4   4   3   3   2 
19th  +14/+9/+4  +6  +6  +11  Chastise spirits 7d6   4   4   4   4   4   4   4   4   3   3 
20th  +15/+10/+5  +6  +6  +12  Manifestation   4   4   4   4   4   4   4   4   4   4 
  



SPIRIT FINDER (Noro) 
A shaman warrior, the spirit finder does not appease spirits, but forces them to do his bidding. He understands that there is a spirit in all living beings, and attacking that 
spirit weakens the one it resides in. However, many times stronger than the little helpers of other shamans, the spirit finder’s spirit animal is his only true ally from the 

otherworld. Other spirits (wandering spirits) can only be bound to him for short periods of time, but he can coerce them to give him more power than what ordinary 

shamans are granted. 

Primary Class: Shaman. 

Secondary Class: Ranger.  

Alignment: Any.  
Hit Dice: d8.  

Bonus Skills and Ranks: The spirit finder may select three ranger skills to add to her class skills in addition to the normal shaman class skills. The spirit finder gains 

a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The spirit finder is proficient with all simple and martial weapons, and with light armor.  

Minor Spirit (Su): At 1st level, a spirit finder forms a temporary bond with a minor spirit each day, granting her access to a witch hex of her choosing, but not 

a major hex or a grand hex. She must make this selection each day when she prepares her spells for the day. Until she changes the minor spirit, she continues to have 
access to the witch hex. At 2nd level, she can instead select a hex from one of her wandering spirits selected for that day. If she selects a witch hex, she treats her spirit 

finder level as her witch level, and uses her Wisdom in place of her Intelligence for the purpose of that hex. She can make temporary bonds with two minor spirits (thus 

gaining two hexes) at 6th level, and with a third minor spirit (and hex) at 14th level.  
In addition, when choosing a hex for this ability, the spirit finder may choose one of the following new hexes restricted to the spirit finder multiclass archetype 

instead of a witch hex or hex granted by her wandering spirit. 

Spirit Camouflage (Ex): The spirit finder can use the Stealth skill to hide in any of her spirit terrains, even if the terrain doesn't grant cover or concealment. The spirit 
finder must be at least 14th level to select this hex.  

Spirit Empathy (Ex): The spirit finder gains the ranger's wild empathy ability, except that she can only improve the initial attitude of creatures of the enemy types of 

her wandering spirit.  

Spirit Tracking (Ex): The spirit finder adds half her level (minimum 1) to Survival skill checks made to follow the tracks of her spirit enemies or creatures from her 

spirit terrains. 

This ability and spirit enemy replaces spirit and hex. 
Spirit Animal (Su): This is exactly like the shaman ability of the same name, except for the following changes. While a spirit animal is the foremost link of the spirit 

finder to the world of spirits, on a metaphysical level, the animal hunts and captures minor spirits for the spirit finder while the binder meditates for her daily spells and 

wandering spirit. A spirit animal is treated as a druid's animal companion instead of a wizard's familiar and uses the spirit finder’s class level as her effective druid level. 
The spirit animal gains the spirit animal bonuses from the spirit finder’s wandering spirit, and the intelligence score of a wizard’s familiar as normal. If the spirit finder 

gain the nature spirit’s true spirit ability (companion animal), it grants two extra levels to the spirit animal (up to its maximum HD).  

Spirit Pool (Su): At 2nd level, a spirit finder gains a reservoir of mystical spirit energy that she can draw upon. This spirit pool has a number of points equal to 1/2 
her spirit finder level (minimum 1) + her Wisdom modifier. 

At 2nd level, a spirit finder can use her spirit pool to cast her wandering spirit’s spirit magic spells. To cast spirit magic spells in this way, the spirit finder must spend 

a number of spirit points equal to the level of the spell. She must be able to cast spells of that level.  
Additionally, a spirit finder can spend 1 spirit point to gain an extra use of her wandering spirit’s spirit ability. At 6th level, she can spend 1 spirit point to access the 

wandering spirit’s greater spirit ability for one round (or for a number of rounds equal to 3 + her Charisma modifier if it is a permanent power). At 10th level, she can 

spend 1 spirit point to gain an extra use of her wandering spirit’s greater spirit ability (or a 20% increase in power if it is a permanent power). At 14th level, she can 
spend 2 spirit points to access her wandering spirit’s true spirit ability for one round (or for a number of rounds equal to 3 + her Charisma modifier if it is a permanent 

power). At 18th level, she can spend 2 spirit points to gain an extra use of her wandering spirit’s true spirit ability (or a 20% increase in power if it is a permanent 

power). At 20th level, the spirit finder can spend 3 spirit points to gain her wandering spirit’s manifestation ability for a number of rounds equal to her Charisma 

modifier. This ability replaces spirit magic. 

Wandering Spirit (Su): At 2nd level, a spirit finder gains access to the wandering spirit class feature. At 10th level, she gains the abilities listed in the greater 

version of her wandering spirit. At 18th level, she gains the abilities listed in the true version of her wandering spirit. In addition, the spirit finder can grant her spirit 
animal one use of her wandering spirit’s spirit ability (but not greater or true versions) by spending 1 point from her spirit pool. This ability alters wandering spirit. 

Spirit Enemy (Ex): At 4th level, a spirit finder gains the ranger’s favored enemy ability and chooses one enemy from his wandering spirit, as shown on Table: 

Wandering Spirit Enemies and Terrains. She applies all the favored enemy bonuses to this chosen enemy. At 12th level and again at 20th level, she selects one 
additional enemy from his wandering spirit. At each such interval, the bonus against any one spirit enemy (including the one just selected, if so desired) increases by +2. 

A spirit finder also applies her highest spirit enemy bonuses against any creature with the mystery or spirit class features, regardless of its actual type (or subtype).  

 

Table: Wandering Spirit Enemies and Terrains 
Spirit Enemy Types (subtypes)  Terrains 
Battle  Humanoid (dwarf, giants, or orc), Monstrous humanoid, Outsider (chaotic) Mountains, plane of chaos, plains 
Bones  Humanoid (drow or tiefling), Outsider (evil), Undead, Vermin Swamp, plane of evil, underground  
Flame  Dragon, Humanoid (giant or ifrit), Magical beast, Outsider (fire) Desert, mountains, plane of fire  
Heavens  Dragon, Humanoid (aasimar or human), Outsider (air or good) Mountains, plane of air, plains 
Life  Fey, Humanoid (any), Magical beast, Ooze Jungle, plane of good, water  
Lore  Dragon, Humanoid (elf or human), Outsider (lawful) Mountains, plane of law, urban 
Mammoth Animal, Dragon, Humanoid (giant or goblinoid), Magical beast Cold, mountains, plains 
Nature  Animal, Fey, Humanoid (elf, gnome, halfing, or reptilian), Plant Forest, jungle, swamp  
Stone  Aberration, Construct, Humanoid (dwarf or oread), Outsider (earth) Mountains, plane of earth, underground  
Waves  Aberration, Dragon, Humanoid (aquatic or undine), Outsider (water) Cold, plane of water, water  
Wind  Dragon, humanoid ( gnoll or sylph), Outsider (air), Outsider (chaotic) Desert, plane of air, plains 

 

In addition, a spirit finder can use her spirit pool to change the bonuses granted to her spirit enemies. At 12th level or higher, a spirit finder can spend 1 spirit point to 
change the bonuses of two of her spirit enemies for a number of round equal to 1/2 her spirit finder level + her Wisdom modifier. For example, if a spirit finder gains a 

+4 bonus against dragons and a +2 bonus against oozes, she can spend 1 spirit point to change it to +4 against oozes and +2 against dragons the duration of the ability’s 

effect.  At 20th level, she can spend 3 spirit points to change the bonuses of all three of her spirit enemies.  
Spirit Terrain (Ex): At 8th level, a spirit finder gains the ranger’s favored terrain ability and chooses one terrain from his wandering spirit, as shown on Table: 

Wandering Spirit Enemies and Terrains. She applies all the favored terrain bonuses to this chosen terrain. At 16th level, she selects one additional terrain, and the bonus 

granted by any one spirit terrain (including the one just selected, if so desired) increases by +2.  
In addition, a spirit finder can use her spirit pool to change the bonuses granted to her spirit terrains. At 18th level or higher, a spirit finder can spend 1 spirit point to 

change the bonuses of her two spirit terrains for a number of round equal to 1/2 her spirit finder level + her Wisdom modifier. For example, if a spirit finder gains a +4 

bonus in the forest terrains and a +2 bonus in the swamp terrain, she can spend 1 spirit point to change it to +4 in the swamp terrain and +2 in the forest terrain for the 
duration of the ability’s effect. This ability replaces wandering hex.  

Manifestation (Su): This is exactly like the shaman ability of the same name, except that the spirit finder gains her wandering spirit’s manifestation ability.  

 



Table: Spirit Finder 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +2  +2  Orisons, minor spirit, spirit animal   3   1  —  —  —  —  —  —  —  —  
2nd  +1  +0  +3  +3  Spirit pool, wandering spirit   4   2  —  —  —  —  —  —  —   — 
3rd  +2  +1  +3  +3     4   2   1  —  —  —   —  —  —  — 
4th  +3  +1  +4  +4  1st spirit enemy   4   3   2  —  —  —  —  —  —  — 
5th  +3  +1  +4  +4     4   3   2   1  —  —  —  —  —  — 
6th  +4  +2  +5  +5  Minor spirit   4   3   3   2  —  —  —  —  —  — 
7th  +5  +2  +5  +5     4   4   3   2   1  —  —  —  —  — 
8th  +6/+1  +2  +6  +6  1st spirit terrain   4   4   3   3   2  —  —  —  —  — 
9th  +6/+1  +3  +6  +6     4   4   4   3   2   1  —  —  —  — 
10th  +7/+2  +3  +7  +7  Wandering spirit (greater)   4   4   4   3   3   2  —  —  —  — 
11th  +8/+3  +3  +7  +7     4   4   4   4   3   2   1  —  —  — 
12th  +9/+4  +4  +8  +8  2nd spirit enemy   4   4   4   4   3   3   2  —  —  — 
13th  +9/+4  +4  +8  +8     4   4   4   4   4   3   2   1  —  — 
14th  +10/+5  +4  +9  +9  Minor spirit   4   4   4   4   4   3   3   2  —  — 
15th  +11/+6/+1  +5  +9  +9     4   4   4   4   4   4   3   2   1  — 
16th  +12/+7/+2  +5  +10  +10  2nd spirit terrain   4   4   4   4   4   4   3   3   2  — 
17th  +12/+7/+2  +5  +10  +10     4   4   4   4   4   4   4   3   2   1 
18th  +13/+8/+3  +6  +11  +11  Wandering spirit (true)   4   4   4   4   4   4   4   3   3   2 
19th  +14/+9/+4  +6  +11  +11     4   4   4   4   4   4   4   4   3   3 
20th  +15/+10/+5  +6  +12  +12  3rd spirit enemy, manifestation   4   4   4   4   4   4   4   4   4   4 
 

 
  



SPIRITBOUND SHAMAN (Noro)   
Some shamans acquire their companion spirits in the form of weapons instead of animals. Most prevalent of them are the spiritbound shaman. More combative than 
their other kin, spiritbound shamans have an affinity to shoot and cast spells simultaneously. Strongly attached to their patron spirits, they forsake the binding of 

wandering ones. 

Primary Class: Shaman.  

Secondary Class: Magus.  

Alignment: Any.  

Hit Dice: d8. 
Bonus Skills and Ranks: The spiritbound shaman may select three magus skills to add to her class skills in addition to the normal shaman class skills. The 

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

Weapon and Armor Proficiency: The spiritbound shaman is proficient with all simple weapons, and with light and medium armor. The spiritbound shaman is also 
proficient with the favored ranged weapon of her chosen spirit.  

Spellcasting: A spiritbound shaman casts divine spells drawn from the spiritbound shaman spell list. A spiritbound shaman otherwise learns, prepares, and casts 

spells as a shaman of her spiritbound shaman level. She also gains bonus spells for a high Wisdom.  
Ranged Spell Combat (Su): At 1st level, a spiritbound shaman gains the magus spell combat ability, except that the spiritbound shaman can only use this ability 

with a ranged weapon (including her spirit weapon).  If a spell requires an attack roll, she must use far spellstrike to deliver the spell. This ability and spirit weapon 

replace spirit animal, wandering spirit, and wandering hex.  
Spirit Weapon (Su): At 1st level, a spiritbound shaman forms a close bond with a ranged weapon tied to her chosen spirit. This weapon is bound to her chosen spirit 

and is her conduit to the spirit world, guiding her along the path to enlightenment. The spirit weapon also aids a shaman by granting her a special ability. A shaman 

must commune with her spirit weapon each day to prepare her spells. While the spirit weapon does not store the spells like a witch's familiar does, the spirit weapon 
serves as her conduit to divine power. If a spiritbound shaman's spirit weapon is destroyed, she cannot prepare new spells or use her spirit magic class feature until the 

spirit weapon is replaced. 

A spiritbound shaman may choose any ranged weapon that she is proficient with as her spirit weapon, including her spirit’s favored ranged weapon. The following is 

a list of each spirit’s favored ranged weapon: battle (longbow or shortbow), bone (throwing axe), flame (chakram), heavens (starknife), life (bola), lore (halfling sling-

staff), nature (thorn bow), stone (light hammer), waves (trident), wind (boomerang).  

By communing with the incredible powers of her spirit, the spiritbound shaman forges a cherished bond with one specific ranged weapon—known as a spirit 
weapon. A spirit weapon is a weapon chosen by a spiritbound shaman to serve as a conduit, allowing her to more fully access the magic of her spirit on a daily basis. 

The spiritbound shaman's spirit weapon also grants her special powers. This ability uses the same rules as the bladebound magus archetype’s black blade class feature 

and is treated as a familiar, except as noted below. 
A spiritbound shaman uses her level as her effective magus level when determining the abilities of her spirit weapon. A spiritbound shaman can select any ranged 

weapon that she is proficient with to serve as her spirit weapon, although her spirit weapon is augmented by the power of her chosen spirit. Once selected, the spirit 

weapon cannot be changed. Although a spiritbound shaman's spirit weapon uses the statistics of a specific weapon, it is treated as an outsider with the native subtype for 
the purposes of spells and abilities that affect it. 

