
MARTIAL CHAMPIONS: CRITIQUED MCAS 
This document contains all the Multiclass Archetypes that have been critiqued for the Martial Champions pdf, but were never added to the final document. These MCAs 
are in alphabetical order, and contain MCAs with Brawler, Cavalier, Fighter, Gunslinger, Samurai, Slayer, and Swashbuckler as their primary class.  

 

ADMANT VETERAN (Thomas, A.) 
Wars can be terrible thing; for it often leaves soldiers severely injured or maimed both body and soul. While many such warriors are left by the wayside, some survive 
to re-entering the fray. These adamant veterans view physical and mental challenges not as an excuse, but as an opportunity to adapt and overcome. It is the adamant 

veteran who defies the odds, becoming a masterful warrior despite of what might otherwise hold others back from achieving one’s dreams of victory or conquest.   

Primary: Fighter. 
Secondary: Oracle. 

Alignment: Any.  

Hit Dice: d10.  
Bonus Skills and Ranks: The adamant veteran selects three oracle skills to add to his class skills in addition to the normal fighter class skills. The adamant veteran 

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

Weapon and Armor Proficiency: The adamant veteran is proficient with all simple and martial weapons, with light and medium armor, and with shields (except 
tower shields).  

Warrior’s Curse (Ex): At 1st level, an adamant veteran must choose a warrior’s curse. Once this choice is made, it cannot be changed. Each curse is related to one 

of the oracle’s curses, but is the result of his experiences in battle, not a divine blessing. The adamant veteran uses his level for the purpose of determining the effects of 
all abilities granted by his warrior’s curse. This ability replaces the bonus feats gained at 1st, 2nd, 4th, 8th, 10th, 14th, 16th, and 20th level, armor training 2 and armor 

training 4.  
Insightful Defense (Ex): Starting at 2nd level, an adamant veteran gains a +1 dodge bonus to AC. This bonus increases by +1 for every four levels beyond 2nd. Any 

condition that makes the adamant veteran lose his dexterity bonus to AC also makes him lose the benefits of this ability. This ability replaces bravery.  

Battle Instinct (Ex): Starting at 3rd level, an adamant veteran gains a preternatural sense of danger. As an immediate action, the adamant warrior gains a +1 insight 
bonus on a single initiative check. This bonus increases by +1 at 5th level and every four levels thereafter, to a maximum of +5 at 20th level. At 3rd level, an adamant 

veteran can use this ability once per day, and one additional time per day at 11th and 17th level. This ability replaces armor training 1, armor training 3, and armor 

mastery.  
Conquer All (Ex): At 20th level, an adamant veteran has the ability to overcome anything, even death. An adamant veteran can postpone any affliction or condition 

he is suffering, including death, as long as he has a body. He can do this for a number of rounds per day equal to his adamant veteran level. These rounds need not be 

consecutive. This ability replaces weapon mastery.  

 
 

Table: Adamant Veteran 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Warrior’s curse 
2nd  +2  +3  +0  +0  Adaptive feat, insightful defense +1 
3rd  +3  +3  +1  +1 Battle instincts 1/day 
4th  +4  +4  +1  +1 Discipline 
5th  +5  +4  +1  +1 Weapon training 1 
6th  +6/+1  +5  +2  +2 Bonus feat, insightful defense +2 
7th  +7/+2  +5  +2  +2 Revelation  
8th  +8/+3  +6  +2  +2 Adaptive feat 
9th  +9/+4  +6  +3  +3 Weapon training 2 
10th  +10/+5  +7  +3  +3 Discipline, insightful defense +3 
11th  +11/+6/+1  +7  +3  +3 Battle instincts 2/day 
12th  +12/+7/+2  +8  +4  +4 Bonus feat 
13th  +13/+8/+3  +8  +4  +4 Weapon training 3 
14th  +14/+9/+4  +9  +4  +4 Adaptive feat, insightful defense +4 
15th  +15/+10/+5  +9  +5  +5 Revelation 
16th  +16/+11/+6/+1  +10  +5  +5 Discipline 
17th  +17/+12/+7/+2  +10  +5  +5 Weapon training 4 
18th  +18/+13/+8/+3 +11  +6  +6 Bonus feat, insightful defense +5 
19th  +19/+14/+9/+4 +11  +6  +6 Battle instincts 3/day 
20th  +20/+15/+10/+5  +12  +6  +6 Adaptive feat, conquer all 

 
 

WARRIOR CURSES 
The following warrior’s curses can be chosen by the Adamant Veteran multiclass archetype.  

 

CLOUDED VISION  

Your eyes are obscured, making it difficult to see. You cannot see anything beyond 30 feet, but you can see as if you had darkvision out to a range of 30 feet.  

Curse Skill: Perception. 

Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites.  
At 2nd level, you gain Improved Blind-Fight as a bonus feat.  

At 8th level you gain Moonlight Stalker as a bonus feat.  

At 14th level you gain Greater Blind-Fight as a bonus feat.  
At 20th level you gain Blinding Critical as a bonus feat.  

Discipline: You have mastered your curse and gain the following abilities.  

At 4th level, your darkvision increases to 60 feet.  
At 10th level, you gain blindsense out to a range of 30 feet.  

At 16th level, you gain blindsight out to a range of 15 feet. 

Revelations: Your curse grants you the following revelations. 
At 7th level, you gain the War Sight revelation from the Battle mystery.  

At 15th level, you gain the Focused Trance revelation from the Lore mystery.  



 

CONSUMED  

You have suffered much affliction from illness and starvation, which has left you diminished but still able to scorn many mortal frailties. Whenever you take lethal hit 
point damage, you take an additional number of points of nonlethal damage equal to 1/2 the lethal damage you took. You automatically stabilize when brought below 

0 hit points. 

Curse Skill: Intimidate. 
Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites. 

At 2nd level, you gain Diehard as a bonus feat. 

At 8th level you gain Deathless Initiate as a bonus feat.  
At 14th level you gain Deathless Master as a bonus feat.  

At 20th level you gain Deathless Zealot as a bonus feat.  

Discipline: You have mastered your curse and gain the following abilities.  
At 4th level, whenever you make a saving throw against a disease or poison effect, roll twice and use the higher roll as your result. 

At 10th level, you can go without food or water for a number of days equal to your cursed warrior level before suffering any ill effects due to starvation or thirst. 

At 16th level, whenever a creature within 30 feet takes damage while in combat, you automatically gain 1 temporary hit point. You can benefit from this ability a 
number of times per round equal to your Charisma modifier, and you can gain a total number of temporary hit points in this way equal to your cursed warrior level. 

Temporary hit points gained this way disappear after 1 hour.  

Revelations: Your curse grants you the following revelations. 
At 7th level, you gain the Near Death revelation from the Bones mystery.  

At 15th level, you gain the Delay Affliction revelation from the Life mystery.  

 

DEAF  
You cannot hear and suffer all of the usual penalties for being deafened. You gain a +10 competence bonus on all Linguistics checks to read lips. 

Curse Skill: Perception. 

Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites. 
At 2nd level, you gain Eagle Eyes as a bonus feat. 

At 8th level you gain Spring Attack as a bonus feat.  

At 14th level you gain Bull Rush Strike as a bonus feat.  
At 20th level you gain Deafening Critical as a bonus feat.  

Discipline: You have mastered your curse and gain the following abilities.  

At 4th level, you receive a +3 competence bonus on Perception checks that do not rely upon hearing, and the initiative penalty for being deaf is reduced to –2. 
At 10th level, you gain scent and you do not suffer any penalty on initiative checks due to being deaf. 

At 16th level, you gain tremorsense out to a range of 30 feet. 
Revelations: Your curse grants you the following revelations. 

At 7th level, you gain the Nature’s Whispers revelation from the Nature mystery.  

At 15th level, you gain the Think On It revelation from the Lore mystery.  
 

DUMB 

Your face and neck have been injured, hampering your ability to communicate verbally. Whenever you speak, all creatures must make a DC 20 Sense Motive check to 

understand you. You learn a sign-based language that allows you to communicate with anyone that makes a successful DC 20 Sense Motive check.  

Curse Skill: Sense Motive. 

Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites. 

At 2nd level, you gain Improved Dirty Trick as a bonus feat. 
At 8th level you gain Greater Reposition as a bonus feat.  

At 14th level you gain Combat Patrol as a bonus feat.  

At 20th level you gain Stunning Critical as a bonus feat.  
Discipline: You have mastered your curse and gain the following abilities.  

At 4th level, when you use Bluff to pass hidden messages to an allied character, the DC of this check is 10 for simple messages and 15 for complex messages. You 

also gain a +3 competence bonus on Sense Motive checks and saving throws against effects that that rely language.  
At 10th level, you gain a competence bonus equal to 1/2 your level on all Linguistics checks made to decipher writing in an unknown language.  

At 16th level, you can understand any written or spoken language as if under a constant comprehend languages spell.  

Revelations: Your curse grants you the following revelations. 
At 7th level, you gain the Automatic Writing revelation from the Lore mystery.  

At 15th level, you gain the Telepathy revelation from the Outer Rifts mystery.  

 

LAME  

One of your legs is permanently wounded, reducing your base land speed by 10 feet if your base speed is 30 feet or more. If your base speed is less than 30 feet, your 

speed is reduced by 5 feet. Your speed is never reduced due to encumbrance. 

Curse Skill: Survival. 

Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites. 

At 2nd level, you gain Improved Sidestep as a bonus feat. 

At 8th level you gain Acrobatic Steps as a bonus feat.  
At 14th level you gain Light Step as a bonus feat.  

At 20th level you gain Mystic Stride as a bonus feat.  

Discipline: You have mastered your curse and gain the following abilities.  
At 4th level, you are immune to the fatigued condition (but not exhaustion). 

At 10th level, your speed is never reduced by armor. 

At 16th level, you are immune to the exhausted condition. 
Revelations: Your curse grants you the following revelations. 

At 7th level, you gain the Woodland Stride revelation from the Wood mystery.  

At 15th level, you gain the Sidestep Secret revelation from the Lore mystery. 

 

MAIMED  

You are missing a hand or part of your arm, and your stump is capped in iron. You cannot wield two weapons at the same time or two handed weapons. You can defend 

yourself from combat maneuvers, gaining a +2 to your CMD. You can specially mount a one handed melee weapon or a shield (except tower shields) to your stump, 
allowing them function normally.  

Curse Skill: Intimidate. 



Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites. 

At 2nd level, you gain Improved Shield Bash as a bonus feat. This feat also applies to your stump. 
At 8th level you gain Vital Strike as a bonus feat.  

At 14th level you gain Bashing Finish as a bonus feat.  

At 20th level you gain Crippling Critical as a bonus feat.  

Discipline: You have mastered your curse and gain the following abilities.  

At 4th level, you can use your iron clad stump as a primary natural weapon. You can make a slam attack that deals 1d6 damage plus your full Strength modifier. 

Your stump also doubles as a buckler.  
At 10th level, the bonus to your CMD increases to +4.  

At 16th level, the damage from your slam attack increases to 1d8. 

Revelations: Your curse grants you the following revelations. 
At 7th level, you gain the Iron Weapon revelation from the Metal mystery, except its effect applies only to your slam attack.  

At 15th level, you gain the Clobbering Strike revelation from the Stone mystery, except its effect applies only to your slam attack.  

 

TORMENTED 
Your body has endured terrible torture and the stresses of war. While you body is susceptible to pain and injury, your mind has created mental defenses to protect it 

from being overcome. You take a –2 penalty on all Fortitude saves against effects that deal hit point damage. You gain a +4 bonus on all saves made against charm and 

compulsion effects.  
Curse Skill: Sense Motive. 

Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites. 

At 2nd level, you gain Improved Iron Will as a bonus feat. 
At 8th level you gain Greater Trip as a bonus feat.  

At 14th level you gain Deadly Finish as a bonus feat.  

At 20th level you gain Bleeding Critical as a bonus feat.  
Discipline: You have mastered your curse and gain the following abilities.  

At 4th level, you are immune to the fascinated condition. 

At 10th level, you gain immunity to confused condition. 
At 16th level, you are immune to the staggered condition. 

Revelations: Your curse grants you the following revelations. 

At 7th level, you gain the Blood of Heroes revelation from the Ancestor mystery. 
At 15th level, you gain the Battlefield Clarity revelation from the Battle mystery.  

 

WASTING  

Your body is slowly rotting away. You take a –4 penalty on Charisma-based skill checks, except for Intimidate. You gain a +4 competence bonus on saves made 
against disease. 

Curse Skill: Heal. 

Adaptive Feats: You gain the following feats at the indicated levels, even if you do not normally meet the prerequisites. 
At 2nd level, you gain Toxic Recovery as a bonus feat. 

At 8th level you gain Improved Greater Fortitude as a bonus feat.  

At 14th level you gain Fast Healer as a bonus feat.  
At 20th level you gain Sickening Critical as a bonus feat.  

Discipline: You have mastered your curse and gain the following abilities.  
At 4th level, you are immune to the sickened condition (but not nauseated). 

At 10th level, you gain immunity to disease. 

At 16th level, you are immune to the nauseated condition. 
Revelations: Your curse grants you the following revelations. 

At 7th level, you gain the Healing Hands revelation from the Life mystery. 

At 15th level, you gain the Dread Resilience revelation from the Outer Rifts mystery.  
  



AMBROSE KNIGHT  
Cavaliers are typically found at the forefront of battle, and like any warrior, constantly place their lives on the line, which forces them to come face-to-face with their 
own mortality. No one wants to die, even cavaliers who wield sword, lance, and shield in defense of their liege lord or some noble cause. As such, certain cavaliers 

quest in search of the mysteries and myths of immortality and the secrets of ambrosia–the nectar of the gods. Ambrose knights have had the process of creating small 

quantities of ambrosia bestowed upon them by a divine source. By imbibing this divine elixir, the ambrose knight becomes more and more resilient to the ravages of 

combat. Eventually, he becomes immune to the ravages of time itself, allowing him to laugh in the face of death when on the field of battle.   
Primary: Cavalier. 

Secondary: Alchemist. 
Alignment: Any.  

Hit Dice: d10.  

Bonus Skills and Ranks: The ambrose knight selects three alchemist skills to add to his class skills in addition to the normal cavalier class skills. The ambrose 
knight gains a number of ranks at each level equal to +4 Int modifier. 

Weapon and Armor Proficiency: The ambrose knight is proficient with all simple and martial weapons, with light and medium armor, and with shields (except 

tower shields). 
Alchemy (Su): At 1st level, an ambrose knight gains the alchemist’s alchemy ability He gains a competence bonus equal to his ambrose knight level on 

all Craft (alchemy) checks. In addition, he can use Craft (alchemy) to identify potions as if using detect magic. He must hold the potion for 1 round to make such a 

check. The ambrose knight can only create mundane alchemical items, extracts, and ambrosia, but not bombs. This ability and ambrosia replace tactician.  
Ambrosia (Su): At 1st level, an ambrose knight discovers how to create a concoction that he can imbibe in order to come one step closer to godhood. This drink, 

called ambrosia, is believed to be the “nectar of the gods” and allows the imbiber to obtain a form of immortality. It takes 1 hour to brew a dose of ambrosia, and once 

brewed, it remains potent until used. An ambrose knight can only maintain one dose of ambrosia at a time—if he brews a second dose, any existing ambrosia becomes 
inert. As with an extract or bomb, ambrosia that is not in an ambrose knight's possession becomes inert until an ambrose knight picks it up again. 

When an ambrose knight brews a dose of ambrosia, he selects one physical ability score—either Strength, Dexterity, or Constitution, and one mental score—

either Intelligence, Wisdom, or Charisma. It's a standard action to drink ambrosia. Upon being imbibed, the ambrosia causes the ambrose knight to take on an aspect of 

godhood, granting him a +2 alchemical bonus to one primary ability score and a +2 alchemical bonus to a secondary ability score for 10 minutes per ambrose knight 

level. In addition, while the ambrosia is in effect, the ambrose knight takes a –2 penalty to one physical or mental ability scores, dependent upon his chosen primary 

ability score. If the ambrosia enhances his Strength as his primary ability, it applies a secondary bonus to his Charisma and a penalty to his Intelligence. If it enhances 
his Dexterity as his primary ability, it applies a secondary bonus to his Intelligence and a penalty to his Wisdom. If it enhances his Constitution as his primary ability, it 

applies a secondary bonus to his Wisdom and a penalty to his Charisma. If the ambrosia enhances his Intelligence as his primary ability, it applies a secondary bonus to 

his Dexterity and a penalty to his Strength. If it enhances his Wisdom as his primary ability, it applies a secondary bonus to his Constitution and a penalty to his 
Dexterity. If it enhances his Charisma as his primary ability, it applies a secondary bonus to his Strength and a penalty to his Constitution. 

A non-ambrose knight who drinks a dose of ambrosia must make a Fortitude save (DC 10 + 1/2 the ambrose knight's level + the ambrose knight’s Charisma 

modifier) or become nauseated for 1 hour—a non-ambrose knight can never gain the benefit of ambrosia, but an ambrose knight can gain the effects of another ambrose 
knight's ambrosia if he drinks it. (Although if the other ambrose knight creates a different ambrosia, the effects of the “stolen” ambrosia immediately cease.) The effects 

of ambrosia do not stack. Whenever an ambrose knight drinks a ambrosia, the effects of any previous ambrosia immediately end.  

In addition, once the ambrose knight has attained 4th level, from that point forward, he and his mount gain the benefits of the Lingering Spirit alchemist discovery.  
Challenge (Su): This is exactly like the cavalier’s ability of the same name, except that the ambrose knight can use this ability once per day at 1st level, and an 

additional time per day at 4th, 10th, 13th, and 19th level, up to a maximum of five times per day.  

Mount (Ex): This is exactly like the cavalier’s ability of the same name, except for the following changes. Starting at 1st level, the ambrose knight can share his 
ambrosia with his mount, instead of drinking it himself. This ability does not allow the mount to share abilities that are not ambrosia. At 4th level, the mount gains the 

benefits of the Lingering Spirit alchemist discovery (see Ambrosia). At 9th level, the mount gains the benefits of the Spontaneous Healing alchemist discovery (see 

Greater Ambrosia). At 17th level, the mount gains the benefits of the Preserve Organs alchemist discovery (see Grand Ambrosia). At 20th level, he benefits from the 

ambrose knight’s resistance to age effects and can come back to life if slain (see Immortal Knight).  

Extracts: Beginning at 4th level, an ambrose knight gains the ability to create a small number of extracts drawn from the ambrose knight formulae list. To learn or 

create an extract, an ambrose knight must have a Charisma score equal to at least 10 + the extract level. He can create extracts he knows without preparing them ahead 
of time. The saving throw DC against an ambrose knight's extract is 10 + the extract’s level + the ambrose knight's Charisma modifier. 

Like other alchemists, an ambrose knight can create only a certain number of extracts of each level per day. His base daily extract allotment is given on Table: 

Ambrose Knight. In addition, he receives bonus extracts per day if he has a high Charisma score. The ambrose knight does not need to prepare these extracts in 
advance; he can create any extract he knows at any time, assuming he hasn't yet used up his allotment of extracts per day for the extract's level. 

The ambrose knight's selection of extracts is limited. At 4th level, an ambrose knight knows two 1st-level extracts of his choice. An ambrose knight gains more 

extracts as he increases in level, as indicated on Table: Ambrose Knight Extracts Known. Unlike extracts per day, the number of extracts an ambrose knight knows is 
not affected by his Charisma score. This ability otherwise functions as the alchemist’s extract ability.  

Swift Alchemy: At 4th level, an ambrose knight gains the alchemist’s swift alchemy ability. This ability replaces expert trainer.  
Shared Ambrosia (Su): Starting at 5th level, an ambrose knight can, share any one dose of ambrosia with a single ally (including his mount). Doing so, the ally 

gains half the ambrosia’s bonuses and penalty for 10 minutes. The ambrose knight continues to gain the normal bonuses and penalty for the normal duration. For 

example, if a 6th level ambrose knight shares his ambrosia with an ally, he gains the normal +2 bonus to the primary ability score, +2 bonus to the secondary ability 
score, and a –2 penalty to the associated ability score for 60 minutes, while the his ally gains only a +1 bonus to the primary ability score, a +1 bonus to the secondary 

ability score, and a –1 penalty to the associated ability score for 10 minutes. This ability replaces banner.  

Bonus Feats: This is exactly like the cavalier ability of the same name, except that he adds Brew Potion to the list of feats he can select. In addition, whenever the 
ambrose knight could choose a bonus feat, he can select one of the following alchemist discoveries: Combine Extracts, Dilution, Enhance Potion, Eternal Potion, 

Extend Potion, Grand Mutagen, Greater Mutagen, Infusion, Infuse Mutagen, and Mutagen. The ambrose knight must meet the requirements of the chosen discovery and 

uses his ambrose knight level as his alchemist level for the purpose of qualifying for discoveries with level requirements.  
Guarded Life (Ex): At 7th level, whenever the ambrose knight is reduced below 0 hit points during a challenge, 1 hit point of lethal damage per ambrose knight 

level is converted to nonlethal damage. If the ambrose knight is at negative hit points due to lethal damage, he immediately stabilizes. This ability replaces challenge 

3/day.  
Greater Ambrosia (Su): At 9th level, an ambrose knight’s ambrosia now grants a +4 alchemical bonus to his primary ability score and a +2 alchemical bonus to his 

secondary ability score. The ambrose knight takes a –2 penalty to his associated ability score as long as the ambrosia persists. In addition, from this point forward, the 

ambrose knight and his mount gain the benefits of the Spontaneous Healing alchemist discovery. This ability replaces greater tactician.  
Greater Sharing (Su): At 14th level, an ambrose knight can share any one doe of ambrosia with a number of allies equal to his Charisma modifier (unadjusted by 

his ambrosia). All allies gain half the bonuses and penalty of the ambrosia for 10 minutes. This ability replaces greater banner.  

Internal Fortitude (Ex): At 16th level, the ambrose knight is immune to the nauseated and sickened conditions during a challenge. This ability replaces challenge 
6/day.  

Grand Ambrosia (Su): At 17th level, an ambrose knight’s ambrosia now grants a +6 alchemical bonus to his primary ability score and a +4 alchemical bonus to his 

secondary ability score. The ambrose knight takes a –2 penalty to his associated ability score as long as the ambrosia persists. In addition, from this point forward, the 
ambrose knight and his mount gain the benefits of the Preserve Organs alchemist discovery. This ability replaces master tactician. 

Knight Immortal (Su): At 20th level, an ambrose knight’s ambrosia now grants a +8 alchemical bonus to his primary ability score and a +6 alchemical bonus to his 

secondary ability score. The ambrose knight takes a –2 penalty to his associated ability score as long as the ambrosia persists. Also, from this point forward, the 



ambrose knight and his mount take no penalty to his physical ability scores from advanced age. If the ambrose knight is already taking such penalties, they are removed 

at this time.  
In addition, if the ambrose knight or his mount is killed, they return to life 24 hours later, regardless of the condition of their body or the means by which they were 

killed. When the ambrose knight or his mount return to life, they have only 1 hit point and are exhausted. Also the ambrose knight and his mount aren’t treated as if they 

had rested, and don't regain the use of abilities that recharge with rest until their next rest. This ability doesn't apply if the ambrose knight or his mount was killed by 

a coup de grace or critical hit. This ability replaces supreme charge. 

 

 

Ambrose Knight Formulae List  
Ambrose knights gain access to the following extracts.  

1st-Level Ambrose Knight Extracts—ant haul, anticipate peril, comprehend languages, crafter’s fortune, cure light wounds, detect secret doors, endure 
elements, expeditious retreats, jump, keen sense, longshot, touch of the sea.   

2nd-Level Ambrose Knight Extracts—aid, alchemical allocation, barkskin, bear’s endurance, bestow weapon proficiency, bullet shield, bull’s strength, 
cure moderate wounds, darkvision, delay poison, eagle’s splendor, false life, kinetic reverberation, levitate, protection from arrows, resist energy, spider climb, 

undetectable alignment.   

3rd-Level Ambrose Knight Extracts—absorb toxicity, amplify elixir, arcane sight, burrow, burst of speed, cure serious wounds, heroism, nondetection, 

protection from energy, remove blindness/deafness, remove curse, remove disease, tongues, water breathing. 

4th-Level Ambrose Knight Extracts—cure critical wounds, darkvision (greater), death ward, detonate, discern lies, false life (greater), fire shield, fluid 

form, freedom of movement, neutralize poison, stoneskin, universal formula, vitriolic mist. 
 

 

Table: Ambrose Knight 
 Base  
Class Attack Fort Ref Will   Extracts per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +0  Alchemy, ambrosia, challenge 1/day, mount, order  —  —  —  — 
2nd  +2  +3  +0  +0  Order ability  —  —  —  — 
3rd  +3  +3  +1  +1  Cavalier’s charge  —  —  —  — 
4th  +4  +4  +1  +1  Challenge 2/day, swift alchemy   1  —  —  — 
5th  +5  +4  +1  +1  Shared ambrosia   1  —  —  — 
6th  +6/+1  +5  +2  +2  Bonus feat   1  —  —  — 
7th  +7/+2  +5  +2  +2  Guarded life   1   1  —  — 
8th  +8/+3  +6  +2  +2  Order ability   1   1  —  — 
9th  +9/+4  +6  +3  +3  Greater ambrosia   2   1  —  — 
10th  +10/+5  +7  +3  +3  Challenge 3/day   2   1   1  — 
11th  +11/+6/+1  +7  +3  +3  Mighty charge   2   1   1  — 
12th  +12/+7/+2  +8  +4  +4  Bonus feat, persistent ambrosia    2   2   1  — 
13th  +13/+8/+3  +8  +4  +4  Challenge 4/day   3   2   1   1 
14th  +14/+9/+4  +9  +4  +4  Greater sharing   3   2   1   1 
15th  +15/+10/+5 +9  +5  +5  Order ability   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +5  Internal fortitude   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +5  Grand ambrosia   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +6  Bonus feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +6  Challenge 5/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +6  Knight immortal   4   4   3   2 
 
 

Table: Ambrose Knight Extracts Known 
    Extracts per Day 
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 
 

  



ASTUTE SENTRY (JonathonWilder) 

Astute sentries are warriors without peer in their combat training, focusing on only two paths to the exclusion of all others. Once the paths have been chosen, they 
follow them with complete devotion, no matter where their journey takes them. Since astute sentries are less reliant on armor, they dedicate their time to training in their 

weapons of choice. By focusing on one combat style and then the other, the astute sentry improves his prowess with his weapons of focus by obtaining strong versatility 

with them, despite his limited choice of weapons.  

Primary Class: Fighter.  

Secondary Class: Ranger.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The astute sentry selects six ranger skills to add to his class skills in addition to the normal fighter class skills. The astute sentry gains a 

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

tower shields). 

Track (Ex): At 1st level, an astute sentry gains the ranger’s track ability. This ability replaces the bonus feat gained at 1st level.   
Favored Combat Style Feat (Ex): At 2nd level, an astute sentry gains the ranger’s combat style feat ability and selects one style of combat to pursue. He may select 

from any combat style option described in the ranger’s ability description. The astute sentry’s favored style expertise manifests in the form of bonus feats at 2nd, 6th, 

10th, 14th, and 18th level. He can choose feats from his selected combat style, even if he does not have the normal prerequisites. The benefits of the ranger's chosen 
style feats apply only when he wears light, medium, or no armor. He loses all benefits of his combat style feats when wearing heavy armor. Once a ranger selects a 

favored combat style, it cannot be changed. This ability replaces the bonus feats gained at 2nd, 6th, 10th, 14th and 18th level.  

Endurance (Ex): At 3rd level, an astute sentry gains Endurance as a bonus feat. This ability replaces armor training 1.  
Secondary Combat Style Feat (Ex): At 4th level, an astute sentry selects a second style of combat to pursue. He may select from any combat style option described 

in the ranger’s ability description that he has not already chosen. The astute sentry’s secondary style expertise manifests in the form of bonus feats at 4th, 8th, 12th, 

16th, and 20th level. He can choose feats from his selected combat style, even if he does not have the normal prerequisites. The benefits of the astute sentry’s secondary 

style feats apply only when he wears light, medium, or no armor. He loses all benefits of his secondary combat style feats when wearing heavy armor. Once a ranger 

selects a secondary combat style, it cannot be changed. This ability replaces the bonus feats gained at 4th, 8th, 12th, 16th, and 20th level.  

Weapon Style Training (Ex): This is exactly like the fighter’s weapon training ability, except that the astute sentry must choose either his favored or secondary 
combat style. He gains a +1 bonus on attack and damage rolls with weapons from his chosen combat style weapon group. Every four levels thereafter (9th, 13th, and 

17th), an astute sentry gains an additional +1 bonus on attack and damage rolls when using a weapon from this style group. He also adds this bonus to any combat 

maneuver checks made with weapons from this style group. This bonus also applies to the astute sentry’s Combat Maneuver Defense when defending against disarm 
and sunder attempts made against weapons from this style group. An astute sentry does not gain any bonuses with any additional weapon style groups. 

Weapon style groups are defined as follows (GMs may add other weapons to these groups, or add entirely new groups), and refer to those listed in the fighter’s 

weapon training class feature: 
Archery: This style group includes all weapons from the Bows weapon group. At GM’s discretion, it can be expanded to include weapons from the Firearm and 

Throwing weapon groups.   

Crossbow: This style group includes all weapons from the Crossbows weapon group.  
Mounted Combat: This group includes all weapons from the Polearms and Spears weapon groups, plus any weapon with the reach special weapon feature.  

Natural Weapon: This group includes all weapons from the Natural weapon group.  

Two-Handed: This group includes all two-handed melee weapons from the Axe, Blades (Heavy), Double, Flails, Hammer, Polearms, and Spears weapon groups.  
Two-Weapon: This group includes all one-handed melee weapons from the Axe, Blades (Heavy), Blades (Light), Flails, and Hammers weapon groups. 

Sword and Shield: This group includes all shields and all one-handed melee weapons the Axe, Blades (Heavy), Blades (Light), Flails, Hammers, and Spears weapon 

groups.  

Evasion (Ex): At 7th level, an astute sentry gains the ranger’s evasion ability. This ability replaces armor training 2.  

Quarry (Ex): At 11th level, and astute sentry gains the ranger’s quarry ability. This ability replaces armor training 3.  

Improved Evasion (Ex): At 15th level, an astute sentry gains the ranger’s improved evasion ability. This ability replaces armor training 4.  
Improved Quarry (Ex): At 19th level, and astute sentry gains the ranger’s improved quarry ability. This ability replaces armor mastery. 

Weapon Style Mastery (Ex): This is exactly like the fighter’s weapon mastery ability, except that the astute sentry chooses one weapon from the combat style 

weapon group chosen for his weapon style training class feature. Any attacks made with the chosen weapon automatically confirms all critical threats and has its 
damage multiplier increased by 1 (×2 becomes ×3, for example). In addition, he cannot be disarmed while wielding a weapon of this type.  

  

 

Table: Astute Sentry 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0  Track 
2nd  +2  +3  +3  +0  Favored combat style feat, bravery +1 
3rd  +3  +3  +3  +1 Endurance 
4th  +4  +4  +4  +1 Secondary combat style feat 
5th  +5  +4  +4  +1 Weapon style training 1 
6th  +6/+1  +5  +5  +2 Favored combat style feat, bravery +2 
7th  +7/+2  +5  +5  +2 Evasion 
8th  +8/+3  +6  +6  +2 Secondary combat style feat 
9th  +9/+4  +6  +6  +3 Weapon style training 2 
10th  +10/+5  +7  +7  +3 Favored combat style feat, bravery +3 
11th  +11/+6/+1  +7  +7  +3 Quarry 
12th  +12/+7/+2  +8  +8  +4 Secondary combat style feat 
13th  +13/+8/+3  +8  +8  +4 Weapon style training 3 
14th  +14/+9/+4  +9  +9  +4 Favored combat style feat, bravery +4 
15th  +15/+10/+5  +9  +9  +5 Improved evasion 
16th  +16/+11/+6/+1  +10  +10  +5 Secondary combat style feat 
17th  +17/+12/+7/+2  +10  +10  +5 Weapon style training 4 
18th  +18/+13/+8/+3 +11  +11  +6 Favored combat style feat, bravery +5 
19th  +19/+14/+9/+4 +11  +11  +6 Improved quarry 
20th  +20/+15/+10/+5  +12  +12  +6 Weapons style mastery 

 



BLADE DISCIPLE (Big Lemon) 
 
Primary Class: Fighter.  