Levels of different classes that are entitled to familiars stack with spiritbound shaman levels for the purpose of determining any spirit weapon abilities that depend on 

the spiritbound shaman's level. If a spiritbound shaman possesses such levels in other classes, her spirit weapon always uses the spiritbound shaman rules for spirit 
weapons, not those used by familiars of other classes (such as witches, wizards, or sorcerers with the arcane bloodline). If the spiritbound shaman has witch levels, her 

spirit weapon also serves as the conduit to her patron and stores her witch spells. The spiritbound shaman's spirit weapon is treated as a magical weapon for the 

purposes of all spells, effects, and abilities that affect weapons. 
At 1st level, a spiritbound shaman gains the magus’ arcane pool ability except that the number of points in her pool is equal to 1/3 her level (minimum 1) plus her 

Wisdom modifier.  

A spiritbound shaman’s spirit weapon also gains the following ability according to her chosen spirit.  

 Battle: The spirit weapon looks like a fiercer version of its type. It increases its critical threat range by 1 and its range by 10 feet.  

 Bones: The spirit weapon gives off a ghostly glow and seems nearly transparent. While the spirit weapon is held, the spiritbound shaman is under the constant 

effects of blur, with a caster level equal to the spiritbound shaman's level. 
 Flame: The spirit weapon is surrounded by a nimbus of flame that gives off light like a candle. This nimbus is warm to the touch, but doesn't cause any damage. 

The spirit weapon is immune to fire damage, but is vulnerable to cold damage. 

 Heavens: The spirit weapon’s surface accurately reflects the stars that would be visible in the night sky, no matter where the spirit weapon is or the time of day. 
Due to this, it can be used as a star map. In addition, while the spirit weapon is held, the spiritbound shaman gains a fly speed of 5 feet. While the spiritbound 

shaman is flying, a small nimbus of light surrounds her. 

 Life: The spirit weapon always appears to be especially vibrant and like new. The weapon is warded from normal damage and decay. A metallic weapon cannot 
rust and a wooden weapon cannot rot or warp, even by magical or supernatural means. The weapon grants a +2 bonus to the weapon’s break DC and to the 

spiritbound shaman’s combat maneuver defense against sunder maneuvers made against the spirit weapon.  
 Lore: The spirit weapon grants the spiritbound shaman a +2 bonus on Initiative checks and a +4 bonus on Stealth checks. 

 Mammoth: The spirit weapon is larger and more savage in appearance than an ordinary weapon of its kind. It deals damage as a weapon one size category larger 

than normal (Small as Medium, Medium as Large, and so on).  
 Nature: The spirit weapon looks feral (moss-covered, thorns, etc.) and appears to be in perfect condition. While the spirit weapon is held, the spiritbound shaman 

can move through any sort of undergrowth or natural difficult terrain at its normal speed without taking damage or suffering any other impairment. If the 

spiritbound shaman has a fly speed, she can ignore the penalty on Fly skill checks for winds up to windstorm strength, but only while the weapon is in hand. 
 Stone: The spirit weapon looks as though it's made out of earth and stone, with tiny gemstones embedded in its surface. The spirit weapon gains DR 5/adamantine. 

 Waves: The spirit weapon appears to constantly distort, much as a pond's surface ripples when drops of water fall gently into it. While the spirit weapon is held, 

the spiritbound shaman gains Mobility as a bonus feat. The spiritbound shaman doesn't need to meet the prerequisites for this feat. In addition, the spiritbound 
shaman can breathe underwater, but only while the weapon is in hand. 

 Wind: The spirit weapon crackles with electrical energy when it is wielded, giving off light like a candle. This electricity deals no damage to the weapon or the 

spiritbound shaman or any creature that touches the weapon. While the spirit weapon is held, the spiritbound shaman gains electricity resistance 10. 
At 3rd level, and at subsequent levels, a spiritbound shaman's spirit weapon gains the statistics and abilities of a Black Blade, as described in the bladebound magus 

archetype description (see the Bladebound magus archetype in Ultimate Magic). These abilities affect the spirit weapon and grant it special abilities that can aid it in 

serving the spiritbound shaman and the spirit it represents and is connected to. A spirit weapon gains all the additional  statistics and abilities of a black blade, except as 
noted hereafter.  

Spirit Weapon Strike (Sp): At 3rd level, as a free action, the spiritbound shaman can spend a point from the spirit weapon’s arcane pool to grant the spirit weapon a 

+1 bonus on damage rolls for 1 minute. For every four levels beyond 1st, this ability gives the spirit weapon another +1 on damage rolls. She can add any of the 
following weapon properties: corrosive, corrosive burst, dancing, flaming, flaming burst, frost, icy burst, keen, shock, shocking burst, speed, thundering. Adding these 

properties consumes an amount of bonus equal to the property’s base price modifier. This ability replaces the black blade strike ability.  

Transfer Hex Power (Su): At 13th level, once per day, the spiritbound shaman can attempt to siphon points from his spirit bow’s arcane pool to activate a limited use 
hex. Doing so takes a full-round action and the spiritbound shaman must succeed at a Will saving throw with a DC equal to the spirit weapon’s ego. If the spiritbound 

shaman succeeds, she regains one daily use of a hex or may use a hex on the same creature a second time within 24 hours for every point she saps from her spirit 

weapon. If she fails the saving throw, the spiritbound shaman becomes fatigued (but can try again). If she is fatigued, she becomes exhausted instead. She cannot use 
this ability if she is exhausted. This ability replaces the black blade’s transfer arcana ability. 



Life Drinker (Su): The spiritbound shaman can regain all daily uses of one hex when using the life drinking black blade ability.  

Hex: This is exactly like the shaman ability of the same name. At 4th level or higher, whenever the spirit boundshaman gains a hex, she can choose one of the 
following magus arcana that she qualifies for instead of a hex: arcane accuracy, critical strike, dispelling strike, pool strike (with her spirit weapon instead of an 

unarmed attack). 

Far Spellstrike (Su): At 3rd level or higher, whenever a spiritbound shaman casts a spell with a range of “touch” from the spiritbound shaman’s spell list or uses a 

hex, she can deliver the spell or hex through her spirit weapon she is wielding as ranged attack. Instead of the free melee touch attack normally allowed to deliver the 

spell, a spiritbound shaman can make one free ranged attack with her spirit weapon (at her highest base attack bonus) as part of casting this spell or activating the hex. If 

successful, this ranged attack deals its normal damage as well as the effects of the spell or hex. This attack uses the spirit weapon’s critical range (20, 19–20, or 18–20 
and modified by the keen weapon property or similar effects), but the spell effect only deals ×2 damage on a successful critical hit, while the weapon damage uses its 

own critical modifier. This ability replaces the deliver touch spells ability granted by the spirit class feature.  

 
 

NEW HEXES 
The following new hexes are restricted to the Spiritbound Shaman multiclass archetype.  

Long Range (Ex): The spiritbound shaman can deliver touch spells that feature a touch attack as ranged touch spells. She can use a touch attack spell that targets 
more than one creature, but she makes only one ranged touch attack to deliver one of these touch effects; additional touch attacks from that spell are wasted and have no 

effect. These spells can be used with the spirit spellstrike class feature. 

Spirit Hex (Su): The spiritbound shaman can use the following as determined by her chosen spirit by making a successful attack roll with her spirit weapon. Once a 
creature has been the target of a spirit hex, regardless of whether or not the save is made or the attack is successful, that creature is immune to that spiritbound shaman’s 

spirit hex for 24 hours.  

 Battle: The spiritbound shaman can use the gunslinger’s deadshot deed. When using this hex, the spiritbound shaman’s base attack bonus is equal to that of a 
gunslinger of her spiritbound shaman level.  

 Bones: The target of the spiritbound shaman’s attack must make a Fortitude saving throw or breaks one random limb.  

 Flame: The target of the spiritbound shaman’s attack must make a successful Reflex saving throw or catch on fire, taking fire damage equal to half the spiritbound 
shaman’s level (minimum 1) for 1 d4 rounds.  

 Heavens: The spiritbound shaman resolves all ranged attacks made with her spirit weapon as ranged touch attacks until the beginning of her next turn. 

 Life: The target of the spiritbound shaman’s attack must make a Fortitude saving throw or be stunned for 1d4 rounds. 
 Lore: The spiritbound shaman’s ranged attacks made with her spirit weapon ignore partial or full cover and miss chance from spells (such as blur or displacement) 

until the beginning of her next turn.  

 Mammoth: The target of the spiritbound shaman’s attack must make a successful Will saving throw. If the save fails, the taget’s weight is multiplied by 8 and it is 
slowed (as the slow spell) for 1d6 rounds.  

 Nature: The target of the spiritbound shaman’s attack must make a successful Reflex saving throw or become entangled for a number of rounds equal to half the 

spiritbound shaman’s level (minimu 1).  
 Stone: The spiritbound shaman may attempt a ranged sunder against the target's armor or an item in the target's possession. She gains a bonus to her combat 

maneuver bonus on the sunder attempt equal to half her spiritbound shaman level (minimum +1).  
 Waves: The target of the spiritbound shaman’s attack must make a Fortitude save or take 1d4 points of Dexterity damage for a number of rounds equal to 3+ the 

spiritbound shaman’s Charisma modifier (Minimum 0).  

 Wind: The spiritbound shaman ignores all concealment and weather penalties to her attack rolls made against the target with her spirit weapon. Each attack roll is 
resolved as if the target was one range interval closer for long-distance shooting. 

 

 

SPIRITBOUND SHAMAN SPELL LIST 
The spiritbound shaman gains the following spells.  

0-Level Spells–acid splash, create water, dancing lights, daze, detect magic, detect poison, disrupt undead, guidance, know direction, light, mending, ray of frost, 
resistance, stabilize, touch of fatigue, virtue. 

1st-Level Spells–burning hands, calm animals, cause fear, charm animal, chill touch, comprehend languages, corrosive touch, cure light wounds, dancing 
lantern, detect animals or plants, detect undead, discern next of kin, endure elements, entangle, frostbite, gentle breeze, heightened awareness, hex vulnerability, hex 

ward, hydraulic push, inflict light wounds, magic missile, magic weapon, obscuring mist, pass without trace, produce flame, ray of enfeeblement, sense spirit magic, 

shocking grasp, stone shield, thorn javelin, wave shield. 

2nd-Level Spells–acid arrow, animal messenger, animate dead (lesser), barkskin, bear's endurance, beastspeak, bull's strength, burning gaze, cure moderate 

wounds, darkness, defensive shock, delay poison, eagle eye, elemental touch, fire breath, flame blade, focused scrutiny, fog cloud, ghostbane dirge, imbue with 
elemental might, inflict moderate wounds, levitate, life pact, owl's wisdom, remove paralysis, resist energy, restoration (lesser), scorching ray, shatter, sickening 

entanglement, spiritual weapon, tree shape, warp wood, wood shape. 

3rd-Level Spells–animate dead, aqueous orb, aura sight, beast shape I, blindness/deafness, call lightning, clairvoyance/clairaudience, cloak of winds, cure 
serious wounds, daylight, dispel magic, flame arrow, fly, font of spirit magic, hex glyph, inflict serious wounds, mindlocked messenger, protection from energy, ray of 
exhaustion, remove curse, searing light, sleet storm, speak with dead, speak with haunt, stench of prey, stone shape, stricken heart, thorny entanglement, vampiric 

touch, ward of the season, water breathing, wind wall. 

4th-Level Spells–air geyser, anti-incorporeal shell, ball lightning, beast shape II, command plants, cure critical wounds, dragon's breath, dimensional anchor, 
dismissal, divination, earth glide, false life (greater), fire shield, firefall, ice storm, imbue with spell ability, inflict critical wounds, magic weapon (greater), neutralize 

poison, persistent vigor, poison, repel vermin, ride the waves, sands of time, slowing mud, spike stones, spit venom, thorn body, tongues, wall of ice. 

5th-Level Spells–acidic spray, baleful polymorph, beast shape III, break enchantment, call lightning storm, commune, commune with nature, control winds, cure 

light wounds (mass), deafening song bolt, enervation, feast on fear, flame strike, geyser, ghostbane dirge (mass), hex glyph (greater), inflict light wounds (mass), insect 
plague, overland flight, rest eternal, stoneskin, true seeing, wall of fire, wall of thorns. 

6th-Level Spells–antilife shell, awaken, banishment, bear's endurance (mass), bull's strength (mass), cat's grace (mass), chain lightning, cone of cold, create 
undead, cure moderate wounds (mass), disintegrate, dispel magic (greater), find the path, fire seeds, flesh to stone, inflict moderate wounds (mass), slay living, snake 

staff, stone to flesh, wall of stone. 

7th-Level Spells–animate plants, contagious flame, creeping doom, cure serious wounds (mass), harm, heal, ice body, inflict serious wounds (mass), liveoak, 

regenerate, restoration (greater), stone tell, sunbeam, transport via plants, vision, vortex, wind walk. 

8th-Level Spells–animal shapes, blood mist, cure critical wounds (mass), destruction, discern location, earthquake, fire storm, horrid wilting, inflict critical 

wounds (mass), stormbolts, sunburst, whirlwind. 

9th-Level Spells–elemental swarm, energy drain, etherealness, heal (mass), polar midnight, polar ray, storm of vengeance, tsunami, wail of the banshee, winds 

of vengeance.  
 