Secondary Class: Monk. 

Alignment: Any.  

Hit Die: d10.  

Bonus Skills and Ranks: The blade disciple may select three monk skills to add to his class skills in addition to the normal fighter class skills. The blade disciple 

gains a number of ranks at each level equal to 4 + Int modifier.  
Weapon and Armor Proficiency: The blade disciple is proficient with all simple weapons, all heavy and light bladed weapons listed in fighter’s weapon training 

groups, plus the kusarigama, naginata, nunchaku, skuriken, siangham, and temple sword. A blade disciple is not proficient with any armor or shields.  

AC Bonus: Starting at 1st level, a blade disciple gains the monk’s AC bonus ability. This ability replaces light armor proficiency and medium armor proficiency.  
Fast Movement (Ex): A blade disciple's land speed is faster than the norm for his race by +10 feet. This benefit applies only when he is wearing no armor and not 

carrying a heavy load. Apply this bonus before modifying the blade disciple's speed because of any load carried or armor worn. This bonus stacks with any other 

bonuses to the blade disciple's land speed. This ability replaces shield proficiency.  
Mystic Blade (Su): At 1st level, a blade disciple select one weapon from those listed as heavy blades or light blades in the fighter’s weapon training ability. Once 

chosen, it cannot be changed. A blade disciple’s mystic weapon is treated as a monk’s unarmed strike for the purpose of using his mystic ki pool. This ability replaces 

heavy armor proficiency. 
Blade Guard (Ex): Starting at 2nd level, a blade disciple becomes adept at protecting himself from attacks while wielding his chosen weapon. He gains a +1 shield 

bonus to AC. This bonus increases by +1 at 6th level and every four levels thereafter (to a maximum of +5 at 18th level). The blade disciple only gains the benefits of 

this ability when he is wearing no armor and not carrying a heavy load. This ability replaces bravery.  
Unarmed Strike: At 2nd level, a blade disciple gains the monk’s unarmed strike ability, but deals only 1d4 points of unarmed damage (1d3 for a Small blade 

disciple, 1d6 for a Large blade disciple). This damage can be increased by the use of his mystic ki (see Mystic Ki Pool below). This ability replaces the bonus feat 

gained at 1st level.  

Evasion (Ex): At 3rd level, a blade disciple gains the monk’s evasion ability. This ability replaces the bonus feat gained at 2nd level.  

Mystic Ki Pool (Su): At 4th level, a blade disciple gains the monk’s ki pool ability with a number of points in his mystic ki pool is equal to 1/2 his blade disciple 

level + his Wisdom modifier. As long as he has at least 1 point in his mystic ki pool, he can make a ki strike with either his mystic weapon or his unarmed strike. 
 At 4th level, ki strike allows his mystic weapon or unarmed attacks to be treated as magic weapons for the purpose of overcoming damage reduction. 

 At 7th level, his mystic weapon or unarmed attacks are also treated as cold iron and silver for the purpose of overcoming damage reduction. 

 At 10th level, his mystic weapon or unarmed attacks are also treated as lawful weapons for the purpose of overcoming damage reduction. 
 At 16th level, his mystic weapon or unarmed attacks are treated as adamantine weapons for the purpose of overcoming damage reduction and bypassing hardness. 

By spending 1 point from his mystic ki pool, a blade disciple can do one of the following: 

 Make one additional attack at his highest attack bonus when making a mystic weapon attack or unarmed strike, or 
 Increase his speed by 20 feet for 1 round, or 

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

 Add his unarmed strike damage to his mystic weapon damage rolls for 1 round 
 Increase his unarmed damage to 1d6  for 1 round ( to 1d8 at 10th level, or to 1d10 at 16th level)  

Each of these powers is activated as a swift action. The mystic ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be 

consecutive. This ability replaces Armor training and armor mastery.  
Weapon Training (Ex): This is exactly like the fighter’s weapon training ability except that the blade disciple may only select one weapon from each of the heavy 

blade and light blade weapon groups each time he gains this ability.  

Sudden Strike (Ex): At 7th level, a blade disciple becomes adept at moving quickly when his foes are surprised. During a surprise round, the blade disciple may act 

as if it had a full round to act, rather than just one standard action. This ability replaces the bonus feat gained at 6th level. 

Mystic Surge (Ex): At 11th level or higher, a blade disciple can heal his own wounds as a standard action. He can heal a number of hit points of damage equal to his 

blade disciple level by using 2 points from his mystic ki pool. This ability replaces the bonus feat gained at 10th level.  
Improved Evasion (Ex): At 15th level, a blade disciple gains the monk’s improved evasion ability. This ability replaces the bonus feat gained at 14th level.  

Uncanny Initiative (Ex): At 19th level, a blade disciple does not need to roll for initiative. He always treats his initiative roll as if it resulted in any number of his 

choosing (from 1 to 20). This ability replaces the bonus feat gained at 19th level.  
Weapon Mastery (Ex): This is exactly like the fighter ability of the same name, except that this ability applies only to the blade disciple’s chosen weapon.  

 

 

Table: Blade Disciple 
 Base  
Class Attack Fort Ref Will    AC 
Level Bonus Save Save Save Special  Bonus  
1st  +1  +2  +2  +0  Fast movement, mystic blade   +0 
2nd  +2  +3  +3  +0  Blade guard +1, unarmed strike (1d6)   +0 
3rd  +3  +3  +3  +1 Evasion   +0 
4th  +4  +4  +4  +1 Bonus feat, mystic ki pool (magic)   +1 
5th  +5  +4  +4  +1 Weapon training 1   +1 
6th  +6/+1  +5  +5  +2 Blade guard +2   +1 
7th  +7/+2  +5  +5  +2 Mystic ki pool (cold iron), sudden strike   +1 
8th  +8/+3  +6  +6  +2 Bonus feat   +2 
9th  +9/+4  +6  +6  +3 Weapon training 2   +2 
10th  +10/+5  +7  +7  +3 Blade guard +3, mystic ki pool (aligned)   +2 
11th  +11/+6/+1  +7  +7  +3 Mystic surge   +2 
12th  +12/+7/+2  +8  +8  +4 Bonus feat   +3 
13th  +13/+8/+3  +8  +8  +4 Weapon training 3   +3 
14th  +14/+9/+4  +9  +9  +4 Blade guard +4   +3 
15th  +15/+10/+5  +9  +9  +5 Improved evasion   +3 
16th  +16/+11/+6/+1  +10  +10  +5 Bonus feat, mystic ki pool (adamantine)   +4 
17th  +17/+12/+7/+2  +10  +10  +5 Weapon training 4   +4 
18th  +18/+13/+8/+3 +11  +11  +6 Blade guard +5   +4 
19th  +19/+14/+9/+4 +11  +11  +6 Uncanny initiative   +4 
20th  +20/+15/+10/+5  +12  +12  +6 Bonus feat, weapon mastery   +5 
 
  



BARBED WARLOCK (Lindley Court) 
While many warriors find their power through practice and training, others seek a quick, albeit painful way to power. By pledging themselves to a patron and 
embedding themselves with special armor spikes, these barbed warlocks have mystical power to complement their blood-bought martial skill. 

Primary: Fighter. 

Secondary: Witch. 

Alignment: Any.  

Hit Dice: d10.  

Bonus Skills and Ranks: The barbed warlock selects three witch skills to add to his class skills in addition to the normal fighter class skills, one of which must be 
Knowledge (arcane). The barbed warlock gains a number of ranks at each level equal to 2 + Int modifier. 

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

with shields (except tower shields).  
Patron Bond (Su): At 1st level, a barbed warlock must also select a witch’s patron. This bond grants him powers and abilities beyond those of a normal fighter. The 

barbed warlock’s patron does not gain patron spells. 

When a barbed warlock selects his patron, he forms a bond with a set of armor spikes. These armor spikes are magically fused to the barbed warlock, connecting him 
to his patron and the source of his power. The barbed warlock can manifest or retract these armor spikes as a move action. If the barbed warlock wears armor, these 

spikes are manifested as part of his armor. 

Bonded armor spikes grant the barbed warlock a +1 natural armor bonus to AC, a +2 bonus on checks made to grapple a foe and a +2 bonus to his CMD when an 
opponent attempts to grapple him. If the barbed warlock attempts to pin an opponent, he gains a +4 bonus on the grapple check instead of +2. Any creature that attempts 

to grapple or pin the barbed warlock, or attacks him with unarmed or natural attacks takes 1 point of piercing damage. In addition, a barbed warlock’s armor spikes 

allow him to move at his normal speed while wearing medium armor. At 7th level, a fighter can move at his normal speed while wearing heavy armor. 
As the barbed warlock advances in levels, he gains additional powers granted by his patron. These abilities are gained at 7th level and 15th level, and are described 

hereafter.  

Agility: At 7th level, the barbed warlock gains the ability to designate a single foe as a swift action. He gains a dodge bonus to AC equal to twice the total 

enhancement bonus of his armor spikes against this foe, and a penalty to his AC equal to his enhancement of his armor spikes against all other opponents. This effect 

remains until the foe is defeated, or he designates another foe as a swift action. At 15th level, the barbed warlock gains the ability to dodge attacks at the drop of a hat. 

As an immediate action, he can change his designated foe a number of times per day equal to his Intelligence modifier. This change can be made in response to an 
attack from another source, but must be activated before the results of the attack are declared.  

Ancestors: At 7th level, the barbed warlock can call upon the spirits of those that have gone on before him. As a swift action, he can channel his ancestral spirits into 

his bonded armor spikes, allowing him to add his Intelligence modifier to his Will saves for a number of minutes equal to his barbed warlock level. Additionally, he can 
always make a Knowledge check to identify a foe’s weaknesses as a free action. At 15th level, the barbed warlock gains Exotic Weapon Proficiency as a bonus feat and 

may select one exotic weapon of his choice. As a swift action, he can gain an insight bonus on attack and damage rolls with this weapon equal to his Intelligence 

modifier for a number of rounds per day equal to his barbed warlock level. These rounds do not need to be consecutive.  
Animals: At 7th level, the barbed warlock gains the wild empathy class feature as a druid equal to his barbed warlock level. At 15th level, the barbed warlock gains 

the wild shape class feature as a druid equal to 1/2 his barbed warlock level. The barbed warlock is limited to only spiked, spiny, barbed, or thorny creatures, such a 

giant porcupine, or creatures with the bramble or thorny template. 
Boundaries: At 7th level, the barbed warlock gains a shield bonus to AC equal to the enhancement bonus of his bonded armor spikes. At 15th level, he can gain a 

deflection bonus to AC equal to his Intelligence modifier as a swift action for a number of rounds per day equal to his barbed warlock level. These rounds do not need 

to be consecutive. 
Death: At 7th level, the barbed warlock can channel negative energy as an evil cleric of equal to his barbed warlock level, regardless of his actual alignment. He can 

use this ability a number of times per day equal to 3 + his Intelligence modifier. At 15th level, the barbed warlock gains Command Undead as a bonus feat. 

Deception: At 7th level, the barbed warlock gains Improved Feint and Greater Feint as bonus feats, even if he doesn’t meet the prerequisites. At 15th level, the 

barbed warlock gains a bonus equal to the enhancement bonus of his bonded armor spikes a number of times per day equal to his Intelligence modifier.  

Devotion: At 7th level, the barbed warlock can designate a number of allies as devoted companion up to his Intelligence modifier as a swift action. He gains a bonus 

equal to one-third his barbed warlock level on all aid another checks to assist these allies. At 15th level, the barbed warlock grant a luck bonus to AC to all devoted 
companions adjacent to him equal to his Intelligence modifier.  

Dimensions: At 7th level, the barbed warlock can use dimension door as a spell-like ability twice per day, with a caster level equal to his barbed warlock class level. 

At 15th level, the barbed warlock can use dimension door up to four times per day. 
Elements: At 7th level, the barbed warlock gains resist energy 5 to one of the following energy types: acid, cold, electricity, fire. At 15th level, the barbed warlock 

adds 1d6 points of damage of his resist energy type to all confirmed critical hits made with manufactured weapons.  

Enchantment: At 7th level, the barbed warlock gains a bonus on all Bluff and Diplomacy checks equal to 1/2 his barbed warlock level. At 15th level, the barbed 
warlock adds his Intelligence modifier to all Bluff and Diplomacy checks in place of his Charisma modifier. 

Endurance: At 7th level, the barbed warlock adds his Intelligence modifier in addition to his Constitution modifier when determining his total hit points. At 15th 
level, once per day as a full-round action, the barbed warlock can gain a number of temporary hit points equal to three times his barbed warlock level for 10 minutes. 

Healing: At 7th level, the barbed warlock can use cure serious wounds as a spell-like ability a number of times each day equal to 3 + his Intelligence modifier. At 

15th level, he can use cure moderate wounds (mass) a number of times per day equal to his Intelligence modifier. 
Insanity: At 7th level, the barbed warlock can block his mind from logical thought as a move action. He gains the confused condition and is immune to all mind-

affecting effects for 1d4+2 rounds. He can use this ability a number of times per day equal to 3 + his Intelligence modifier. At 15th level, the duration of this confused 

effect increases to 2d4+2 rounds.  
Light: At 7th level, the barbed warlock can use daylight as a spell-like ability (centered on him) for a number of rounds per day equal to barbed warlock level. These 

rounds do not need to be consecutive. At 15th level, the barbed warlock can create a burst of blinding light that blinds all creatures within 30 feet for 1d6+1 rounds by 

expending 1 round of his daylight ability. A successful Fortitude save (DC 10 + 1/2 the barbed warlock level + the barbed warlock’s Intelligence modifier) negates the 
blinding effect. Creatures with light sensitivity take a -5 penalty on this save, and are blinded for 2d6+1 rounds if the save fails.  

Moon: At 7th level, the barbed warlock can evoke icy gloom upon his foes. As a swift action, he can deal an additional 2d6 points of damage for each successful 

attack until the beginning of his next turn. This damage is half cold damage and half normal damage. He can use this ability a number of times each day equal to 3 + his 
Intelligence modifier. At 15th level, the barbed warlock’s additional damage increases to 4d6.  

Occult: At 7th level, the barbed warlock can call upon dark spirits to guard him. This grants him spell resistance equal to 6 + his barbed warlock level for a number 

of rounds equal to 1/2 his barbed warlock level. He may use this ability a number of times per day equal to 3 + his Intelligence modifier. At 15th level, this spell 
resistance increases to 11 + his barbed warlock level.  

Peace: At 7th level, the barbed warlock can use charm monster as a spell-like ability three times per day. At 15th level, the barbed warlock can use charm monster 

five times per day.  
Plague: At 7th level, the barbed warlock becomes immune to poison and disease. At 15th level, as a swift action, the barbed warlock can grant all allies within 10 

feet a +4 bonus to saves against poison and disease for a number of rounds equal to 1/2 his barbed warlock level + his Intelligence modifier. The barbed warlock can 

use this ability a number of times per day equal to 3 + his Intelligence modifier.  
Portents: At 7th level, the barbed warlock gains a permanent +1 insight bonus to attack and damage. At 15th level, barbed warlock’s insight bonus to attack and 

damage rolls increase to +3.  

Shadow: At 7th level, the barbed warlock gains a +2 circumstance bonus to AC while in areas of dim light or darker. At 15th level, the barbed warlock can make 
sneak attacks as a rogue equal to half his barbed warlock level.  



Spirits: At 7th level, as a swift action, the barbed warlock can imbue his weapon with spiritual power for 1 minute. A weapon imbued with spiritual energy deals an 

additional 1d6 points of force damage against an opponent. She can use this ability a number of times per day equal to 3 + her Intelligence modifier. At 15th level, the 
barbed warlock’s spirit imbued weapon deals 2d6 points of force damage.  

Stars: At 7th level, the barbed warlock can strike with the force of a falling star. She can make a ranged touch attack that deals 3d6 damage. This is a ray effect with a 

range of 30 feet that deals half fire damage and half arcane energy damage. The barbed warlock can use this ability a number of times per day equal to 3 + her 

Intelligence modifier. At 15th level, the barbed warlock’s ray damage increases to 6d6.  

Strength: At 7th level, as a swift action, the barbed warlock can enter a powerful fury as the rage spell. She can use this ability for a number of rounds per day equal 

to her barbed warlock level + her Intelligence modifier. These round do not need tom be consecutive. At 15th level, the barbed warlock’s bonus to Strength and 
Constitution increase to +4.   

Time: At 7th level, the barbed warlock can cast as a haste spell-like ability three times per day. At 15th level, the barbed warlock can cast haste up to five times per 

day.  
Transformation: At 7th level, the barbed warlock can cast beast shape I as a spell-like ability a number of times per day equal to 3 + her Intelligence modifier. At 

15th level, this effect improves to beast shape II.  

Trickery: At 7th level, the barbed warlock gains the sneak attack ability as a rogue equal to 1/2 the barbed warlock’s level. At 15th level, the barbed warlock adds 1/2 
her Intelligence modifier per sneak attack dice as bonus precision damage.  

If bonded armor spikes are damaged, they are restored to full hit points the next time the barbed warlock rests for 8 hours. If the armor spikes are destroyed, they can 

be replaced after 1 week in a special ritual that costs 200 gp per barbed warlock level plus the cost of the masterwork item. This ritual takes 8 hours to complete. Items 
replaced in this way do not possess any of the additional enchantments of the previous bonded item. A barbed warlock can designate an existing set of magic armor 

spikes as his bonded item. This functions in the same way as replacing destroyed armor spikes except that the new magic item retains its abilities while gaining the 

benefits and drawbacks of becoming a bonded item. 
This ability replaces the bonus feat gained at 1st level, armor training 2, and armor training 4.  

Hex: At 3rd level, a barbed warlock gains the witch’s hex ability and can select a hex of her choice. At 11th level and again at 19th level, she gains an additional hex. 

A barbed warlock may choose from any hex available to the witch class, or from the following new hexes restricted to the barbed warlock multiclass archetype.  

Spine Burst (Su): A barbed warlock can unleash his armor spikes in a 10-foot burst. All creatures in the burst take 1d6 points of piercing damage + his Strength 

modifier (Reflex save for half damage). Once loosed, spikes grow back in 1 minute. A barbed warlock can use this hex a number of times per day equal to 3 + 1/2 his 

barbed warlock level.  
Spine Growth (Su): A barbed warlock can increase the size of his armor spikes. His armor spikes damage increase to 1d8 (1d6 if Small), and their range of increases 

by 10 feet if he uses the spike volley hex while this is in effect. This hex remains in effect for 1 minute per barbed warlock level.   
Spine Volley (Su): A barbed warlock can unleash a volley of four armor spikes (make an attack roll for each spike). This attack deals 1d6 points of damage plus his 

Strength modifier per spike (1d4 for a Small barbed warlock) and has a range of 30 feet with no range increment. All targets must be within 15 feet of each other. Once 

loosed, spikes grow back in 1 minute. At 8th level, a barbed warlock can unleash a volley of six armor spikes. A barbed warlock can launch only 24 spikes in any 24-
hour period.  

Spine-Staff (Su): A barbed warlock can detach a single armor spike and change it into an iron staff. This staff has the statistics of a quarter staff, but deals 1d8/1d8 

points of damage (1d6/1d6 for Small). The spine-staff remains for 10 minutes per barbed warlock level. After which time, it vanishes, and a new armor spike 
immediately grows in its place. A barbed warlock can use this hex a number of times per day equal to 3 + his Intelligence modifier.  

This ability replaces armor training 1, armor training 3, and armor mastery. 

Eldritch Spines (Su): Upon reaching 4th level, the barbed warlock’s patron bond grants her armor spikes a +1 enhancement bonus. For every four levels beyond 
4th, the armor spikes gain another +1 enhancement bonus, to a maximum of +5 at 20th level. These bonuses can also be used to add certain weapon properties (see 

below). Adding these properties requires 1 minute and 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 armor spikes already have, but duplicate abilities do not stack.  
The barbed warlock can add the bane, cruel, impervious, invigorating, keen weapon properties to his bonded armor spikes, or the following weapon properties as 

granted according to his chosen patron.  

Agility: Stalking, Speed. 
Ancestors: Guardian, Huntsman. 

Animals: Benevolent, Furious. 

Boundaries: Impervious, Defending. 
Death: Deadly, Stalking. 

Deception: Cunning, Anarchic. 

Devotion: Valiant, Holy. 
Dimensions: Planar, Anchoring. 

Elements: Flaming, Frost. 

Enchantment: Merciful, Allying. 
Endurance: Countering, Defending. 

Healing: Benevolent, Lifesurge. 

Insanity: Furious, Vicious. 
Light: Shock, Holy. 

Moon: Limning, Glamered. 

Occult: Ominous, Defiant. 
Peace: Benevolent, Defiant. 

Plague: Corrosive, Corrosive Burst. 

Portents: Heartseeker, Stalking. 
Shadow: Axiomatic, Unholy. 

Spirits: Ghost Touch, Invigorating. 

Stars: Grayflame, Limning. 
Strength: Furious, Furyborn. 

Time: Phase Locking, Speed. 

Transformation: Dispelling, Dispelling Burst. 
Trickery: Vicious, Wounding. 

The properties granted by the patron can be changed or removed at any time by spending 1 minute of concentration and mediation. An occult porcupines armor 

spikes can be enhanced as normal, at her cost. This ability replaces the bonus feats gained at 4th, 8th, 12th, 16th, and 20th. 
 

 

Table: Barbed Warlock 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Patron bond 



2nd  +2  +3  +0  +0  Bonus feat, bravery +1 
3rd  +3  +3  +1  +1 Hex 
4th  +4  +4  +1  +1 Eldritch spines +1 
5th  +5  +4  +1  +1 Weapon training 1 
6th  +6/+1  +5  +2  +2 Bonus feat, bravery +2 
7th  +7/+2  +5  +2  +2 Patron ability 
8th  +8/+3  +6  +2  +2 Eldritch spines +2 
9th  +9/+4  +6  +3  +3 Weapon training 2 
10th  +10/+5  +7  +3  +3 Bonus feat, bravery +3 
11th  +11/+6/+1  +7  +3  +3 Hex 
12th  +12/+7/+2  +8  +4  +4 Eldritch spines +3 
13th  +13/+8/+3  +8  +4  +4 Weapon training 3 
14th  +14/+9/+4  +9  +4  +4 Bonus feat, bravery +4 
15th  +15/+10/+5  +9  +5  +5 Patron ability 
16th  +16/+11/+6/+1  +10  +5  +5 Eldritch spines +4 
17th  +17/+12/+7/+2  +10  +5  +5 Weapon training 4 
18th  +18/+13/+8/+3 +11  +6  +6 Bonus feat, bravery +5 
19th  +19/+14/+9/+4 +11  +6  +6 Hex 
20th  +20/+15/+10/+5  +12  +6  +6 Eldritch spines +5, weapon mastery 
 
  



BEASTSKIN WARRIOR (Noro) 
Some primitive tribal warriors feel impossibly close to nature, forgoing man-made weapons in favor of learning to fight like animals. The divine powers of the natural 
world grant these warriors the magic to take on attributes of wild beasts, even transforming their bodies to appear more like them.   

Primary Class: Brawler. 

Secondary Class: Hunter.  

Alignment: Any. 

Hit Dice: d10.  

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

Weapon and Armor Proficiency: The beastskin warrior is proficient with all simple weapons plus the handaxe, short sword, and weapons from the 

close fighter and natural weapon groups. She is also proficient with light armor, but not with shields. 
Beast Affinity (Su): At 1st level, a beastskin warrior forms a powerful affinity to one type of animal. He selects one of the following animals and gains its associated 

natural attack: bat (bite), bear (2 claws), bull (gore), falcon (2 talons), frog (bite), monkey (bite), mouse (bite), owl (2 talons), snake (bite), stag (gore), tiger (2 claws), 

wolf (bite). Once selected it cannot be changed. As a swift action, the beastskin warrior can manifest her natural attack, or end it as a free action. This natural attack is a 
primary attack and is similar to the brawler’s unarmed strike, including damage and its use with any iterative attacks or her brawler’s flurry ability. A beastskin 

warrior’s natural attacks are unaffected by the Improved Natural Attack monster feat or any similar feat that improve the damage of natural attacks. If the beastskin 

warrior increases or decreases in size, her natural attack damage is adjusted accordingly. This physical change is a polymorph effect. This ability replaces unarmed 
strike.  

Feral Focus (Su): At 2nd level, a beastskin warrior gains a limited ability to change her shape into hybrid animal forms. This functions as the hunter’s animal 

focus class feature, except that the beastskin warrior always applies the animal aspect to herself, and there is no limit to this ability's duration. She can end this ability as 
a free action. A beastskin warrior may activate or end her beast affinity ability simultaneously with her feral focus.  

When a beastskin warrior uses this ability, her body takes on cosmetic aspects of an animal, such as furry skin, longer nails, elongated teeth, and oddly colored eyes; 

these changes do not grant her any abilities other than what is stated in the animal focus, and end when she takes on a different aspect or ends the ability. This physical 

change is a polymorph effect, though the effects of the animal focus are not.  

This ability replaces the bonus feat gained at 2nd level and close combat mastery. 

Improved Feral Focus (Su): At 5th level, a beastskin warrior gains the following additional benefits when using her feral focus ability. Any secondary attacks that 
are gained take a –5 penalty to their attack rolls and deal unarmed damage equal to her level –4.   

Bat: gains bat wings with a fly speed of 20 feet (good), and her blind sense increases to 20 feet. 

Bear: gains a primary bite attack, and Endurance as a bonus feat.  
Bull: gains 2 secondary hooves attacks, and Improved Bull Rush as a bonus feat. 

Falcon: gains a primary bite attack, and bird wings with a fly speed of 30 feet (average).  

Frog: gains the amphibious special quality, and a swim speed of 20 feet. 
Monkey: gains a bonus to all Acrobatics skill checks made to attempt high jumps or long jumps equal to her level, and a climb speed of 30 feet.  

Mouse: gains a climb speed of 10 feet, a swim speed of 10 feet, and can use reduce person (self only) for a number of minutes per day equal to her level. These 

minutes do not need to be consecutive, but must be spent in 1-minute increments. 
Owl: gains low-light vision, darkvision 30 feet (+30 feet if she already has darkvision), and bird wings with a fly speed of 30 feet (average). 

Snake: gains the grab special ability, and a poisonous bite (poison—injury; save Fort DC 10 + 1/2 the beastskin warrior’s level + her Con modifier; frequency1/round 

for 6 rounds; effect 1d2 Con; cure 1 save; usable once every 3 rounds). 
Stag: gains 2 secondary hooves attacks, and Trample as a bonus feat, even if he does not meet the prerequisites.  

Tiger: gains a primary bite attack, and the grab special ability.   

Wolf: gains Improved Trip as a bonus feat, and deals 1 point of bleed damage with its bite attack.  

This ability only affects the animal a beastskin warrior has chosen as her beast affinity. This ability replaces the bonus feats gained at 5th and 11th level.  

Second Animal Focus (Su): At 8th level, a beastskin warrior gains the hunter’s second animal focus ability. A beastskin warrior’s improved feral focus has no affect 

on her second animal focus. This ability replaces the bonus feat gained at 8th level. 
Multiattack (Ex): At 11th level, a beastskin warrior gains the Multiattack monster feat as a bonus feat, reducing the penalty to her secondary attack rolls to –2. This 

ability replaces knockout.  

Greater Feral Focus (Su): At 14th level, a beastskin warrior gains the following gains the following additional benefits when using her feral focus ability.  
Bat: her fly speed increases to 30 feet, and she can use echolocation for a number of minutes per day equal to her level. These minutes do not need to be consecutive, 

but must be spent in 1-minute increments. 

Bear: gains Improved Grapple as a bonus feat, and is treated as one size category a larger when attempting a grapple combat.  
Bull: ignores difficult terrain when making a charge, and gains Charge Through as a bonus feat, even if he does not meet the prerequisites and  

Falcon: gains Flyby Attack as a bonus feat, and her fly speed increases to 40 feet.  
Frog: and she gains the grab special ability.  

Monkey: gains the brachiation and tree leaper special abilities (see the Aboreal Creature template).   

Mouse: gains a disease bite (Filth fever—injury; save Fort DC 10 + 1/2 the beastskin warrior’s level + her Con modifier; onset 1d3 days; frequency 1/day; effect 1d3 
Dex damage and 1d3 Con damage; cure 2 consecutive saves), and her climb and swim speeds increase to 20 feet.  

Owl: gains a bonus to all Perception skill checks equal to her level, and her fly speed increases to 40 feet. 

Snake: gains the constrict special ability (2d6 + Str modifier per round), and is able to spit her poison in a 10-foot line.  
Stag: ignores difficult terrain when making a charge, and gains Greater Overrun as a bonus feat, even if he does not meet the prerequisites.  

Tiger: gains the pounce and rake special abilities.  

Wolf: gains a bonus to all intimidate skill checks equal to her level, and gains Greater Trip as a bonus feat.  
This ability only affects the animal a beastskin warrior has chosen as her beast affinity, and has no affect on his second animal focus. This ability replaces the bonus 

feats gained at 14th and 20th level.  

 

 

Table: Beastskin Warrior 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Damage Special  
 
1st  +1  +2 +0  +0   1d6 Beast affinity, brawler’s cunning, martial flexibility, martial training 
2nd  +2  +3 +0  +0   1d6 Brawler’s flurry (Two-Weapon Fighting), feral focus 
3rd  +3  +3 +1  +1   1d6 Maneuver training 1 
4th  +4  +4 +1  +1   1d8 AC bonus +1 
5th  +5  +4 +1  +1   1d8 Brawler’s strike (magic), improved feral focus, 
6th  +6/+1  +5 +2  +2   1d8 Martial flexibility (swift action) 
7th  +7/+2  +5 +2  +2   1d8 Maneuver training 2 



8th  +8/+3  +6 +2  +2  1d10 Brawler’s flurry (Improved Two-Weapon Fighting), second animal focus 
9th  +9/+4  +6 +3  +3  1d10 AC bonus +2, brawler’s strike (cold iron and silver) 
10th  +10/+5  +7 +3  +3  1d10 Martial flexibility (free action) 
11th  +11/+6/+1  +7 +3  +3  1d10 Maneuver training 3, multiattack 
12th  +12/+7/+2  +8 +4  +4   2d6 Brawler’s strike (alignment), martial flexibility (immediate action) 
13th  +13/+8/+3  +8 +4  +4   2d6 AC bonus +3 
14th  +14/+9/+4  +9 +4  +4   2d6 Greater feral focus  
15th  +15/+10/+5  +9 +5  +5   2d6 Brawler’s flurry (Greater Two-Weapon Fighting), maneuver training 4 
16th  +16/+11/+6/+1  +10 +5  +5   2d8 Awesome blow 
17th  +17/+12/+7/+2  +10 +5  +5   2d8 Brawler’s strike (adamantine) 
18th  +18/+8/+13/+3 +11 +6  +6   2d8 AC bonus +4 
19th  +19/+14/+9/+4 +11 +6  +6   2d8 Maneuver training 5 
20th  +20/+15/+10/+5  +12 +6  +6  2d10 Improved awesome blow, martial flexibility (any number) 
 
  



BLOOD SAMURAI (Elghinn Lightbringer) 
While samurai focus on combat and weaponry, the blood samurai draws upon their very life blood to create magical effects. The blood samurai learns to focus the deep 
well of energies from arcane bloodline to cast spells or siphon the blood of his enemies to create special effects.   

Primary Class: Samurai. 

Secondary Class: Sorcerer.  

Alignment: Any.  

Hit Dice: d10.  

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

Weapon and Armor Proficiency: The blood samurai is proficient with all simple and weapons, plus the katana, naginata, and wakizashi. The blood samurai is also 

proficient with all light and medium, and with shields (except tower shields). She can cast any blood magic spells while wearing light or medium armor, or using a 
shield without incurring the normal arcane spell failure chance. A multiclass blood bandit still incurs the normal arcane spell failure chance for arcane spells received 

from other classes. 

Blood Surge (Ex): Starting at 1st level, the blood samurai can overload his system with a surge of excess blood to push his body beyond its normal limits. He can 
use this ability once per day at 1st level, plus one additional time per day for every two blood samurai levels beyond 1st. Whenever the blood samurai defeats the target 

of his challenge, he regains one daily use of his blood surge, up to his maximum number of uses per day. Defeating the target of his challenge usually involves reducing 

the target to 0 hit points or fewer, but the GM might rule that an enemy who surrenders or flees the battle is also defeated. He can use this blood surge in a number of 
ways. 

Fortify: When a blood samurai is reduced by half his total hit points of more, he can spend one use of blood surge to gain a number of temporary hit points equal to 

1d6 + 1/2 his blood samurai level. Any damage is subtracted from these hit points first. These temporary hit points remain for 1 minute per blood samurai level, after 
which they disappear. Additional uses of this ability do not stack.  

Resilience: As a standard action, a blood samurai can spend one use of blood surge to increase his body density and grant him DR 2/bludgeoning for 1 minute. At 7th 

level, this increases to DR 5/bludgeoning.  

Toughen: As a standard action, a blood samurai can spend one use of blood surge to harden his blood-laden flesh and grant him a +1 natural armor bonus for 1 

minute. At 5th level, this bonus increases to +2 but reduces his speed by 10 feet. This reduction in speed can never reduce the blood samurai’s speed below 5 feet, nor 

does it affect magical flying effects. 
This ability replaces resolve.  

Order (Ex): The blood samurai may choose the new Order of the Red Blade as his order.  

Power of Blood: At 3rd level, a blood samurai must choose one sorcerer bloodline from any of the bloodlines listed in the Core Rulebook, Advance Players Guide, 
Ultimate Magic, or any other Pathfinder source. The blood samurai can spend one use of his blood surge to gain his bloodline’s 1st–level bloodline power for 1 minute. 

As the blood samurai gains levels, he gains additional bloodline powers when using his blood of power ability. At 9th level, he gains his 3rd–level bloodline power. At 

15th level, he gains his 9th–level bloodline power. If an individual power grants multiple daily uses, he gains only one use of that power for each use of his blood of 
power ability. This ability replaces weapon expertise and demanding challenge.  

Mounted Combat: At 4th level, a blood samurai gains Mounted Combat as a bonus feat. This ability replaces mounted archer. 

Blood Magic (Sp): Beginning at 4th level, a blood samurai gains the ability to cast a small number of arcane spells related to blood, injury, and pain as a spell-like 
ability. He can cast any spell he knows without preparing it ahead of time. To cast a blood magic spell, a blood samurai must have a Charisma score equal to at least 10 

+ the spell level. The Difficulty Class for a saving throw against a blood samurai's spell is 10 + the spell level + the blood samurai's Charisma modifier.  

At 4th level, a blood samurai can cast his 1st–level blood magic spells and each subsequent level of spell every three levels thereafter, up to his 4th–level blood 
magic spells at 13th level. Casting a blood magic spell spends one use of blood surge per level of the spell. A blood samurai can cast any of the following spells as a 

blood magic spell of the indicated level: 1st level–bleed, blood money, interrogation, ray of enfeeblement, ray of sickening; 2nd level–blood blaze, blood scent, 

bloodhound, boiling blood, brow gasher; 3rd level–blood biography, blood rage, bloody claws, pain strike; 4th level–agonize, bloodsworn retribution, caustic blood, 
ray of exhaustion.  

Through 3rd level, a blood samurai has no caster level. At 4th level and higher, his caster level is equal to his blood samurai level –3. This ability and efficacious 

blood replace challenge 2/day, challenge 4/day, and challenge 6/day.  
Blood Blade (Su): At 5th level, a blood samurai gains an unparalleled expertise with his chosen weapons. At 5th level, the blood samurai selects either the katana, 

naginata, or wakizashi. Whenever he confirms a critical hit on the target of his challenge and deals at least 5 points of damage to the target with his chosen weapon, he 

can absorb 1 pint of the target’s blood and store it in his weapon as a swift action. He can spend one use of his blood surge to gain the powers of the target’s associated 
bloodline for 1 minute. A blood samurai only gains the same level of powers granted by his power of blood ability. For example, if a 12th level blood samurai absorbs 

the blood of a dragon type creature, he gains the 1st– and 3rd–level powers of the draconic bloodline. Only one target’s blood can be stored in this manner in a 24 hour 

period. The blood becomes spoiled after 24 hours, after which time it dissipates. This ability replaces banner.  
Improved Critical: At 6th level, a blood samurai gains Improved Critical as a bonus feat, even if he does not meet the prerequisites. This ability replaces the bonus 

feat gained at 6th level.  
Greater Blood Surge (Su): At 9th level, whenever a blood samurai spends a use of blood surge to activate his power of blood ability, he gains his bloodline powers 

for 10 minutes. This ability replaces greater resolve.  

Bleeding Critical: At 12th level, a blood samurai gains Bleeding Critical as a bonus feat, even if he does not meet the prerequisites. This ability replaces the bonus 
feat gained at 12th level. 

Greater Blood Blade (Su): At 14th level, a blood samurai can store the blood of up two targets of his challenge within a 24-hour period. This time period begins at 

his first absorption of the day. Each use of the target’s blood requires a use of his blood surge ability, as normal. This ability replaces greater banner.  
Efficacious Blood (Ex): At 16th level, a blood samurai becomes more efficient in the use of his blood magic. The blood samurai spends one fewer uses of blood 

surge to cast his blood magic spells.  

True Blood Surge (Su): At 17th level, whenever a blood samurai spends a use of blood surge to activate his power of blood ability, he gains his bloodline powers 
for 1 hour. In addition, whenever he casts a blood magic spell, he only spends one use of his blood surge ability to cast a 1st- or 2nd-level blood magic spell, and two 

uses to cast a 3rd- or 4th-level blood magic spell. This ability replaces true resolve. 

Impaling Critical: At 18th level, a blood samurai gains Impaling Critical as a bonus feat, even if he does not meet the prerequisites. This ability replaces the bonus 
feat gained at 18th level. 

Last Blood (Su): At 20th level, a blood samurai gains his 15th–level bloodline power when activating power of blood, but not when using his blood blade ability. In 

addition, whenever he uses his blood blade ability, he can store the blood of up to three targets of his challenge within a 24-hour period. This ability replaces last stand.  
 

 

Order of the Red Blade (Samurai) 
A samurai who belongs to this order devotes his life to battle, learning weapon techniques that inflict deep and bloody wounds or shatters bone, and striking down his 
foes in the most brutal manner possible. Thus, they often favor heavy weapons that deal great damage. Samurai of this order tend to be fierce, pragmatic, exacting, 

sharp-tongued, and cruelly inflict injuries of immense pain. This order complements the Blood Samurai multiclass archetype.  

Edicts: The samurai must keep his weapons in excellent condition, seek to inflict pain and damage to his opponents in the most vicious way, and prolong the pain 
and recovery of his foes. He must always strive to follow the most pragmatic course of action in battle, take chances to inflict deadly wounds, and provide guidance to 

his allies in how to bring pain and great injury to their foes.  



Challenge: Whenever an order of the red blade samurai issues a challenge, he receives a +1 morale bonus on Armor Class and all attack rolls made against the target 

of his challenge. The samurai also deals 1 point of bleed damage to the target of his challenge on a successful attack roll. This bonus and bleed damage increase by +1 
for every four levels the samurai possesses. Furthermore, should the red blade samurai use Heal to provide first aid or prevent recovery, the samurai of the red blade a 

+2 bonus on all such skill checks until the end of the challenge.  

Skills: An order of the red blade samurai adds Heal (Wis) and Knowledge (local) (Int) to his list of class skills. In addition, an order of the red blade samurai can 

make any Knowledge checks to identify animals, humanoids, monstrous humanoids untrained.  

Order Abilities: A samurai that belongs to the order of the adamant command gains the following abilities as he increases in level. 

Slow Bleeder (Ex): At 2nd level, the samurai can ignore 1 point of bleed damage each round. This increases by 1 point every five levels beyond 2nd.  
Wounding Blade (Su): At 8th level, the samurai can give a slashing or piercing weapon that he touches the wounding special weapon quality for a number of rounds 

equal to 1/2 his samurai level. A samurai can use this ability once per day at 8th level, and an additional time per day for every four levels beyond 8th. 

Burning Blood (Su): At 15th level, whenever the samurai deals at least 5 points of piercing, slashing, or bleed damage to a creature within 5 feet of him, the creature 
automatically creates a spray of burning blood. The spray strikes a creature in a randomly determined square adjacent to the injured creature. The spray deals 1d6 points 

of fire damage to any creature in that square, and 1 point of splash damage to all creatures within 5 feet of the spray's target, including the initial creature. A creature can 

only create one spray of burning blood per round. Creatures that do not have blood (including oozes and most constructs and undead) do not create blood sprays when 
attacked. The samurai is immune to the effects of his own burning blood ability, but not the burning blood ability of another samurai.  

 

 

Table: Blood Samurai  
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Blood surge, challenge 1/day, mount, order 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Power of the blood, mounted combat 
4th  +4  +4 +1  +1 Blood magic (1st) 
5th  +5  +4 +1  +1 Blood blade  
6th  +6/+1  +5 +2  +2 Improved critical 
7th  +7/+2  +5 +2  +2 Blood magic (2nd), challenge 2/day 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Greater blood surge (10 min) 
10th  +10/+5  +7 +3  +3 Blood magic (3rd) 
11th  +11/+6/+1  +7 +3  +3 Honorable stand 
12th  +12/+7/+2  +8 +4  +4 Bleeding critical 
13th  +13/+8/+3  +8 +4  +4 Blood magic (4th), challenge 3/day 
14th  +14/+9/+4  +9 +4  +4 Greater blood blade 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Efficacious blood  
17th  +17/+12/+7/+2  +10 +5  +5 True blood surge (1 hour) 
18th  +18/+13/+8/+3 +11 +6  +6 Impaling critical 
19th  +19/+14/+9/+4 +11 +6  +6 Challenge 4/day 
20th  +20/+15/+10/+5  +12 +6  +6 Last blood 



BLOODBORN WARRIOR (Elghinn Lightbringer) 
While their magic may have emerged early in their lives, bloodborn warriors must undergo special training in order to control their powers of sorcery. Bloodborn 
warriors combine martial prowess with the innate magic that flows through their veins. This magic often stems from some arcane tragedy that occurred years ago to 

some unwitting relative, and its effects passed down through generations of their bloodline. Although their power in no way matches that of true sorcerers, the 

bloodborn warrior is master of both weapons and what little magic is within him.  

Primary Class: Fighter. 

Secondary Class: Sorcerer. 

Alignment: Any. 
Hit Dice: d8. 

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

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

medium armor. He can cast his blooded arcanum spells while wearing light or medium armor without incurring the normal arcane spell failure chance. Like any other 

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

Spellcasting: Beginning at 4th level, a bloodborn warrior gains the ability to cast a small number of 1st–level arcane spells, which are drawn from the 

sorcerer/wizard spell list. Every three levels thereafter, he can cast each subsequent level of spells up to 4th level spells at 13th level. He can cast any spell he knows 
without preparing it ahead of time. To learn or cast a spell, a bloodborn warrior must have a Charisma score equal to at least 10 + the spell level. The Difficulty Class 

for a saving throw against a bloodborn warrior's spell is 10 + the spell level + the bloodborn warrior’s Charisma modifier.  

Like other spellcasters, a bloodborn warrior can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: 
Bloodborn Warrior. In addition, he receives bonus spells per day if he has a high Charisma score. When Table: Bloodborn Warrior indicates that the bloodborn warrior 

gets 0 spells per day of a given spell level, he gains only the bonus spells he would be entitled to based on his Charisma score for that spell level. 

Upon reaching 8th level, and at every even-numbered bloodborn warrior level after that (10th, 12th, and so on), a bloodborn warrior can choose to learn a new spell 

in place of one he already knows. In effect, the bloodborn warrior 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. A bloodborn warrior may swap only a single spell at any given level, and must choose whether or not to swap the spell at the same time that he 

gains new spells known for the level. 
Unlike a wizard or a cleric, a bloodborn warrior need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up 

his spells per day for that spell level.  

A bloodborn warrior has a caster level equal to his bloodborn warrior level –3 (minimum 1). A bloodborn warrior’s spellcasting ability replaces the bonus feats 
gained 4th, 8th, 14th, and 20th level.  

Bloodline: A bloodborn warrior gains the sorcerer bloodline class ability and may choose from any of the bloodlines listed in the Core Rulebook, Advance Players 

Guide, Ultimate Magic, or any other Pathfinder source, including Wildblooded bloodlines, but may not choose any of the Crossblooded bloodines. She adds the skill 
listed in her bloodline to his class skills but does not gain his bloodline arcana. 

At 3rd level, a bloodborn warrior gains his first bloodline power and each subsequent power as shown on Table: Bloodborn Warrior, up to his fourth bloodline power 

at 19th level.  
At 6th level, a bloodborn warrior adds his 1st–level bloodline spell to his list of 1st-level blooded arcanum, and adds each subsequent level of bloodline spell to his 

list of spells known every four levels thereafter, up to his fourth bloodline spell at 18th level.  

This ability otherwise functions as and replaces armor training, armor mastery, and bravery. 
Cantrips: A bloodborn warrior learns a number of cantrips, or 0-level spells, as noted on Table: Bloodborn Warrior 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 the bonus feat gained at 1st level.  

Bonus Feats: This is exactly like the fighter ability of the same name, except that a bloodborn warrior receives one bonus feat from the fighter’s list or those listed as 

his bloodline feats at 2nd level, and again at 4th, 8th, 12th, and 16th level.  

Sorcerous Strike (Ex): At 11th level, a bloodborn warrior gains Sorcerous Strike as a bonus feat. If he has the Improved Unarmed Strike feat, he can also gain it's 

effects as normal. In addition, the bloodborn warrior can use this feat with any melee attack made with a weapon that he is proficient with. This ability replaces the 
bonus feat gained at 10th level. 

 

Table: Bloodborn Warrior 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +2  Bloodline, cantrips  —  —  —  — 
2nd  +2  +3  +0  +3  Bonus feat  —  —  —  — 
3rd  +3  +3  +1  +3  Bloodline power  —  —  —  — 
4th  +4  +4  +1  +4  Bonus feat   0  —  —  — 
5th  +5  +4  +1  +4  Weapon training 1   1  —  —  — 
6th  +6/+1  +5  +2  +5  Bloodline spell   1  —  —  — 
7th  +7/+2  +5  +2  +5  Bloodline power   1   0  —  — 
8th  +8/+3  +6  +2  +6  Bonus feat   1   1  —  — 
9th  +9/+4  +6  +3  +6  Weapon training 2   2   1  —  — 
10th  +10/+5  +7  +3  +7  Bloodline spell   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Sorcerous strike   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Bonus feat   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Weapon training 3   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Bloodline spell   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Bloodline power   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Bonus feat   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Weapon training 4   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Bloodline spell   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Bloodline power   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Weapon mastery   4   4   3   3 
 

Table: Bloodborn Warrior Spells Known 
Level  0th 1st 2nd 3rd 4th 
1st   2  —  —  —  — 
2nd   3   —  —  —  — 
3rd   3  —  —  —  — 
4th   4   1  —  —  — 



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



BOASTFUL GALLANT (Bardess) 
Looks into corruption, allegations, murders/crimes within the church, government, etc. Receives divine enlightenment, understanding, and inspiration.  

Primary Class: Swashbuckler. 

Secondary Class: Bard.  

Alignment: Any. 

Hit Dice: d10.  

Bonus Skills and Ranks: The boastful gallant select three bard skills to add to her class skills in addition to the normal swashbuckler class skills. The boastful 

gallant gains a number of ranks at each level equal to 6 + Int modifier. 
Weapon and Armor Proficiency: The boastful gallant is proficient with all simple and martial weapons, plus the dueling sword and the whip. She is also proficient 

with light armor, and with bucklers.  

Performance Deeds: In addition to swashbuckler’s deeds, the boastful gallant gains a number of performance deeds that function like a bard’s bardic performances. 
Unlike swashbuckler deeds, performance deeds require the boastful gallant to spend panache points each round to be maintained. A boastful gallant can only perform 

deeds or performance deeds of her level or lower.  

Starting a performance deed is a standard action (including spending the panache point), but it can be maintained each round as a free action. Changing a 
performance deed from one effect to another requires the boastful gallant to stop the previous performance deed and start a new one as a standard action. A performance 

deed cannot be disrupted, but it ends immediately if the boastful gallant is killed, paralyzed, stunned, knocked unconscious, or otherwise prevented from taking a free 

action to maintain it each round. A boastful gallant cannot have more than one performance deed in effect at one time.  
At 7th level, a boastful gallant can start a performance deed as a move action instead of a standard action. At 13th level, a boastful gallant can start a performance 

deed as a swift action. Each performance deed has audible components, visual components, or both. 

A boastful gallant replaces five swashbuckler deeds with the following performance deeds.  
Inspire Courage (Su): At 1st level, a boastful gallant gains the bard’s inspire courage performance. An affected ally receives a +1 morale bonus on saving throws 

against charm and fear effects and a +1 competence bonus on attack and weapon damage rolls. At 5th level, and every six boastful gallant levels thereafter, this bonus 

increases by +1, to a maximum of +4 at 17th level. A boastful gallant can affect a number of allies (including herself) equal to her Charisma modifier. This performance 

deed replaces the dodging panache deed.  

Fascinate (Su): At 3rd level, a boastful gallant gains the bard’s fascinate performance. The boastful gallant can affect a number of opponents equal to her Charisma 

modifier. This performance deed replaces the kip–up deed.  
At The Envoy’s End (Ex): At 7th level, a boastful gallant can improvise a ballad of epic proportion to challenge an opponent to single combat. She can spend 1 

panache point for each round she maintains the performance. When the performance ends, she delivers a final blow with a light or one–handed piercing melee weapon 

(but not natural weapon attacks). For each round the performance is maintained, she gains a +1 bonus to this attack roll. If she rolls a potential critical hit with this 
attack, the critical is automatically confirmed. This performance deed replaces the superior feint deed.  

Inspire Greatness (Su): At 11th level, a boastful gallant gains the bard’s inspire greatness performance and can inspire greatness in herself or a single willing ally 

within 30 feet. For every three levels the boastful gallant attains beyond 11th, she can target one additional ally while using this performance deed (up to a maximum of 
four at 20th level). This performance deed replaces the bleeding wound deed.  

Inspire Heroics (Su): At 15th level, a boastful gallant gains the bard’s inspire heroics performance to inspire tremendous heroism in herself or a single ally within 30 

feet. For every three levels the boastful gallant attains beyond 15th, she can inspire heroics in one additional creature.  This performance deed replaces the dizzying 
defense deed.  

In addition, a boastful gallant replaces 2 swashbuckler deeds for the following new deeds.  

One Against Many (Ex): At 15th level, whenever an opponent attempts a melee attack against the boastful gallant, she can spend 1 panache point to make a single 
attack of opportunity against that opponent as an immediate action. She can use this performance deed against multiple opponents, but must spend 1 panache point for 

each opponent. If the boastful gallant has the Combat Reflexes feat, as an immediate action, she can spend 1 panache point to make a single attack of opportunity 

against a number of opponents equal to her Dexterity. This deed replaces the perfect thrust deed.  

Immortal Panache (Ex): At 19th level, whenever the boastful gallant is reduced to 0 hit points or fewer, she can spend all of her remaining panache as an immediate 

action to fight on even after she is dead. For a number of rounds equal to the number of panache points spent, the boastful gallant continues to fight as normal, but is 

staggered. If the boastful gallant is reduced to a negative number equal to her Constitution score or lower (is dead), she continues to fight on until the performance deed 
ends, at which time she dies. A boastful gallant that dies in this way can be revived as normal. This deed replaces the cheat death deed.  

Performance Panache (Ex): More than just a daring duelist, a boastful gallant is a quintessential performer. She can inspire herself and her allies to greater heights 

of heroism through her music and song, or demoralize her foes with her tenacity. At the start of each day, a boastful gallant gains a number of performance panache 
points equal to her Charisma modifier (minimum 1). This number goes up or down throughout the day, but usually cannot go higher than her maximum, though feats 

and magic items can affect this maximum. At each level after 1st, a boasting gallant gains 1 additional point of performance panache per day. Each round, the boasting 

gallant can spends her performance panache points to perform any one of her performance deeds. The boastful gallant must sing, dance, play an instrument, or 
otherwise use the Perform skill in some way to use her performance deeds. 

A boastful gallant regains performance panache points in the same ways as a swashbuckler can regain panache points. A boastful gallant can also regain performance 
panache points by rolling a natural 20 on a Perform check. This ability otherwise functions as bardic performance and panache.  

Well-Versed (Ex): At 4th level, a boastful gallant gains the bard’s well-versed ability. This ability replaces the bonus feat gained at 4th level.  

Performance Weapon Training (Ex): At 5th level, a boastful gallant gains a +1 bonus on attack and damage rolls with melee weapons with the performance 
weapon quality. While wielding a performance weapon, she gains the benefit of the Improved Critical feat. These attack and damage bonuses increase by 1 for every 4 

levels beyond 5th level (to a maximum of +4 at 17th level). This ability only affects weapons inherent with the performance quality, any ability or feat that imbues other 

weapons with the performance quality (such as Performance Weapon Mastery) do not count towards this ability. This ability replaces swashbuckler weapon training. 
Bonus Feats: A boastful gallant adds performance feats and any feat that enhances the bardic performance ability (such as Extra Performance) to the types of feats 

she can choose as a bonus feat.   

Jack of All Trades (Ex): At 12th level, a boastful gallant gains the bard’s jack of all trades ability. This ability replaces the bonus feat gained at 12th level.  
Performance Weapon Mastery (Ex): At 20th level, when a boastful gallant threatens a critical hit with a melee weapon with the performance quality, the critical is 

automatically confirmed. Furthermore, the boastful gallant gains the Performance Weapon Mastery feat and is no longer is restricted in what weapons may be used for 

his Performance Weapon Training. This ability replaces swashbuckler weapon mastery. 
 

 

NEW DARES  
The boastful gallant may select a dare in place of a normal feat gained through level progression or a bonus feat. She can choose the following new dares. 

For Your Beautiful Eyes (Ex): While this dare is active, your Charisma bonus for all abilities and checks increases by +1. You regain 1 performing panache point 

when someone who counts as romantically or physically attracted by you gives you praise while you are using this dare. 

 
 

 

Table: Boastful Gallant 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  



1st  +1  +0 +2  +2 Deeds, panache, swashbuckler finesse 
2nd  +2  +0 +3  +3 Charmed life 3/day 
3rd  +3  +1 +3  +3 Deeds, nimble +1 
4th  +4  +1 +4  +4 Well-versed 
5th  +5  +1 +4  +4 Performance weapon training 1 
6th  +6/+1  +2 +5  +5 Charmed life 4/day 
7th  +7/+2  +2 +5  +5 Deeds, nimble +2 
8th  +8/+3  +2 +6  +6 Bonus feat 
9th  +9/+4  +3 +6  +6 Performance weapon training 2 
10th  +10/+5  +3 +7  +7 Charmed life 5/day 
11th  +11/+6/+1  +3 +7  +7 Deeds, nimble +3 
12th  +12/+7/+2  +4 +8  +8 Jack of all trades 
13th  +13/+8/+3  +4 +8  +8 Performance weapon training 3 
14th  +14/+9/+4  +4 +9  +9 Charmed life 6/day 
15th  +15/+10/+5  +5 +9  +9 Deeds, nimble +4 
16th  +16/+11/+6/+1  +5 +10  +10 Bonus feat 
17th  +17/+12/+7/+2  +5 +10  +10 Performance weapon training 4 
18th  +18/+13/+8/+3 +6 +11  +11 Charmed life 7/day 
19th  +19/+14/+9/+4 +6 +11 +11 Deeds, nimble +5 
20th  +20/+15/+10/+5  +6 +12  +12 Bonus feat, performance weapon mastery 
 

  



BULLET STORM (Christos Gurd) 
 

Primary Class: Brawler.  

Secondary Class: Gunslinger.  

Alignment: Any.  

Hit Dice: d10. 

Bonus Skills and Ranks: The bullet storm may select three gunslinger skills to add to her class skills in addition to the normal brawler class skills. The bullet storm 

gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The bullet storm is proficient with all simple weapons and one-handed firearms, plus the handaxe, short sword, and weapons from 

the close fighter weapon group. She is also proficient with light armor, but not with shields.  

Deeds: At 1st level, a bullet storm gains the gunslinger’s deeds ability. She may selects three deeds of each level from those listed in the gunslinger’s deed ability. In 
addition, she can choose from the following deeds restricted to the Bullet Storm multiclass archetype.  

Precise Unarmed Strike (Ex): At 1st level, when a bullet storm hits a target with a one-handed firearm that is not making a scatter shot, she can spend 1 grit point to 

deal 1d6 points of extra damage on her next successful unarmed attack made in the same turn (including brawler’s flurry). This is precision damage and is not 
multiplied if the attack is a critical hit. This precision damage increases to 2d6 at 6th level, to 3d6 at 11th level, and to 4d6 at 16th level. This precision damage stacks 

with sneak attack and other forms of precision damage.  

Swift Shot (Ex): At 3rd level, as long as the bullet storm has at least 1 grit point, she is treated as having the Quick Draw feat with her one-handed firearm.  
Fire and Charge (Ex): At 7th level, as long as a bullet storm has at least 1 grit point, she can fire a one-handed firearm, draw a weapon from the close fighter weapon 

group, and then charge. Both attacks are made at the bullet storm’s highest base attack bonus with a +2 bonus to her charge attack. The bullet storm cannot use this deed 

if her movement speed is reduced by armor or encumbrance. 
Double Shot Knockdown (Ex): At 11th level, when a bullet storm hits a single target with two or more one-handed firearm attacks during her turn, she can spend 1 

grit point as an immediate action to make a single unarmed attack with a weapon from the close fighter weapon group. If the attack hits, the target is knocked prone. 

She can choose to spend the grit point after the attacks are made. 

Bullet Spray (Ex): At 15th level, a bullet storm can make an attack with a one-handed firearm as a standard action and treats her firearm as if it had the scatter 

weapon quality. She must spend a number of ammunition equal to the number of enemy within the cone. Reloading her firearm between attacks is a free action. The 

bullet storm does not take a –2 penalty to attack rolls from the scatter quality when using storm of bullets. The bullet storm must spend 2 grit points to perform this 
deed.  

Storm of Bullets (Ex): At 19th level, when a bullet storm uses the bullet spray deed, she can instead make a brawler’s flurry against each enemy within the cone. She 

must spend a number of ammunition equal to the number of firearm attacks made against each target within the cone. Reloading her firearm between attacks is a free 
action, as normal. The bullet storm must spend 4 grit points to perform this deed. 

This ability replaces martial flexibility and maneuver training.  

Grit: At 1st level, a bullet storm gains the gunslinger’s grit ability. This ability replaces brawler’s cunning.  
Gunsmith: At 1st level, a bullet storm gains the gunslinger’s gunsmith ability, but must select the pistol as his starting weapon. This ability replaces martial training.  

Unarmed Strike (Ex): A bullet storm counts only half her level for the purpose of determining her unarmed strike damage. She applies her unarmed damage to her 

firearm attacks if it is higher than the firearm’s normal damage die. This modifies unarmed strike.  
Brawler’s Flurry (Ex): This is exactly like the brawler’s ability of the same name. The bullet storm can use her one-handed firearm as part of her brawler’s flurry, 

but can only make one firearm attack per flurry. At 8th level, she can make two firearms attacks per flurry. At 15th level, she can make three firearm attacks per flurry. 

When using her firearm as part of her brawler’s flurry, she can reload her one-handed firearm as a free action between attacks.  
Raining Lead (Ex): At 2nd level, a bullet storm can unleash a hail of bullets upon her enemies. One-handed firearms count as weapons in the close fighter weapon 

group for the purposes of her unarmed strike, brawler’s flurry, brawler’s strike, awesome blow, and improved awesome blow abilities. When making a firearm attack as 

part of a brawler’s flurry, the penalty to her attacks rolls increases from –2 to –4. This ability replaces the bonus feat gained at 2nd level. 

Martial Flexibility (Ex): At 4th level, a bullet storm can take a move action to gain the benefit of a combat feat she doesn't possess. This effect lasts for 1 minute. 

The bullet storm must meet all the feat's prerequisites. She may use this ability a number of times per day equal to 3 + 1/2 her bullet storm level (minimum 1). The 

bullet storm can use this ability again before the duration expires in order to replace the previous combat feat with another choice. If a combat feat has a daily use 
limitation (such as Stunning Fist), any uses of that combat feat while using this ability count toward that feat's daily limit. 

At 10th level, a bullet storm can use this ability to gain the benefit of two combat feats at the same time. She may select one feat as a swift action or two feats as 

a move action. She may use one of these feats to meet a prerequisite of the second feat; doing so means that she cannot replace a feat currently fulfilling another's 
prerequisite without also replacing those feats that require it. Each individual feat selected counts toward her daily uses of this ability. 

At 13th level, a bullet storm can use this ability to gain the benefit of three combat feats at the same time. She may select one feat as a free action, two feats as a swift 

action, or three feats as a move action. She may use one of the feats to meet a prerequisite of the second and third feats, and use the second feat to meet a prerequisite of 
the third feat. Each individual feat selected counts toward her daily uses of this ability. 

At 16th level, a bullet storm can use this ability to gain the benefit of one combat feat as an immediate action or three combat feats as a swift action. Each individual 
feat selected counts toward her daily uses of this ability. This ability replaces knockout.  

Gun Training (Ex): Starting at 6th level, a bullet storm can select one specific type of one-handed firearm (such as a pistol, dragon pistol, or pepperbox). When she 

misfires with that type of firearm, the misfire value of that firearm increases by 2 instead of 4. Every six levels thereafter (12th and 18th), the bullet storm picks up 
another type of firearm, gaining this bonus for those types as well. This ability replaces the bonus feats gained at 5th, 11th, and 17th level.  