 

Table: Spiritbound Shaman 
 Base  
Class Attack Fort Ref Will    Spells per Day 



Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 
1st  +0  +0  +0  +2  Orisons, ranged spell combat, spirit,    3   1  —  —  —  —  —  —  —  —  
     spirit magic, spirit weapon  
2nd  +1  +0  +0  +3  Hex   4   2  —  —  —  —  —  —  —   — 
3rd  +2  +1  +1  +3  Far spellstrike   4   2   1  —  —  —   —  —  —  — 
4th  +3  +1  +1  +4  Hex   4   3   2  —  —  —  —  —  —  — 
5th  +3  +1  +1  +4     4   3   2   1  —  —  —  —  —  — 
6th  +4  +2  +2  +5     4   3   3   2  —  —  —  —  —  — 
7th  +5  +2  +2  +5     4   4   3   2   1  —  —  —  —  — 
8th  +6/+1  +2  +2  +6  Hex, spirit (greater)   4   4   3   3   2  —  —  —  —  — 
9th  +6/+1  +3  +3  +6     4   4   4   3   2   1  —  —  —  — 
10th  +7/+2  +3  +3  +7  Hex   4   4   4   3   3   2  —  —  —  — 
11th  +8/+3  +3  +3  +7     4   4   4   4   3   2   1  —  —  — 
12th  +9/+4  +4  +4  +8  Hex   4   4   4   4   3   3   2  —  —  — 
13th  +9/+4  +4  +4  +8     4   4   4   4   4   3   2   1  —  — 
14th  +10/+5  +4  +4  +9     4   4   4   4   4   3   3   2  —  — 
15th  +11/+6/+1  +5  +5  +9     4   4   4   4   4   4   3   2   1  — 
16th  +12/+7/+2  +5  +5  +10  Hex, spirit (true)    4   4   4   4   4   4   3   3   2  — 
17th  +12/+7/+2  +5  +5  +10     4   4   4   4   4   4   4   3   2   1 
18th  +13/+8/+3  +6  +6  +11  Hex   4   4   4   4   4   4   4   3   3   2 
19th  +14/+9/+4  +6  +6  +11     4   4   4   4   4   4   4   4   3   3 
20th  +15/+10/+5  +6  +6  +12  Hex, manifestation   4   4   4   4   4   4   4   4   4   4 
 

  



STAR SPEAKER (JonWilder) 
The heavens have ever been enigmatic, and as such, few consider the night sky to of any importance. While the druids were the first to discover the subtle connections 
between the motion of stars and the celestial affairs of the world, it was the shamans and oracles that learned how to step through the imperceptible veils that lead to the 

worlds of the divine, dreams, and spirits. Thus came into being the star speaker, one who combines the mystic paths of both the shaman and the oracle. Star speakers 

gaze into the sky night after night, noting the signs that will grant them insight and understanding pertaining to dreams and revelations of the future. This connection to 

nature, the divine, and the world of spirits allows the star speaker to guide travelers and heroes with their visions, avert many catastrophes, and bring understanding to 

the night sky so many choose to ignore. 

Primary Class: Oracle. 
Secondary Class: Shaman.  

Alignment: Any. 

Hit Dice: d8.  
Bonus Skills and Ranks: The star speaker may select three shaman skills to add to her class skills in addition to the normal oracle class skills. The star speaker gains 

a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The star speaker is proficient with all simple weapons, with light and medium armor, and with shields (but not tower shields).  
Spellcasting: A star speaker adds the following spells to her list of spells at the indicated spell levels: see alignment (1st), see invisibility (2nd), 

clairaudience/clairvoyance (3rd), detect scrying (4th), prying eyes (5th), analyze dweomer (6th), arcane sight (greater) (7th), moment of prescience (8th), 

foresight (9th). She otherwise learns and casts spells as an oracle equal to her star speaker level. She also gain bonus spells if she has a high Charisma.  
Mystery: This is exactly like the oracle ability of the same name, except for the following changes. A star speaker may only select from the Heavens, Dark Tapestry, 

Lore, or Lunar mysteries, or the new Astrology mystery.  

Alternatively, the star speaker can choose from the following spirit magic spells of the shaman’s Heaven spirit in place of her mystery spell: color 
spray (2nd), hypnotic pattern (4th), daylight (6th), rainbow pattern (8th), overland flight (10th), chain lightning (12th), prismatic spray (14th), sunburst (16th), meteor 

swarm (18th).  

Revelation: This is exactly like the oracle ability of the same name, except that the star speaker may select a hex from those listed in the shaman’s Heavens spirit or 

one of the following general hexes in place of a revelation: evil eye, fortune, misfortune, soothsayer, tongues. When using a hex, the star speaker uses her star speaker 

level as her shaman level, and uses her Charisma instead of her Wisdom to determine the effects of a hex.  

 
 

NEW MYSTERIES 
The following mystery complements the Star Speaker multiclass archetype. 

 

Astrology 
Class Skills: An oracle with the astrology mystery adds Knowledge (nature), Knowledge (planes), Perception, and Survival to her list of class skills. 

Bonus Spells: embrace destiny (2nd), augury (4th), blood biography (6th), divination (8th), ancestral memory (10th), legend lore (12th), scrying (greater) (14th), 

vision (16th), time stop (18th). 
Revelations: An oracle with the astrology mystery can choose from any of the following revelations. 

Celestial Insight (Su): Whenever you roll for initiative, you can roll twice and take either result. At 7th level, you can always act in the surprise round, but if you fail 

to notice the ambush, you act last, regardless of your initiative result (you act in the normal order in following rounds). At 11th level, you can roll for initiative three 
times and take any one of the results. 

Coat of Many Stars (Su): You conjure a coat of starry radiance that grants you a +4 armor bonus. At 7th level, and every four levels thereafter, this bonus increases 

by +2. At 13th level, this armor grants you DR 5/slashing. You can use this coat for 1 hour per day per oracle level. The duration does not need to be consecutive; it can 
instead be spent in 1-hour increments. 

Eyes of the Stars (Su): Your connection to the stars makes you supernaturally perceptive. You gain darkvision to a range of 60 feet. At 11th level, as a standard 

action, you can focus on a specific object or area (the size of which can be no greater than a 10-foot-by-10-foot square) and see it as though with true seeing as long as 
starlight are shining on it. Cloudy skies, starless nights, and shadows interfere with this ability. 

Fate of the Stars (Sp): You can use augury as a spell-like ability, once per day. At 5th level, when you use this ability, you also gain a benefit that lasts until the end 

of your next combat. If the result was “weal,” all curing effects used on you cure an additional +1d10 hit points. If the result was “woe,” your melee attacks deal an 
additional +1d6 points of damage. If the result is “weal and woe” or “nothing,” you gain a +2 insight bonus to your Armor Class. At 10th level, these effects increase to 

+2d6 hit points, +1d8 points of damage, and +4 insight bonus to your Armor Class.  

Guiding Star (Su): Whenever you can see the open sky at night, you can determine your precise location. When the night sky is visible to you, you may also add 
your Charisma modifier to your Wisdom modifier on all Wisdom-based checks. In addition, once per night while outdoors, you can cast one spell as if it were modified 

by the Empower Spell, Extend Spell, Silent Spell, or Still Spell feat without increasing the spell’s casting time or level. 

Improved Divination (Su): You become more adept at divination magic. When you casts the augury spell, your chance for an accurate answer is automatically the 
maximum of 90%. Likewise, when you cast divination, you have the maximum 90% chance of an accurate answer. Finally, you can prepare scrying as a 4th-level spell, 

and it requires only 1 minute to cast. You also have a 10% chance per caster level to cast the spells listed in the scrying spell description, instead of 5% per caster 

level (to a maximum of 100%). You must still know these spells to receive these benefits. You must be at least 7th level to select this revelation.  
Knowledge of the Stars (Su): You can listen to the stars to learn some forgotten lore or information. You can retry any Knowledge skill check you have made within 

the past minute, gaining an insight bonus on the check equal to your Charisma modifier. You can use this ability a number of times per day equal to your Charisma 

modifier. 
Signs in the Heavens (Sp): You can draw upon the signs in the heavens above to gain a portion of their power. Choose one of the following astrological signs. You 

can cast one of the listed spells once per day as a spell-like ability. Your caster level is equal to your oracle level. 

 The Goat: At 1st level you can cast feather step. At 5th level you can cast certain grip. At 10th level you can cast tireless pursuers.  
 The Water Bearer: At 1st level you can cast wave shield. At 5th level you can cast fog cloud. At 10th level you can cast hydrophobia.  

 The Fish: At 1st level you can cast touch of the sea. At 5th level you can cast slipstream. At 10th level you can cast water breathing.  

 The Ram: At 1st level you can cast anticipate peril. At 5th level you can cast tactical acumen. At 10th level you can cast burst of speed.  
 The Bull: At 1st level you can cast linebreaker. At 5th level you can cast bull’s strength. At 10th level you can cast thunderstomp (greater).  

 The Twins: At 1st level you can cast gentle breeze. At 5th level you can cast eagle’s splendor. At 10th level you can cast nixie’s lure.  
 The Crab: At 1st level you can cast hydraulic push. At 5th level you can cast effortless armor. At 10th level you can cast shifting sands.  

 The Lion: At 1st level you can cast keen senses. At 5th level you can cast savage maw. At 10th level you can cast heroism. 

 The Virgin: At 1st level you can cast peacebond. At 5th level you can cast escaping ward. At 10th level you can cast lover’s vengeance.  
 The Scales: At 1st level you can cast alter winds. At 5th level you can cast owl’s wisdom. At 10th level you can cast nondetection.  

 The Scorpion: At 1st level you can cast long arm. At 5th level you can cast pernicious poison. At 10th level you can cast poison.  

 The Centaur: At 1st level you can cast longshot. At 5th level you can cast arrow eruption. At 10th level you can cast flame arrow. 
Spontaneous Symbology (Sp): Your knowledge of the secret history of the world has unveiled the mysterious symbols that govern reality. You can cast any “symbol” 

spell using a spell slot of the appropriate level, even if the spell is not on your list of spell’s known. A symbol spell is any spell with the word “symbol” in its name. You 

must be at least 11th level to select this revelation. 
Star Chart (Ex): Your copious notes contain a working model of the night sky expressed in artistic scribbles and arcane mathematical formulae. Once per day, you 

may spend 10 minutes contemplating your star chart to gain the benefit of the spell commune. You must be at least 7th level to select this revelation. 



Final Revelation: Upon achieving 20th level, your long journey with the stars allow your destiny severed and protected from the flow others follow. You receive a 

bonus on all saving throws equal to your Charisma modifier. You gain immunity to death effects, and you cannot be detected or targeted by any divination spell or 
spell-like abilities. In addition, you can always take 20 on all Perception and Sense Motive checks even if you normally cannot.  

 

 

Table: Star Speaker 
 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  Mystery, oracle’s curse, orisons, revelation   3  —  —  —  —  —  —  —  — 
2nd  +1  +0 +0 +3  Mystery spell   4  —  —  —  —  —  —  —   — 
3rd  +2  +1 +1 +3  Revelation   5  —  —  —  —   —  —  —  — 
4th  +3  +1 +1 +4  Mystery spell   6   3  —  —  —  —  —  —  — 
5th  +3  +1 +1 +4     6   4  —  —  —  —  —  —  — 
6th  +4  +2 +2 +5  Mystery spell   6   5   3  —  —  —  —  —  — 
7th  +5  +2 +2 +5  Revelation   6   6   4  —  —  —  —  —  — 
8th  +6/+1  +2 +2 +6  Mystery spell   6   6   5   3  —  —  —  —  — 
9th  +6/+1  +3 +3 +6     6   6   6   4  —  —  —  —  — 
10th  +7/+2  +3 +3 +7  Mystery spell   6   6   6   5   3  —  —  —  — 
11th  +8/+3  +3 +3 +7  Revelation   6   6   6   6   4  —  —  —  — 
12th  +9/+4  +4 +4 +8  Mystery spell   6   6   6   6   5   3  —  —  — 
13th  +9/+4  +4 +4 +8     6   6   6   6   6   4  —  —  — 
14th  +10/+5  +4 +4 +9  Mystery spell   6   6   6   6   6   5   3  —  — 
15th  +11/+6/+1  +5 +5 +9  Revelation   6   6   6   6   6   6   4  —  — 
16th  +12/+7/+2  +5 +5 +10  Mystery spell   6   6   6   6   6   6   5   3  — 
17th  +12/+7/+2  +5 +5 +10     6   6   6   6   6   6   6   4  — 
18th  +13/+8/+3  +6 +6 +11  Mystery spell   6   6   6   6   6   6   6   5   3 
19th  +14/+9/+4  +6 +6 +11  Revelation   6   6   6   6   6   6   6   6   4 
20th  +15/+10/+5  +6 +6 +12  Final revelation   6   6   6   6   6   6   6   6   6 
 

  



SWORD OF REDEMPTION (Elghinn Lightbringer) 
As most clerics seek to nurture their faith among believers and unbelievers alike, the sword of redemption insist that others atone for misdeeds and begin anew on a path 
of righteousness, or face the consequences. The sword of redemption recognizes that those who are deemed as malevolent are not necessarily evil and that sometimes 

even those who are evil became that way because of circumstances and misfortune. It is the sword of redemption that takes up these misunderstood creatures as their 

cause, standing up for the malevolent creatures and, when possible, leading them to the light. Unfortunately, those who fail to atone are usually destroyed to prevent the 

spread of corruption and evil.  

Primary Class: Paladin. 

Secondary Class: Cleric.  
Alignment: Any good.  

Hit Dice: d10.  

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

Weapon and Armor Proficiency: The sword of redemption is proficient with all simple and martial weapons, with all types of armor (heavy, light, and medium), 

and with shields (except tower shields).  
Merciful Smite (Su): At 1st level, when a sword of redemption chooses to smite a creature, she can have all of her attacks against the target deal nonlethal damage. 

She does not take the normal –4 attack roll penalty for using a lethal weapon to deal nonlethal damage. She cannot use this ability to deal nonlethal 

damage to outsiders with the evil subtype, evil-aligned dragons, or undead creatures (these creatures take lethal damage from her smite). This ability otherwise 
functions as and replaces smite evil. 