 

 

Table: Bullet Storm 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Damage Special  
1st  +1  +2 +0  +0   1d6 Deeds, grit, gunsmith, unarmed strike 
2nd  +2  +3 +0  +0   1d6 Brawler’s flurry (Two-Weapon Fighting), raining lead 
3rd  +3  +3 +1  +1   1d6 Deeds 
4th  +4  +4 +1  +1   1d6 AC bonus +1, martial flexibility 
5th  +5  +4 +1  +1   1d6 Brawler’s strike (magic), close weapon mastery 
6th  +6/+1  +5 +2  +2   1d6 Gun training 1 
7th  +7/+2  +5 +2  +2   1d6 Deeds 
8th  +8/+3  +6 +2  +2   1d8 Bonus combat feat, brawler’s flurry (Improved Two-Weapon Fighting) 
9th  +9/+4  +6 +3  +3   1d8 AC bonus +2, brawler’s strike (cold iron and silver) 
10th  +10/+5  +7 +3  +3   1d8 Martial flexibility (swift action) 
11th  +11/+6/+1  +7 +3  +3   1d8 Deeds 
12th  +12/+7/+2  +8 +4  +4   1d8 Brawler’s strike (alignment), gun training 2 
13th  +13/+8/+3  +8 +4  +4   1d8 AC bonus +3, martial flexibility (free action) 
14th  +14/+9/+4  +9 +4  +4   1d8 Bonus combat feat 
15th  +15/+10/+5  +9 +5  +5   1d8 Brawler’s flurry (Greater Two-Weapon Fighting), deeds 

http://www.d20pfsrd.com/gamemastering/combat#TOC-Free-Actions


16th  +16/+11/+6/+1  +10 +5  +5  1d10 Awesome blow, martial flexibility (immediate action) 
17th  +17/+12/+7/+2  +10 +5  +5  1d10 Brawler’s strike (adamantine) , gun training 3 
18th  +18/+8/+13/+3 +11 +6  +6  1d10 AC bonus +4 
19th  +19/+14/+9/+4 +11 +6  +6  1d10 Deeds 
20th  +20/+15/+10/+5  +12 +6  +6  1d10 Bonus combat feat, improved awesome blow 
 
  



CACOPHONY BLASTER (Christos Gurd) 
There are those that seek out the way of the gun, not because of its deadly potential, but because they find music and rhythm in its booms and bangs. Channeling the 
power of the inner music, these eccentric firearm artists are more dangerous than many may believe. Studious and deadly, they carve their own niche in the world, 

demanding an audience, whether they want to hear the music or not. 
Primary: Gunslinger. 
Secondary: Bard. 
Alignment: Any. 
Hit Dice: d10.  
Bonus Skills and Ranks: The cacophony blaster may select three bard skills to add to her class skills in addition to the normal gunslinger class skills. The 

cacophony blaster gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The cacophony blaster is proficient with all simple and martial weapons, all firearms, and with light and medium armor. 
Grit: This is exactly like the gunslinger’s grit ability, except that he gains a number of grit points equal to his Charisma modifier (minimum 1). In addition, instead 

of regaining grit by making a critical hit with his firearm, the cacophony blaster regains grit in the following way. 

Critical Hit During a Performance Deed: Each time a cacophony blaster’s ally confirms a critical hit in the heat of combat while under the effects of a performance 
deed, he regains 1 grit point. Confirming a critical hit on a helpless or unaware creature or on a creature that has fewer Hit Dice than half the cacophony blaster’s 

character level does not restore grit. 

Sonic/Harmony/Symphonic Gunsmith (Su): This is exactly like the gunslinger’s gunsmith ability, except that half the damage dealt by a cacophony blaster’s 
battered firearm is of the sonic energy type. If a cacophony blaster uses a firearm in an area that suppresses sound, such as a zone of silence, or he is targeted by a 

silence spell, the firearm deals no sonic damage (but still deals half the normal damage). This battered firearm can be replaced like a gunslinger’s battered firearm.  

Deeds: This is exactly like the gunslinger’s deeds ability, except that the cacophony blaster swaps nine deeds for the following deeds. Some of these deeds are 
performance deeds that duplicate the effects of certain bardic performances. Unless noted otherwise, the effects of a performance deed can be maintained for a number 

of rounds equal to the cacophony blaster’s Charisma modifier plus 1 round for every four levels the cacophony blaster has attained.  

Derring-do (Su): At 1st level, a cacophony blaster can, as a standard action, inspire bring out grace in the clumsiest allies. The cacophony blaster and any allies who 

see him receive a +1 morale bonus on Reflex saving throws and a +2 competence bonus on Dexterity-based skill checks. Allies who move at least 10 feet during their 

turn gain a +1 dodge bonus to their Armor Class until the start of their next turn. At 5th level, and every six cacophony blaster levels thereafter, the saving throw 

and Armor Class bonuses increase by +1, to a maximum of +4 at 17th level, and the skill check bonuses increase by +2, to a maximum of +8 at 17th level. This is a 
mind-affecting ability that uses visual components. Performing this deed costs 1 grit point. This performance deed replaces the deadeye deed.   

Hammer Strike (Su): At 3rd level, a cacophony blaster can, as a standard action, use his firearm to unleash a sonic burst at a creature or object. This deed deals 1d6 

points of sonic damage plus the cacophony blaster’s level to an object, or 1d4 points of sonic damage plus the cacophony blaster’s level to a living creature. This deed 
replaces replaces the pistol-whip deed. 

Inspire Courage (Su): A 3rd level cacophony blaster can, as a standard action, inspire courage in his allies (including himself), bolstering them against fear and 

improving their combat abilities. To be affected, an ally must be able to perceive the cacophony blaster’s performance. An affected ally receives a +1 morale bonus on 
saving throws against charm and fear effects and a +1 competence bonus on attack and weapon damage rolls. At 7th level, and every six cacophony blaster levels 

thereafter, this bonus increases by +1, to a maximum of +4 at 19th level. Inspire courage is a mind-affecting ability. Inspire courage can use audible or visual 

components. The cacophony blaster must choose which component to use when using this deed. Performing this deed costs 1 grit point. This performance deed replaces 
the utility shot deed.   

Inspire Competence (Su): At 7th level, a cacophony blaster can, as a standard action, help an ally succeed at a task. The ally must be within 30 feet and able to see 

and hear the cacophony blaster. The ally gets a +2 competence bonus on skill checks with a particular skill as long as she continues to hear the cacophony blaster. This 
bonus increases by +1 for every four levels the cacophony blaster has attained beyond 7th (+3 at 11th, +4 at 15th, and +5 at 19th). 

Certain uses of this ability are infeasible, such as Stealth, and may be disallowed at the GM's discretion. A cacophony blaster can't inspire competence in himself. 

Inspire competence relies on audible components. Performing this deed costs 1 grit point. This performance deed replaces the targeting deed. 

Song of Surrender (Su): At 7th level, a cacophony blaster can, as a standard action, encourage an enemy to surrender. To be affected, an enemy must be within 30 

feet and be able to see and hear the cacophony blaster. An affected enemy feels the irresistible urge to drop any held weapons and fall prone. This effect lasts for 1 

round—essentially, the affected enemy takes no actions on its next turn other than to lie prone, although it is not considered flat-footed or helpless. A Will saving throw 
(DC 10 + 1/2 the cacophony blaster’s level + the cacophony blaster’s Charisma modifier) negates the effect. This ability affects only a single creature. Song of 

surrender is an enchantment (compulsion), mind-affecting, language-dependent ability and relies on audible component. Performing this deed costs 1 grit point. This 

performance deed replaces the startling shot deed.  
Inspire Greatness (Su): At 11th level, a cacophony blaster can, as a standard action, inspire greatness in himself or a single willing ally within 30 feet, granting extra 

fighting capability. For every three levels a cacophony blaster attains beyond 11th, he can target one additional ally while using this performance (up to a maximum of 

four at 20th level). To inspire greatness, all of the targets must be able to see and hear the cacophony blaster. A creature inspired with greatness gains 2 bonus Hit 
Dice(d10s), the commensurate number of temporary hit points (apply the target’s Constitution modifier, if any, to these bonus Hit Dice), a +2 competence 

bonus on attack rolls, and a +1 competence bonus on Fortitude saves. The bonus Hit Dice count as regular Hit Dice for determining the effect of spells that are Hit 
Dice dependent. Inspire greatness is a mind-affecting ability and it relies on audible and visual components. Performing this deed costs 1 grit point. This performance 

deed replaces the bleeding wound deed. 

Cacophonic Barrage (Su): At 15th level, a cacophony blaster can, as a full-attack action, use his firearm to unleash a barrage of sonic bursts equal to 1/2 the 
cacophony blaster’s level (maximum 10), with each burst affecting one target within 30 feet. Each burst deals 1d8 points of damage plus the cacophony blaster’s 

Charisma modifier (Fortitude save for half damage). This deed replaces the menacing shot deed.  

Inspire Heroics (Su): At 19th level, a cacophony blaster can, as a standard action, inspire tremendous heroism in himself or a single ally within 30 feet. To inspire 
heroics, the target must be able to see and hear the cacophony blaster. The inspired creature gains a +4 morale bonus on saving throws and a +4 dodge bonus to AC. The 

effect lasts for as long as the target is able to witness the performance, or after the number of rounds ends. Inspire heroics is a mind-affecting ability that relies on 

audible and visual components. Performing this deed costs 1 grit point. This performance deed replaces the stunning shot deed. 
Mass Song of Surrender (Su): This functions like song of surrender, but allows the cacophony blaster to affect all enemies within 30 feet. Enemies within range of 

this effect still receive a saving throw. Mass song of surrender is an enchantment (compulsion), mind-affecting, language-dependent ability that relies on audible 

components. Performing this deed costs 1 grit point. This performance deed replaces the cheat death deed. 
Bardic Knowledge (Ex): At 4th level, a cacophony blaster gains the bard’s bardic knowledge ability. This ability replaces the bonus feat gained at 4th level.  

Well-Versed (Ex): At 8th level, a cacophony blaster gains the bard’s well-versed ability. This ability replaces the bonus feats gained at 8th level. 

Lore Master (Ex):  At 12th level, a cacophony blaster gains the bard’s lore master ability. He can use this ability once per day at 12t level, and an additional time 
per day at 16th and 20th level. This ability replaces the bonus feats gained at 12th, 16th, and 18th level. 
 

 

Table: Cacophony Blaster 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Deeds, grit, sonic gunsmith 
2nd  +2  +3 +3  +0 Nimble +1 
3rd  +3  +3 +3  +1 Deeds 



4th  +4  +4 +4  +1 Bardic knowledge 
5th  +5  +4 +4  +1 Gun training 1 
6th  +6/+1  +5 +5  +2 Nimble +2 
7th  +7/+2  +5 +5  +2 Deeds 
8th  +8/+3  +6 +6  +2 Well-versed 
9th  +9/+4  +6 +6  +3 Gun training 2 
10th  +10/+5  +7 +7  +3 Nimble +3 
11th  +11/+6/+1  +7 +7  +3 Deeds 
12th  +12/+7/+2  +8 +8  +4 Lore master 1/day 
13th  +13/+8/+3  +8 +8  +4 Gun training 3 
14th  +14/+9/+4  +9 +9  +4 Nimble +4 
15th  +15/+10/+5  +9 +9  +5 Deeds 
16th  +16/+11/+6/+1  +10 +10  +5 Lore master 2/day 
17th  +17/+12/+7/+2  +10 +10  +5 Gun training 4 
18th  +18/+13/+8/+3 +11 +11  +6 Nimble +5 
19th  +19/+14/+9/+4 +11 +11 +6 Deeds 
20th  +20/+15/+10/+5  +12 +12  +6 Lore master 3/day, true grit 
 



CAVALRY GUNMAN 

The cavalry gunman is a determined and steady-handed gunslinger, skilled at discharging his firearm from the back of a charging stallion or some other warbeast of his 
choice. Although most can be found among the ranks of human special cavalry, squads of cavalry gunman have been known among the other races. Regardless of his 

origins or training–whether the human Steel Dragoons, the dwarven Ramrod Brigade, or to the elven Silent Sentinels–the cavalry gunman has attained the notoriety for 

being among the most deadly of experts with ranged weapons while mounted. 

Primary Class: Cavalier.  

Secondary Class: Gunslinger.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The cavalry gunman selects three gunslinger skills to add to his class skills in addition to the normal cavalier class skills. The cavalry 

gunman gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The cavalry gunman is proficient with all simple and martial weapons, with firearms, and with light and medium armor, but not 

with shields.  

Gunsmith: At 1st level, the cavalry gunman gains the gunslinger’s gunsmith ability. This ability and grit replace tactician.  
Order: This is exactly like the cavalier ability of the same name, except that the cavalry gunman may select the Order of the Powder and Ball.  

Fast Rider (Ex): At 4th level, the speed of any mount of the cavalry gunman is increased by 10 feet. In addition, he gains a bonus equal to 1/2 his cavalry gunman 

level whenever he uses Ride on an animal that serves as a mount. This ability replaces expert trainer.  
Mounted Gunner (Ex): At 4th level, the penalty a cavalry gunman takes when using a firearm while mounted is halved to –2 instead of –4 if his mount is taking a 

double move, and –4 instead of –8 if his mount is running. This ability replaces challenge 2/day.  

Deeds (Ex): At 6th level, a cavalry gunman he gains the gunslinger’s deeds ability, and gains access to 1st level deeds. Every four levels beyond 6th, the cavalry 
gunman gains access each subsequent level of deeds (3rd, 7th, etc.), up to 11th level deeds at 18th level. If the cavalry gunman has chosen the Order of the Powder and 

Ball, he gains access to 1st level deeds at 2nd level, and each subsequent level of deeds every four levels thereafter up to 15th level deeds at 18th level. This ability 

replaces challenge 4/day and 6/day, and bonus feats gained at 6th and 18th level. 

In addition, the cavalry gunman swaps two deeds for the following deeds. 

Covering Shot (Ex): At 10th level (or upon gaining access to 7th level deeds), whenever a cavalry gunman uses the withdraw action while mounted or adjacent to his 

mount, he can make a single attack at any point during his movement. If any opponent makes a ranged attack against the cavalry gunman during the withdrawing action, 
he gains an attack of opportunity against that opponent. This deed replaces startling shot.  

Charging Shot (Ex): At 18th level (or upon gaining access to 15th level deeds), a cavalry gunman can make a single attack against an opponent that is the target of a 

mounted charge. On a hit, the cavalry gunman deals double damage against his opponent. However, if the cavalry gunman makes a confirmed critical against that 
opponent, he deals quadruple damage instead of double damage. This deed replaces menacing shot.  

Grit (Ex): At 6th level, a cavalry gunman gains the gunslinger’s grit ability. If the cavalry gunman has chosen the Order of the Powder and Ball, he gains Grit at 2nd 

level.  
Leap from the Saddle (Ex): At 9th level, whenever a cavalry gunman’s mount takes a single move, he may attempt a fast dismount (DC 20 Ride check). If he 

succeeds, he can take a full attack action with his firearm. This ability replaces greater tactician.  

Mobile Shooter (Ex): At 12th level, the cavalry gunman gains Mounted Skirmisher as a bonus feat. If he already has this feat, the cavalry gunman gains no 
additional benefits. This ability replaces bonus feat gained at 12th level.  

Greater Banner (Ex): This is exactly like the cavalier’s ability of the same name, except that the cavalry gunman gains it at 16th level.  

Ride Them Down (Ex): At 17th level, a cavalry gunman can spur his mount on while readying an attack. If a cavalry gunman’s mount takes a single move, the 
cavalry gunman can make a full attack, taking his attacks at any point during his mount’s movement. If he has the Trample feat, he may substitute an overrun combat 

maneuver for each of his attacks. This movement provokes attacks of opportunity against the cavalry gunman but not his mount. This ability replaces master tactician.  

Mounted Mastery (Ex): At 20th level, a cavalry gunman is a master of mounted combat with a firearm. He no longer takes a penalty for attacking with a firearm 

while mounted if his mount is taking a double move, and the penalty he takes if his mount is running decreases to –2 (instead of –4). The mount can move before and 

after the cavalry gunman’s attack as long as it does not exceed its total movement limit. In addition, the cavalry gunman can still take a full-attack action whenever his 

mount is taking a double move, but not if it is running. This ability replaces supreme charge. 
 

Order of the Powder and Ball 
A cavalier who belongs to this order has learned to use firearms in mounted combat, supporting his allies and harrying his foes as he moves through the field of battle 

upon his war mount. Cavaliers of this order tend to be courageous, resolute, and skilled in the both ranged and mounted tactics. This order complements the Cavalry 
Gunman multiclass archetype.  

Edicts: The cavalier must provide support to his allies wherever needed, and stand firm against his foes, whether mounted or on foot. He must always seek to exploit 

the field of battle to its greatest advantage for both himself and his allies. The cavalier must provide a rapid response to any requests for support from his allies, provide 
covering fire during advances or withdrawals, and press his foes at every opportunity in hopes of over extending their resources.  

Challenge: Whenever an order of the powder and ball issues a challenge, he receives a +1 morale bonus on all attack damage rolls made against the target of his 

challenge with a firearm. This bonus increases by +1 for every four levels the cavalier possesses. Furthermore, the powder and ball cavalier gains a +2 bonus to his 
CMB and CMD when performing or defending against an overrun combat maneuvers until the end of the challenge.  

Skills: An order of the powder and ball cavalier adds Acrobatics (Dex) and Knowledge (engineering) (Int) to his list of class skills. In addition, an order of the 

powder and ball cavalier adds his Wisdom modifier (if positive) to any Reflex saves he makes while mounted.  
Order Abilities: A cavalier that belongs to the order of the powder and ball gains the following abilities as he increases in level. 

Gunfighter’s Protégé (Ex): At 2nd level, the cavalier gains Amateur Gunslinger as a bonus feat. If the cavalier has levels in the Cavalry Gunman multiclass 

archetype, he gains the gunslinger’s Deeds and Grit class features with access to 1st level deeds at 2nd level, and subsequent levels of deeds every four levels thereafter, 

up to 15th level deeds at 18th level.  

Mounted Gun Expertise (Ex): At 8th level, the cavalier gains a bonus equal to his Dexterity modifier on damage rolls when discharging a firearm while mounted. 
Furthermore, when he misfires with a firearm while mounted, the misfire value of that firearm increases by 2 instead of 4.  

Rapid Firing (Ex): At 15th level, the cavalier can, as a standard action, make a single attack with his firearm at his full base attack bonus against a foe within his first 

range increment. If the cavalier hits, he deals damage normally and can make an additional attack (using his full base attack bonus) against a foe that is adjacent to the 
previous foe and also within his first range increment. For each additional foe he hits, the cavalry gunman can continue to target foes adjacent to his previous target, so 

long as they are within his first range increment. The cavalier cannot attack an individual foe more than once during this attack action. When the cavalier uses this 

ability, he takes a –2 penalty to his Armor Class until his next turn. 
 

Table: Cavalry Gunman 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Challenge 1/day, gunsmith, mount, order 
2nd  +2  +3 +3  +0 Order ability 
3rd  +3  +3 +3  +1 Cavalier’s charge 
4th  +4  +4 +4  +1 Fast rider, mounted gunner  



5th  +5  +4 +4  +1 Banner 
6th  +6/+1  +5 +5  +2 Deeds, grit 
7th  +7/+2  +5 +5  +2 Challenge 2/day 
8th  +8/+3  +6 +6  +2 Order ability 
9th  +9/+4  +6 +6  +3 Leap from the saddle 
10th  +10/+5  +7 +7  +3 Deeds, demanding challenge 
11th  +11/+6/+1  +7 +7  +3 Mighty charge 
12th  +12/+7/+2  +8 +8  +4 Mobile shooter  
13th  +13/+8/+3  +8 +8  +4 Challenge 3/day 
14th  +14/+9/+4  +9 +9  +4 Deeds 
15th  +15/+10/+5  +9 +9  +5 Order ability 
16th  +16/+11/+6/+1  +10 +10  +5 Greater banner 
17th  +17/+12/+7/+2  +10 +10  +5 Ride them down  
18th  +18/+8/+13/+3 +11 +11  +6 Deeds 
19th  +19/+14/+9/+4 +11 +11 +6 Challenge 4/day 
20th  +20/+15/+10/+5  +12 +12 +6 Mounted master 
 
 
Tactician = grit and gunsmith 
Challenge 2/day = Mounted gunner 
Expert trainer = Fast rider 
Bonus feat (6) = Deeds (3) 
Greater tactician = Leap from the saddle 
Challenge 4/day = Deeds (7) 
Bonus feat (12) = Mobile shooter 
Greater banner = Deeds (11) 
Challenge 6/day = Greater Banner  
Master tactician = Ride them down 
Bonus feat (18) = Deeds (15) 
Supreme charge = Mounted mastery 

 



COPPER CANNONEER (Lindley Court) 

Some warriors are known for their skill with a mount, while others are known for their skill with a gun. Copper cannoneers are skilled firearms experts, specifically 
with culverins and hand cannons. Through their expertise, they have learned to train their mounts to serve as a normal steed, but also as a mobile cannon and secondary 

triggerman, allowing the mount to discharge the weapon with a special triggering mechanism constructed for that purpose. Few are sure how the practice started, but all 

are sure of how it ends–with their foes laying lifeless on the ground. 

Primary Class: Cavalier.   

Secondary Class: Gunslinger.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The copper cannoneer selects three gunslinger skills to add to his class skills in addition to the normal cavalier class skills. The copper 

cannoneer gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The copper cannoneer is proficient with all simple and martial weapons, with all firearms, plus the hand cannon. He is also 

proficient with light and medium armor, but not with shields. 

Cannoneer: At 1st level, a copper cannoneer gains the gunslinger’s gunsmith ability, except that he gains one of the following cannon-like firearms of her choice: 
culverin or hand cannon. This ability replaces challenge 1/day.   

Mounted Cannon (Ex): At 1st level, a copper cannoneer’s mount is trained to carry and operate his chosen firearm through the use of a specially crafted harnesss. 

This harness secures the firearm to the mount and negates the–4 penalty on the attack rolls and the knock prone effect usually received when the copper cannoneer 
would normally discharge his chosen firearms without support (such as a wall, a window, or a stand). The harness is fitted with a special mechanism that allows the 

mount to discharge the firearm, using a standard action. The copper cannoneer may command his mount to discharge the firearm as a free action. When discharging the 

firearm, the mount uses the copper cannoneer’s attack bonus, but takes a –4 penalty on the attack roll. The firearm must be loaded for it to be discharged by the mount. 
The mount cannot load the firearm. This ability and siege mount replace tactician.  

Deeds: At 3rd level, a copper cannoneer gains the gunslinger’s deeds ability. He gains access to deeds at 3rd level and every four levels thereafter, but only gains 

access to the following deeds. 

Targeted Blast (Ex): At 3rd level, when using his culverin or hand cannon, the copper cannoneer can spend 1 grit point to focus the brunt of the blast on a single 

creature within the target area. The target creature takes 1 additional point of damage for each level the copper cannoneer possesses. This is precision damage and is not 

multiplied on a critical hit. At 7th level and for every 4 levels the copper cannoneer possesses beyond that, he can select an additional creature to target with this bonus 
damage. Targets must be selected before any attack rolls or saving throws are made.  

Vigilant Loading (Ex): At 3rd level, as long as the copper cannoneer has at least 1 grit point, he does not provoke attacks of opportunity when loading a culvering or 

hand cannon. At 10th level, this also applies to cannons and light ballistae.  
Dead Shot (Ex): At 7th level, a copper cannoneer gains the gunslinger’s dead shot deed.  

Scattershot (Ex): At 7th level, if the copper cannoneer has at least 1 grit point, he can increase the effectiveness of scattering shots from his culverin or hand cannon. 

The cone radius of scattering shots increase by 5 feet at 7th level, for every two levels the copper cannoneer possesses, to a maximum of 30 feet at 17th level. If the 
copper cannoneer spends 1 grit point, the cone radius of scattering shot increases by 10 feet, plus 5 feet every two levels the copper cannoneer possesses beyond 7th, to 

a maximum of 40 feet at 19th level.  

Lightning Reload (Ex): At 11th level, as long as the copper cannoneer has at least 1 grit point, he can reload a single barrel of a one-handed or two-handed firearm as 
a swift action once per round. If he has the Rapid Reload feat or is using an alchemical cartridge (or both), he can reload a single barrel of the weapon as a free 

action each round instead. Furthermore, using this deed does not provoke attacks of opportunity.  

Mighty Blast (Ex): At 11th level, a copper cannoneer can spend 1 grit point to enhance the power and range of firearm. The damage of his culverin or hand cannon 
increases by one damage category (1d10 to 2d6, 2d6 to 2d8, etc.), and its range increases by 5 feet for a number of rounds equal to his Charisma modifier.  

Vigilant Shooter (Ex): At 15th level, as long as a copper cannoneer spends 1 grit point when he does so, he does not provoke attacks of opportunity when firing a 

culverin or hand cannon. At 18th level, this also applies to cannons and light ballistae.  

Deadly Blast (Ex): At 15th level, the copper cannoneer can spend 1 grit point to make a deadly blast with his culverin or hand cannon. As a standard action, the 

copper cannoneer makes a single ranged attack. When he does, he makes the attack against the target’s touch AC and ignores all damage reduction. If the attack is 

successful, the target takes damage as normal. The attack is also treated as a splash weapon attack, dealing damage equal to the copper cannoneer’s level to all creatures 
within 5 feet of the target.  

Cannoneer’s Luck (Ex): At 19th level, the copper cannoneer can spend grit to reroll an attack roll made with his culverin or hand cannon, or skill checks related to 

siege engines. It costs 2 grit points to reroll an attack roll, and 1 grit point to reroll a skill check. The copper cannoneer must take the result of the second roll, even if it 
is lower. The deed’s cost cannot be reduced by the true grit class ability, the Signature Deed feat, or any other effect that reduces the amount of grit a deed costs. 

Stunning Shot (Ex): At 19th level, the copper cannoneer gains the gunslinger’s stunning shot deed.  

This ability replaces cavalier’s charge, challenge 3/day, demanding challenge, and challenge 7/day.  
Grit (Ex): At 3rd level, a copper cannoneer gains the gunslinger’s grit ability, but uses his Charisma to determine his number of grit points instead of his Wisdom.   

Spotter (Ex): At 4th level, as a standard action, a copper cannoneer’s mount can pinpoint a target within the copper cannoneer’s line of sight and inform him of the 
target's exact location. During the copper cannoneer’s next turn, if he makes a ranged attack against the pinpointed target and would take a penalty on his attack roll due 

to range, he may reduce this penalty by an amount equal to his Charisma modifier (to a minimum penalty of 0). The copper cannoneer must be mounted upon or 

adjacent to his mount and able to communicate to use this ability, though a copper cannoneer may move away from the mount during his turn and still gain the benefits 
of this deed.  This ability replaces expert trainer. 

Cannon Training (Ex): Starting at 5th level, a copper cannoneer increases his skill with the culverin and hand cannon. He gains a bonus on damage rolls equal to 

his Dexterity modifier, and when he misfires with these firearms, the misfire value increases by 2 instead of 4. Every four levels thereafter (9th, 13th, and 17th), the 
bonus on dama-ge rolls increases by +1. At 13th level, a copper cannoneer never misfires with a culverin or hand cannon. This ability replaces banner, greater tactician, 

challenge 5/day, and master tactician.  

Siege Mount (Ex): At 10th level, a copper cannoneer’s mount is trained in the operation light siege engines, and is treated as a member of the engine’s crew. This 
allows the mount to assist the copper cannoneering in the positioning, aiming, and firing (not loading) of light sieges engines. The copper cannoneer and mount can 

operate any light siege engine requiring a crew of 2 or fewer. Light siege engines requiring more than a crew of 2 to operate (the light trebuchet) would still require a 

total crew of 3. In addition, the copper cannoneer can use his Handle Animal skill checks in place of any other checks required for positioning, aiming, or handling a 
light siege engine.  

Natural Shot (Ex): At 14th level, as part of a full-attack action, the copper cannoneer’s mount can discharge his culverin or hand cannon, treating the firearm as one 

of its natural attacks. The firearm must be loaded for the mount to discharge the firearm as normal. This ability replaces greater banner.  
Supreme Blast (Ex): At 20th level, whenever the copper cannoneer makes a firearm attack with his culverin or hand cannon while mounted, he deals double the 

normal amount of damage. In addition, if the copper cannoneer confirms a critical hit on a culverin or hand cannon attack while mounted, the target is stunned for 1d4 

rounds. A Will save reduces this to staggered for 1d4 rounds. The DC is equal to 10 + the copper cannoneer’s base attack bonus. This ability replaces supreme charge.  
 

HAND CANNON  
A hand cannon is a lighter and less powerful version of a culverin, consisting of a simple smoothbore tube, sealed at one end except for a small hole used to ignite a 

gunpowder charge. A wooden stock partially encases the barrel, allowing the wielder to hold it under his arm with relative ease when carrying it. Unlike a culverin, 
firing a hand cannon without support (such as a wall, a window, or a stand) does not imparts a –4 penalty on the attack rolls, nor is the wielder knocked prone, unless 

the wielder uses a hand cannon larger than his size. A hand cannon uses 3 doses of black powder and either a single small cannonball or grapeshot. A hand cannon has 

the following statistics. 



 

Firearm  Cost Dmg (S) Dmg (M) Critical Range Misfire Capacity Weight Type Special 

Hand Cannon 3,500 gp 1d10 2d6 x4 30 ft. 1 (10 ft.) 1 30 lbs. B and P scatter 

 

 

Table: Copper Cannoneer  
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Cannoneer, mount, mounted cannon, order 
2nd  +2  +3 +3  +0 Order ability 
3rd  +3  +3 +3  +1 Deeds, grit 
4th  +4  +4 +4  +1 Challenge 1/day, spotter 
5th  +5  +4 +4  +1 Cannon training 1 
6th  +6/+1  +5 +5  +2 Bonus feat 
7th  +7/+2  +5 +5  +2 Deeds 
8th  +8/+3  +6 +6  +2 Order ability 
9th  +9/+4  +6 +6  +3 Cannon training 2 
10th  +10/+5  +7 +7  +3 Challenge 2/day, siege mount 
11th  +11/+6/+1  +7 +7  +3 Deeds 
12th  +12/+7/+2  +8 +8  +4 Bonus feat 
13th  +13/+8/+3  +8 +8  +4 Cannon training 3 
14th  +14/+9/+4  +9 +9  +4 Natural shot 
15th  +15/+10/+5  +9 +9  +5 Deeds, order ability 
16th  +16/+11/+6/+1  +10 +10  +5 Challenge 3/day 
17th  +17/+12/+7/+2  +10 +10 +5 Cannon training 4 
18th  +18/+8/+13/+3 +11 +11  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +11  +6 Deeds 
20th  +20/+15/+10/+5  +12 +12  +6 Supreme blast 
 



  



COMPASSIONATE WARLORD (Elghinn Lightbringer) 
While samurai hold to a form of personal honor, not all feel they are of a noble or virtuous heart. As such, there are those who seek to purify themselves, becoming a 
vessel of the divine and serving in the capacity of a compassionate warlord. Compassionate warlords are imbued with holy power. This power allows the compassionate 

warlord to both strike down the enemies of mankind, and provide relief to those who stand in need. These latter abilities allow the warlord to serve his fellow man in a 

kind and compassionate manner, and meant to teach the often boisterous samurai humility. Whether standing against a vile fiend of the outer planes or a tyrannical 

warlord bent of grinding the commoners of his realm underfoot, the compassionate warlord holds the line in the cause of light and virtue.  

Primary Class: Samurai. 

Secondary Class: Paladin. 
Alignment: Any good.  

Hit Dice: d10. 

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

Weapon and Armor Proficiency: The compassionate warlord is proficient with all simple and martial weapons, plus the katana, naginata, and wakizashi. The 

compassionate warlord is also proficient with all types of armor (heavy, light, and medium, and with shields (except tower shields). 
Aura of Good (Su): At 1st level, a compassionate warlord gains the paladin’s aura of good. The power of a compassionate warlord’s aura of good (see the detect 

good spell) is equal to his compassionate warlord level. 

Order: This is exactly like the samurai’s ability of the same name, except that the compassionate warlord may also select a divine order or the new Order of the 
Merciful Sword.  

Smiting Challenge (Su): This is exactly like the samurai’s challenge ability, except that if the target of the compassionate warlord’s challenge is evil, he also adds 

his Charisma modifier to all damage rolls made against the target of his challenge. If the target of his challenge is an outsider with the evil subtype, an evil-aligned 
dragon, or an undead creature, the bonus to damage on the first successful attack increases to twice the compassionate warlord’s Charisma modifier. Regardless of the 

target, smiting challenge attacks automatically bypass any DR the evil creature might possess. Smiting challenge counts for feats with challenge or smite evil as 

prerequisites. This ability otherwise functions as and replaces challenge.  

Lay on Hands (Su): At 5th level, a compassionate warlord gains the paladin’s lay on hands ability. Using this ability consumes one use of his resolve ability. With 

one use of this ability, a compassionate warlord can heal 1d6 hit points of damage for every two compassionate warlord levels he possesses. Using this ability is a 

standard action, unless the compassionate warlord targets himself, in which case it is a swift action. This ability otherwise functions as lay on hands and replaces 
banner.  

Merciful Banner (Su): At 6th level, a compassionate warlord gains the cavalier’s banner ability. In addition, as a full-round action, a compassionate warlord can 

expend one use of his resolve ability to remove a condition from a number of allies equal his Charisma modifier. To be affected, the designated allies must be within 30 
feet and of the compassionate warlord and gaze at his banner for 1 full round. At the end of the round, the indicated condition is removed from each ally. Merciful 

banner can remove a condition caused by a curse, disease, or poison without curing the affliction. Such conditions return after 1 hour unless the effect actually removes 

the affliction that causes the condition. 
At 6th level, the compassionate warlord can choose from the fatigued, shaken, or sickened conditions.  

At 12th level, a compassionate warlord adds the dazed, diseased, and staggered conditions to the list of those that can be selected. 

At 18th level, a compassionate warlord adds the cursed, exhausted, frightened, nauseated, and poisoned conditions to the list of those that can be selected. 
These conditions are cumulative. For example, a 12th-level compassionate warlord’s merciful banner can be used to cure fatigue and exhausted conditions as well as 

removing disease and neutralizing poison. Once a condition or spell effect is chosen, it can't be changed. This ability replaces bonus feats.   

Aura of Courage (Su): At 9th level, a compassionate warlord gains the paladin’s aura of courage ability. This ability replaces greater resolve.  
Aura of Healing (Su): At 11th level, a compassionate warlord can expend one use of her channel positive energy ability to emit a 30-foot aura of healing for a 

number of rounds equal to her compassionate warlord level. Allies in this aura (including the compassionate warlord) automatically stabilize if below 0 hit points and 

are immune to bleed damage. In addition, allies (including the compassionate warlord) that spend at least 1 full round inside the aura are healed an amount of damage 

equal to their total number of Hit Dice and may make a saving throw against any afflictions they are suffering from, such as a curse, disease, or poison. This saving 

throw only counts toward curing the affliction and does not impose any penalty on a failed save. Allies can only be healed once by a use of this ability and they can only 

attempt additional saving throws once per day, even if they are exposed to this aura multiple times. This ability replaces honorable stand.  
Aura of Faith (Su): At 14th level, a compassionate warlord gains the paladin’s aura of faith ability. This ability replaces greater banner. 

Aura of Righteousness (Su): At 17th level, a compassionate warlord gains the paladin’s aura of righteousness ability. This ability replaces true resolve.  

 

 

Order of the Merciful Sword (Samurai) 
A samurai who belongs to the order of the merciful sword has dedicated himself to both a lord and to relieving the pain and suffering of those under his liege’s rule. 

Samurai of this order seek to protect the innocent, give relief to the sick and afflicted, show compassion to those in need, and show mercy to those unfairly judged and 
punished. This order complements the Compassionate Warlord multiclass archetype. 

Edicts: The samurai must be of good alignment, adhere to the strictures of the faith, uphold the honor of his lord, be compassionate and merciful to those around 

him, show humility in the face of adversity, and protect the weak from oppression.  
Challenge: Whenever an order of the merciful sword samurai issues a challenge, he receives a +1 morale bonus to his AC against attacks made by the target of his 

challenge. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the samurai possesses.  

Skills: An order of the merciful sword samurai adds Heal (Wis) and Knowledge (religion) (Int) to his list of class skills. If an order of the merciful sword samurai 
beats the DC of any Heal checks by 5 or more, the time required to perform the task is reduced by half (or to the next action type). For example, If a the samurai 

succeeds by 5 or more on a Heal (first aid) check, it only takes him only a move action to perform the task instead of the usual standard action, while a successful Heal 

(treat deadly wounds) takes only 30 minutes instead of the usual 1 hour. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his samurai level 

(minimum +1) when making Healing skill checks.  

Order Abilities: A samurai belonging to the order of the merciful sword gains the following abilities as he increases in level. 
Divine Blade (Su): At 2nd level, the samurai adds his Charisma modifier to all damage rolls made against the target of his challenge.  

Aura of Grace (Su): At 8th level, the samurai emits an aura of divine grace. Each ally within 10 feet of him (including the samurai) gains bonus to all saving throws 

equal to the samurai’s Charisma modifier. This ability functions only while the samurai is conscious, not if he is unconscious or dead. 
King’s Castle (Sp): At 15th level, the samurai can cast king’s castle once per day as a spell-like ability.  

Greater Resolve = Aura of courage 

 
 

Table: Compassionate Warlord 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +2 Aura of good, mount, order, resolve, smiting challenge 1/day 
2nd  +2  +3 +0  +3 Order ability 
3rd  +3  +3 +1  +3 Weapons expertise 
4th  +4  +4 +1  +4 Mounted archer, smiting challenge 2/day 



5th  +5  +4 +1  +4 Lay on hands 
6th  +6/+1  +5 +2  +5 Merciful banner 
7th  +7/+2  +5 +2  +5 Smiting challenge 3/day 
8th  +8/+3  +6 +2  +6 Order ability 
9th  +9/+4  +6 +3  +6 Aura of courage 
10th  +10/+5  +7 +3  +7 Smiting challenge 4/day 
11th  +11/+6/+1  +7 +3  +7 Aura of healing 
12th  +12/+7/+2  +8 +4  +8 Demanding challenge, merciful banner 
13th  +13/+8/+3  +8 +4  +8 Smiting challenge 5/day 
14th  +14/+9/+4  +9 +4  +9 Aura of faith 
15th  +15/+10/+5  +9 +5  +9 Order ability 
16th  +16/+11/+6/+1  +10 +5  +10 Smiting challenge 6/day 
17th  +17/+12/+7/+2  +10 +5  +10 Aura of righteousness 
18th  +18/+13/+8/+3 +11 +6  +11 Merciful banner 
19th  +19/+14/+9/+4 +11 +6  +11 Smiting challenge 7/day 
20th  +20/+15/+10/+5  +12 +6  +12 Last stand 

 
  



DIMENSIONAL WARRIOR (Gavmania) 
While conventional fighters study arms and armor, the dimensional warrior includes the study of special magic, acquiring the ability to shift across dimensions to attack 
opponents from behind or retreat to a safe place. Unlike most warriors, dimensional warriors gain a spatial awareness through their studies which they use to gain a 

tactical advantage. They study swordplay and tactics, as well as dimensional geometry, blending them into a versatile style of mobile combat. 

Primary: Fighter. 

Secondary: Wizard. 

Alignment: Any.  

Hit Dice: d10.  
Bonus Skills and Ranks: The dimensional warrior selects three wizard skills to add to his class skills in addition to the normal fighter class skills. The dimensional 

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

Weapon and Armor Proficiency: The dimensional warrior is proficient with all simple and martial weapons, with light and medium armor, and with shields (except 
tower shields).  

Dimensional Pool (Su): At 1st level, a dimensional warrior gains a reservoir of mystical arcane energy that he can draw upon to fuel his powers and cast 

dimensional magic. This arcane pool has a number of points equal to his 1/2 dimensional warrior level (minimum 1) + his Intelligence modifier. The pool refreshes 
once per day when the magus prepares his spells. 

At 1st level, a magus can expend 1 point from his arcane pool as a swift action to dimensional shift (teleport) to a nearby space as a swift action as if using dimension 

door. This movement does not provoke an attack of opportunity. A dimensional warrior must be able to see the space that he is moving into. A dimensional warrior 
cannot take other creatures with him when he uses this ability. A dimensional warrior can move 5 feet for every two dimensional warrior levels he possesses (minimum 

5 feet). This ability counts as dimension door for the purpose of qualifying for feats. This ability only functions when he is wearing light armor, medium armor, or no 

armor, and carrying a light load.  
At 2nd level, by expending 1 point from his dimensional pool, a dimensional warrior can do one of the following: 

 Force an opponent to make a successful Perception check (DC 10 + 1/2 the dimensional warrior’s level + his Intelligence modifier) as an immediate action, or 

provoke an attack of opportunity from the dimensional warrior. The dimensional warrior must have appeared adjacent to the opponent through the use of 

dimensional shift (or dimension door). This attack of opportunity counts against those granted by the Combat Reflexes feat. The point expended for this ability is 

in addition to the point(s) expended to dimensional shift or cast dimension door. 

 Gain a +4 bonus on a single Reflex save as an immediate action.  
 Become insubstantial for 1 round. All melee or ranged attacks made against the dimensional warrior has a 20% miss chance. At 7th level and every five levels 

thereafter, this miss chance increases by 10%, up to 50% at 17th level.  

A dimensional warrior can only have one use of his dimensional pool active at a time. If this ability is used again, the current use immediately ends. This ability 
replaces the bonus feat gained at 1st level and bravery. 

Teleportation Expert (Ex): A dimensional warrior adds half his class level (minimum 1) to all Knowledge (arcana) and Spellcraft skill checks made to identify 

teleportation spells and effects and may make all Knowledge (arcana) skill checks untrained. This ability replaces heavy armor proficiency.  
Dimensional Magic (Sp): Starting at 3rd level, a dimensional warrior can use his dimensional pool to cast a small number of arcane spells as a spell-like ability. 

Unless otherwise noted, these spells only affect the dimensional warrior.  

At 3rd level, a dimensional warrior can expend 1 point from his dimensional pool to cast expeditious retreat, mirror strike, or returning weapon.  
At 7th level, a dimension warrior can expend 1 point from his dimensional pool to cast blink, tactical acumen, or twisted space.  

At 11th level, a dimensional warrior can expend 2 points from his dimensional pool to cast dimension door, dimensional anchor (other creature), or jester’s jaunt 

(other creature).  
At 15th level, he can expend 3 points from his dimensional pool to cast hostile juxtaposition or teleport.  

This ability replaces armor training.  

Bonus Feats: This is exactly like the fighter’s ability of the same name, except that the dimensional warrior may also select the following feats as a bonus feat: 

Dimensional Agility, Dimensional Assault, Dimensional Dervish, Dimensional Maneuvers, Dimensional Savant, Extra Dimensional Pool. A dimensional warrior’s 

dimensional shift ability qualifies him for the Dimensional Agility feat. In addition, a dimensional warrior can choose a teamwork feat that he qualifies for as a bonus 

feat.  
Greater Shift (Su): At 10th level, when a dimensional warrior uses dimensional shift, he can take one additional creature with him, as long as the creature is 

adjacent to the dimensional warrior, and there is an unoccupied space adjacent to the space he is moving to. At 13th level, a dimensional warrior can take 2 additional 

creatures when he uses dimensional shift, 3 additional creatures at 16th level, and 4 additional creatures at 19th level. For each additional creature taken, the 
dimensional warrior must spend 1 point from his dimensional pool. The number of creatures he takes with him cannot exceed his Intelligence modifier. This ability 

replaces the bonus feat gained at 10th level. 

Master Shift (Su): At 19th level, whenever the dimensional warrior uses dimensional shift, he can become ethereal until the end of his next turn (see Universal 
Monster Abilities). Creatures taken with the dimensional warrior when he uses dimensional shift do not become ethereal, only the dimensional warrior. This expends 3 

points from his dimensional pool. This ability replaces armor mastery.  
Dimensional Mastery: At 20th level the dimensional warrior is able to use his dimensional shift with such speed and precision that he can catch his opponents 

unaware. Whenever a dimensional warrior uses dimensional shift (or dimension door) to appear adjacent to an opponent, the opponent is considered flat-footed by the 

dimensional warrior until the end of the dimensional warrior’s next turn if it fails its Perception check. He can make an attack of opportunity against the opponent each 
round. These attacks of opportunity count against those granted by the Combat Reflexes feat. In addition, any melee attacks made by the dimensional warrior against 

the opponent bypass all damage reduction of the adamantine, cold iron, or silver types until the end of combat or when the opponent is defeated, whichever comes first. 

This ability replaces weapon mastery. 
 

NEW FEATS 
The following new feat is restricted to the Dimensional Warrior multiclass archetype.  

 

Extra Dimensional Pool 
You have learned to draw more power from your dimensional pool. 

Prerequisites: Dimensional pool class feature.  

Benefits: Your dimensional pool increases by 2.  
Special: You can gain this feat multiple times. Its effects stack, granting you an increase to your dimensional pool each time you take this feat. 

 

 

Table: Dimensional Warrior 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Dimensional pool, teleportation expert 
2nd  +2  +3  +0  +0  Bonus feat 
3rd  +3  +3  +1  +1 Dimensional magic 1 
4th  +4  +4  +1  +1 Bonus feat 



5th  +5  +4  +1  +1 Weapon training 1 
6th  +6/+1  +5  +2  +2 Bonus feat 
7th  +7/+2  +5  +2  +2 Dimensional magic 2 
8th  +8/+3  +6  +2  +2 Bonus feat 
9th  +9/+4  +6  +3  +3 Weapon training 2 
10th  +10/+5  +7  +3  +3 Greater shift  
11th  +11/+6/+1  +7  +3  +3 Dimensional magic 3 
12th  +12/+7/+2  +8  +4  +4 Bonus feat 
13th  +13/+8/+3  +8  +4  +4 Weapon training 3 
14th  +14/+9/+4  +9  +4  +4 Bonus feat 
15th  +15/+10/+5  +9  +5  +5 Dimensional magic 4 
16th  +16/+11/+6/+1  +10  +5  +5 Bonus feat 
17th  +17/+12/+7/+2  +10  +5  +5 Weapon training 4 
18th  +18/+13/+8/+3 +11  +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11  +6  +6 Master shift  
20th  +20/+15/+10/+5  +12  +6  +6 Bonus feat, dimensional mastery 
 

  



ELDRITCH BRAWLER (Oly) 
Through their magical bloodline, eldritch brawlers employ bloodline powers and spells to enhance their combat skills.  

Primary Class: Brawler. 

Secondary Class: Sorcerer. 

Alignment: Any. 

Hit Dice: d10.  

Bonus Skills and Ranks: The eldritch brawler selects three sorcerer skills to add to her class skills in addition to the normal brawler class skills, one of which must 

be Spellcraft. The eldritch brawler gains a number of ranks at each level equal to 4 + Int modifier.  
Weapon and Armor Proficiency: The eldritch brawler is proficient with all simple weapons plus the handaxe, short sword, and weapons from the close fighter 

weapon group. She is also proficient with light armor. The eldritch brawler can cast sorcerer/wizard spells while wearing light armor without incurring the normal 

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

other classes. 

Bloodline: At 1st level, an eldritch brawler gains the sorcerer’s bloodline. She may select any bloodline listed in the sorcerer’s bloodline description, and gains her 
bloodline powers at 1st, 3rd, 9th, 15th, and 20th level. At 4th level, she gains her bloodline arcana. An eldritch brawler gains no bloodline spells or bonus feats. This 

ability replaces martial flexibility, martial training, and the bonus feats gained at 2nd, 8th, 14th, and 20th level. 

Spellcasting: Beginning at 4th level, an eldritch brawler gains the ability to cast a small number of arcane spells drawn from the sorcerer/wizard spell list. To learn 
or cast a spell, an eldritch brawler must have a Charisma score equal to at least 10 + the spell level. She can cast spells she knows without preparing them ahead of time. 

The saving throw DC against an eldritch brawler's spell is 10 + the spell level + the eldritch brawler's Charisma modifier. 

Like other spellcasters, an eldritch brawler can cast only a certain number of spells of each level per day. Her base daily spell allotment is given on Table: Eldritch 
Brawler. In addition, she receives bonus spells per day if she has a high Charisma score. The eldritch brawler does not need to prepare these spells in advance; she can 

cast any spell he knows at any time, assuming she hasn't yet used up his allotment of spells per day for the spell's level. 

The eldritch brawler's selection of spells is limited. At 4th level, an eldritch brawler knows two 1st-level spells of her choice. An eldritch brawler gains more spells as 

he increases in level, as indicated on Table: Eldritch Brawler Spells Known. Unlike spells per day, the number of spells an eldritch brawler knows is not affected by 

his Charisma score. This ability replaces maneuver training. 

Brawler’s Strike (Su): This is exactly like the brawler ability of the same name, except that the eldritch brawler gains each increment of this ability as shown on 
Table: Eldritch Brawler.  

Knockout (Ex): This is exactly like the brawler ability of the same name, except that the eldritch brawler gains this ability at 6th, 12th, and 18th level. 

 
 

Table: Eldritch Brawler 
 Base  
Class Attack Fort Ref Will     Spells per Day 
Level Bonus Save Save Save   Damage Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +2    1d6 Bloodline power, brawler’s cunning, unarmed strike  —  —  —  — 
2nd  +2  +3  +0  +3    1d6 Brawler’s flurry (Two-Weapon Fighting)  —  —  —  — 
3rd  +3  +3  +1  +3    1d6 Bloodline power  —  —  —  — 
4th  +4  +4  +1  +4    1d8 AC bonus +1, brawler’s strike (magic)   1  —  —  — 
5th  +5  +4  +1  +4    1d8 Bonus combat feat, close weapon mastery   1  —  —  — 
6th  +6/+1  +5  +2  +5    1d8 Knockout 1/day   1  —  —  — 
7th  +7/+2  +5  +2  +5    1d8 Brawler’s strike (cold iron and silver)   1   1  —  — 
8th  +8/+3  +6  +2  +6   1d10 Brawler’s flurry (Improved Two-Weapon Fighting)   1   1  —  — 
9th  +9/+4  +6  +3  +6   1d10 AC bonus +2, bloodline power   2   1  —  — 
10th  +10/+5  +7  +3  +7   1d10 Brawler’s strike (alignment)   2   1   1  — 
11th  +11/+6/+1  +7  +3  +7   1d10 Bonus combat feat   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8    2d6 Knockout 2/day   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8    2d6 AC bonus +3   3   2   1   1 
14th  +14/+9/+4  +9  +4  +9    2d6    3   2   1   1 
15th  +15/+10/+5 +9  +5  +9    2d6 Bloodline power, brawler’s flurry   3   2   2   1 
      (Greater Two-Weapon Fighting) 
16th  +16/+11/+6/+1  +10  +5  +10    2d8 Awesome blow, brawler’s strike (adamantine)   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10    2d8 Bonus combat feat   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11    2d8 AC bonus +4, knockout 3/day   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11    2d8    4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12   2d10 Bloodline power, improved awesome blow   4   4   3   2 
 
  



ELDRITCH GUN (Noro) 
Eldritch guns consider themselves the next logical step in the progress of warfare through the fusion of metal and magic. They call on raw magic, as well as old-
fashioned spells, to boost their fighting prowess. The combination of firearms and arcane forces gives them an uncanny link to the element of fire. 

Primary Class: Gunslinger.  

Secondary Class: Magus.  

Alignment: Any. 

Hit Dice: d10.  

Bonus Skills and Ranks: The eldritch gun selects three magus skills to add to her class skills in addition to the normal gunslinger class skills, one of which must be 
Spellcraft (Int). The eldritch gun gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The eldritch gun is proficient with all simple and martial weapons, and with all firearms. An eldritch gun is also proficient with 

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

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

Arcane Grit (Ex): The powers of an eldritch gun are fueled in part by mystical arcane energy in conjunction with pure force of will through the acts of daring deeds. 
His Arcane Grit pool starts each day with a number of points equal to 1 for every 3 class levels (1 at 3rd, 2 at 6th, and so on) + his Intelligence modifier (minimum 1). 

One point can be regained by making a killing blow with a firearm or a spell, or by confirming a critical hit with a firearm.  

At 3rd level and every four levels thereafter (7th, 11th, and so on), an eldritch gun can choose the Extra Arcana feat as a normal feat to learn any magus arcana that 
she qualifies for. Her effective magus level is equal to her eldritch gun level for the purpose of qualifying for magus arcana, and she may use arcane grit points 

whenever arcane pool points are required. She can also choose the following new powder mage magus arcana, restricted to the eldritch gun multiclass archetype.  

Powder Mage (Su): When casting a spell with the Fire descriptor and using one dose of black powder (value of 10 gp) as an additional material component, the 
eldritch gun casts the spell as if she were 2 levels higher. 

The eldritch gun must have at least 1 arcane grit point remaining to use her magus arcana. Any spell-related arcana do not take effect until 4th level. This ability 

otherwise functions as and replaces grit. 

Deeds: This is exactly like the gunslinger ability of the same name, except that the eldritch gun swaps nine deeds for the following deeds.  

Arcane Gun (Su): At 1st level, an eldritch gun can spend 1 grit point as a swift action to grant any single barrel of a firearm she is holding a +1 enhancement bonus 

for 1 round per level. For every four levels beyond 1st, the firearm gains another +1 enhancement bonus, to a maximum of +5 at 17th level. These bonuses can be added 
to the weapon, stacking with existing firearm 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: distance, flaming, flaming burst, frost, icy burst, reliable, reliable (greater), 

seeking, shock, shocking burst, thundering, and wounding. The eldritch gun can add the flaming weapon property for free as long as the arcane gun deed is active.  
Adding these properties consumes an amount of bonus equal to the property’s base price modifier. These properties are added to any the weapon already has, but 

duplicates do not stack. If the firearm is not magical, at least a +1 enhancement bonus must be added before any other properties can be added. These bonuses and 

properties are decided when the grit point is spent and cannot be changed until the next time the eldritch gun uses this ability. These bonuses do not function if the 
weapon is wielded by anyone other than the magus. 

An eldritch gun can only enhance one barrel of a firearm in this way at one time. If she uses this ability again, the first use immediately ends. This deed replaces all 

1st–level deeds. 
Eyes of Fire (Su): At 3rd level, an eldritch gun can spend 1 grit point as a move action to move his point of view into a fire source within 30 feet for 1 round, during 

which time she is considered flat-footed. This allows the eldritch gun to spy on a closed room or to ignore partial cover in combat. When used in conjunction with the 

Ricochet Shot Deed feat, she can ignore full cover without spending the additional 1 grit point required by the feat. This deed replaces the pistol whip deed. 
Far Spellstrike (Su): At 7th level, whenever an eldritch gun magus casts a spell with a range of “touch” from the magus spell list, she can deliver the spell through 

any firearm she is wielding as part of a ranged attack. Instead of the free melee touch attack normally allowed to deliver the spell, an eldritch gun can make one free 

attack with her firearm (at her highest base attack bonus) as part of casting this spell. If successful, this firearm attack deals its normal damage as well as the effects of 

the spell. This attack uses the firearm’s critical range (×2, ×3, or ×4 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 firearm damage uses its own critical modifier. If the spell can normally affect multiple targets, or has a duration longer 

than instantaneous, the firearm can deliver only one attack. An eldritch gun can use the brow gasher spell with this deed. This deed replaces the targeting deed. 
Fire Supremacy (Su): At 7th level, as long as the eldritch gun has at least 1 grit point, she gains resist fire 5. This increases to resist fire 10 at 15th level. In addition, 

the eldritch gun can spend 1 grit point as a swift action to ignite a dose of black powder in his hand (this inflicts no damage to the eldritch gun) and creates an aura of 

fire around her for 1 round per two eldritch gun levels. Anyone striking the eldritch gun with a non-reach melee weapon or unarmed strike takes an amount of fire 
damage equal to 1/2 her eldritch gun level. This deed replaces the startling shot deed.  

Conflagrated Viewing (Su): At 11th level, an eldritch gun can spend 1 grit point as a standard action to allow remote viewing through a single fire source within 250 

feet of her location. The eldritch gun can view and listen to events within a 20-foot radius of the associated fire source; this radius follows the fire source if it moves. 
Unlike a true scrying spell, no other spells operate through the associated fire. This effect produces no indication of its activity on the target and cannot be discovered by 

normal methods of magical detection. This deed replaces the bleeding wound deed.  
Dancing Flame (Su): At 15th level, an eldritch gun can spend 1 grit point to move any nonmagical fire up to 30 feet as a move action. If the fire has no fuel at the 

new location, it is extinguished after one round. This deed replaces the evasive deed. 

Split Shot (Su): At 15th level, the eldritch gun can spend 2 grit points to twist space and hit multiple targets with a single shot. As a full attack action, the eldritch gun 
can designate a number of targets equal to her number of iterative attacks. These targets must be within 20 feet of each other. The eldritch gun makes an attack roll 

against each target at her highest attack bonus. If the attack is successful, the target is hit by an aspect of the same bullet and takes firearm damage as normal. If there 

are fewer targets than her number of iterative attacks, the remaining attacks can be directed at one or more targets already designated. This deed can be used in 
conjunction with the arcane gun deed. This deed replaces the slingers luck deed. 

Spellcasting: Beginning at 4th level, an eldritch gun gains the ability to cast a small number of arcane spells, which are drawn from the magus spell list. Only magus 

spells of 4th level and lower are considered to be part of the eldritch gun’s spell list. The eldritch gun also adds the following spells to her list at the indicated spell 
levels: 1st–abundant ammunition, damp powder, fabricate bullets, reinforce armaments, touch of fatigue, touch of gracelessness, weaken powder; 2nd–bullet shield, 

cushioning bands, destabilize powder, make whole, recoil fire, ricochet shot, stabilize powder, thunder fire, touch of idiocy; 3rd–flash fire, named bullet; 4th–calcific 

touch, named bullet (greater), touch of slime.  
To prepare or cast a spell, an eldritch gun must have an Intelligence score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against an 

eldritch gun's spell is 10 + the spell level + the eldritch gun's Intelligence modifier. 

Like other spellcasters, an eldritch gun can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: Eldritch 
Gun. In addition, she receives bonus spells per day if he has a high Intelligence score. When Table: Eldritch Gun indicates that the eldritch gun gets 0 spells per day of a 

given spell level, she gains only the bonus spells she would be entitled to based on her Intelligence score for that spell level. 

An eldritch gun may know any number of spells. She must choose and prepare her spells ahead of time by getting 8 hours of sleep and spending 1 hour studying her 
spellbook. While studying, the eldritch gun decides which spells to prepare. Through 3rd level, an eldritch gun has no caster level. At 4th level and higher, her caster 

level is equal to her eldritch gun level –3. 

Spellbooks: An eldritch gun must study her spellbook each day to prepare her spells. She cannot prepare any spell not recorded in hers spellbook except for read 
magic, which all eldritch guns can prepare from memory. An eldritch gun begins play with a spellbook containing three 1st-level magus spells of her choice plus detect 

magic and read magic, which she adds to her spell list as 1st–level spells. The eldritch gun also selects a number of additional 1st-level magus spells equal to her 

Intelligence modifier to add to her spellbook. At each new eldritch gun level beyond 4th, she gains two new magus spells of any spell level or levels that she can cast 
(based on her new eldritch gun level) for her spellbook. At any time, an eldritch gun can also add spells found in other spellbooks to her own. 



An eldritch gun can learn spells from a magi’s or wizard’s spellbook, just as a magi or wizard can from an eldritch gun’s spellbook. The spells learned must be on the 

magus spell list, as normal. An alchemist can learn formulae from an eldritch gun’s spellbook, if the spells are also on the alchemist spell list. An eldritch gun cannot 
learn spells from an alchemist. This ability replaces the bonus feats gained at 4th, 12th, and 20th level.  

Eldritch Gun Training (Su): At 5th level, an eldritch gun can select one specific type of firearm (such as an axe musket, blunderbuss, musket, or pistol). She gains 

a bonus equal to her Dexterity modifier on damage rolls when firing that type of firearm. Furthermore, when she misfires with that type of firearm, the misfire value of 

that firearm increases by 2 instead of 4.  

In addition, an eldritch gun can imbue her chosen firearm with arcane energies, transforming it into an arcane gun. Her arcane gun is a normal one-handed or two-

handed firearms in the hands of others, as it was a normal firearm before she imbued it with magic. In the hands of an eldritch gun, it both fires projectiles (bullets and 
pellets) and casts magic. Spells fired through an arcane gun that require an attack roll have a ×3 critical hit multiplier. 

An eldritch gun can cast any ranged touch attack, cone, line, or ray spells through her arcane gun. When she casts through the arcane gun, the gun’s enhancement 

bonus (if any) is a bonus to the spell’s attack rolls or to the spell’s saving throw DCs. Yet there are dangers inherent to this method. If any of the spells’ attack 
rolls result in a natural 1 (a misfire), or a natural 20 is rolled on any saving throw made against the spell by a target (an overload), the arcane gun gains the 

broken condition. If the arcane gun already has the broken condition, the gun explodes. When a gun explodes, it lets loose a blast of force, or if the spell has the acid, 

cold, electricity, or sonic descriptor, it deals that type of energy damage instead. In the case of spells with multiple descriptors, roll randomly among the descriptors to 
determine the type of damage dealt by the blast. The blast is centered on a single intersection within the eldritch gun’s space (eldritch gun’s choice) and deals 1d6 points 

of the appropriate energy damage or force damage per level of the spell cast. Any creature within the blast other than the eldritch gun can make a Reflex saving throw to 

halve the damage. The Reflex save DC is calculated using the spell level of the spell being sacrificed. 
The eldritch gun can attune another firearm of the same type as her arcane gun at the start of each day. This attunement lasts until the eldritch gun attunes to a new 

gun of the same type, even if a formally attuned gun is destroyed. An eldritch gun can have only one firearm attuned in this way at a time. This ability replaces gun 

training 1 and gun training 2. 
Bonus Feats: This is exactly like the gunslinger ability of the same name, except that the eldritch gun only gains a bonus feat at 8th and 16th level, and may choose 

Extra Arcana as a bonus feat, using her gunslinger level as her magus level for any magus arcana with level requirements. 

Fighter Training (Ex): Starting at 13th level, an eldritch gun counts 1/2 her total eldritch gun level as her fighter level for the purpose of qualifying for feats. If she 

has levels in fighter, these levels stack. This ability replaces gun training 3.  

Greater Spell Access: At 17th level, an eldritch gun gains access to an expanded spell list. She learns and places 8 spells from the wizard’s spell list into her 

spellbook as magus spells of their wizard level. She gains two of each of the following wizard spells not on the magus spell list: 1st-level, 2nd-level, 3rd-level, and 4th-
level. She can ignore the somatic component of these spells, casting them without the normal chance of spell failure. This ability replaces gun training 4. 

True Grit (Ex): This is exactly like the gunslinger ability of the same name, except that the eldritch gun can choose a magus arcana that she has access to as one of 
her deeds.  

 

 

Table: Eldritch Gun 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +0  +2  +2  Arcane grit, deeds, gunsmith  —  —  —  — 
2nd  +2  +0  +3  +3  Nimble +1  —  —  —  — 
3rd  +3  +1  +3  +3  Deeds  —  —  —  — 
4th  +4  +1  +4  +4  Spells   0  —  —  — 
5th  +5  +1  +4  +4  Eldritch gun training   1  —  —  — 
6th  +6/+1  +2  +5  +5  Nimble +2   1  —  —  — 
7th  +7/+2  +2  +5  +5  Deeds   1   0  —  — 
8th  +8/+3  +2  +6  +6  Bonus feat   1   1  —  — 
9th  +9/+4  +3  +6  +6     2   1  —  — 
10th  +10/+5  +3  +7  +7  Nimble +3   2   1   0  — 
11th  +11/+6/+1  +3  +7  +7  Deeds   2   1   1  — 
12th  +12/+7/+2  +4  +8  +8     2   2   1  — 
13th  +13/+8/+3  +4  +8  +8  Fighter training   3   2   1   0 
14th  +14/+9/+4  +4  +9  +9  Nimble +4   3   2   1   1 
15th  +15/+10/+5 +5  +9  +9  Deeds   3   2   2   1 
16th  +16/+11/+6/+1  +5  +10  +10  Bonus feat   3   3   2   1 
17th  +17/+12/+7/+2  +5  +10  +10  Greater spell access   4   3   2   1 
18th  +18/+13/+8/+3  +6  +11 +11  Nimble +5   4   3   2   2 
19th  +19/+14/+9/+4  +6  +11  +11  Deeds   4   3   3   2 
20th  +20/+15/+10/+5  +6  +12  +12  True grit   4   4   3   3 



ELDRITCH VANGUARD (Alfray/Iorthol) 
In certain schools of training, the art of the samurai is augmented with training in the arcane arts. Through this specialized training, the samurai’s sharp mind for magic 
grants him the ability to teleport and magically increase the speed of his movements.  