Channel Positive Energy (Su): At 2nd level, a sword of redemption gains the cleric’s channel energy ability, except that the sword of redemption must channel 

positive energy. She can channel positive energy a number of times per day equal to 3 + her Charisma modifier. This ability replaces lay on hands.  
Sin Sense (Su): At 4th level, a sword of redemption can spend one use of channel positive energy to determine which sin most strongly influences a target by 

quickly reading its mind as a full-round action. Once the sword of redemption learns this fact, she gains a +4 bonus on her next Charisma-based skill check made 

against the target as long as it somehow incorporates a temptation that relates to that sin. This is a mind-affecting effect. This ability replaces channel positive energy. 

Spontaneous Casting: At 4th level, a sword of redemption gains the ability to spontaneously cast the following spells listed in Table: Sword of Redemption 

Spontaneous Spells by sacrificing a prepared spell of the noted level or above. These spontaneous spells may only be used on creatures of evil alignment, or that have 

the evil subtype. This ability replaces the mercy gained at 3rd level  
 

Table: Sword of Redemption Spontaneous Spells 
Spell Level Spontaneous Spell 
1st command 
2nd enthrall, tongues  
3rd suggestion 
4th command (greater), geas/quest 

 

Abstinence (Su): At 6th level, once per day as a standard action, a sword of redemption can awaken a creature’s vice and overwhelm its senses with urgency. The 
sword of redemption must decide to use this ability before using her sin sense ability on a creature, and the target receives a Will save to negate the effect. If the 

creature fails its saving throw, for the next 24 hours, whenever the affected creature is given an opportunity to indulge in its favored sin, that creature must resist the 

impulse or make a second Will saving throw to avoid becoming sickened for 1 minute. This is a mind-affecting effect. This ability replaces the mercy gained at 6th 
level. 

Pact of Peace (Sp): At 8th level, a sword of redemption can force a defeated creature to accept a binding pact of peace as a condition of its surrender, as if using 

lesser geas. Her caster level for this ability is equal to her sword of redemptions level. Rather than assigning a mission or task, the sword of redemptions gives the 

creature a simple set of prohibitions to protect others. Example geas include “Leave this city and do not return” or “Do not attack caravans.” The prohibition must be 

against an area no larger than 300 square miles or one specific group of people (such as a tribe or citizens of a particular city). This ability lasts 1 month per sword of 

redemptions level. This ability replaces aura of resolve. 
Greater Mercy (Su): At 9th level, when a sword of redemption uses merciful smite, she can choose to deal nonlethal damage to outsiders with the evil subtype, evil-

aligned dragons, or undead creatures with her smite instead of the normal lethal damage. This ability replaces the mercy gained at 9th level.  

Convincing Words (Sp): At 11th level, once per day the sword of redemption may speak a word of divinely inspired wisdom that causes a single creature to switch 
its alliance to her. The target must be within line of sight and able to hear the sword of redemption. If the creature fails his Will save, he is affected by dominate person, 

except the duration is only 1 minute. This ability replaces aura of justice.  

Redemption (Sp): At 12th level, a sword of redemption can spend two use of channel positive energy on a creature of evil alignment in order to offer it a chance to 
change its alignment to an equivalent good or neutral alignment. This requires a standard action to perform. The prospective subject must be present for the entire 

casting process. Upon completion of the action, the subject freely chooses whether it retains its original alignment or acquiesces to your offer and changes to a new 
alignment. No duress, compulsion, or magical influence can force the subject to take advantage of the opportunity offered if it is unwilling to abandon its old alignment. 

This cannot be used against evil outsiders, or any creature incapable of changing its alignment. Normally, changing alignment is up to the creature. This use 

of atonement offers a method for a creature to change his or her alignment drastically, suddenly, and definitively. This ability replaces the mercy gained at 12th level. 
Divine Anchor (Su): At 15th level, a sword of redemption can spend two uses of her channel positive energy ability to generate an aura that hampers extra-

dimensional travel by evil outsiders within 20 feet of the sword of redemption. Evil outsiders attempting to use abilities such as dimension door, plane shift, 

or teleport to leave or enter the area must succeed at a Will save (DC 10 + 1/2 the sword of redemption’s level + the sword of redemption’s Charisma modifier); failure 
means the ability does not function, as if the outsider were affected by dimensional anchor. This aura lasts for 1 round per sword of redemption level. The effect 

functions only while the sword of redemption is conscious, not if she is unconscious or dead. 

Alternatively, as an immediate action, the sword of redemption can expend four uses of her channel positive energy ability to target an evil outsider within 30 feet 
with dimensional anchor. A targeted dimensional anchor persists even if the sword of redemption is unconscious or dead. This ability replaces the mercy gained at 15th 

level.  

Greater Redemption (Su): At 18th level, a sword of redemption can spend four uses of channel positive energy to use her redemption ability on evil outsiders, evil 
dragons, or intelligent undead. Such creatures must have a number of Hit Dice equal to or less than the sword of redemption’s level. Any evil outsider, evil dragon, or 

intelligent undead that succumbs to the effects of redemption gains the redeemed creature template. This ability replaces the mercy gained at 18th level. 

Holy Redeemer (Su): At 20th level, a sword of redemption becomes a conduit for the redemptive power of her god. Her DR increases to 10/evil. Whenever she uses 
smite evil and successfully strikes an evil outsider, the outsider is also subject to banishment, using her sword of redemption level as the caster level (her weapon and 

holy symbol automatically count as objects that the subject hates). After the banishment effect and the damage from the attack is resolved, the smite immediately ends. 

If the sword of redemption chooses to deal nonlethal damage with her smite, the evil outsider is blinded instead.  
In addition, whenever she uses redemption on a evil outsider, evil dragon, or intelligent undead, she is treated as if she were 5 levels higher for the purposes of 

determining the Hit Dice of the creature she can effect. The cost in channel positive energy uses to activate redemption or greater redemption are also reduced by 1. 

This ability otherwise functions as and replaces holy champion. 
 

 

Table: Sword of Redemption 
 Base  



Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Aura of good, detect evil, merciful smite 1/day  —  —  —  — 
2nd  +2  +3  +0  +3  Channel positive energy, divine grace  —  —  —  — 
3rd  +3  +3  +1  +3  Aura of courage, divine health  —  —  —  — 
4th  +4  +4  +1  +4  Merciful smite 2/day, sin sense, spontaneous casting   0  —  —  — 
5th  +5  +4  +1  +4  Divine bond   1  —  —  — 
6th  +6/+1  +5  +2  +5  Abstinence   1  —  —  — 
7th  +7/+2  +5  +2  +5  Merciful smite 3/day   1   0  —  — 
8th  +8/+3  +6  +2  +6  Pact of peace   1   1  —  — 
9th  +9/+4  +6  +3  +6  Greater mercy   2   1  —  — 
10th  +10/+5  +7  +3  +7  Merciful smite 4/day   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Convincing words   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Redemption   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Merciful smite 5/day   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Aura of faith   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Divine anchor   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Merciful smite 6/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Aura of righteousness   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Greater redemption   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Merciful smite 7/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Holy redeemer   4   4   3   3 
 

 

 

REDEEMED CREATURE TEMPLATE (CR +Varies) 
From corrupt government officials and robber barons to rampaging hill giants and foul demon of the lower planes, they all exhibit various levels of malevolence and 
debauchery. Regardless of preconceived notions, it is the deeds of such creatures that truly mark them as vile malefactors or former miscreants seeking to exchange 

their lives of sin in favor of one of a goodlier nature. Redeemed creatures turn from their path of evil and strive to atone for their former misdeeds through a life of 

service or acts of compassion and mercy.  
 

Creating a Redeemed Creature 
 “Redeemed creature” is an acquired template that can be added to any evil creature, even outsiders with the evil subtype (referred to hereafter as “base creature”).  

 

CR: HD 5 or less, as base creature + 1; HD 6–10, as base creature + 2; HD 11 or more, as base creature + 3. 

Alignment: Any evil.  

Type: The redeemed creature retains its creature type. If the redeemed creature is an outsider, it gains the good subtype and loses the evil subtype. Its chaos/law axis 
remains unchanged. A redeemed outsider retains its daemon, devil, demon, or similar subtype, even though it gains the good subtype, and can no longer reside on its 

home plane. If the base creature has the fiendish creature template, it loses the template and all special attacks and special qualities granted by the template.  

Attacks: The redeemed creature retains all of its natural weapons and attack bonuses. A redeemed creature’s natural weapons, and any weapons it wields, are 

considered good weapons for purpose of overcoming damage reduction. 

Defensive Abilities: The redeemed creature gains the following ability. 

Immunity to Disease (Ex): A redeemed creature gains immunity to disease (including supernatural diseases).  
Special Attacks: The redeemed creature loses all of its preexisting supernatural abilities, but retains its extraordinary abilities. Spell-like abilities are altered to 

reflect the change it has undergone. For example, a creature that could summon demons would now summon outsiders of their new alignment. Also, if the creature can 

cast “inflict”, contagion, or other similar spells as a spell-like ability, these are changed to their alternate equivalents–inflict serious wounds becomes cure serious 
wounds, contagion becomes remove disease, poison becomes neutralize poison, and so forth. Other similar spells can be changed at GM’s discretion. The redeemed 

creature also gains the following special ability.  

Light Ray (Su): Once per round, as a standard action, the redeemed creature can fire a ray of light from its eyes or hand. The ray is treated as a ranged touch attack 
and has a maximum range of 60 feet. Against evil creatures, the ray deals 1d6 points of damage per 2 HD of the redeemed creature (maximum 10d6). The light has no 

harmful effect on nonevil creatures. 

If the base creature had the evil subtype, it gains the following additional ability. 
Smite Evil (Su): Once per day, as a swift action, the redeemed creature can smite evil as a paladin of the same level as its Hit Dice. The smite persists until target is 

dead or the redeemed creature rests. 

Special Qualities: The redeemed creature loses all of its preexisting supernatural abilities, but retains its extraordinary abilities. Spell-like abilities are altered to 
reflect the change it has undergone (see above). If the base creature has damage reduction that can be bypassed with good weapons, the redeemed creature’s damage 

reduction changes so that evil weapons bypass it instead. 
A redeemed creature also gains the following special qualities:  

Aura of Menace (Su): A righteous aura surrounds the redeemed creature. Any hostile creature within a 20-foot radius of the redeemed creature must make a Will save 

(DC 10 + 1/2 the redeemed creature’s Hit Dice + the redeemed creature’s Cha modifier) to resist its effects. Those who fail take a –2 penalty on attacks, AC, and saves 
for one day or until they successfully hit the redeemed creature that generated the aura. A creature that has resisted or broken the effect cannot be affected again by that 

redeemed creature’s aura for one day.  

Magic Circle against Evil (Su): A magic circle against evil effect always surrounds the redeemed creature, as the magic circle against evil spell (caster level equals 
the redeemed creature’s Hit Dice, maximum 14th). 

Tongues (Su): A redeemed creature can speak with any creature that has a language, as though using a tongues spell (caster level equals the redeemed creature’s Hit 

Dice, maximum 14th). This ability is always active. 
Feats: The redeemed creature loses any feats the base creature possessed that are related to its former evil subtype. It does not get to replace these feats with new 

ones. However, if it has the good subtype, it gains access to related feats and may exchange any lost feats with these. 

Environment: Same as base creature, although the plane of residence usually changes to a good-aligned outer plane or to the Material plane. 



SWORD SEER 

Although paladins are the often viewed as servants of the divine, there are those among them who have truly been touched by the gods. As god servants, sword seers 
have been imbued with extraordinary powers of foresight, discernment, and insight. In the minds of many, this elevates them to the honored ranks of prophet warriors. 

With their divinely invested powers of divination, healing, and spellcasting, combined with the martial training of a warrior, sword seers are often blessed with 

moments of prescience that make them tremendous foes.  

Primary Class: Paladin. 

Secondary Class: Oracle.  

Alignment:  Any good.  
Hit Dice: d10.  

Bonus Skills and Ranks: The sword seer may select three oracle skills to add to her class skills in addition to the normal paladin class skills. The sword seer gains a 

number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The prescient sword is proficient with all simple and martial weapons, light armor, medium armor, and with shields (except tower 

shield).  

Spellcasting: The sword seer casts divine spell drawn from the cleric’s and paladin’s spell list. Only cleric spells of 4th level and lower and paladin spells are 
considered to be part of the sword seer’s spell list. If a spell appears on both the cleric and paladin spell lists, the sword seer uses the lower of the two spell levels listed 

for the spell. However, unlike other paladins, the sword seer can cast any spell she knows without preparing it ahead of time, like an oracle. She uses Table: Sword Seer 

Spells Known to determine her known spells. In addition, the sword seer uses her Charisma score to determine the level of spells she can cast, the Difficulty Class for 
their saving throws, and bonus spells per day. This ability otherwise functions and replaces the paladin’s spellcasting ability.  

Orisons: At 1st level, the sword seer learns a number of orisons, or 0-level spells, as noted on Table: Sword Seer Spells Known. These spells are cast like any other 

spell, but they do not consume any slots and may be used again.  
Lay on Hands (Su): This is exactly like the paladin ability of the same name, except that the sword seer can heal can heal or deal 1d6 hit points of damage at 2nd 

level, and an additional 1d6 for every four levels thereafter, to a maximum of 5d6 at 18th level. 

Mystery: Starting at 2nd level, the sword seer gains the oracle’s mystery ability, and may only select from the following mysteries: Ancestor**, Battle*, Heaven*, 

Life*, or Metal**. This ability and revelation replace lay on hands (2d6, 4d6, 6d6, 8d6 and 10d6), mercy, and channel energy (2d6, 4d6, 6d6, 8d6, and 10d6). 

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

At 6th level, the sword seer gains her first mystery spell and adds it to her spell list. Every three levels thereafter (9th, 12th, and 15th level), the sword seer gains her 
subsequent mystery spells up to her fourth mystery spell, and adds them to her spell list.  

Revelation: At 3rd level, the sword seer may select a revelation from those listed in her mystery. At 6th level and every three levels thereafter (12th and 18th level), 

the sword seer may select an additional revelation from those listed in her mystery.  
Channel Positive Energy (Su): This is exactly like the paladin ability of the same name, except that the sword seer uses 1/2 her sword seer level as her effective 

cleric level when channeling positive energy.  