Primary Class: Samurai.  

Secondary Class: Wizard.  

Alignment: Any.  

Hit Dice: d10. 

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

Weapon and Armor Proficiency: The eldritch vanguard is proficient with all simple and martial weapons, plus the katana, naginata , and wakizashi. He is also 

proficient with light and medium armor, and with shields (except tower shields).  
Arcane Bond (Ex or Sp): At 1st level, an eldritch vanguard forms a powerful bond with a weapon or a creature. This bond can take one of two forms: a mount (see 

the Mount entry in the samurai class description) or a bonded weapon. A mount is exactly like the samurai’s ability of the same name, while a bonded weapon is an 

item an eldritch vanguard can use to cast additional spells or to serve as a magical item. Once an eldritch vanguard makes this choice, it is permanent and cannot be 
changed. 

Eldritch vanguards who select a bonded weapon begin play with one at no cost, and must be a weapon with which he is proficient. This weapon is always 

masterwork quality, but is not made of any special material.  
Starting at 5th level, a bonded weapon can be used once per day to cast expeditious retreat. As the eldritch vanguard gains experience, he gains access to additional 

spells he can cast with his bonded weapon. At 8th level, he can cast blur. At 11th level, he can cast blink. At 11th level, he can cast displacement. Only one of these 

spells can be cast in his once per day bonded weapon spell slot. These spells are treated like any other spell cast by a wizard equal to his eldritch vanguard level, 
including casting time, duration, and other effects dependent on the caster’s level. These spells cannot be modified by metamagic feats or other abilities.  

An eldritch vanguard can add additional magic abilities to his bonded weapon as if he had the Master Craftsman feat and if he meets the level prerequisites of the 

feat. For example, an eldritch vanguard with a bonded katana must be at least 5th level to add magic abilities to the katana (see Craft Magic Arms and Armor feat). The 

magic properties of a bonded weapon, including any magic abilities added to the weapon, only function for the eldritch vanguard who owns it. If a bonded weapon's 

owner dies, or the item is replaced, the weapon reverts to being an ordinary masterwork item of the appropriate type. 

If a bonded weapon is damaged, it is restored to full hit points the next time the eldritch vanguard rests to regain his daily uses of his battlefield shift ability. If a 
bonded weapon is lost or destroyed, it can be replaced after 1 week in a special ritual that costs 200 gp per eldritch vanguard level plus the cost of the masterwork item. 

This ritual takes 8 hours to complete. Items replaced in this way do not possess any of the additional enchantments of the previous bonded weapon. An eldritch 

vanguard can designate an existing magic item as his bonded weapon. This functions in the same way as replacing a lost or destroyed item except that the new magic 
item retains its abilities while gaining the benefits and drawbacks of becoming a bonded item.  

This ability otherwise functions as and replaces mount.  

Battleground Shift (Su): Starting at 1st level, the eldritch vanguard gains the ability to teleport to a nearby space as a swift action as if using dimension door. This 
movement does not provoke an attack of opportunity. The eldritch vanguard must be able to see the space that he is moving into. He cannot take other creatures with 

him when he uses this ability (except for familiars). An eldritch vanguard can move 5 feet for every two eldritch vanguard levels he possesses (minimum 5 feet). An 

eldritch vanguard can use this ability a number of times per day equal to his eldritch vanguard level + his Intelligence modifier. This ability only functions when he is 
wearing light armor, medium armor, or no armor, and carrying a light load. He cannot take other creatures with him when he uses this ability.  

Due to the mental training required to harness the arcane energies magic used to power this ability, an eldritch vanguard must get 8 hours of sleep and spend 1 hour 

in meditation to regain his daily usage of this ability. Battlefield shift qualifies the eldritch vanguard for any feat that has the abundant step class feature or the ability to 
cast dimension door as a prerequisite. This ability replaces resolve. 

Dimensional Style (Ex): Starting at 1st level, an eldritch vanguard is trained in the arcane art of dimensional combat. An eldritch vanguard can select any of the 

following feats whenever he can select a feat gained through normal level advancement, but uses his level and his battleground shift class feature for the purpose of any 

class, class feature, or level requirements to qualifying for these feats: Dimensional Agility, Dimensional Assault, Dimensional Dervish, Dimensional Maneuvers, 

Dimensional Savant, Disruptive, Spellbreaker, Teleport Tactician. The eldritch vanguard must otherwise meet the feat requirements as normal.  

Order: This is exactly like the samurai ability of the same name, except that the eldritch vanguard may also choose the new Order of the Lighting Warrior.  
Combat Reflexes: At 4th level, an eldritch vanguard gains Combat Reflexes as a bonus feat. This ability replaces mounted archer.  

Field Banner (Ex): At 5th level, an eldritch vanguard’s banner becomes a rally point to his allies and companions. As long as the eldritch vanguard’s banner is 

planted securely in the ground and clearly visible, all allies within 60 feet receive a +2 morale bonus on all initiative checks. At 10th level, and every five levels 
thereafter, these bonuses increase by +1. The banner must be at least Small or larger, planted securely in the ground, and the eldritch vanguard be within 60 feet of it to 

function. The samurai does not need to carry the banner. This ability replaces banner.  

Bonus Feats: This is exactly like the samurai ability of the same name, except that the eldritch vanguard may also select any feat listed in his Dimensional Style 
ability as a bonus feat. He must meet the requirements of his chosen feat as normal.  

Greater Battleground Shift (Su): At 9th level, an eldritch vanguard can spend one use of his dimensional shift ability to teleport up to 30 feet per eldritch vanguard 
level per day as a standard action. This teleportation must be used in 5-foot increments and such movement does not provoke an attack of opportunity. The eldritch 

vanguard can bring other willing creatures (including his mount) with him, but he must expend an equal amount of distance for each additional creature brought with 

him. This ability replaces greater resolve.  

Dimensional Guard (Su): At 11th level, an eldritch vanguard can spend one use of his battleground shift to activate an aura of that blocks any extradimensional 

travel within a 30 feet radius. This functions as the target being affected by the dimensional anchor spell. This effect lasts for a number of rounds equal to the eldritch 

vanguard’s level. This ability replaces honorable stand. 

Greater Field Banner (Ex): At 14th level, the area immediately around an eldritch vanguard’s banner becomes charged with dimensional energy. Once per day, an 

eldritch vanguard can switch places with an ally within 60 feet of his banner. He chooses a single ally within range. This allows the eldritch vanguard to teleport to his 

ally's space while his ally teleports to the eldritch vanguard’s former space. This functions as the king’s castle spell. An eldritch vanguard can use this ability twice per 
day at 17th level, and three times per day at 20th level. This ability replaces greater banner.  

True Battleground Shift (Su): At 17th level, an eldritch vanguard can spend uses of his battleground shift to avoid death. If he has at least two uses of his 

battleground shift remaining, he can spend all of the daily uses of his battleground shift that he has available to him to avoid death and teleport to a safe location (such 
as a sanctuary, town, or behind allied lines) within 30 miles. Regardless of the source of the attack that would have killed him, he is left alive, at –1 hit points (or lower 

if he was already below –1), unconscious, and stable. This ability has no effect on abilities that kill without dealing damage. This ability replaces true resolve. 

Dimensional Warrior (Su): At 20th level, an eldritch vanguard, can once per day, as a full-round action, use the full attack action two times in succession against 

the target of his challenge. He must take the first full attack as normal. Once these attacks are resolved, he can then take another full attack action. He must resolve these 

actions separately. He cannot combine the attacks provided by both actions as he wishes. Instead, he must take them separately and in order as normal for a full attack. 

These full attacks may be combined with the Dimensional Dervish feat as normal. If the target of his challenge is killed before both full attacks are resolved, the eldritch 

vanguard may challenge another target as a free action. This ability replaces last stand.  

 
 

Order of the Lighting Warrior  

This order complements the eldritch vanguard multiclass archetype.  



Edicts: The samurai must protect the life and lands of his lord with his life. He must be swift, efficient, timely, direct, and wholly honest. He must be forward and 

upfront, direct, without deception and misdirection. 

Challenge: Whenever an order of lightning warrior samurai charges or otherwise moves in a straight line to the target of his challenge, he gains a +1 circumstance 

bonus to hit and AC, as long as he moved at least 10 feet. This bonus to hit and AC increases by +1 for every four levels the samurai possesses. Any teleportation-based 

spells, spell-like abilities, or supernatural abilities also qualify for this bonus, as long as the samurai has moved at least 10 feet. 

Skills: An order of lightning warrior samurai adds Acrobatics and Knowledge (arcana) to his list of class skills. In addition whenever an order of lightning warrior 

samurai makes an Acrobatics check to avoid an attack of opportunity, he receives a bonus equal to 1/2 his samurai level (minimum +1). 

Order Abilities: A samurai that belongs to the order of the lightning warrior gains the following abilities as he increases in level.  

Lightning Strike (Ex): At 2nd level, the samurai can spend a standard action to draw his weapon, move up to 10 feet, and make a single attack against an enemy that 

is flat-footed. If the attack is successful, the samurai deals 1d6 points of precision damage. This extra damage increases to 2d6 at 9th level, and 3d6 at 16th level. Once a 

creature has been the target of a lightning strike attack, it cannot be targeted again for a 24-hour period.  

Battle Speed (Sp): At 8th level, an order of lightning warrior samurai can increase his speed during combat. As a swift action action, the samurai can increase his land 

speed by +30 feet for a number of minutes per day equal to his samurai level. These minutes do not need to be consecutive, but must be spent in 1–minute increments. 

This effect otherwise functions as the expeditious retreat spell.  

Temporal Movements (Sp): At 15th level, an order of lightning warrior samurai can cast freedom of movement on himself for a number of rounds equal to his samurai 

level, once per day.  

 

Table: Eldritch Vanguard 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Arcane bond, battleground shift, challenge 1/day, dimensional style, order  
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Weapons expertise 
4th  +4  +4 +1  +1 Challenge 2/day, combat reflexes 
5th  +5  +4 +1  +1 Field banner 
6th  +6/+1  +5 +2  +2 Bonus feat 
7th  +7/+2  +5 +2  +2 Challenge 3/day 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Greater battleground shift 
10th  +10/+5  +7 +3  +3 Challenge 4/day 
11th  +11/+6/+1  +7 +3  +3 Dimensional guard 
12th  +12/+7/+2  +8 +4  +4 Bonus feat, demanding challenge 
13th  +13/+8/+3  +8 +4  +4 Challenge 5/day 
14th  +14/+9/+4  +9 +4  +4 Greater field banner 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Challenge 6/day 
17th  +17/+12/+7/+2  +10 +5  +5 True battleground shift 
18th  +18/+13/+8/+3 +11 +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +6 Challenge 7/day 
20th  +20/+15/+10/+5  +12 +6  +6 Dimensional warrior 
 



ELEGANT SWORDSMAN (Kelazan) 
Elegant swordsmen move with a grace unmatched by most foes, parrying blows and countering attacks with swift thrusts of their blades. Unlike most cavalier’s, these 
combatants tend to wear light armor, and leap and tumble into the fray with both sword and pistol in hand. Elegant swordsmen dash across the battlefield taunting their 

foes, while encouraging their companions to greater heights. The elegant swordsman thrives in melee combat, where his skill with the blade allows him to make sudden 

attacks against clumsy foes and to cripple opponents with particularly well-placed thrusts of the blade. Clever and often known for their thirst for adventure, elegant 

swordsmen tend to be more dexterous and light on their feet than their armored fighting cousins. Relying on their wits, they often prefer to negotiate their way out of 

situations rather than fight. Don’t mistake parley for weakness, however. When pressed, elegant swordsmen are formidable opponents unmatched in one-on-one 

combat. 
Primary: Cavalier. 

Secondary: Gunslinger. 

Alignment: Any.  
Hit Dice: d10.  

Bonus Skills and Ranks: The elegant swordsman selects three gunslinger skills to add to his class skills in addition to the normal cavalier class skills. The elegant 

swordsman gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The elegant swordsman is proficient with all simple and martial weapons, plus the dueling sword and one-handed firearms. An 

elegant swordsman is also proficient with light and medium armor, and with bucklers.  

Challenge (Ex): This is exactly like the cavalier’s ability of the same name, except that when the elegant swordsman uses a finesse weapon or a one-handed firearm 
against the target of his challenge, and is wearing light or no armor, he gains a +2 penalty to his Armor Class against attacks directed at him by the target of his 

challenge. A finesse weapon is any weapon that benefits from the Weapon Finesse feat (see below).  

Gunsmith: At 1st level, an elegant swordsman gains the gunslinger’s gunsmith ability, but gains either a dragon pistol or a pistol as his starting firearm. This ability, 
finesse duelist, deeds, and grit replace the cavalier’s mount, tactician, greater tactician, and master tactician. 

Weapon Finesse (Ex): At 1st level, an elegant swordsman gains Weapon Finesse as a bonus feat, and adds the dueling sword to the list of weapons that the feat 

benefits.  

Nimble (Ex): At 2nd level, a cavalier gains the gunslinger’s nimble ability. This ability replaces the cavalier’s heavy armor proficiency.  
Deeds: At 3rd level, an elegant swordsman gains the gunslinger’s deeds ability and gains access to 1s level deeds. At 5th level and every four levels thereafter, an 

elegant swordsman gains access to each subsequent level of deeds up to 15th level deeds at 17th level.  
In addition, the elegant swordsman swaps eight of the gunslinger’s deeds for the following deeds. 

Swordsman’s Flair (Ex): At 3rd level, an elegant swordsman wields his weapons with flair and elegance and adds 1 point of Charisma bonus (if any) per elegant 

swordsman level as a circumstance bonus to her attack rolls while wielding a finesse weapon. If an elegant swordsman is caught flat-footed or otherwise denied 
his Dexterity bonus, he also loses this bonus. The elegant swordsman must have at least 1 grit point to perform this deed. This deed replaces the quick clear deed.  

Uncanny Dodge (Ex): At 3rd level, an elegant swordsman gains the uncanny knack to react to danger before his senses would normally allow him to do so. When the 

elegant swordsman is caught flat-footed, or loses his Dex bonus to AC if an attacker is invisible, he can spend 1 grit point as an immediate action to negate the flat-
footed effect and loss of his Dex bonus to AC for 1 round. He still loses his Dexterity bonus to AC if immobilized. An elegant swordsman with this deed can still lose 

his Dexterity bonus to AC if an opponent successfully uses the feint action (see Combat) against him. This deed otherwise functions as the uncanny dodge class feature. 

If an elegant swordsman has uncanny dodge from a different class, he automatically gains improved uncanny dodge instead. This deed replaces the gunslinger’s dodge 
deed.  

Charming Ruse (Ex): At 5th level, an elegant swordsman’s self-confidence and natural charm impress his opponents. An elegant swordsman adds 1/2 his elegant 

swordsman level to his Bluff check when he attempts a feint with a dueling weapon. The elegant swordsman must have at least 1 grit point to perform this deed. If the 
elegant swordsman spends 1 grit point, he can attempt a feint as a move action. This deed counts as the Improved Feint feat for the purpose of qualifying for feats. This 

deed replaces the utility shot deed. 

Endless Bravado (Ex): At 5th level, an elegant swordsman can use taunts and insults to undermine the confidence of his opponents that hear him. The elegant 

swordsman can spend 1 grit point as a move action, causing his opponent to take a –1 penalty on attack and damage rolls (minimum 1) and a –1 penalty on saves 

against fear and charm effects for a number of rounds equal to his Charisma modifier. This penalty increases by –1 at 11th level, and again at 17th level. At 10th level, 

an elegant swordsman can use this deed as a swift action. This deed replaces the pistol-whip deed.  
Instant Riposte (Ex): At 9th level, an elegant swordsman can spend 1 grit point to counterattack an opponent as an immediate action. Whenever an opponent attacks 

the elegant swordsman in melee combat, the elegant swordsman can make a single counterattack against the opponent at his highest attack bonus. This attack is in 

addition to any attacks of opportunity the opponent may provoke by entering the elegant swordman’s threatened squares. In addition, the target is considered flat-footed 
against this attack. This deed replaces the startling shot deed. 

Precise Thrust (Ex): At 9th level, whenever the elegant swordsman makes a single melee attack with a finesse weapon as part of a standard action, a charge, or a 

spring attack, he can spend 1 grit point as a free action to deal extra damage to his opponent. This extra damage is equal to 3d6 at 9th level, plus 1d6 points of damage 
every four levels beyond 9th, to a maximum of 5d6 at 17th level. This damage is considered “precision” damages. Should the elegant swordsman score a critical 

hit with a precision thrust, this extra damage is not multiplied. If the attack misses, the elegant swordsman only deals minimum precision damage. This deed replaces 
the targeting deed. 

Subtle Cut (Ex): At 13th level, whenever the elegant swordsman confirms a critical hit with a finesse weapon against an opponent, he can spend 1 grit point to make 

an Intimidate check against the opponent’s CMD as an immediate action. If the Intimidate check is successful, the elegant swordsman presses the tip of his weapon 
against the throat of his opponent. The opponent can either choose to surrender, or the elegant swordsman can roll his critical damage as normal, but increases the 

critical multiplier of his weapon by one. For example, if the weapon has a x2 critical multiplier, it is increased to x3 for this attack. If the check fails, the attack is 

considered a normal attack, and the elegant swordsman deals normal damage. This deed replaces the bleeding wound deed. 
Denouncing Invective (Ex): At 17th level, an elegant swordsman can spend 1 grit point as a standard action to emulate one of the following spell’s effects: denounce, 

malicious spite, or utter contempt. The save DC of these effects is equal to 10 + 1/2 the elegant swordsman’s class level + the elegant swordsman’s Charisma modifier. 

This deed replaces the menacing shot deed. 
Swordsman’s Charge: At 3rd level, an elegant swordsman learns to make more accurate charge attacks on foot while wielding a finesse weapon or one-handed 

firearm. The elegant swordsman receives a +4 bonus on melee attack rolls on a charge while wielding a finesse weapon or one-handed firearm (instead of the normal 

+2). In addition, the elegant swordsman does not suffer any penalty to his AC after making a charge attack while wielding a finesse weapon or one-handed firearm. This 
ability replaces cavalier’s charge.  

Grit: At 3rd level, an elegant swordsman gains the gunslinger’s grit ability, except that elegant swordsman uses his Charisma to determine the number of girt points 

he gains each day. In addition, an elegant swordsman can use a finesse weapon in addition to his firearm to regain grit.  
Daunting Warrior (Ex): At 4th level, an elegant swordsman learns to use his swordsmanship to great effect. The elegant swordsman receives a bonus equal to 1/2 

his elegant swordsman level whenever he uses Intimidate against the target of his challenge. In addition, he can use Intimidate to demoralize the target of his challenge 

as a move action. At 7th level, he can use Intimidate to demoralize the target of his challenge as a swift action.  
Blade Elegance (Ex): At 5th level, a fencer can select one specific type of finesse weapon. He can add his Dexterity modifier instead of his Strength modifier on 

damage rolls when using that type of weapon. The fencer can not multiply his Dexterity modifier on damage roll when using a two-handed weapon. At 10th level, 15th 

level and 20th level, an elegant swordsman can change his chosen finesse weapon. This ability replaces banner.  
Bonus Feats: This is exactly like the cavalier ability of the same name, except that the can also choose grit feats as a bonus feat.  

Mighty Charge (Ex): This is exactly like the cavalier ability of the same name, except that the elegant swordsman gains this ability when wielding a finesse 

weapons or one-handed firearm during a charge on foot.  



Saving Slash (Ex): At 14th level, when wielding a finesse weapon, an elegant swordsman can use an immediate action to try deflecting a melee critical hit targeting 

him, reducing its damage to that of a normal hit, with a 25% chance of success. This does not stack with the fortification special ability of magical armor or similar 
effects. This ability replaces greater banner. 

Supreme Charge (Ex): This is exactly like the cavalier ability of the same name, except that the elegant swordsman gains this ability when wielding a finesse 

weapons or one-handed firearm during a charge on foot.  

 

ORDER OF THE GRACEFUL GUN 
A cavalier who belongs to this order has learned to use both graceful weapons and firearms in combat, supporting his allies in close quarters and from afar. Cavaliers of 

this order tend to be agile, exacting, and skilled in the both finesse weapons and one-handed firearms. This order complements the Elegant Swordsman multiclass 
archetype. 

Edicts: The cavalier must accept any challenge to duel an opponent one-on-one, provide ranged offensive support to his allies, and use his agility to gain the upper 

hand in battle. The cavalier always seeks to control the battlefield, provide both offensive and defensive benefits to his allies, and position himself where he can provide 
opportunities for his allies to strike down his foes.  

Challenge: Whenever an order of the graceful gun cavalier issues a challenge, he receives a +1 morale bonus to his touch AC against firearm attacks made against 

him by the target of his challenge. This bonus increases by +1 for every four levels the cavalier possesses. Furthermore, the graceful gun cavalier gains a +2 bonus to his 
CMB and CMD when performing or defending against disarm and sunder combat maneuvers, or feints until the end of the challenge.  

Skills: An order of the graceful gun cavalier adds Acrobatics (Dex) and Sleight of Hand (Dex) to his list of class skills. In addition, an order of the graceful gun 

cavalier adds his Wisdom modifier (if positive) to all Reflex saves he makes while on foot.   
Order Abilities: A cavalier that belongs to the order of the graceful gun gains the following abilities as he increases in level. 

Dueling Style (Ex): At 2nd level, the cavalier gains Two-Weapon Fighting as a bonus feat, even if he does not meet the prerequisites.  

Sword and Pistol (Ex): At 8th level, the cavalier gains Sword and Pistol as a bonus feat, even if he does not meet the prerequisites. When the cavalier uses the Two-
Weapon Fighting feat while wielding a finesse weapon and a one-handed firearm, his attacks with the firearm provoke no attacks of  opportunity from foes that he 

threaten with his finesse weapon. 

Piercing Blade (Ex): At 15th level, as a standard action or as part of a charge, when the cavalier attacks a mounted opponent, he can make two attacks, one against 
the mount and the other against the rider, using a finesse weapon at his highest base attack bonus. Furthermore, if the mount is hit and its rider attempts to negate the hit 

with the Mounted Combat feat, the cavalier’s attack roll is considered 4 higher when calculating the DC of the Ride check to negate the hit. If the cavalier is dual 

wielding a finesse weapon and a loaded one-handed firearm, one of these attacks can be made with his firearm.  
 

Mount/Tactician/Greater Tactician/Master Tactician = Deeds, grit (Cha, regain with firearm or dueling weapon), gunsmith, weapon finesse 
Heavy weapon proficiency = Nimble  
Cavalier’s charge = Duelist’s charge 
Expert trainer = Daunting  swordsman 
Banner = Blade elegance 
Mighty charge = As duelist’s charge 
Greater Banner = Saving slash 
Supreme Charge =  As duelist’s charge 
 
 

Table: Elegant Swordsman 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Challenge 1/day, gunsmith, order, weapon finesse 
2nd  +2  +3 +3  +0 Nimble +1, order ability 
3rd  +3  +3 +3  +1 Deeds, grit, swordsman’s charge 
4th  +4  +4 +4  +1 Challenge 2/day, daunting warrior 
5th  +5  +4 +4  +1 Blade elegance, deeds 
6th  +6/+1  +5 +5  +2 Bonus feat, nimble +2 
7th  +7/+2  +5 +5  +2 Challenge 3/day 
8th  +8/+3  +6 +6  +2 Order ability 
9th  +9/+4  +6 +6  +3 Deeds 
10th  +10/+5  +7 +7  +3 Challenge 4/day, nimble +3 
11th  +11/+6/+1  +7 +7  +3 Mighty charge 
12th  +12/+7/+2  +8 +8  +4 Bonus feat, demanding challenge 
13th  +13/+8/+3  +8 +8  +4 Callenge 5/day, deeds 
14th  +14/+9/+4  +9 +9  +4 Nimble +4, saving slash  
15th  +15/+10/+5  +9 +9  +5 Order ability 
16th  +16/+11/+6/+1  +10 +10  +5 Challenge 6/day 
17th  +17/+12/+7/+2  +10 +10  +5 Deeds 
18th  +18/+8/+13/+3 +11 +11  +6 Bonus feat, nimble +5 
19th  +19/+14/+9/+4 +11 +11  +6 Challenge 7/day 
20th  +20/+15/+10/+5  +12 +12  +6 Supreme charge 
 
  



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

Primary Class: Fighter. 

Secondary Class: Wizard (elemental). 

Alignment: Any. 

Hit Dice: d10. 

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

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

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

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

Cantrips: An elemental blade can prepare a number of cantrips, or 0-level spells, each day, as noted on Table: Elemental Blade under “Spells per Day.” These spells 
are cast like any other spell, but they are not expended when cast and may be used again. An elemental blade cannot prepare a cantrip from his opposition school.  

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

Fire, or Water). He also gains the first listed school power, and each additional listed power at 4th level and 12th level respectively. An elemental blade only gains 
spells from his elemental school (see Elemental Spells). This ability and elemental spells replace the bonus feat gained at 1st level, armor training, and armor mastery.  

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

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

Elemental Blade. In addition, he receives bonus spells per day if he has a high Intelligence score. When Table: Elemental Blade indicates that the elemental blade gets 0 

spells per day of a given spell level, he gains only the bonus spells he would be entitled to based on his Intelligence score for that spell level. Through 3rd level, an 

elemental blade has no caster level. At 4th level and higher, his caster level is equal to his elemental blade level –3.  

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

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

his spellbook. The spell must be of a spell level he can cast, and it must be chosen from his elemental school spell list. At any time, an elemental blade can also add 

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

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

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

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

Once per day as a swift action, an elemental blade can wreathe his bonded weapon in elemental energy for 1 minute. While wreathed in energy, the elemental blade’s 
weapon deals an amount of energy damage of his school type equal to 1d6 + 1/2 his elemental blade level. At 7th level and every four levels thereafter, an elemental 

blade can wreathe his weapon in elemental energy an additional time per day. 

An elemental blade can add additional magic abilities to his bonded weapon as if he has the required Item Creation Feats and if he meets the level prerequisites of the 
feat. The magic properties of a bonded weapon, including any magic abilities added to the weapon, only function for the elemental blade who owns it. If a bonded 

weapon's owner dies, or the weapon is replaced, the weapon reverts to being an ordinary masterwork item of the appropriate type. 

If a bonded weapon is damaged, it is restored to full hit points the next time the elemental blade prepares his spells. If the bonded weapon is lost or destroyed, it can 

be replaced after 1 week in a special ritual that costs 100 gp per elemental blade level plus the cost of the masterwork item. This ritual takes 8 hours to complete. 

Weapons replaced in this way do not possess any of the additional enchantments of the previous bonded weapon. An elemental blade can designate an existing magic 

weapon as his bonded item. This functions in the same way as replacing a lost or destroyed item except that the new magic weapon retains its abilities while gaining the 
benefits and drawbacks of becoming a bonded weapon. This ability replaces the weapon training.  

Energy Adaptation (Su): Stating at 4th level, an elemental blade can channel stored spell energy into various energy-based effects, as a swift action. The elemental 

blade can “lose” any prepared spell in order to gain resistance to the energy type associated with his elemental school for 1 minute per elemental blade level. For each 
level of the prepared spell, he gains energy resistance 5. For example, a 9th level elemental blade that “loses” a 2nd–level spell would gain energy resistance 10 to the 

energy type of his elemental school for 9 minutes.  

At 10th level, an elemental can “lose” any prepared spell in order to gain energy resistance to the energy type opposed to his elemental school for 1 round per 
elemental blade level. For each level of the prepared spell, he gains energy resistance 5. For example, a 12th level elemental blade that “loses” a 3rd–level spell would 

gain energy resistance 15 to his opposite energy type for 12 rounds. 
At 16th level, an elemental can “lose” any prepared spell in order to create a burst of the energy type associated with his elemental school. This effect is in 30-foot 

cone-shaped burst that deals 2d6 points of energy damage plus 2d6 points of damage for each level of the prepared spell. Creatures within this cone effect gains a 

Reflex saving throw (DC 10 + 1/2 the elemental blade’s level + the elemental blade’s Intelligence modifier) for half damage.  
This ability replaces bonus feats gained at 4th, 10th and 16th level.  

Elemental Weapon Mastery (Ex): At 20th level, any attacks made with the elemental blade’s bonded weapon automatically confirm all critical threats. In addition, 

when he confirms a critical hit with his elemental weapon, his weapon is treated as having the flaming burst special weapon ability, but deals energy damage of a type 
associated with his elemental school. This ability replaces weapon mastery.  

 

 

Table: Elemental Blade 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Cantrips, elemental school, school power   2  —  —  —  — 
2nd  +2  +3  +0  +3  Bonus feat, energy defense   3  —  —  —  — 
3rd  +3  +3  +1  +3  School power   3  —  —  —  — 
4th  +4  +4  +1  +4  Energy adaptation   3   0  —  —  — 
5th  +5  +4  +1  +4  Elemental weapon 1day   3   1  —  —  — 
6th  +6/+1  +5  +2  +5  Bonus feat   4   1  —  —  — 
7th  +7/+2  +5  +2  +5     4   1   0  —  — 
8th  +8/+3  +6  +2  +6  Bonus feat   4   1   1  —  — 
9th  +9/+4  +6  +3  +6  Elemental weapon 2day   4   2   1  —  — 
10th  +10/+5  +7  +3  +7  Energy adaptation   4   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  School power   4   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Bonus feat   4   2   2   1  — 



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

  



EXPERIMENTAL MUNITIONIST (Tyrannical)  
Experimental munitionists use technological advancement and mechanical sciences in order to become truly revolutionary soldiers. Through continuous tinkering on a 
personal experimental weapon, the experimental munitionist can create a devastating handheld machine that's customized to his needs, allowing for versatile and deadly 

effects unlike any other. 

Primary Class: Gunslinger. 

Secondary Class: Investigator.  

Alignment: Any. 

Hit Dice: d8.  
Bonus Skills and Ranks: The experimental munitionist may select three investigator skills to add to her class skills in addition to the normal gunslinger class skills. 

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

Weapon and Armor Proficiency: The experimental munitionist is proficient with all simple and martial weapons, with all types of firearms, and with light armor, 
but not with shields.  

Deeds: An experimental munitionist swaps ten deeds for the following deeds.  

Quick Repair (Ex): At 1st level, as a standard action, an experimental munitionist can remove the broken or timeworn glitch condition from a single weapon he is 
currently wielding. She must have at least 1 insight point to perform this deed. Alternatively, if the she spends an additional 1 insight point to perform this deed, she 

may do so as a move action. This deed otherwise functions as and replaces the quick clear deed.  

Studied Strike (Ex): At 1st level, an experimental munitionist may add 1d6 of additional damage to her target by spending a round studying her opponent. She spends 
1 insight point studying the target followed by 1 additional insight point when she makes the attack. This damage is preicision damage. At 4th level and every three 

levels thereafter, this damage increases by an additional 1d6, to a maximum of 7d6 points of damage. Once a creature has been the target of a studied strike deed, that 

creature is immune to that experimental munitionist’s studied strike deed for 24 hours. Creatures that are immune to sneak attack damage are also immune to this 
ability. This deed replaces the deadeye deed.   

Swift Engineering (Ex): At 3rd level, buy spending 1 insight point, an experimental munitionist can create mechanical and technological items with astounding speed. 

It takes an experimental munitionist half the normal amount of time to create technological or mechanical items. This deed replaces the gunslinger’s initiative deed.  

Utility Shot (Ex): This is exactly like the gunslinger deed of the same name, except for the following change. The experimental munitionist removes the stop bleeding 

aspect of the utility shot and instead gains the following.  

 Recoil Strike: When firing her experimental weapon, the experimental munitionist can channel the momentum of the weapon’s recoil to augment her next attack 
with the weapon. This increases the weapons damage dice by one category (1d6 to 1d8, 1d8 to 1d10, etc.), but the experimental munitionist suffers a –2 to her 

attack roll. The weapon must be fired to make this attack. At level 10, she can make this attack after firing directly at an enemy as if she had the multiattack 

feat. This alters the utility shot deed.  
Heavy Weaponry (Ex): At 7th level, as long as the experimental munitionist has at least 1 insight point, she can treat a light siege weapon or heavy weapon as a 

firearm for the purpose of using deeds. At 15th level, she may use firearms one size category larger with no penalty, but must still have at least 1 insight point. This 

deed replaces the dead shot deed.   
Fully Automatic (Ex): At 11th level, an experimental munitionist can spend 2 insight points to expend all her ammo or charges in her experimental weapon to release 

a breath weapon either in a 60-foot line (non-scatter weapons only) or 30-foot cone (scatter weapons only). Each target can only be hit once, and the maximum number 

of targets she can affect is equal to her remaining ammunition or charges. This deed replaces bleeding wound deed.    
Jury-Rigging (Ex): At 11th level, if the experimental munitionist rolls a misfire or glitch with her experimental weapon, she can spend 1 insight point to keep the 

weapon from exploding, though it retains the broken or timeworn condition. This deed otherwise functions as and replaces the expert loading deed.  

Lightning Reload (Ex): This functions as the gunslinger’s deed of the same name, except that it also applies to any related innovations or means of charging her 
experimental weapon.  

Explosive Recovery (Ex): At 15th level, when an experimental munitionist's weapon is about to explode due to a misfire, glitching, or damage, she can hurl the 

weapon at any foe within 20 feet as a swift action to deal 3d6 fire damage (or any other energy type of the weapon) as if it were a splash weapon. This deed replaces the 

menacing shot deed.  

Overcharge (Ex): At 19th level, an experimental munitionist can spend 2 insight points to load ten doses of black powder or units of charge into her experimental 

weapon to make a devastating overcharge attack. Preparing an overcharge requires the target to be studied (as the studied strike deed) and the weapon freshly loaded 
with powder or charge. She can then fire a shot with so much explosive force it acts as a ranged bull rush and sunder attack, dealing 10d6 damage to the target or object. 

Once fired, the experimental weapon acts as if it has been targeted by the heat metal spell, and cannot be fired until cooled. This deed replaces the stunning shot deed.  

Experimental Weapon (Ex): At 1st level, an experimental munitionist begins play with an experimental weapon. This weapon may be a firearm (blunderbuss, 
musket, or pistol) or a technological firearm (autograpnel, dart gun, stun gun). Her starting weapon is battered if she chooses a firearm or timeworn if she choose a 

technological firearm, and only she knows how to use it properly. All other creatures treat her gun as if it had the broken condition. If the weapon already has 

the broken condition, it does not work at all for anyone else trying to use it. This starting weapon can only be sold for scrap (it’s worth 4d10 gp when sold). Further, the 
experimental munitionist is treated as having the Gunsmithing feat, but only in regard to his beginning firearm (or the construction of a replacement firearm of the same 

design, if the original is lost). 
In addition, an experimental munitionist is highly trained in the creation of mundane mechanical items and experimental weapons. When using the Craft 

(mechanical) or Craft (traps), she gains a competence bonus equal to her class level on the skill check. In addition, she can use Craft (mechanical) or Craft (traps) to 

identify magical mechanical devices and weapons as if using detect magic. This ability replaces gunsmith. 
Insight (Ex): An experimental munitionist is beyond knowledgeable and skilled—he also possesses keen powers of observation and deduction that far surpass the 

abilities of others. An experimental munitionist typically uses these powers to accomplish deeds, but can also use these flashes of inspiration in other situations. The 

experimental munitionist has an insight pool equal to 1/2 her experimental munitionist level + her Intelligence modifier (minimum 1). Unlike a gunslinger, an 
experimental munitionist does not regain insight, but otherwise uses insight as a gunslinger spends grit to accomplish her deeds. An experimental munitionist's insight 

pool refreshes each day, typically after she gets a restful night's sleep.  

In addition, as a free action, she can expend one use of insight from his pool to add 1d6 to the result of that check, including any on which he takes 10 or 20. This 
choice is made after the check is rolled and before the results are revealed. An experimental munitionist can only use insight once per check or roll. The experimental 

munitionist can use inspiration on any Appraise, Disable Device, Knowledge (engineering), or Use Magic Device skill checks without expending a use of insight, 

provided she's trained in the skill. 
Insight can also be used on attack rolls and saving throws, at the cost of expending two uses of insight each time from the experimental munitionist's pool. In the case 

of saving throws, using insight is an immediate action rather than a free action. This ability replaces grit. 

Trapfinding (Ex): At 2nd level, an experimental munitionist gains the investigator’s trapfinding ability. This ability and trap sense replace nimble. 
Trap Sense (Ex): At 5th level, an experimental munitionist gains the investigator’s trap sense ability. She gains a +1 bonus on Reflex saving throws to avoid traps 

and a +1 dodge bonus to AC against attacks by traps. At 9th level and every four levels thereafter, these bonuses increase by 1 (to a maximum of +5 at 20th level).  

Innovations (Ex): At 2nd level, an experimental munitionist can make upgrades to her experimental weapon. These innovations are a radical change to the typical 
design of her experimental weapon, and comes with both additional benefits and noteworthy drawbacks. The experimental munitionist can maintain only one 

experimental weapon modified with one or more innovations, as it requires constant adjustments and much of her time is spent maintaining the weapon. If the 

experimental munitionist takes the Gunsmithing feat or the Craft Technological Arms and Armor feat, she can create other experimental weapon   using a single 
innovation she knows (or add one innovation to an existing experimental weapon), though such weapons become unreliable over time. The misfire value of such 

weapons increases by 1 for each week after its creation, although the experimental munitionist can return the misfire rate to normal by spending 1 day maintaining the 

weapon and spending 50 gp in raw materials. For the purposes of crafting such weapons, each innovation is treated as the masterwork weapon quality (with a value of 
300 gp). 



At 4th level, and every two levels after that (6th, 8th, and so on), the experimental munitionist learns one additional innovation from the list below. These represent 

constant and increasingly skilled tinkering with a single firearm in her possession, and when the experimental munitionist gains an innovation, she may immediately 
apply it to her experimental weapon. Once an innovation has been selected, it cannot be changed. 

An experimental munitionist can choose from the following innovations. 

Amazing Insight (Ex): When using insight, the experimental munitionist rolls a d8 instead of a d6. At 20th level, the experimental munitionist rolls 2d8 and adds both 

dice to the result. The experimental munitionist must be at least 8th level to select this innovation.  

Bayonet Socket: The experimental munitionist can affix a bayonet socket to the end of her experimental weapon's barrel (or one barrel if it has more). At first, she 

may only use the bayonet weapon, though from 6th level she may use any suitable light melee weapon instead. At 10th level, she can modify the socket to replicate the 
head of any polearm, allowing her to treat the weapon as the intended polearm in melee.  

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

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

Chemical Crafter (Ex): The experimental munitionist can extend her bonuses to crafting to affect Craft (alchemy) in addition to her other crafting skills.  

Enhanced Camouflage: The experimental munitionist can use his camouflage device even when moving at half his base speed without penalty. When he stands still 
and uses the camouflage device, he is completely invisible as if under the effects of the invisibility spell. The experimental munitionist must have the camouflage device 

innovation and be at least 16th level to select this innovation. 

Expanded Capacity (Ex): The experimental munitionist increases her experimental weapon's ammo or charge capacity by one (generally by adding another barrel, 
depending on the weapon's design). She also increases its weight by 50%. Because of the complexity of increasing its capacity, her weapon is more prone to misfire or 

glitching, and its misfire or glitch value increases by 1.  

Flamethrower (Ex): Through a series of upgrades, the experimental munitionist can graft a small flame propellant system into her experimental weapon. she may 
chamber one dose of alchemist's fire, kerosene oil or similar fuel to make a cone attack from the barrel of her gun, inflicting 1d8 damage to all foes within a 15ft cone of 

her. Targets who fail to defend against the attack then catch on fire (see rules for catching on fire). At level 15, this damage becomes 3d6 and spreads to a 30ft 

cone. The experimental munitionist must be at least 10th level to select this innovation. 

Grapple Launcher (Ex): The experimental weapon includes a special set of rails that allows her to slide a grappling hook over the barrel and fire it as a full-round 

action. The grappling hook anchors into anything she successfully hits with an attack roll, and the DC of the Strength check required to pull the grappling hook loose is 

equal to her attack roll to lodge it in place. A Disable Device check can remove it with a +5 bonus on the check, and a creature struck by the hook can escape it with a 
combat maneuver check or Escape Artist check with a +5 bonus on the check. The firearm is powerful enough to fire a hook trailing up to 100 feet of rope, but throws 

off the balance of the experimental weapon, reducing its range increment by 50%.  
Grenade Launcher (Ex): By making a few upgrades to her vial launcher, the experimental munitionist can allow it to store explosive ordinance such as fuse 

grenades, pellet grenades, and technological grenades. The experimental munitionist must be at least 12th level and have the vial launcher innovation to select this 

innovation. 
Gun Training (Ex): The experimental munitionist gains the gunslinger’s Gun Training ability, but she can also choose to have it effect a light siege weapon or 

technological weapon of her choice in place of a firearm. The experimental munitionist must be at least 6th level to select this innovation. This innovation may be 

selected again 12th and 18th level.  
Knowledgeable Insight (Ex): The experimental munitionist can use her insight on all Knowledge checks without expending uses of insight, provided she's trained in 

the skill.  

Launch Trap (Ex): The experimental munitionist can affix a ranger trap to an arrow, crossbow bolt, one-handed firearm bullet, or thrown weapon, allowing him to 
set the trap remotely or use it as a direct attack. Attaching the trap to the projectile is part of the action of creating a new trap. The trapped projectile is fired or thrown in 

the normal manner. If fired at a square, the trap is treated as if the experimental munitionist had set the trap in that square, except the DC is 5 lower than normal. If fired 

at a creature, the target takes damage from the ranged weapon and is treated as if it had triggered the trap (saving throw applies, if any). The attack has a maximum 
range of 60 feet, and range increments apply to the attack roll. The duration of the trapped projectile starts from when it is created, not from when it is used. If the 

experimental munitionist selects this innovation, she also gains the explosive missile alchemist discovery for the purpose of affixing bombs to similar ammunition in the 

same manner. Likewise, if the experimental munitionist has the explosive missile alchemist discovery, she also gains the launch trap innovation. The experimental 
munitionist must be at least 6th level to select this innovation. 

Recoilless (Ex): The experimental weapon includes a series of gears, springs, and pistons designed to reduce its recoil and thus improve accuracy. The range 

increment of the weapon increases by 10 feet. However, the system is fragile, and easily damaged. Anytime the weapon misfires or glitches, this system becomes 
broken and does not function until the experimental munitionist spends 1 hour repairing it.  

Remote Trigger (Ex): The experimental munitionist may, as swift action, set off any trap within 30 feet that he constructed. This innovation functions as the Remote 

Bomb feat if the experimental munitionist has the delayed bomb alchemist discovery. 
Roguish Talent: The experimental munitionist may choose from the following rogue talents: black market connections, canny observer, combat trick, cunning 

trigger, disabling stunt, fast fingers, fast picks, last ditch effort, philologist, quick disable, quick trapsmith, trap spotter.   

Scope (Ex): The experimental munitionist can upgrade her sight into a telescopic scope. The scope grants a 50% increase on fire range when aiming through it, but 
requires the experimental munitionist to lay prone or otherwise ensure her weapon remains immobile to make a shot with such distance, otherwise she can maintain the 

normal 25% bonus of a Sight. The experimental munitionist must be at least 10th level and have the sight innovation to select this innovation. 

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

the camouflage device innovation and be at least 16th level to select this innovation. 

Sight (Ex): The experimental munitionist can affix a small metal sight atop her experimental weapon, improving fire range by 25% and adds an additional 1d3 to 
attack rolls when using her weapon. The sight is fragile and can easily be damaged, breaking if a successful attack is made against the experimental weapon. The 

experimental munitionist must be at least 4th level to select this innovation. 

Suppressor (Ex):  By using a specially designed tube affixed to the end of the weapons barrel, the experimental munitionist can reduce the noise created by her 
experimental weapon. when fired, the weapon acts as if it is under the 'silence' spell, but any enemies within 30ft of the experimental munitionist can make a perception 

check to notice the faint noise. The suppressor limits sound, not sight, so any muzzle flash or other bright visual effects may still alert to the experimental munitionist's 

position if not careful. The experimental munitionist must be at least 4th level to select this innovation. 
Tenacious Insight (Ex): When an experimental munitionist rolls her insight die, she can roll an additional insight die and take the higher result. The experimental 

munitionist must be at least 12th level to select this innovation. 

Underworld Insight (Ex): The experimental munitionist can use her insight on Bluff, Disguise, Intimidate, or Sleight of Hand checks without expending uses of 
insight, provided she's trained in the skill.   

Vial Launcher (Ex): The experimental munitionist adds a special tube onto her experimental weapon that can hold 1 vial of alchemical material, such as alchemist's 

fire, a tanglefoot bag, or a thunderstone. A special trigger allows her to channel the force of the weapon into this tube to launch the vial as a ranged attack with half the 
range increment of her firearm. The experimental munitionist can take this action in place of any single ranged attack, and may use the same attack bonus that she can 

apply to the firearm. If the alchemical substance has a save DC, it becomes 10 + 1/2 her experimental munitionist level + her Intelligence modifier when she launches 

the vial from her firearm. This increase only applies to the initial saving throw. If additional saving throws are called for, they are resolved as normal. Reloading the 
tube is a time-consuming process and requires two full-round actions. If the weapon misfires while loaded with an alchemical substance, it detonates with the 

experimental gunsmith (and the firearm) as the target.  

Waterproof (Ex): The experimental munitionist's experimental weapon is able to withstand the effects of water. Any gunpowder, electrical parts, or other 
mechanisms are no longer affected by water damage, and are immune to rust from submersion.  

This ability replaces bonus feats and gun training. 



True Insight (Ex): At 20th level, an experimental munitionist picks one deed that she has access to and that she must spend grit to perform. She can perform these 

deeds for 1 use of insight fewer (minimum 0) than usual. If the number of uses of insight required to perform a deed is reduced to 0, the experimental munitionist can 
perform this deed as long as she has at least 1 use of insight remaining. If a deed could already be performed as long as she had at least 1 use of insight, she can now 

perform that deed even when she has no insight uses remaining. 

In addition, whenever he expends insight on an ability check, attack roll, saving throw, or skill check, she adds 2d6 rather than 1d6 to the result. Some innovations 

can affect this. If using the amazing insight innovation, she rolls 2d8 instead. If using this with tenacious insight, underworld insight, or a similar innovation, she rolls 

two sets of insight dice and uses the higher of the two results. This ability replaces true grit.  

 
 

Table: Experimental Munitionist 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Deeds, experimental weapon, insight 
2nd  +2  +3 +3  +0 Innovation, trapfinding 
3rd  +3  +3 +3  +1 Deeds 
4th  +4  +4 +4  +1 Innovation 
5th  +5  +4 +4  +1 Trap sense +1 
6th  +6/+1  +5 +5  +2 Innovation 
7th  +7/+2  +5 +5  +2 Deeds 
8th  +8/+3  +6 +6  +2 Innovation 
9th  +9/+4  +6 +6  +3 Trap sense +2 
10th  +10/+5  +7 +7  +3 Innovation 
11th  +11/+6/+1  +7 +7  +3 Deeds 
12th  +12/+7/+2  +8 +8  +4 Innovation 
13th  +13/+8/+3  +8 +8  +4 Trap sense +3 
14th  +14/+9/+4  +9 +9  +4 Innovation 
15th  +15/+10/+5  +9 +9  +5 Deeds 
16th  +16/+11/+6/+1  +10 +10  +5 Innovation 
17th  +17/+12/+7/+2  +10 +10  +5 Trap sense +4 
18th  +18/+13/+8/+3 +11 +11  +6 Innovation 
19th  +19/+14/+9/+4 +11 +11 +6 Deeds 
20th  +20/+15/+10/+5  +12 +12  +6 Innovation, trap sense +5, true insight 

 



FELL KNIGHT 
Witch covens are typically viewed with fear and suspicion, as are those who choose to befriend them. However, there are those among the ranks of the noble cavalier 
who have taken up their sword in defense of these oft maligned and mysterious individuals. By word and deed, these cavaliers become accepted within a particular 

coven, and granted certain powers to serve as protectors and harbingers of their cause. The fell knight wields sword and spell on behalf of witches and covens 

throughout the land, though their loyalty is to but one such faction. In the interest of protecting his coven and those placed under his protection, the fell knight charges 

his foes, unleashing devastation with the point of his lance and the blast of a spell.  

Primary Class: Cavalier. 

Secondary Class: Witch.  
Alignment: Any. 

Hit Dice: d8.  

Bonus Skills and Ranks: The fell knight may select three witch skills to add to his class skills in addition to the normal cavalier class skills, and those he gains from 
his order. The fell knight gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The fell knight is proficient with all simple and martial weapons. A fell knight is also proficient with light armor. He can cast 

witch spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a fell knight wearing medium armor, 
heavy armor, or a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass fell knight still incurs the normal arcane 

spell failure chance for arcane spells received from other classes.  

Spellcasting: A fell knight casts a small number of arcane spells drawn from the witch spell list. Like other spellcasters, a fell knight can cast only a certain number 
of spells of each spell level per day. His base daily spell allotment is given on Table: Fell Knight. In addition, he receives bonus spells per day if he has a high Charisma 

score. The fell knight otherwise learns and casts spells as a witch, but has a caster level equal to his fell knight level –3. This ability replaces tactician, banner, greater 

tactician, greater banner, and master tactician. 
Fell Mount (Ex): This is exactly like the cavalier’s ability of the same name, except that the fell knight’s mount gains the Intelligence score of a familiar of his level 

and is treated as a familiar for the purpose of storing and preparing his spells and what spells or hexes can affect it. The mount gains no other benefits of the witch’s 

familiar. 

Order: This is exactly like the cavalier ability of the same name, except that the fell knight may choose the Order of the Cauldron in addition to any other order.  

Patron: At 4th level, a fell knight gains the witch’s patron ability and must select a patron from those listed in the Patron Spells entry (see p.70) of the Advanced 

Player’s Guide. He adds the spells from his chosen patron to his spell list at the indicated levels as shown on Table: Fell Knight. These patron spells are in addition to 
the fell knight’s spells stored within his fell mount. This ability replaces expert trainer, and challenge 2/day and 6/day. 

Fell Weapon (Su): At 5th level, a fell knight forms a special bond with the otherworldly powers of his coven. The fell knight’s weapons are treated as magic for the 

purpose of overcoming damage reduction. At 11th level, the cavalier’s weapon is treated as having the keen weapon ability. At 17th level, the cavalier’s weapon is 
treated as adamantine for the purpose of bypassing damage reduction. This ability replaces mighty charge and challenge 4/day.  

Hex: At 6th level, the fell knight gains the witch’s hex ability. He may choose a hex at 6th level and every four levels thereafter. At 18th level, the fell knight may 

choose a major hex in place of a hex. A fell knight’s effective witch level when using hexes is equal to his fell knight level. This ability replaces the bonus feats gained 
at 6th, 12th and 18th level. 

Medium Armor (Ex): At 9th level, a fell knight gains proficiency with medium armor. A fell knight can cast arcane spells while wearing medium armor without 

incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a fell knight wearing heavy armor or using a shield incurs a chance of arcane spell 
failure if the spell in question has a somatic component. 

Defensive Challenge (Ex): At 12th level, whenever a fell knight declares a challenge, his target must pay particular attention to him and his ability to intercept 

attacks. As long as the target is within the threatened area of the fell knight, it takes a –2 penalty on attack rolls against anyone other than the fell knight. This ability 
replaces demanding challenge.  

Fell Charge (Su): This is exactly like the cavalier’s supreme charge ability, except that whenever the fell knight confirms a critical hit on a charge, the target is 

either subject to two simultaneous hexes or a single major hex of the fell knight’s choice instead. This ability otherwise functions as and replaces supreme charge.  

 

 

Order of the Cauldron 
A cavalier who belongs to this order dedicates his life to the service of a witch’s coven, protecting their interests above all else, defending them from the salacious 
attacks of the superstitious, and fulfilling whatever duties they are commanded to perform. Cavaliers of this order tend to be overprotective, strong willed, and 

unswerving in their duties to their coven. This order complements the fell knight multiclass archetype.  

Edicts: The cavalier must be ever watchful for the foes of his coven, perform his duty without unflinching loyalty, and strive to further the cause of those he serves. 
He must always place the good of the coven before his own safety or the safety of his allies. The cavalier must take every opportunity to obtain new resources, whether 

magical or mundane for the benefit of his coven, seek out his foes and destroy them, and provide protection for those with whom he is allied.  

Challenge: Whenever an order of the cauldron cavalier issues a challenge, he can select one ally as his ward (typically a witch or member of his coven) for the 
duration of the challenge. Whenever the cavalier is adjacent to his ward, he takes a –1 penalty to Armor Class, while the ward receives a +1 dodge bonus to AC. This 

dodge bonus increases by an additional +1 every six levels after 1st, to a maximum of +4 at 19th level.  

Skills: An order of the cauldron cavalier adds Knowledge (nature) (Int) and Knowledge (planes) (Int) to his list of class skills. In addition, an order of the cauldron 
cavalier adds his Charisma modifier to any saves against charm and compulsion spells and effects.  

Order Abilities: A cavalier that belongs to the order of the cauldron gains the following abilities as he increases in level. 

Hex: At 2nd level, the cavalier can select one of the following witch hexes: Beast of Ill Omen**, Evil Eye*, Feral Speech**, Fortune*, Misfortune*, and Ward*. Any 
hex requiring a witch’s familiar uses the cavalier’s mount instead. The cavalier’s effective witch level when using this hex is equal to his cavalier level. (*Advanced 

Player’s Guide, **Ultimate Magic) 

Protector (Ex): At 8th level, the cavalier learns to better disrupt the attacks made against his ward. He gains Bodyguard as a bonus feat, even if he does not meet the 

prerequisite. In addition, whenever the cavalier uses the aid another action to increase an ally’s Armor Class, the bonus to Armor Class granted by the aid another action 

increases by +1.  
Warded Charge (Ex): At 15th level, the cavalier can flash across the battlefield to protect his ward against the target of his challenge. Whenever the target of the 

cavalier’s challenge makes an attack against his ward, the cavalier can move up to his speed and make a single melee attack against the target of his challenge as an 

immediate action. If the attack hits, the cavalier deals extra damage equal to his level. This movement and attack can be made as a charge if the movement qualifies.  
 

 

NEW HEXES 

The following new hex complements the Fell Knight multiclass archetype.  
Reduce Familiar (Sp): The witch can reduce the size of her familiar as a standard action. This functions as the reduce animal spell, but it can only affect her familiar.  

 

 

Table: Fell Knight 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +0  +2  +0  +2  Challenge 1/day, fell mount, order  —  —  —  — 



2nd  +1  +3  +0  +3  Order ability  —  —  —  — 
3rd  +2  +3  +1  +3  Cavalier’s charge  —  —  —  — 
4th  +3  +4  +1  +4  Patron spell   0  —  —  — 
5th  +3  +4  +1  +4  Fell weapon (magic)   1  —  —  — 
6th  +4  +5  +2  +5  Hex   1  —  —  — 
7th  +5  +5  +2  +5  Challenge 2/day, patron spell   1   0  —  — 
8th  +6/+1  +6  +2  +6  Order ability   1   1  —  — 
9th  +6/+1  +6  +3  +6  Medium armor   2   1  —  — 
10th  +7/+2  +7  +3  +7  Patron spell   2   1   0  — 
11th  +8/+3  +7  +3  +7  Fell weapon (keen)   2   1   1  — 
12th  +9/+4  +8  +4  +8  Defensive challenge, hex, major hex   2   2   1  — 
13th  +9/+4  +8  +4  +8  Challenge 3/day, patron spell   3   2   1   0 
14th  +10/+5  +9  +4  +9     3   2   1   1 
15th  +11/+6/+1 +9  +5  +9  Order ability   3   2   2   1 
16th  +12/+7/+2  +10  +5  +10     3   3   2   1 
17th  +12/+7/+2  +10  +5  +10  Fell weapon (adamantine)   4   3   2   1 
18th  +13/+8/+3  +11  +6  +11  Hex   4   3   2   2 
19th  +14/+9/+4  +11  +6  +11  Challenge 4/day   4   3   3   2 
20th  +15/+10/+5  +12  +6  +12  Fell charge   4   4   3   3 
 
Mount = Fell mount (functions as familiar) 

Tactician, banner, greater tactician, greater banner, master tactician = half spell caster 

Mighty charge and challenge 4/day = Fell weapon 

Expert trainer, challenge 2/day and 6/day = patron spells (4) 

Bonus feats (6, 12, 18) = Hex (3) 

Demanding challenge = defensive challenge 
Supreme charge= Fell charge 

 

 
Fell Mount: This is exactly like the cavalier’s ability of the same name, except as noted here. At 1st level, the fell knight chooses a mount as normal. The fell knight 

also selects a witch’s familiar. Once per day, a fell knight can turn his mount into his familiar and back again. The effect lasts for 1 hour per fall knight level, or until he 

changes it back. Changing form (to familiar or back) is a standard action and doesn't provoke an attack of opportunity. A fell knight can use this ability an additional 
time per day at 5th level and every four levels thereafter, for a total of five times at 17th level. 

While the fell knight’s mount is present, it gains Intelligence score of the fell knight’s chosen familiar and is treated as a familiar for the purpose of storing and 

preparing fell knight spells. It is otherwise treated as a cavalier’s mount. If changed into the familiar form, the mount loses all mount-related abilities (including feats, 
skills, and ability score increases) and is treated in all ways as a familiar of its creature type. This ability changes the cavalier’s mount ability.  

 

 
Warded Retribution (Ex): At 15th level, the cavalier can take retribution on those who dare to strike his protected ward. Whenever an enemy makes a successful 

melee attack against the cavalier or his ward, the enemy provokes an attack of opportunity from the cavalier. The cavalier receives a +2 morale bonus on the attack of 

opportunity and may add his Charisma modifier to the damage. If the attack made by the enemy was a critical hit, the cavalier may treat the enemy as the target of his 

challenge for the attack of opportunity. The cavalier can use this ability once per round. 

 

  



FERAL INHERITOR (Onyewu) 
Connected to all living things, predatory instincts drive feral Inheritors to consume the energy of those they stalk. The inner spirit of their prey fuels the feral inheritor 
with life, who absorbs the experiences of their victims and channels it into powerful effects.  

Primary Class: Slayer.  

Secondary Class: Hunter.  

Alignment: Any.  

Hit Dice: d10. 

Bonus Skills and Ranks: The feral inheritor selects three hunter skills to add to her class skills in addition to the normal brawler class skills. The feral inheritor gains 
a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The feral inheritor is proficient with all simple and martial weapons plus the aklys, bolas, dan bong, lasso, and net. The feral 

inheritor is also proficient with light armor, light shields, and bucklers.  
Studied Target (Ex): This is exactly like the slayer ability of the same name, except that the feral inheritor deals no sneak attack damage, and loses the ability to 

study her target as an immediate action. If the feral inheritor gains the sneak attack ability from another class, she remains this aspect of the studied target ability.  

Feral Focus (Su): At 2nd level, a feral inheritor gains a limited ability to change her shape into hybrid animal forms. This functions as the hunter’s animal focus 
class feature, except that the feral inheritor applies the animal aspect to herself, and there is no limit to this ability's duration. She can end this ability as a free action. A 

feral inheritor may activate or end her beast affinity ability simultaneously with her feral focus.  

When a feral inheritor uses this ability, her body takes on cosmetic aspects of an animal, such as furry skin, longer nails, elongated teeth, and oddly colored eyes; 
these changes do not grant her any abilities other than what is stated in the animal focus, and end when she takes on a different aspect or ends the ability. This physical 

change is a polymorph effect, though the effects of the animal focus are not. This ability replaces the slayer talent gained at 2nd level. 

Bestial Aspect (Ex): At 3rd level, a feral inheritor gains Aspect of the Beast as a bonus feat, even if she does not meet the prerequisites, and must choose the claws 
of the beast manifestation. She can select Aspect of the Beast as a normal feat, and may choose an additional manifestation from those listed in the Aspect of the Beast 

feat.  

Legacy (Su): At 4th level, a feral inheritor can draw upon the powers and experience of her studied opponents to enhance her own. At 4th level, and again at 8th, 

12th, and 16th level, the feral inheritor can select one legacy. Once chosen, it cannot be changed. Whenever the feral inheritor deals damage against a studied target, the 

target is also affected by one of the legacies possessed by the feral inheritor. This choice is made when the attack is made. The target receives a Fortitude save to avoid 

this legacy. If the save is successful, the target takes the damage as normal, but not the effects of the legacy. The DC of this save is equal to 10 + 1/2 the feral inheritor’s 
level + the feral inheritor’s Wisdom modifier. 

Once a legacy is activated, it lasts until the combat ends, at which point all of the benefits immediately end. As a swift action, she can change this legacy to another 

type she possesses. The feral inheritor must participate in the combat to gain these benefits. If she is frightened, panicked, paralyzed, stunned, unconscious, or otherwise 
prevented from participating in the combat, the ability does not end, but the benefits do not resume until she can participate in the combat again. The target cannot be of 

a higher level or Hit Dice than the feral inheritor.  

At 4th level, the feral inheritor can select from the following initial legacies. 
 Feat Training: The feral inheritor gains one feat of her choice from the studied target. The feral inheritor does not need to meet the prerequisites of the feat. The 

feral inheritor may choose this legacy up to three times. Each time this legacy is chosen, the feral inheritor gains one additional feat of her choice from her studied 

target.   
 First Strike: On her first successful attack against a studied target, the feral inheritor gains temporary hit points equal to the damage she dealt, plus 1 hit point per 

Hit Dice of the target. She can't gain more than the target's current hit points + the subject's Constitution score (which is enough to kill the target). The temporary 

hit points disappear 1 hour later. 
 Trait Stealer: The feral inheritor gains one racial trait of her choice from the studied target. The feral inheritor does not need to meet the racial requirements of the 

trait. The feral inheritor may choose this legacy up to three times. Each time this legacy is chosen, the feral inheritor gains one additional racial trait of her choice 

from her studied target. 

At 8th level, a feral inheritor adds the following cruelties to the list of those that can be selected. 

 Ability Training: The feral inheritor gains one class feature or special ability of her choice from the studied target. The feral inheritor’s effective class level or 

creature Hit Dice for the purpose of determining the effects of the ability (damage, range, uses per day, save DCs, etc.) is equal to her feral inheritor level. If the 
feral inheritor chooses a spell like ability, it must be of a spell that a spellcaster of 8th level or lower can cast, and it can only be used during combat. A feral 

inheritor cannot choose the spellcasting ability class feature with this legacy. The feral inheritor may choose this legacy up to three times. Each time this legacy is 

chosen, it applies to a different class feature or ability of 8th level or lower. 
 Damage Reduction: The feral inheritor gains one type of damage resistance of her choice from the studied target. She can choose from the following types of 

damage reduction: adamantine, aligned (chaotic, evil, good, or lawful), cold iron, or silver. The feral inheritor may choose this legacy up to three times. Each time 

this legacy is chosen, it applies to a different type of damage reduction. 
 Resistance: The feral inheritor gains one type of resistance of her choice from the studied target. She can choose from the following types of resistance when 

activating this legacy: disease, energy (acid, cold, electricity, or fire), poison, or spells. The feral inheritor may choose this legacy up to three times. Each time this 
legacy is chosen, it applies to a different type of resistance.  

At 12th level, a feral inheritor adds the following cruelties to the list of those that can be selected. 