Portents (Sp): At 4th level, a sword seer can cast augur as a spell-like ability, once per day. Every six levels beyond 4th, the sword seer can cast augur an additional 
time per day. This ability replaces smite evil 2/day, 4/day and 6/day.  

Acumen (Su): At 8th level, a sword seer can use discern lies (as the spell) for a number of rounds per day equal to his level + his Cha modifier. These rounds do not 

need to be consecutive. This ability replaces aura of resolve.  
Communion (Sp): At 11th level, a sword seer can cast commune as a spell-like ability, once per day. This ability replaces aura of justice.  

Seership (Su): At 14th level, a sword seer can use true seeing (as the spell) for a number of minutes per day equal to his level + his Cha modifier. These rounds do 

not need to be consecutive. This ability replaces aura of faith.  
Visions (Sp): At 17th level, a sword seer can use vision as a spell-like ability, once per day. This ability replaces aura of righteousness.  

Holy Prophecy (Su): At 20th level, a sword seer becomes a true prognosticator of the divine. The sword seer can use foresight for a number of minutes per day 

equal to her level. These minutes do not need to be consecutive, but they must be spent in 1–minute increments. Should the sword seer end this ability before a 1–

minute increment has passed, her daily use is reduced by 1 minute. In addition, whenever she channels positive energy or uses lay on hands to heal a creature, she heals 

the maximum possible amount. This ability replaces holy champion.  

 
 

Table: Sword Seer 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Aura of good, detect evil, orisons, smite evil 1/day  —  —  —  — 
2nd  +2  +3  +0  +3  Divine grace, lay on hands, mystery  —  —  —  — 
3rd  +3  +3  +1  +3  Aura of courage, divine health, revelation  —  —  —  — 
4th  +4  +4  +1  +4  Channel positive energy, portents 1/day   1  —  —  — 
5th  +5  +4  +1  +4  Divine bond    1  —  —  — 
6th  +6/+1  +5  +2  +5  Mystery spell, revelation   1  —  —  — 
7th  +7/+2  +5  +2  +5  Smite evil 2/day   1   1  —  — 
8th  +8/+3  +6  +2  +6  Acumen   1   1  —  — 
9th  +9/+4  +6  +3  +6  Mystery spell   2   1  —  — 
10th  +10/+5  +7  +3  +7  Portents 2/day   2   1   1  — 
11th  +11/+6/+1  +7  +3  +7  Communion   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Mystery spell, revelation    2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Smite evil 3/day   3   2   1   1 
14th  +14/+9/+4  +9  +4  +9  Seership   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Mystery spell   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Portents 3/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Visions   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Revelation   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Smite evil 4/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Holy prophecy   4   4   3   2 
 
 

Sword Seer Spells Known 
     Spells Known 
Level    0 1st  2nd 3rd 4th 
1st    4  —   —   —   — 
2nd    5  —   —   —   —  
3rd    6  —   —   —   —  



4th    6   2   —   —   — 
5th    6   3   —   —   — 
6th    6   4  —  —   —  
7th    6   4    2  —   — 
8th    6   4    3  —   — 
9th    6   5    4   —   — 
10th    6   5    4    2   — 
11th    6   5    4    3   — 
12th    6   6    5    4   — 
13th    6   6    5    4    2 
14th    6   6    5    4    3 
15th    6   6    6    5    4 
16th    6   6    6    5    4 
17th    6   6    6    5     4 
18th    6   6    6    6    5 
19th    6   6    6    6    5 
20th    6   6    6    6    5 
 
  



SIBYLLINE GENERAL (Bardess) 
Divinely inspired soldiers come in two types–the devoted, who read their prayers from their holy books, and the vehement, who claim to communicate directly with 
their deity. Such do not need wisdom or dutiful meditation to receive spells and powers, and often have opinions very different from those of their god. Nonetheless, the 

gods are pleased to have sibylline generals in their service, for they often gather great armies around them by way of their strong charisma and mysterious powers of 

prophecy. This allows them to lead their followers upon the field of battle and rally them with prayers of unshakable faith.  

Primary Class: Warpriest. 

Secondary Class: Oracle.  

Alignment: Any; the sibylline general relies on spontaneity and intuition, and therefore can be on any alignment, but tend to have an alignment similar to that of his 
deity's.  

Hit Dice: d8.  

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

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

armor (heavy, light, and medium) and shields (except tower shields). If the sibylline general worships a deity with unarmed strike as its favored weapon, the sibylline 
general gains Improved Unarmed Strike as a bonus feat. 

Spellcasting: A sibylline general casts divine spells drawn from the cleric/oracle spell list (including spells restricted to the oracle) and his mystery spells. 

Only mystery spells of 6th level and lower are considered to be part of the sibylline general spell list. If a spell appears on both the cleric/oracle and mystery spell lists, 
the sibylline general uses the lower of the two spell levels listed for the spell. He can cast any spell he knows at any time without preparing it ahead of time, assuming 

he has not yet used up his allotment of spells per day for the spell’s level. 

To learn or cast a spell, a sibylline general must have a Wisdom score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a sibylline 
general’s spell is 10 + the spell level + the sibylline general’s Wisdom modifier. 

A sibylline general can cast only a certain number of spells of each spell level each day. His base daily spell allotment is given on Table: Sibylline General. In 

addition, he receives bonus spells per day if he has a high Wisdom score. 

A sibylline general’s selection of spells is extremely limited. A sibylline general begins play knowing four 0-level spells and two 1st-level spells of the sibylline 

general’s choice. At each new sibylline general level, he gains one or more new spells as indicated on Table: Sibylline General Spells Known. (Unlike spells per day, 

the number of spells a sibylline general knows is not affected by his Wisdom score. The numbers on Table: Sibylline General Spells Known are fixed.)  
Upon reaching 5th level, and at every third sibylline general level thereafter (8th, 11th, and so on), a sibylline general can choose to learn a new spell in place of one 

he already knows. In effect, the sibylline general “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 sibylline general spell he can cast. The sibylline general 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 he gains new spells known for the level. A sibylline general may learn one of his 

mystery spells in this way. This ability replaces the warpriest’s spellcasting ability.  

Spontaneous Casting: A sibylline general can channel stored spell energy into mystery spells that he did not prepare ahead of time (see Mysterious Blessing). The 
sibylline general can expend any prepared spell that isn't an orison to cast any mystery spell of the same spell level or lower, up to his sixth bonus spell at 17th level. 

This ability replaces the warpriest’s normal spontaneous casting.  

Mystery (Su): At 1st level, a sibylline general gains gain the oracle’s mystery ability and selects one mystery of his choice. At 1st level, the sibylline general adds 
his mystery’s class skills to his list of class skills and his mystery spell (up to his 6th spell) to his spell list. He also gains one revelation of his choice from his mystery. 

At 5th level, and again at 10th and 15th level, a sibylline may select one additional revelation from his chosen mystery. He also qualifies for the Extra Revelation feat, 

and any other feat with mystery or revelation as a prerequisite. This ability and oracle’s curse replaces blessings.  
Oracle’s Curse (Ex): At 1st level, a sibylline general gains the oracle’s curse ability and must select one curse of his choice.  

Sacred Weapon (Su): A sibylline general adds the mysterious (see below) and spirit-hunting to the list of special weapon abilities he can add to his sacred weapon.  

Bonus Feats: This is exactly like the warpriest ability of the same name, except that the sibylline general may also select Abundant Revelations and Extra Revelation 

as a bonus feat.  

Revelation Strike (Su): At 3rd level, a sibylline general gains Revelation Strike as a bonus feat. He can use Revelation Strike when attacking with his deity’s 

favored weapon, any weapon designated as a sacred weapon, or with unarmed attacks as normal.  
Channel Curse (Su): Starting at 4th level, a sibylline general can release a wave of energy by channeling the power of his faith through his holy (or unholy) symbol. 

This energy can be used to grant the effects of the oracle’s burden or oracle’s vessel spell, depending on the creatures targeted. Using this ability is a standard 

action that expends two uses of his fervor ability and doesn't provoke an attack of opportunity. The sibylline general must present a holy (or unholy) symbol to use this 
ability. When a sibylline general channels curse, he grants the effects of the oracle’s vessel spell to allied creatures, and the oracle’s burden spell to enemy creatures. 

This effect lasts for a number of minutes equal to his level (minimum 1 round). 

Channeling curse causes a burst that affects a number of creatures in a 30-foot radius equal to 1/2 the sibylline general’s level, centered on the sibylline general. 
Enemy creatures that are affected by channel curse must succeed at a Will saving throw to negate the effect, but are shaken for the duration of the channeling. The save 

DC is 10 + 1/2 the sibylline general's level + the sibylline general's Wisdom modifier. A sibylline general can choose whether or not to include himself in this effect. 
This ability replaces channel energy.  

Aspect of Divinity (Su): At 20th level, a sibylline general can channel an aspect of his deity. By expending one use of his fervor, the sibylline general gains the 

effects of his mystery’s final revelation for 1 minute. In addition, while this ability is in effect, any revelation he uses does not count against his daily limit (if any).  
 

 

NEW WEAPON SPECIAL ABILITY 
 

Mysterious  
Price +2 bonus  
Aura moderate enchantment; CL 8th; Weight –– 

Description  

A mysterious weapon is attuned to one specific oracle’s mystery. When the wielder is under the effect of a revelation from that mystery that grants a 
bonus, that bonus increases by +1. When the wielder rolls a critical threat against a foe, he can forgo confirming the critical hit and instead deliver one 
revelation’s effect through the blow as with Revelation Strike, even if he doesn’t meet that feat’s prerequisites. This revelation is set when the weapon is 
enchanted with this property, and doesn’t change. 

Construction Requirements 

Craft Magic Arms and Armor, oracle’s burden or oracle’s vessel; Cost +2 bonus 
 

 

Table: Sibylline General 
 Base     Sacred 
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 Aura, focus weapon, mystery, oracle’s    1d6   1  —  —  —  —  — 



     curse, revelation, orisons, sacred weapon 
2nd  +1  +3  +0 +3 Fervor 1d6    1d6   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Revelation strike    1d6   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Channel curse, sacred weapon +1    1d6   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Fervor 2d6, revelation    1d8   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Bonus feat    1d8   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Sacred armor +1    1d8   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Fervor 3d6, sacred weapon +2    1d8   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bonus feat    1d8   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Revelation, sacred armor +2   1d10   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Fervor 4d6   1d10   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Bonus feat, sacred weapon +3   1d10   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Sacred armor +3   1d10   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Fervor 5d6   1d10   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Bonus feat, revelation    2d6   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Sacred armor +4, sacred weapon +4    2d6   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Fervor 6d6    2d6   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Bonus feat    2d6   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Sacred armor +5    2d6   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Aspect of divinity, fervor 7d6, sacred    2d8   5   5   5   5   5   5 
     weapon +5 
 

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



TAO PRIEST (Byrdology)  
A cleanser of the faith specializes in searching for and removing deviant members of his faith. These individuals are usually sanctioned by senior members of their 
church. It is a rare person who does not get nervous when a cleanser of the faith passes through their town.  

Primary Class: Ninja. 

Secondary Class: Cleric. 

Alignment: Any.  

Hit Dice: d8. 

Bonus Skills and Ranks: The tao priest may select three cleric skills to add to her class skills in addition to the normal ninja class skills. The tao priest gains a 
number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The tao priest is proficient with all simple weapons, plus the kama, katana, kusarigama, nunchaku, sai, shortbow, short sword, 

shuriken, siangham, and wakizashi. A tao priest is also proficient with light armor, but not with shields.  
Charisma Dependent: All class features formerly requiring Wisdom as its primary ability now uses Charisma to determine its effects, including spells, domain 

powers, spell DCs, and so on.  

Channel Energy (Su): At 1st level, a tao priest gains the cleric’s channel energy ability. This ability replaces sneak attack.  
Domains: At 1st level, a tao priest gains the cleric’s domains ability. She chooses two domains from among those belonging to her deity, or she can choose the new 

Channel Domain, even if it is not on her deity’s list of domains. She may select an alignment domain (Chaos, Evil, Good, or Law) only if her alignment matches 

that domain. If a tao priest is not devoted to a particular deity, she still selects two domains to represent her spiritual inclinations and abilities (subject to GM approval). 
The restriction on alignment domains still applies. Each domain grants a number of domain powers, dependent upon the level of the tao priest (see individual domain 

descriptions). Unless otherwise noted, activating a domain power is a standard action.  

At 2nd level, a tao priest gains access to all her domain spells from each domain, but only those of 1st to 6th level. While a tao priest has no spellcasting ability, she 
can cast any of her domain spells from both of her domains of a level she can cast by expending ki points (see Ki Pool). This ability replaces poison use, no trace, and 

ninja tricks gained at 2nd, 6th, 10th, 14th, and 18th level.  

Ki Pool (Su): This is exactly like the ninja ability of the same name, except that a tao priest may expend ki points to cast spells from her two chosen domains. 

Starting as 2nd level, a tao priest gains her domain spells from both of her chosen domains. She can cast any domain spell without preparing it ahead of time by 

expending a number of ki points equal to the spell’s level. At 2nd level, she can cast her 1st–level domain spells by expending 1 ki point from her ki pool, and each 

subsequent level of spell every four levels thereafter up to her 5th level domain spells at 18th level. Thus, a tao priest could expend three ki points to cast one of her 3rd-
level domain spells. A tao priest has a caster level equal to her level when caster her domain spells.  

Channel Smite: At 3rd level, a tao priest gains Channel Smite as a bonus feat. This ability replaces light steps. 

Ninja Tricks: This is exactly like the ninja ability of the same name, except that the tao priest gains a ninja trick at 4th level and every four level s thereafter. The tao 
priest may also choose any channeling feat in place of a ninja trick, and must meet the prerequisites of that feat before selecting.  

 

Channel Domain  

Granted Powers: You can manipulate both positive and negative energies to a higher degree.  
Improved Versatile Channel (Su): You gain Versatile Channel as a bonus feat. When channel you deal an additional point of energy for every 2 cleric levels you 

possess. You may also change your type without reducing your effective cleric level a number of times per day equal to 3+ your wisdom modifier.  

Maximized Channel (Su): At 8th level, you treat your channeling dice as if you had rolled the highest possible result once per day. For every 4 levels beyond 8th, you 
may use this ability an additional time per day. 

Domain Spells: 1st—cure light wounds/inflict light wounds, 2nd—cure moderate wounds/inflict moderate wounds, 3rd—cure serious wounds/inflict serious 

wounds, 4th— cure critical wounds/inflict critical wounds, 5th—breath of life/slay living, 6th—heal/harm, 7th—resurrection/destruction, 8th—holy aura/unholy aura, 
9th—true resurrection/energy drain. 

 

Table: Tao Priest 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +0  +0  +2  +2  Channel energy +1d6, domains 
2nd  +1  +0  +3 +3 Domain spells (1st), ki pool 
3rd  +2  +1  +3 +3 Channel energy +2d6, Channel Smite 
4th  +3  +1  +4 +4 Ninja trick, uncanny dodge 
5th  +3  +1  +4 +4 Channel energy +3d6 
6th  +4  +2  +5 +5 Domain spells (2nd)   
7th  +5  +2  +5 +5 Channel energy +4d6 
8th  +6/+1  +2  +6 +6 Improved uncanny dodge, ninja trick 
9th  +6/+1  +3  +6 +6 Channel energy +5d6 
10th  +7/+2  +3  +7 +7 Domain spells (3rd) 
11th  +8/+3  +3  +7 +7 Channel energy +6d6 
12th  +9/+4 +4  +8 +8 Master tricks, ninja trick  
13th  +9/+4  +4  +8 +8 Channel energy +7d6 
14th  +10/+5  +4  +9 +9 Domain spells (4th) 
15th  +11/+6/+1  +5  +9 +9 Channel energy +8d6 
16th  +12/+7/+2  +5  +10 +10 Ninja trick  
17th  +12/+7/+2  +5  +10  +10 Channel energy +9d6) 
18th  +13/+8/+3 +6  +11  +11 Domain spells (5th) 
19th  +14/+9/+4 +6  +11  +11 Channel energy +10d6 
20th  +15/+10/+5  +6  +12  +12 Hidden master, ninja trick  
 
  



WAR CHEMIST (Elghinn Lightbringer)   
While warpriests rely upon the divine energies granted to them by their gods, the war chemist employs both divine might and alchemical knowledge to defeat his 
opponents. A war chemist can quickly create alchemical substances in the heat of battle, blast his enemies at close range with his bombs, or cast spells to bolster himself 

and his allies. However, his most potent ability is creating alchemical blanches that enhance his weapons and armor. In a pinch, the war chemist can also create extracts 

from his spells for personal use or passed to his allies for use at a later time.  

Primary Class: Warpriest.  

Secondary Class: Alchemist.  

Alignment: Any.  
Hit Dice: d8. 

Bonus Skills and Ranks: The inspired exalt may select three investigator skills to add to his class skills in addition to the normal warpriest class skills. The inspired 

exalt gains a number of ranks at each level equal to 6 + Int modifier. 
Weapon and Armor Proficiency: The inspired exalt is proficient with all simple and martial weapons, all alchemical weapons, plus the favored weapon of his 

deity. He is also proficient withal types of armor (heavy, light, and medium) and with shields (except tower shields). If the inspired exalt worships a deity with unarmed 

strike as its favored weapon, the inspired exalt gains Improved Unarmed Strike as a bonus feat. 
Spellcasting: A war chemist casts divine spells drawn from the cleric spell list and the alchemist formulae list. If a spell appears on both the warpriest spell list and 

alchemist formulae list, the war chemist uses the lower of the two spell levels listed for the spell. A war chemist otherwise learns, prepares, and casts spells as a 

warpriest of his war chemist level. He also gains bonus spells for a high Wisdom.  
Essences (Ex): At 1st level, a war alchemist can prepare a number of essences or basic alchemical substances each day, as noted in the 0-level spell column on 

Table: War Chemist.  

Essences are mundane alchemical substances that are quickly created through divine magic. Like an alchemist’s extracts, when a war chemist creates an essence, he 
infuses the chemicals and reagents in the essence with magic siphoned from his own divine aura. An essence immediately becomes inert if it leaves the war chemist's 

possession, reactivating as soon as it returns to his keeping—a war chemist cannot normally pass out his essences for allies to use (but see the 

“infusion” discovery below). An essence, once created, remains potent for 1 day before becoming inert, so a war chemist must re-prepare his essences every day. 

Mixing an essence takes 1 minutes of work—most war chemists prepare many essences at the start of the day or just before going on an adventure, but it's not 

uncommon for a war chemist to keep some (or even all) of his daily essence slots open so that he can prepare essences in the field as needed. Each prepared essence 

yields one dose of his chosen alchemical substance.  
At 1st level, a war mage can create the following initial substances at 1st level: acid, alchemist’s fire, fireworks (fire cracker), fireworks (jumping jenny), fireworks 

(paper candle), fireworks (star candle), holy water, holy weapon balm, keros oil, pellet grenade (iron).  

At 3rd level, a war chemist adds the following alchemical creations to his list: alkali flask, bottled lightning, burst jar, fireworks (banshee ballerina), fireworks 
(skyrocket), fireworks (spirit), flash powder, liquid ice, pellet grenade (cold iron), pellet grenade (silver), sneezing powder, thunder stone, weapon blanch (cold iron), 

weapon blanch (silver). 

At 5th level, a war chemist adds the following alchemical creations to his list: fireworks (flame fountain), fireworks (starfountain), fuse grenade, ghast retch flask, 
itching powder, pellet grenade (adamantine), weapon blanch (adamantine). 

When used, an essence exactly duplicates the alchemical substance upon which it is based, including effect. Creating essences consumes raw materials, but the cost 

of these materials is insignificant—comparable to the valueless material components of most spells. If an essence normally has a costly material component, that 
component is expended during the creation of that particular essence. This ability replaces orisons.  

War Alchemy (Su): At 1st level, a war chemist gains the alchemist’s alchemy ability. He can use his war alchemy to create mundane alchemical substances, bombs, 

essences (see Essences), and blanches that he can use against his enemies or to enhance his weapons and armor (see Alchemical Weapon and Alchemical Armor 
abilities). In addition, war chemist can use Craft (alchemy) to identify weapons and armor as if using detect magic. He must hold the weapon or armor (including 

shields) for 1 round to make such a check. This ability and weapon blanch replace sacred weapon.  

Bonus Feats: This is exactly like the warpriest’s ability of the same name. In addition, a war chemist can select the following alchemist discoveries in place of a 

bonus feat: acid bomb, anarchic bomb, axiomatic bomb, blinding bomb, cognatogen, concussive bomb, defoliant bomb, delayed bomb, demolition charge, directed 

bomb, dispelling bomb, ectoplasmic bomb, explosive bomb, explosive missile, fast bombs, fire brand, force bomb, frost bomb, grand cognatogen, grand mutagen, 

greater cognatogen, greater mutagen, healing bomb, healing touch, holy bombs, immolation bomb, infusion, lingering spirit, madness bomb, mutagen, precise bombs, 
profane bombs, ranged baptism, shock bomb, spontaneous healing, sticky bomb, strafe bomb, sunlight bomb, tanglefoot bomb, underwater demolition. A war chemist 

treats his level as his alchemist level for the purpose of qualifying for discoveries. He must meet the prerequisites of any discovery he selects as normal.  

Divine Extract (Su): At 3rd level, a war chemist learns to create extracts drawn from the war chemist’s spell list. When preparing his spells, he can create any 
extract of a prepared spell that appears on the alchemist’s formulae list and uses a spell slot equal to the alchemist’s formula level. The war chemist can choose to create 

his extracts at the start of the day, or create them in the field as needed by creating an extract of a prepared spell. In either case, mixing an extract takes 1 minute of 

work.  
Like an alchemist, when a war chemist creates an extract, he infuses the concoction with a tiny fraction of his own magical power (from his aura), binding the effects 

to himself (the creator). At 3rd level, the war chemist can create 1st–level extracts from his spells. Every three levels thereafter, the war chemist can create each 
subsequent level of extracts from her spells, up to a maximum of 6th–level extracts at 18th level.  

A war chemist does not use a formulae book and does not need to reference one to create his extracts. This ability and swift alchemy replaces the bonus feat gained at 

3rd level.  
Swift Alchemy (Ex): At 3rd level, a war chemist gains the alchemist’s swift alchemy ability.  

Channel Bombs (Su): At 4th level, a war chemist can channel the power of his faith to create bombs. This ability functions as the alchemist’s bomb ability, except 

that a war chemist’s bombs inflict damage equal to his fervor damage dice and splash damage is equal to the bomb’s minimum damage + the war chemist’s Wisdom 
modifier (if any). Using this ability is a standard action that expends two uses of fervor. At 6th level, the war chemist gains the anarchic bombs, axiomatic bombs, holy 

bombs, or profane bombs discovery, as determined by his alignment. This ability replaces channel energy.  

Weapon Blanch (Su): At 4th level, a war chemist gains the ability to enhance one of his weapons through weapon blanches as a swift action. Applying the blanch 
grants the weapon a +1 alchemical enhancement bonus to attack and damage rolls, and is treated as magic for the purpose of overcoming damage reduction. For every 4 

levels beyond 4th, this bonus increases by 1 (to a maximum of +5 at 20th level). If the war chemist has more than one blanched weapon, he can enhance another on the 

following round by using another swift action. The war chemist can use this ability a number of minutes per day equal to his war chemist level. This duration must be 
used in 1-minute increments, but they don't need to be consecutive. 

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

following weapon special abilities: energy, defending, disruption, flaming, frost, keen, and shock. In addition, if the war chemist is chaotic, he can 
add anarchic and vicious. If he is evil, he can add mighty cleaving and unholy. If he is good, he can add ghost touch and holy. If he is lawful, he can 

add axiomatic and merciful. If he is neutral (with no other alignment components), he can add spell storing and thundering. Adding any of these special abilities 

replaces an amount of bonus equal to the special ability's base cost. Duplicate abilities do not stack. The weapon must have at least a +1 alchemical bonus before any 
other special abilities can be added. 

At 7th level, whenever a war chemist applies a weapon blanch, his is also treated as cold iron and silver for the purpose of damage reduction.  

At 16th level, whenever a war chemist applies a weapon blanch, his is also treated as adamantine for the purpose of damage reduction. 
If multiple weapons are enhanced, each one consumes rounds of use individually. The alchemical 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 chemist's possession (such as if the weapon is thrown). This ability can be ended as a free action at the start of the war chemist's 



turn (that round does not count against the total duration, unless the ability is resumed during the same round). If the war chemist uses this ability on a double weapon, 

the effects apply to only one end of the weapon.  
Armor Blanch (Su): At 7th level, a war chemist gains the ability to enhance his armor through armor blanches as a swift action. This blanch grants the armor a 

+1 alchemical enhancement bonus. For every 3 levels beyond 7th, this bonus increases by 1 (to a maximum of +5 at 19th level). The war chemist can use this ability a 

number of minutes per day equal to his war chemist level. This duration must be used in 1-minute increments, but they don't need to be consecutive. 

These bonuses stack with any existing enhancement bonuses the armor might have, to a maximum of +5. The war chemist can enhance armor any of the following 

armor special abilities: energy resistance (normal, improved, and greater), fortification (heavy, light, or moderate), glamered, and spell resistance (13, 15, 17, and 19). 

Adding any of these special abilities replaces an amount of bonus equal to the special ability's base cost. For this purpose, glamered counts as a +1 bonus, energy 
resistance counts as +2, improved energy resistance counts as +4, and greater energy resistance counts as +5. Duplicate abilities do not stack. The armor must have at 

least a +1 alchemical bonus before any other special abilities can be added. 

At 10th level, whenever a war chemist applies an armor blanch, his armor is treated as being constructed from cold iron and silver. At 19th level, whenever a war 
chemist applies an armor blanch, his armor is treated as being constructed from adamantine. 

The alchemical enhancement bonus and armor special abilities are determined the first time the ability is used each day and cannot be changed until the next day. 

These bonuses apply only while the war chemist is wearing the armor, and end immediately if the armor is removed or leaves the war chemist's possession. This ability 
can be ended as a free action at the start of the war chemist's turn. This ability cannot be applied to a shield.  

When the war chemist uses this ability, he can also use his weapon blanch ability as a free action by expending one minute of his weapon blanch’s daily duration. 

This ability replaces sacred armor.  
 

 

Table: War Chemist 
 Base 
Class Attack Fort Ref Will      Spells per Day 
Level Bonus Save Save Save Special  0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Aura, blessings (minor), essences, focus weapon,    3   1  —  —  —  —  — 
     war alchemy 
2nd  +1  +3  +0 +3 Fervor 1d6   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Divine extracts, swift alchemy   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Channel bombs, weapon blanch +1 (magic)   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Fervor 2d6   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Bonus feat   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Armor blanch +1, weapon blanch (cold iron/silver)   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Fervor 3d6, weapon blanch +2   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Bonus feat   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Armor blanch +2, blessings (major)   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Fervor 4d6   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Bonus feat, weapon blanch +3   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Armor blanch +3   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Fervor 5d6   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Bonus feat   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Armor blanch +4, weapon blanch +4 (adamantine)   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Fervor 6d6   5   5   5   5   4   4   2 
18th  +13/+8/+3  +11  +6 +11 Bonus feat   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Armor blanch +5   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Aspect of war, fervor 7d6, weapon blanch +5   5   5   5   5   5   5   5 
 

  



WAR SAINT (Elghinn Lightbringer) 
Warpiests are often found in the heat of battle, striking down foe and infidel alike. However, some are not content with their calling and seek a higher investiture of 
divine power. War saints are imbued, in part, with the powers of the chosen warriors of light–the paladin. As such, they conduct themselves according to a strict code as 

they strive to live the life of a true saint. Not above destroying powerful enemies of their sect, the war saint attempts to temper his penchant toward righteous wrath with 

mercy and justice.      

Primary Class: Warpriest. 

Secondary Class: Paladin.  

Alignment: Any good. 
Hit Dice: d8.  

Bonus Skills and Ranks: The war saint may select three paladin skills to add to his class skills in addition to the normal warpriest class skills. The war saint gains a 

number of ranks at each level equal to 2 + Int modifier. 
Weapon and Armor Proficiency: The war saint is proficient with all simple and martial weapons, as well as the favored weapon of his deity. He is also proficient 

with all types of armor (heavy, light, and medium), and with shields (except tower shields). If the war saint worships a deity with unarmed strike as its favored weapon, 

the war saint gains Improved Unarmed Strike as a bonus feat. 
Blessings (Su): The war saint may choose the new Righteous Blessing.  

Divine Grace (Su): At 3rd level, a war saint gains the paladin’s divine grace ability. This ability replaces the bonus feat gained at 3rd level. 

Smite (Su): At 4th level, a war saint can focus his powers against his chosen foes. As a swift action, the war saint chooses one target within sight to smite. If this 
target is of his opposed alignment, the war saint adds his Charisma bonus (if any) to his attack rolls and adds his war saint level to all damage rolls made against the 

target of his smite. If the target of his smite is an outsider with the subtype corresponding to his opposed alignment, the bonus to damage on the first successful attack 

increases to 2 points of damage per war saint level he possesses. Regardless of the target, smite attacks automatically bypass any DR the target possesses. 
In addition, while smite is in effect, the war saint gains a deflection bonus equal to his Charisma modifier (if any) to his AC against attacks made by the target of the 

smite. If the smite targets a creature that's not of the war saint's opposed alignment, the smite is wasted with no effect. 

The smite effect remains until the target of the smite is dead or the next time the war saint regains spells. The war saint can use this ability once per day, plus one 

additional time per day for every 4 levels beyond 4th (to a maximum of five times per day at 20th level). Using this ability consumes two uses of his fervor ability. 

This ability replaces channel energy. 

Aura of Courage (Su): At 6th level, a war saint gains the paladin’s aura of courage ability. This ability replaces the bonus feat gained at 6th level.  
Divine Health (Su): At 9th level, a war saint gains the paladin’s divine health ability. This ability replaces the bonus feat gained at 9th level.  

Aura of Resolve (Su): At 12th level, a war saint gains the paladin’s aura of resolve ability. This ability replaces the bonus feat gained at 12th level.  

Shining Light (Su): At 15th level, a war saint can unleash a 30-foot burst of pure, white light as a standard action. Evil creatures within this burst take 1d6 points of 
damage for every two war saint levels and are blinded for 1 round. Evil dragons, evil outsiders, and evil undead are blinded for 1d4 rounds on a failed save. A Reflex 

save halves this damage and negates the blindness. The DC of this save is equal to 10 + 1/2 the war saint’s level + the war saint’s Charisma modifier. Good creatures 

within this burst are healed 1d6 points of damage per two war saint levels and receive a +2 sacred bonus on ability checks, attack rolls, saving throws, and skill checks 
for 1 round. A war saint can use this ability once per day at 15th level plus one additional time per day at 18th level. This ability replaces the bonus feat gained at 15th 

level.  

Aura of the Elect (Su): At 18th level, a war saint becomes one step closer to obtaining sainthood. He gains DR 5/—, resist acid 5, cold 5, electricity 5, fire 5, and 
darkvision 60 feet. If the war saint already has darkvision, its range increases by another 30 feet. This ability replaces the bonus feat gained at 18th level. 

Aspect of the Saint (Su): At 20th level, a war saint is sanctified through the power of his god and is exalted as an example of righteous conviction. The war saint can 

channel an aspect of sainthood for 1 minute. After activating this ability, the war saint treats his level as his base attack bonus, his DR increases to 10/—, and he can 
move at his full normal speed regardless of the armor he is wearing or his encumbrance. In addition, he can activate a protective aura as a free action, surrounding 

himself with a nimbus of light having a radius of 20 feet. This acts as a double-strength magic circle against evil and as a lesser globe of invulnerability both as cast by 

a cleric whose level equal to the war saint's level. This ability replaces aspect of war.  

 

 

NEW BLESSINGS 
The following new blessing complements the War Saint multiclass archetype. 
 

Righteous Blessing  
Righteous Smite (Su): At 1st level, you can call out to the powers of good to aid you in your struggle against evil. As a swift action, you choose one target within 

sight to smite. If this target is evil, you add your Charisma bonus (if any) to your attack rolls and adds your warpriest level to all damage rolls made against the target of 
your smite for 1 minute. Regardless of the target, smite evil attacks automatically bypass any DR the creature might possess. The smite evil effect remains for 1 minute 

or until the target of the smite is dead.  

Righteous Judgment (Su): At 10th level, you can grant the righteous smite ability to all allies within 10 feet, using your bonuses. Allies must use this righteous smite 
ability by the start of your next turn and the bonuses last for 1 minute. Using this ability is a free action. Evil creatures gain no benefit from this ability. 

 

 

Table: War Saint 
 Base     Sacred 
Class Attack Fort Ref Will  Weapon    Spells per Day 
Level Bonus Save Save Save Special  Damage 0th 1st 2nd 3rd 4th 5th 6th 
1st  +0  +2  +0 +2 Aura, blessings (minor), focus weapon,  1d6   3   1  —  —  —  —  — 
     orisons, sacred weapon 
2nd  +1  +3  +0 +3 Fervor 1d6 1d6   4   2  —  —  —  —  — 
3rd  +2  +3  +1 +3 Divine grace 1d6   4   3  —  —  —  —   — 
4th  +3  +4  +1 +4 Sacred weapon +1, smite 1d6   4   3   1  —  —  —  — 
5th  +3  +4  +1 +4 Fervor 2d6 1d8   4   4   2  —  —  —  — 
6th  +4  +5  +2 +5 Aura of courage 1d8   5   4   3  —  —  —  — 
7th  +5  +5  +2 +5 Sacred armor +1 1d8   5   4   3   1  —  —  — 
8th  +6/+1  +6  +2 +6 Fervor 3d6, sacred weapon +2 1d8   5   4   4   2  —  —  — 
9th  +6/+1  +6  +3 +6 Divine health 1d8   5   5   4   3  —  —  — 
10th  +7/+2  +7  +3 +7 Blessings (major), sacred armor +2 1d10   5   5   4   3   1  —  — 
11th  +8/+3  +7  +3 +7 Fervor 4d6 1d10   5   5   4   4   2  —  — 
12th  +9/+4  +8  +4 +8 Aura of resolve, sacred weapon +3 1d10   5   5   5   4   3  —  — 
13th  +9/+4  +8  +4 +8 Sacred armor +3 1d10   5   5   5   4   3   1  — 
14th  +10/+5  +9  +4 +9 Fervor 5d6 1d10   5   5   5   4   4   2  — 
15th  +11/+6/+1  +9  +5 +9 Shining light 2d6   5   5   5   5   4   3  — 
16th  +12/+7/+2  +10  +5 +10 Sacred armor +4, sacred weapon +4 2d6   5   5   5   5   4   3   1 
17th  +12/+7/+2  +10  +5 +10 Fervor 6d6 2d6   5   5   5   5   4   4   2 



18th  +13/+8/+3  +11  +6 +11 Aura of the elect 2d6   5   5   5   5   5   4   3 
19th  +14/+9/+4  +11  +6 +11 Sacred armor +5 2d6   5   5   5   5   5   5   4 
20th  +15/+10/+5  +12  +6 +12 Aspect of the saint, fervor 7d6, sacred  2d8   5   5   5   5   5   5   5 
     weapon +5 



ZEALOT (Longino) 
Devotion, loyalty, dedication–these are all attributes of the noble and forthright paladin. However, they are also as vital to anyone who chooses to zealously uphold a 
specific cause, whether political, religious, or military. Zealots rely not only upon their own unwavering commitment, but upon divine strength and power to carry out 

the individual will of their gods. Though she may appear calm on the outside, the zealot is a powder keg of divinely instilled fury that stands ready to fight to the death 

to uphold the cause. Often avoided and even openly scorned by their own societies, zealots wield sword and religious fervor in the defense of her religious freedoms 

and those of people.   

Primary Class: Paladin. 

Secondary Class: Barbarian. 
Alignment: A zealot’s alignment must be within one step of her deity's, along either the law/chaos axis or the good/evil axis. 

Hit Dice: d10. 

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

Weapon and Armor Proficiency: The zealot is proficient with all simple and martial weapons, with light and medium armor, and with shields (except tower 

shields). 
Aura (Su): A zealot of a chaotic, evil, good, or lawful deity has a particularly powerful aura corresponding to the deity's alignment (see detect evil for details). The 

power of a zealot’s aura is equal to her zealot level. This ability otherwise functions as and replaces aura of good.  

Detect Alignment (Sp): At will, a zealot can use detect chaos, detect evil, detect good, or detect law. She can only use one of these at any given time. This ability 
otherwise functions as and replaces detect evil.  

Divine Fury (Su): Once per day, a zealot can call upon her deity to grant her greater strength, ferocity, and battle prowess to carry out her god’s divine will for 1 

minute. As a swift action, the zealot chooses one target within sight. She can then enter a divine fury as a free action. While in a divine fury, a zealot gains a +4 morale 
bonus to her Strength and Constitution, but she takes a –2 penalty to Armor Class. The increase to Constitution grants the zealot 2 hit points per Hit Dice, but these 

disappear when the divine fury ends and are not lost first like temporary hit points. If the target of the zealot’s divine fury has an alignment that is in opposition to that 

of her deity’s on either the chaos/lawful or evil/good axis (or both), the zealot adds her Charisma bonus (if any) to her attack rolls and adds her zealot level to all 

damage rolls made against the target of her divine fury. While in a divine fury, a zealot cannot cast spells, nor can she use any Charisma–, Dexterity–, or Intelligence–

based skills (except Acrobatics, Fly, Intimidate, and Ride) or ability that requires patience or concentration.  

The zealot must take the most direct path to the target of her divine fury. If the zealot is hindered in any way from engaging with her target, either by a creature or a 
situation that draws her attention away, she may attack the creature or deal with the situation for the sole purpose of removing those obstacles from her imminent path. 

However, the zealot must forfeit any attacks of opportunity granted to her against enemies that are not the target of her fury. If a zealot falls unconscious, her divine fury 

immediately ends, placing her in peril of death.  
A zealot is fatigued after the fury for 1 round per two Hit Dice of the target. A zealot cannot enter a new divine fury while fatigued or exhausted but can otherwise 

enter divine fury multiple times during a single encounter or combat.  

At 4th level, and at every three levels thereafter, the zealot may use divine fury one additional time per day, as indicated on Table: Divine Fury, to a maximum of 
seven times per day at 19th level. 

In addition, a zealot’s weapons can bypass damage reduction while she is in divine fury. At 7th level, the zealot’s weapons are treated as silver for the purpose of by 

passing damage reduction. At 10th level, her weapons are treated as cold iron for the purpose of bypassing damage reduction. At 16th level, her weapons are treated as 
adamantine for the purpose of bypassing damage reduction. This ability replaces smite evil. 

Unstoppable Advance (Ex): At 2nd level, as long as a zealot is taking the shortest path to the target of her divine fury, she can make a free overrun maneuver 

against any creature that obstructs or hinders her. She adds her Charisma modifier to her CMB and provokes no attacks of opportunity while making this overrun 
maneuver. This ability, rage powers, and damage reduction replace lay on hands and mercy.  

Rage Power (Su): At 3rd level, a zealot gains a blessing while using divine fury and gains a rage power of her choice. She gains another rage power for every 6 

levels of zealot attained after 3rd level. A zealot gains the benefits of rage powers only while using divine fury, and some of these powers require the zealot to take an 

action first. Unless otherwise noted, a zealot cannot select an individual power more than once.  

Damage Reduction (Ex): At 6th level, a zealot gains damage reduction. Subtract 1 from the damage the zealot takes each time she is dealt damage from a weapon or 

a natural attack. At 12th level, and again at 18th level, this damage reduction rises by 1 point. Damage reduction can reduce damage to 0 but not below 0.  
Greater Divine Fury (Ex): At 11th level, when a zealot enters divine fury, the morale bonus to her Strength and Constitution increases to +6. This ability replaces 

channel energy.  

Aura of Zeal (Su): At 11th level, a zealot can expend two uses of her divine fury ability to grant the ability to divine fury to all allies within 10 feet, using her 
bonuses. Allies must choose their targets for this divine fury ability by the start of the zealot's next turn and the bonuses last for 1 minute. The targets chosen must be of 

the alignment that the Zealot chose at level 1. Using this ability is a free action. Creatures of the zealot’s opposite alignment cannot benefit from this ability.  

Aura of Devotion (Su): At 14th level, a zealot’s weapons are treated as aligned (chaotic, evil, good, or lawful) for the purposes of overcoming damage reduction. 
Her weapons have the same alignment as her aura. For example, if the zealot has a lawful aura, then her weapons are treated as lawful. Any attack made against an 

enemy within 10 feet of her is treated as aligned for the purposes of overcoming damage reduction. 
Champion of Fury (Su): At 20th level, a zealot becomes a conduit for the fury of her god. Her DR increases to 5/—. Whenever she uses divine fury and 

successfully strikes a target of her divine fury that is an outsider of her opposite alignment, the outsider is also subject to a banishment, using her zealot level as the 

caster level (her weapon and holy symbol automatically count as objects that the subject hates). After the banishment effect and the damage from the attack is resolved, 
the divine fury immediately ends. In addition, while her divine fury is in effect, she is considered to have the Diehard feat, but does not become staggered until her 

divine fury ends.  

Code of Conduct: A zealot’s alignment restricts her from performing actions that oppose her moral code. Should the zealot commit acts that grossly violate the code 
of conduct required by her god, she loses all spells and class features, except for proficiencies. She cannot thereafter gain levels as a zealot of that god until she atones 

for her deeds (see the atonement spell description). 

 
 

Table: Zealot 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Aura, detect alignment, divine fury 1/day  —  —  —  — 
2nd  +2  +3  +0  +3  Divine grace, unstoppable advance  —  —  —  — 
3rd  +3  +3  +1  +3  Aura of courage, divine health, rage power  —  —  —  — 
4th  +4  +4  +1  +4  Divine fury 2/day   0  —  —  — 
5th  +5  +4  +1  +4  Divine bond   1  —  —  — 
6th  +6/+1  +5  +2  +5  Damage reduction 1/—   1  —  —  — 
7th  +7/+2  +5  +2  +5  Divine fury 3/day (silver)   1   0  —  — 
8th  +8/+3  +6  +2  +6  Aura of resolve    1   1  —  — 
9th  +9/+4  +6  +3  +6  Rage power   2   1  —  — 
10th  +10/+5  +7  +3  +7  Divine fury 4/day (cold iron)   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Aura of zeal, greater divine fury   2   1   1  — 



12th  +12/+7/+2  +8  +4  +8  Damage reduction 2/—   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Divine fury 5/day   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Aura of devotion   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Rage power   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Divine fury 6/day (adamantine)   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Aura of righteousness   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Damage reduction 3/—   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Divine fury 7/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Champion of fury   4   4   3   3 
 

 

  



ZEALOUS GUNMAN (Yuri Clovershield) 
 
Primary: Inquisitor. 

Secondary: Gunslinger. 

Alignment: Any.  

Hit Dice: d8.  

Bonus Skills and Ranks: The zealous gunman selects three gunslinger skills to add to her class skills in addition to the normal inquisitor class skills. The zealous 

gunman gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The zealous gunman is proficient with all simple, all firearms, plus the hand crossbow, longbow, repeating crossbow, shortbow, 

and the favored weapon of her deity. She is also proficient with light armor, medium armor, and shields (except tower shields). 

Diminished Spellcasting: The zealous gunman casts divine spells drawn from the inquisitor spell list, and gains one fewer spell of each spell level per day. If this 
reduces the number to 0, she may cast spells of that level only if they are domain spells or if her Wisdom allows bonus spells of that level. She otherwise learns, 

prepares, and casts spells as an inquisitor of equal level. 

Gunsmith (Ex): At 1st level, a zealous gunman gains the gunslinger’s gunsmith ability. This ability replaces monster lore and stern gaze.  
Judgment (Su): This is exactly like the inquisitor’s ability of the same name, except that the zealous gunman replaces the destruction judgment with the following 

new judgment.  

Zealot’s Brand (Su): At 1st level, a zealous gunman gains the zealout’s brand judgment. When using this judgment, the zealous gunman gains the ability to 
brand humanoid creatures with divine (positive or negative energy). To do so, she must make a successful ranged touch attack or a firearm attack against the humanoid 

creature. This attack deals an amount of positive energy damage equal to 1d6 + the zealous gunman’s Charisma score, and burns her personal symbol into the humanoid 

creature’s flesh or another exposed part of the creature’s body. From that point onward, the zealous gunman can sense the existence of the branded creature as if it were 
the target of a locate creature spell (caster level equal to 1/2 the zealous gunman level). A zealot’s brand lasts until the humanoid creature is slain or until the zealous 

gunman uses this ability on another creature. This ability replaces the destruction judgment. 

Deeds: At 3rd level, a zealous gunman gains the gunslinger’s deed ability, and gains access to her 1st–level deeds. At 7th level and every four levels thereafter, she 

gains access to each subsequent level of deeds, up to 15th–level deeds at 19th level. In addition, a zealous gunman swaps eleven deeds for the following deeds.  

Test of the Faithful (Su): At 3rd level, a zealous gunman can test the faith and conviction of her opponents. As a standard action, a zealous gunman can make a single 

firearm attack against a creature within the first range increment. If the creature worships or follows the zealous gunman’s deity, the attack deals nonlethal damage 
instead of lethal damage. The zealous gunman also takes an amount of nonlethal damage equal to half of the damage dealt by the attack. If the target is not of the same 

faith, it takes damage as normal. If the target is of an enemy faith, it takes additional damage equal to the zealous gunman’s Wisdom modifier and is visibly marked as 

per the brand spell. Performing this deed costs 1 grit point. This deed replaces the deadeye deed.  
Divine Precision (Ex): At 3rd level, as long as she has at least 1 grit point, she gains the benefits of the Precise Shot feat when using a firearm. This deed replaces the 

gunslinger’s dodge deed.  

Inclusive Brand (Su): At 7th level, as long as the zealous gunman has at least 1 grit point, she adds magical beast and monstrous humanoid creatures to the types of 
creatures she can affect with her zealot’s brand judgment. This deed replaces the gunslinger’s initiative deed. 

Luck of the Divine (Su): At 7th level, a zealous gunman can recognize when her gun is about to misfire and avoid it from being damaged. As long as the zealous 

gunman has at least 1 grit point, whenever she rolls a misfire, she can make a second roll. If this roll is higher than her misfire chance, she avoids her firearm from 
gaining the broken condition. The first rolls still counts as the zealous gunman’s attack roll. This deed replaces the utility shot deed. 

Zealous Retort (Ex): At 7th level, a zealous gunman is has the knack for returning what she’s received. When a ranged attack is made against the zealous gunman, 

she can make a firearm attack against her attacker as an immediate action. This attack provokes attacks of opportunity even if the zealous gunman had feats or abilities 
that negate them. This deed replaces the pistol-whip deed. 

Comprehensive Brand (Su): At 11th level, a zealous gunman can use her zealot’s brand judgment on aberration, construct, and fey creatures. Performing this deed 

costs 1 grit point. This deed replaces the startling shot deed. 

Deadly Precision (Ex): At 11th level, a zealous gunman gains the benefits of the Deadly Aim and Improved Precise Shot feats with her firearm for 1 minute. 

Performing this deed costs 1 grit point. This deed replaces the targeting deed.  

All-Encompassing Brand (Su): At 15th level, a zealous gunman can use her zealot’s brand judgment on dragon, outsider, and undead creatures. Performing this deed 
costs 2 grit points. This deed replaces the expert reloading deed. 

Divine Shot (Su): At 15th level, as long as the zealous gunman has at least 1 grit point, her firearms are treated as aligned (chaotic, evil, good, or lawful according to 

the zealous gunman’s alignment) for the purposes of overcoming damage reduction. This ability functions only while the zealous gunman is conscious. This deed 
replaces the bleeding wounds deed. 

Divine Investiture (Su): At 19th level, when a zealous gunman has at least at least 1 grit point, she gains the benefit of the divine grace, divine health, and aura of 

resolve class features of the paladin’s class. This deed replaces the evasive deed. 
Castigation Brand (Su): At 19th level, while using her zealot’s brand judgment, a zealous gunman can project a 30-foot-radius emanation for a number of rounds per 

day equal to her zealous gunman level. Any creature within this emanation that is of the same type as a creature currently under the effects of her zealot’s brand 
becomes sickened, or sickened and nauseated if the creatures’ Hit Dice are equal to or less than half the zealous gunman’s level. Performing this deed costs 2 grit 

points. This deed replaces the slinger’s luck deed.  

This ability and grit replace solo tactics, the teamwork feats gained at 3rd and 15th level, judgment 3/day and 6/day, stalwart, and spells lost due to diminished 
spellcasting. 

Grit: At 3rd level, a zealous gunman gains the gunslinger’s grit ability.  

Brand of Truth (Su): At 5th level, when a creature under the effect of her zealot’s brand comes within 30 feet of the zealous gunman, she is considered to be under 
the effects of a discern lies spell. This ability replaces discern lies.  

Bonus Feats: At 6th level, and again at 12th and 18th level, a zealous gunman gains a bonus feat. These feats must be chosen from those considered combat feats or 

grit feats, and she must qualify for any feat she selects. This ability replaces the teamwork feat gained at 6th, 12th, and 18th level.  
Divine Retribution (Su): At 9th level, a zealous gunman can exact divine retribution upon her enemies. As a standard action, a zealous gunman can make a single 

firearm attack against the subject of her zealot’s brand judgment as a standard action. If the attack is successful, the target must make a successful Fortitude save (DC 10 

+ 1/2 the zealous gunman’s level + the zealous gunman’s Wisdom modifier) or become staggered for 2d6 rounds from the overwhelming grief and pain of its sins.  
In addition, the zealous gunman deals additional damage depending on the target’s alignment. If the target’s alignment is one step removed from the zealous 

gunman’s alignment, she deals an additional 1d6 points of nonlethal damage to the target. For example, a lawful good zealous gunman would deal 1d6 points of 

nonlethal damage to any target with the lawful neutral or neutral good alignment. For each additional step the target’s alignment is removed from the zealous gunman’s, 
the extra damage increases by one damage die category (1d8 to a chaotic good, neutral, or lawful evil target, 1d10 to a chaotic neutral or neutral evil target, and 2d6 to a 

chaotic evil target). If the target has the same alignment as the zealous gunman, the target takes no nonlethal damage. A zealous gunman can use this ability once per 

day against each target of her judgment, but not against the same creature more than once in a 24-hour period. This ability replaces the teamwork feat gained at 9th 
level.  

Second Judgment (Su): This is exactly like the inquisitor ability of the same name. In addition, the zealous gunman can use her zealot’s brand judgment on two 

creatures simultaneously. Any additional uses end the most previous use. 
Third Judgment (Su): This is exactly like the inquisitor ability of the same name. In addition, the zealous gunman can use her zealot’s brand judgment on three 

creatures simultaneously. Any additional uses end the most previous use. 

 
 



Table: Zealous Gunman 
 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 Diminished spellcasting, domain, judgment 1/day,   0  —  —  —  —  — 
     gunsmith, orisons 
2nd  +1  +3  +0 +3 Cunning initiative, detect alignment, track   1  —  —  —  —  — 
3rd  +2  +3  +1 +3 Deeds, grit   2  —  —  —  —   — 
4th  +3  +4  +1 +4 Judgment 2/day   2   0  —  —  —  — 
5th  +3  +4  +1 +4 Bane, brand of truth   3   1  —  —  —  — 
6th  +4  +5  +2 +5 Bonus feat   3   2  —  —  —  — 
7th  +5  +5  +2 +5 Deeds   3   2   0  —  —  — 
8th  +6/+1  +6  +2 +6 Second judgment   3   3   1  —  —  — 
9th  +6/+1  +6  +3 +6 Divine retribution   4   3   2  —  —  — 
10th  +7/+2  +7  +3 +7 Judgment 3/day   4   3   2   0  —  — 
11th  +8/+3  +7  +3 +7 Deeds   4   3   3   1  —  — 
12th  +9/+4  +8  +4 +8 Bonus feat, greater bane   4   4   3   2  —  — 
13th  +9/+4  +8  +4 +8 Judgment 4/day   4   4   3   2   0  — 
14th  +10/+5  +9  +4 +9 Exploit weakness   4   4   3   3   1  — 
15th  +11/+6/+1  +9  +5 +9 Deeds   4   4   4   3   2  — 
16th  +12/+7/+2  +10  +5 +10 Third judgment   4   4   4   3   2   0 
17th  +12/+7/+2  +10  +5 +10 Slayer   4   4   4   3   3   1 
18th  +13/+8/+3  +11  +6 +11 Bonus feat   4   4   4   4   3   2 
19th  +14/+9/+4  +11  +6 +11 Deeds, judgment 5/day   4   4   4   4   4   3 
20th  +15/+10/+5  +12  +6 +12 True judgment   4   4   4   4   4   4 
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The primary way in which archetypes modify their corresponding base classes is via the use of 

alternate class features. When a character selects a class, he must normally choose to use the 

standard class features found in the class’s original source (typically the Core Rulebook or the 

Advanced Player’s Guide)—the exception is if he chooses to adopt an archetype. Each alternate 

class feature presented in an archetype replaces a specific class feature from its parent class. For 

example, the flowing monk archetype’s redirection class feature replaces the Stunning Fist feature 

of the standard monk class. 

When an archetype includes multiple alternate class features, a character must take them all—

often blocking the character from ever gaining certain standard class features, but replacing them 

with other options. All other class features of the base class that aren’t mentioned among the 

alternate class features remain unchanged and are acquired normally when the character reaches the 

appropriate level, unless noted otherwise. A character who takes an alternate class feature does not 

count as having the class feature that was replaced for the purposes of meeting any requirements or 

prerequisites. 

A character can take more than one archetype and garner additional alternate class features, but 

none of the alternate class features can replace or alter the same class feature 

 

Open Game License Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of 

the Coast, Inc (“Wizards”). All Rights Reserved. 

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have 

contributed Open Game Content; (b) “Derivative Material” means copyrighted material including 

derivative works and translations (including into other computer languages), potation, modification, 

correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in 

which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, 

license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) “Open 

Game Content” means the game mechanic and includes the methods, procedures, processes and 

routines to the extent such content does not embody the Product Identity and is an enhancement 

over the prior art and any additional content clearly identified as Open Game Content by the 

Contributor, and means any work covered by this License, including translations and derivative 

works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means 
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creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, 
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photographic and other visual or audio representations; names and descriptions of characters, spells, 
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environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or 
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Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a 
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2. The License: This License applies to any Open Game Content that contains a notice 
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with any Trademark or  Registered Trademark in conjunction with a work containing Open Game 

Content except as expressly licensed in another, independent Agreement with the owner of such 

Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does 

not constitute a challenge to the ownership of that Product Identity. The owner of any Product 

Identity used in Open Game Content shall retain all rights, title and interest in and to that Product 

Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which  

portions of the work that you are distributing are Open Game Content.  

9. Updating the License: Wizards or its designated Agents may publish updated versions of this 

License. You may use any authorized version of this License to copy, modify and distribute any 

Open Game Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the 

Open Game Content You distribute.  

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using 

the name of any Contributor unless You have written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this 

License with respect to some or all of the Open Game Content due to statute, judicial order, or 

governmental regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all terms 

herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses 

shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision 

shall be reformed only to the extent necessary to make it enforceable. 
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