 Ability Mastery: This legacy functions like the ability thief legacy, except that the feral inheritor gains one class feature or special ability of 12th level or lower. If 
the feral inheritor chooses a spell like ability, it must be of a spell that a spellcaster of 12th level or lower can cast, and it can only be used during combat. The 

feral inheritor may choose this legacy up to two times. Each time this legacy is chosen, it applies to a different class feature or ability of 12th level or lower. 

 Healing Surge: The feral inheritor can steal a creature’s life force to replenish her own. If the feral inheritor scores a confirmed critical hit against a living studied 
target or reduces a living studied target to 0 or fewer hit points, she heals a number of hit points equal to her feral inheritor level.  

 Immunity: The feral inheritor gains one type of immunity of her choice from the studied target. She can choose from the following types of immunity when 

activating this legacy: disease, energy (acid, cold, electricity, or fire), poison, or spells. The feral inheritor may choose this legacy up to three times. Each time this 
legacy is chosen, it applies to a different type of immunity. 

Unless otherwise noted, these abilities are not cumulative. For example, a 12th-level feral inheritor that deals damage against a studied target might gain feats, 

resistance to acid and disease, or gain a creature’s damage reduction. This ability replaces the slayer talent gained at 4th, 8th, 12th, 16th and 20th level.  
Improved Feral Focus (Su): At 6th level, a feral inheritor gains the following additional benefits when using her feral focus ability. Any secondary attacks that are 

gained take a –5 penalty to their attack rolls and deal damage as a creature of her size.  

Bat: gains bat wings with a fly speed of 20 feet (good), and her blind sense increases to 20 feet. 
Bear: gains a primary bite attack, and Endurance as a bonus feat.  

Bull: gains 2 secondary hooves attacks, and Improved Bull Rush as a bonus feat. 

Falcon: gains a primary bite attack, and bird wings with a fly speed of 30 feet (average).  
Frog: gains the amphibious special quality, and a swim speed of 20 feet. 

Monkey: gains a bonus to all Acrobatics skill checks made to attempt high jumps or long jumps equal to her level, and a climb speed of 30 feet.  

Mouse: gains a climb speed of 10 feet, a swim speed of 10 feet, and can use reduce person (self only) for a number of minutes per day equal to her level. These 
minutes do not need to be consecutive, but must be spent in 1-minute increments. 

Owl: gains low-light vision, darkvision 30 feet (+30 feet if she already has darkvision), and bird wings with a fly speed of 30 feet (average). 

Snake: gains the grab special ability, and a poisonous bite (poison—injury; save Fort DC 10 + 1/2 the feral inheritor’s level + her Con modifier; frequency1/round 
for 6 rounds; effect 1d2 Con; cure 1 save; usable once every 3 rounds). 



Stag: gains 2 secondary hooves attacks, and Trample as a bonus feat, even if he does not meet the prerequisites.  

Tiger: gains a primary bite attack, and the grab special ability.  
Wolf: gains Improved Trip as a bonus feat, and deals 1 point of bleed damage with its bite attack.  

This ability only affects the animal a feral inheritor has chosen as her beast affinity. This ability replaces sneak attack +1d6 and sneak attack +2d6.  

Second Feral Focus (Su): At 8th level, a feral inheritor gains the hunter’s second animal focus ability. A feral inheritor’s improved feral focus has no affect on her 

second animal focus. This ability replaces sneak attack +3d6 and sneak attack +4d6.  

Multiattack (Ex): At 11th level, a feral inheritor gains the Multiattack monster feat as a bonus feat. This ability replaces swift tracker.  

Greater Feral Focus (Su): At 15th level, a feral inheritor gains the following gains the following additional benefits when using her feral focus ability.  
Bat: her fly speed increases to 30 feet, and she can use echolocation for a number of minutes per day equal to her level. These minutes do not need to be consecutive, 

but must be spent in 1-minute increments. 

Bear: gains Improved Grapple as a bonus feat, and is treated as one size category a larger when attempting a grapple combat.  
Bull: ignores difficult terrain when making a charge, and gains Charge Through as a bonus feat, even if he does not meet the prerequisites.  

Falcon: gains Flyby Attack as a bonus feat, and her fly speed increases to 40 feet. 

Frog: and she gains the grab special ability.  
Monkey: gains the brachiation and tree leaper special abilities (see the Aboreal Creature template).  

Mouse: gains a disease bite (Filth fever—injury; save Fort DC 10 + 1/2 the feral inheritor’s level + her Con modifier; onset 1d3 days; frequency 1/day; effect 1d3 

Dex damage and 1d3 Con damage; cure 2 consecutive saves), and her climb and swim speeds increase to 20 feet.  
Owl: gains a bonus to all Perception skill checks equal to her level, and her fly speed increases to 40 feet. 

Snake: gains the constrict special ability (2d6 + Str modifier per round), and is able to spit her poison in a 10-foot line.  

Stag: ignores difficult terrain when making a charge, and gains Greater Overrun as a bonus feat, even if he does not meet the prerequisites.  
Tiger: gains the pounce and rake special abilities.  

Wolf: gains a bonus to all intimidate skill checks equal to her level, and gains Greater Trip as a bonus feat.  

This ability only affects the animal a feral inheritor has chosen as her beast affinity, and has no affect on his second animal focus. This ability replaces sneak attack 

+5d6 and sneak attack +6d6.   

Final Legacy (Su): At 20th level, a feral inheritor gains her crowning legacy. She immediately learns two additional legacies chosen from those listed in the legacy 

ability. Also, she can always move at full speed while using Survival to follow tracks without penalty. |In addition, after she has rested for the day, she chooses one feral 
to be active on herself for the entire day. This focus is in addition to using her feral focus class ability (including the additional focus ability she is able to use on herself 

from her second feral focus). This ability replaces master slayer.  
 

 

NEW SLAYER TALENTS 
The following new slayer talents are restricted to the Feral Inheritor multiclass archetype.  

Hurling Charge (Ex): While making a charge attack, the feral inheritor may draw and throw a hurled weapon during her charge, gaining the normal +2 attack roll 
bonus on the thrown weapon attack as well as on the melee attack at the end of the charge. The feral inheritor must move at least 10 feet before using a thrown weapon 

and at least 10 additional feet before making a melee attack at the end of her charge. The feral inheritor must have a thrown weapon in hand or have one hand free at the 
beginning of her charge. A feral inheritor must be at least 6th level to select this talent 

Lasting Legacy (Su): The duration for one legacy lasts for one hour per level of the feral inheritor. The legacy must be chosen when it is first activated. The feral 

inheritor must be at least 12th level to select his talent. 
Sprinter (Ex): The feral inheritor’s land base speed increases by 10 feet when using the charge, run, or withdraw action. 

Studied Defense (Ex): The feral inheritor gains her studied target bonus as a dodge bonus to AC against attacks made by her studied opponent. 

Studied Resilience (Ex): The feral inheritor gains her studied target bonus on saving throws against abilities from her studied target. 

Swift Tracker (Ex): The feral inheritor gains the slayer’s swift tracker class feature. A feral inheritor must be 8th level to select this talent. 

 

 

Table: Feral Inheritor 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0  1st studied target, track 
2nd  +2  +3  +3 +0 Feral focus, slayer talent 
3rd  +3  +3  +3 +1 Bestial aspect 
4th  +4  +4  +4 +1 Legacy 
5th  +5  +4  +4 +1 2nd studied target 
6th  +6/+1  +5  +5 +2 Improved feral focus, slayer talent  
7th  +7/+2  +5  +5 +2 Stalker 
8th  +8/+3  +6  +6 +2 Legacy  
9th  +9/+4  +6  +6 +3 Second feral focus  
10th  +10/+5  +7  +7 +3 3rd studied target, advanced talents, slayer talent 
11th  +11/+6/+1  +7  +7 +3 Multiattack 
12th  +12/+7/+2 +8  +8 +4 Legacy  
13th  +13/+8/+3  +8  +8 +4 Slayer’s advance 1/day 
14th  +14/+8/+4  +9  +9 +4 Quarry, slayer talent 
15th  +15/+10/+5  +9  +9 +5 4th studied target, greater feral focus 
16th  +16/+11/+6/+1  +10  +10 +5 Legacy 
17th  +17/+12/+7/+2  +10  +10  +5 Slayer’s advance 2/day 
18th  +18/+13/+8/+3 +11  +11  +6 Slayer talent  
19th  +19/+14/+9/+4 +11  +11  +6 Improved quarry  
20th  +20/+15/+10/+5  +12  +12  +6 5th studied target, final legacy 
  



FERAL MERCENARY (Taco Man) 

Living engines of destruction, the feral mercenary is one who takes to the battlefield not for riches, glory, or any other cause, but for the sole purpose that battle and 
strife are all he has ever known. These brutes push themselves beyond mortal strength, allowing them to wield blades greater than any man could ever hope to. They 

also push themselves beyond mortal endurance, enabling them to survive countless injuries and many hopeless battles. They fight against mortality itself, in hopes to 

one day stand before and challenge the gods themselves.  

Primary Class: Samurai.   

Secondary Class: Barbarian.  

Alignment: Any. 
Hit Dice: d10.  

Bonus Skills and Ranks: The feral mercenary selects three barbarian skills to add to his class skills in addition to the normal samurai class skills. The feral 

mercenary gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The feral mercenary is proficient with all simple and martial weapons, with all types of armor (heavy, light, and medium) and 

with shields (except tower shields). 

Order: This is exactly like the samurai ability of the same name, except that any benefits granted to the challenge ability by his order is instead applied to his rage. 
The Order of the Hound compliments the feral mercenary mutliclass archetype.  

Rage (Ex): At 1st level, a feral mercenary gains the barbarian’s rage ability. Any challenge ability benefits granted by the feral mercenary’s order take effect while 

he is in rage instead. This ability and rage powers replace challenge.  
Berserker's Grip (Ex): At 3rd level, a feral mercenary may choose to 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 him (Small for a Small-sized creature, Medium for a Medium-sized creature, etc.), and it is treated as one-handed when 

determining the effect of Power Attack, Strength bonus to damage, and the like. This ability replaces weapon expertise. 
Cleave Through: At 4th level, a feral mercenary gains Cleave Through as a bonus feat. This ability replaces mounted expertise.  

Rage Power (Ex): At 4th level, a feral mercenary gains the barbarian’s rage power ability and can choose a rage power for which he qualifies. Every three levels 

thereafter (7th, 10th, 13th and so on), he can choose another rage power.  

Massive Weapon Training (Ex): At 5th level, a feral mercenary becomes skilled in the use of large weapons. The feral mercenary chooses one type of weapon (a 

longsword, a greataxe, etc.). When using a weapon of that type that is one size category larger than his size, the feral mercenary can wield it as a creature of the 

appropriate size. Every six levels beyond 5th, a feral mercenary can select one additional weapon and use that weapon if it is one size category larger than him as if he 
were the appropriate size.  

At 14th level, a feral mercenary can choose one of the weapons already chosen, he can use a weapon of that type two size categories larger than his as a creature of 

the appropriate size. This ability replaces banner, demanding challenge, and greater banner. 
Backswing (Ex): At 7th level, when a feral mercenary makes a full-attack with a two-handed weapon, he adds double his Strength bonus on damage rolls for all 

attacks after the first. This ability replaces greater resolve.  

Greater Rage (Ex): At 11th level, a feral mercenary gains the barbarian’s greater rage ability. This ability replaces honorable stand. 
Greater Power Attack (Ex): At 17th level, when using Power Attack with a two-handed melee weapon, the bonus damage from a feral mercenary’s Power 

Attack is doubled (+100%) instead of increased by half (+50%). This ability replaces true resolve.  

Berserk (Ex): At 20th level, a feral mercenary can go completely berserk once per day. As long as his rage is in effect, all melee and ranged weapon attacks deal the 
minimum amount of damage to the feral mercenary, unless the attack scored is a critical hit. In addition, whenever the feral mercenary is below 0 hit points, he remains 

conscious and is not staggered. Movement penalties for difficult terrain are also ignored, and damage from spells and supernatural abilities is halved (save for 1/4 

damage if applicable). This effect lasts until the rage ends. After going berserk, the feral mercenary becomes exhausted rather than fatigued when the rage ends. This 
ability replaces last stand. 

 

 

ORDER OF THE HOUND 
A cavalier who belongs to this order has dedicated themselves to the battlefield with the same fervor most would their spouse. They focus on the rush of adrenaline as 

they enter the battlefield, and thrill of the fight. They respect the rules of war, but not necessarily those of honorable combat. 

Edicts: The cavalier of the order of the hound must never back down from a challenging battle. He must remain loyal to his allies, and never leave the field of battle 
unless all threats have been neutralized.  

Challenge: Whenever an order of the beast cavalier issues a challenge, he receives a damage reduction 1/— against all damage rolls made against him by the target 

of his challenge. This damage reduction increases by 1 for every four levels the cavalier possesses.  
Skills: An order of the hound cavalier adds Knowledge (engineering) (Int) and Sense Motive (Wis) to his list of class skills. In addition, an order of the hound 

cavalier receives a bonus to any Knowledge (engineering) skill checks made to determine a structure’s weaknesses equal to 1/2 his cavalier level (minimum 1). 

Order Abilities: A cavalier that belongs to the order of the hound gains the following abilities as he increases in level. 
Forceful Blow (Ex): At 2nd level, the cavalier gains Cleaving Finish as a bonus feat, even if he does not meet the requirements. 

Berserker (Ex): At 8th level, the cavalier selects one rage power that he can use whenever his challenge is in effect. If he has the barbarian rage class feature, this 

rage power can be used while the cavalier is in rage, as normal.  
Out of Reach (Ex): At 15th level, as a swift action, the cavalier 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 20 feet shorter (minimum of 5) with respect to reaching the cavalier. 

 
 

Table: Feral Mercenary 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Mount, order, rage, resolve 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Berserker’s grip 
4th  +4  +4 +1  +1 Cleave through, rage power 
5th  +5  +4 +1  +1 Massive weapon training (Large) 
6th  +6/+1  +5 +2  +2 Bonus feat 
7th  +7/+2  +5 +2  +2 Rage power 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Backswing 
10th  +10/+5  +7 +3  +3 Rage power 
11th  +11/+6/+1  +7 +3  +3 Greater rage 
12th  +12/+7/+2  +8 +4  +4 Bonus feat 
13th  +13/+8/+3  +8 +4  +4 Rage power 
14th  +14/+9/+4  +9 +4  +4 Massive weapon training (Huge) 
15th  +15/+10/+5  +9 +5  +5 Order ability 



16th  +16/+11/+6/+1  +10 +5  +5 Rage power 
17th  +17/+12/+7/+2  +10 +5  +5 Greater power attack 
18th  +18/+13/+8/+3 +11 +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +6 Rage power 
20th  +20/+15/+10/+5  +12 +6  +6 Berserk 
 
  



FLAMBOYANT CHALLENGER (Bardess)  
Swashbucklers can be paragons of grace when dueling on foot, but the flamboyant challenger goes a step further in her boastful deeds. With a merry smile upon her 
face, she delivers death blows with her rapier as she gallops onto the battlefield astride her faithful mount. Often, the flamboyant challenger’s steed is just as renowned 

as its master, and only slightly less feared for its deeds and fearlessness. 

Primary Class: Swashbuckler. 

Secondary Class: Cavalier.  

Alignment: Any. 

Hit Dice: d10.  
Bonus Skills and Ranks: The flamboyant challenger adds Handle Animal to her list of class skills, in addition to those gained from her chosen order. The 

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

Weapon and Armor Proficiency: The flamboyant challenger is proficient with all simple and martial weapons, with light armor, but not with shields.  
Deeds: A flamboyant challenger swaps three deeds for the following deeds.  

Jump On (Ex): At 7th level, a swashbuckler can spend 1 panache point to jump in the saddle from a distance or from above. The swashbuckler attempts an 

Acrobatics check and gains a bonus on this check equal to her Charisma bonus. With a successful check, she manages to mount as a swift action, and negates all falling 
damage she could have sustained. This deed replaces the superior feint deed. 

Steed Shield (Ex): At 11th level, a mounted swashbuckler can spend 1 panache point to use the Cover task granting herself an AC bonus equal to her Dexterity bonus 

if she makes a successful Ride check with DC 20. Recovering from the cover is a swift action rather than a move action (no check required). This deed replaces 
bleeding wounds deed. 

Saving Charge (Ex): At 19th level, when the swashbuckler is not astride her mount, she can spend 2 panache points to call her steed to charge through and save her. 

The steed can move up to its movement rate, adds the master’s Dexterity bonus to its overrun maneuver check, and must end its movement adjacent to its master. This 
deed replaces the stunning stab deed. 

Mount (Ex): At 1st level, a flamboyant challenger gains the cavalier’s mount ability. While mounted, the flamboyant challenger can use her derring–do, dodging 

panache, kip–up, swashbuckler’s grace, evasive, and swashbuckler’s edge deeds as if she was on foot. A flamboyant challenger’s mount also gains the following ability. 

Share Deeds (Ex): The flamboyant challenger can allow her mount to use any deed that she has access to instead of herself as a swift action. The flamboyant 

challenger must have or spend the appropriate amount of panache points for the mount to perform the deed. If the flamboyant challenger is mounted, the mount uses her 

master’s attack bonuses, ability scores, and bonuses to determine the deed’s effect. If the flamboyant challenger is not mounted, the mount uses it own attack bonus, 
ability scores, and bonus to determine the deed’s effect. This ability does not allow the mount to share abilities that are not deeds, even if they function like deeds. 

This ability and charmed challenge replace charmed life 3/day, charmed life 6/day, and the bonus feats gained at 8th and 20th level.  

Charmed Challenge (Ex): Starting at 2nd level, the flamboyant challenger gains the cavalier’s challenge ability. As an immediate action, the flamboyant challenger 
can end her challenge before attempting a saving throw against the target of her challenge, adding her Charisma modifier to the result of the save. She must choose to 

do this before the roll is made. At 8th level and every 4 levels thereafter, the flamboyant challenger can use charmed challenge one additional time per day, up to four 

times per day at 20th level.  
Order (Ex): A 2nd level, a flamboyant challenger gains the cavalier’s order ability, but applies her challenge bonuses to her charmed challenge ability. At 4th level, 

the flamboyant challenger gains her 2nd level order ability and each subsequent ability at 10th and 16th level. The flamboyant challenger may select from any order 

allowed to the cavalier or the new Order of the Winged Steed. This ability replaces the bonus feats gained at 4th and 16th level, and charmed life 5/day.  
Nimble Rider (Ex): This is exactly like the swashbuckler’s nimble ability, except that the flamboyant challenger only gains this bonus while mounted or adjacent to 

her mount.  

Expert Trainer (Ex): At 6th level, a flamboyant challenger gains the cavalier’s expert trainer ability. This ability replaces charmed life 4/day.  
Daring Tactician (Ex): At 12th level, a flamboyant challenger’s bold actions becomes a symbol of inspiration to his allies and companions. As long as the 

flamboyant challenger is clearly visible, all allies within 60 feet receive a +2 morale bonus on saving throws against fear and a +1 morale bonus on attack rolls made as 

part of a charge. At 15th and again at 18th level, these bonuses increase by +1. At 16th level, these bonuses also apply to saving throws against charm and compulsion 

spells and effects. The flamboyant challenger must be at least Small or larger size or atop his mount for this ability to function. This ability replaces the bonus feat 

gained at 12th level. 

Demanding Challenge (Ex): At 18th level, a flamboyant challenger gains the cavalier’s demanding challenge ability. This ability replaces charmed life 7/day.  
Master Challenger (Ex): At 20th level, when a flamboyant challenger threatens a critical hit with a light or one-handed piercing melee weapon, that critical is 

automatically confirmed. Furthermore, if the flamboyant challenger is mounted, the critical modifiers of such weapons increase by 1 (×2 becomes ×3, and so on) and 

the target is stunned for 1d4 rounds. A Will save reduces this to staggered for 1d4 rounds. The DC is equal to 10 + the flamboyant challenger’s base attack bonus. This 
ability otherwise functions and replaces swashbuckler weapon mastery.  

 

 

Order of the Winged Steed  
Members of this order bond with a flying steed. Cavaliers do not have to select this order to obtain a winged mount, but most of them favor it. These cavaliers value 

excellence in aerial combat above all. 

Edicts: The cavalier must choose a winged steed and respect it as a friend and an equal. He must choose to fight airborne if possible. He must protect his homeland 
or charges from flying menaces and monsters.  

Challenge: Whenever an order of the winged steed cavalier issues a challenge, he and his mount receive a +1 circumstance bonus on attack rolls against the target of 

his challenge as long as the cavalier is mounted or airborne. This bonus increases by +1 for every four levels the cavalier possesses.  
Skills: An order of the winged steed cavalier adds Fly and Knowledge (nature) to his list of class skills and can make Fly checks untrained. In addition, whenever an 

order of the winged steed cavalier uses Ride to guide his mount to a soft fall or spur it to a greater fly speed, he receives a bonus on the check equal to 1/2 his cavalier 

level (minimum +1).  

Order Abilities: A cavalier belonging to the order of the winged steed gains the following abilities as he increases in level.  

Aerial Tactician (Ex): At 2nd level, the cavalier’s mount gains the airborne creature* template. Any mount that already has a fly speed does not gain the airborne 
creature temple. In addition, when the cavalier is flying atop his mount, he adds his Fly skill ranks to his mount’s Fly skill checks. (*The Genius Guide To: Air Magic; 

Copyright 2010, Super Genius Games; Author: Owen K.C. Stephens) 

Airborne Knight (Ex): At 8th level, the cavalier ignores the armor check penalty when using the Acrobatics, Fly, and Ride skills. He can spur his mount to great fly 
speed, increasing its movement by 20 feet for 1 round with a successful Ride check. Either the cavalier or his mount also receives a bonus feat, chosen from the 

following list: Acrobatic, Death from Above, Flyby Attack, Mounted Combat, Skill Focus (Fly), or Wingover. The cavalier or the mount must qualify for the feat 

selected as normal.  
Dive (Ex): At 15th level, when making a charge while flying, the cavalier’s mount gains the bonus granted by his cavalier’s charge ability.  

 

 

Table: Flamboyant Challenger 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Deeds, mount, panache, swashbuckler finesse 
2nd  +2  +3 +3  +0 Charmed challenge 1/day, order  



3rd  +3  +3 +3  +1 Deeds, nimble rider +1 
4th  +4  +4 +4  +1 Order ability 
5th  +5  +4 +4  +1 Swashbuckler weapon training 1 
6th  +6/+1  +5 +5  +2 Expert trainer  
7th  +7/+2  +5 +5  +2 Deeds, nimble rider +2 
8th  +8/+3  +6 +6  +2 Charmed challenge 2/day 
9th  +9/+4  +6 +6  +3 Swashbuckler weapon training 2 
10th  +10/+5  +7 +7  +3 Order ability 
11th  +11/+6/+1  +7 +7  +3 Deeds, nimble rider +3 
12th  +12/+7/+2  +8 +8  +4 Daring tactician 
13th  +13/+8/+3  +8 +8  +4 Swashbuckler weapon training 3 
14th  +14/+9/+4  +9 +9  +4 Charmed challenge 3/day 
15th  +15/+10/+5  +9 +9  +5 Deeds, nimble rider +4 
16th  +16/+11/+6/+1  +10 +10  +5 Order ability 
17th  +17/+12/+7/+2  +10 +10  +5 Swashbuckler weapon training 4 
18th  +18/+13/+8/+3 +11 +11  +6 Demanding challenge 
19th  +19/+14/+9/+4 +11 +11 +6 Deeds, nimble rider +5 
20th  +20/+15/+10/+5  +12 +12  +6 Charmed challenge 4/day, master challenger 



  



FLAMESLINGER (Tyrannical) 
While those who handle firearms often focus on the bullet, others have a greater interest in the powder used to create them. Flameslingers have a penchant for 
pyrotechnics, using the basic fundamentals of incendiary chemistry to create a weapon capable of spouting flames with a simple pull of the trigger. While this weapon is 

simple and effective, in the hands of the flameslinger in becomes a versatile weapon used for crowd control and other practical applications. 

Primary Class: Gunslinger. 

Secondary Class: Alchemist. 

Alignment: Any.  

Hit Dice: d10. 
Bonus Skills and Ranks: The flameslinger may select three alchemist skills to add to her class skills in addition to the normal gunslinger class skills, one of which 

must be Craft (alchemy). The flameslinger gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The flameslinger is proficient with all simple weapons, all firearms, plus the battleaxe, greataxe, handaxe, machete, and short 
sword. She is also proficient with light and medium armor.  

Flamethrower: This is exactly like the gunslinger’s gunsmith ability, except that a flameslinger gains one of the following firearms with the scatter quality instead: 

blunderbuss, culvern, or dragon pistol. However, this scatter firearm is specially altered to serve the purposes of a flameslinger, and loses the capability to use normal 
ammunition. Instead, the flameslinger can use a dose of alchemist fire or a mixture of gunpowder and keros oil (hereafter referred to as fuel) that creates a gout of flame 

that hits all creatures within the cone area of her chosen scatter firearm. The firearm is also capable of using alchemical cartridges, though only dragon’s breath and flare 

cartridges are affected by the flameslinger’s deeds.   
Pyrotechnics (Ex): At 2nd level, a flameslinger learns how to craft pyrotechnics. This is exactly like the alchemist’s alchemy ability, except that the flameslinger 

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

This ability replaces nimble +1. 
Deeds: This is exactly like gunslinger’s ability of the same name, except that the flameslinger swaps eleven deeds for the following deeds. Any deed that duplicates 

the effects of a spell uses the flameslinger’s level as her caster level to determine its effects.  

Flame Shield (Su): At 1st level, a flameslinger can spend 1 grit point as a standard action to use the heat vented from her flamethrower to create a barrier against fire- 

and cold-based attacks. This deed functions like the fire shield spell but only protects her from attacks directly in front of her. This deed replaces the gunslinger’s dodge 

deed.  

Smokescreen (Ex): At 3rd level, a flameslinger can spend 1 grit point to vent his flamethrower firearm and blanket an area in thick smoke that hinders vision. This 
effect functions like the fog cloud spell, and uses the flameslinger’s level as his caster level to determine its effect. This deed replaces the pistol-whip deed.  

Utility Shot (Ex): This is exactly like the gunslinger’s deed of the same name, except for the following changes.  

 Welding Flame: The flameslinger may use a small but intense flame to weld metals back into shape. The flameslinger can repair metal objects (as the mending 
spell) at a rate of 2 hit points per round. Alternatively, she can spend 1 grit point to weld metal objects shut (such as metal doors, chests, etc.), increasing the 

object’s hardness by 5, and the Disable Device DC and sunder check of the object by 10. Doing this requires a full-round action. This effect replaces blast lock. 

 Torchlight: The flameslinger can use his scatter firearm to create a bright yet safe flame that provides light as a torch. This flame functions as the light spell, but 
cannot be extinguished like a standard torch. This effect expends 1 dose of gunpowder and replaces shoot unattended object.  

Flash Fire (Ex): At 7th level, the flameslinger can spend 1 grit point and 1 dose of fuel to dazzle her opponents with a blinding flash. This functions as the flash fire 

spell, but any creature that is adjacent to the flameslinger when she uses this deed takes a –4 penalty on this saving throw. This deed does not affect the flameslinger. 
This deed replaces the targeting deed. 

Immolate (Ex): At 7th level, a flameslinger can spend 1 point of grit and 1 dose of fuel to cause her target to catch fire (see rules for catching fire). This effect 

functions like the spontaneous immolation spell. This deed replaces the dead shot deed. 
Overheat (Ex): At 7th level, a flameslinger can spend 1 grit point and 1 dose of fuel to focus a continuous hot flame and increase the environmental temperature in a 

30-foot cone for 1 minute. In the initial round that the deed is used, the temperature in the cone increases to very hot (90° F). Any creature within the area must make 

a Fortitude saving throw (DC 15) or take 1d4 points of nonlethal damage. For each additional round the effect is maintained, the temperature increase.  

In the second round, the area generates severe heat (110° F). Any creature within the cone during this round must make a Fortitude saving throw (DC 15, +1 for each 

previous check) or take 1d6 points of nonlethal damage.  

In the third round (and each subsequent round thereafter), the area generates extreme heat (140° F). Any creature within the cone during this round must make 
a Fortitude saving throw (DC 15, +1 for each previous check) or take takes 1d6 points of fire damage (no save). For each minute a creature remains in the affected area, 

it must make an additional Fortitude saving throw. In addition, each creature must make a Fortitude save every 5 minutes (DC 15, +1 per previous check) or also take 

1d4 points of nonlethal damage.  
Any creature affected by this deed that is wearing heavy clothing or any sort of armor takes a –4 penalty on their saves. The deed can be maintained for additional 

minutes by expending additional grit points.  

This deed requires a standard action to initiate, plus a swift action to maintain it for each additional round thereafter. This deed replaces the startling shot deed. 
Liquid Fire (Ex): At 11th level, a flameslinger can spend 1 grit point and 2 doses of fuel to create a sheet of flame up to 40 ft. long or a ring of fire with a radius of 15 

ft, with either form 20 ft. high. This effect otherwise functions as the wall of fire spell. This deed replaces the bleeding wound deed. 
Back Blast (Ex): At 15th level, a flameslinger can spend 1 grit points and 2 dosed of fuel to create a build-up of pressure in her flamethrower and then release it in a 

devastating blast of flames that deals double damage and pushes the target back 5 feet. The flameslinger gains a +5 alchemical bonus to her CMB to make the 

knockback attempt. Performing this deed increases her misfire value by 2. The deed’s cost cannot be reduced by the true grit class ability, the Signature Deed feat, or 
any other effect that reduces the amount of grit a deed costs. This deed replaces the slinger’s luck deed.  

Meltdown (Ex): At 15th level, a flameslinger can spend 2 grit points and 2 dose of fuel create an intense flame that weakens the integrity of metal objects. This effect 

functions as the heat metal spell. Once the targeted metal object reaches the searing point, it gains the fragile quality and its hardness is reduced by 5. If the metal has a 
low melting point (such as lead, gold, copper, silver, and bronze), it melts instead. This deed replaces the menacing shot deed. 

Roiling Flames (Ex): At 19th level, a flameslinger can spend 2 grit points and 4 doses of fuel to unleash a burst of deadly flames in an area she designates. This effect 

functions as the incendiary cloud spell. This deed replaces the stunning shot deed.  
Incinerate (Ex): At 19th level, when a flameslinger scores a critical hit with her flamethrower, she can spend 1 grit point to deal normal damage, and the target must 

succeed at a Fortitude saving throw with a DC equal to 10 + 1/2 the flameslinger's level + the flameslinger’s Dexterity modifier. On a failed saving throw, the target 

dies and its remains are reduced to smoldering ash and cinder. This is a death attack. Performing this deed does not allow the flameslinger to regain grit from 
confirming a critical hit or making a killing blow. This deed replaces the death’s hot deed.  

 

Fire Resistance (Su): At 5th level, a flameslinger becomes resilient to heat and flame. She gains resist fire 5. Every four levels thereafter, this resistance to fire 
increases by 5, to a maximum of resist fire 20 at 17th level. This ability replaces gun training 

Swift Pyrotechnics (Ex): At 6th level, a flameslinger can create alchemical weapons and volatile substances with astounding speed. It takes a flameslinger half the 

normal amount of time to create alchemical substances and weapons, and can apply weapons blanches and similar substances as a move action. This ability replaces 
nimble +2. 

Honed Flamethrower (Ex): At 10th level, a flameslinger's scatter firearm gains a bonus equal to her Dexterity modifier on damage rolls when firing her firearm. 

Furthermore, when she misfires her scatter firearm, the misfire value of that firearm increases by 2 instead of 4. This ability replaces nimble +3. 
Efficient Fuel (Ex): At 14th level, a flameslinger can fire her flamethrower twice per dose of fuel (excluding deeds that require fuel). This ability replaces nimble 

+4. 



Instant Pyrotechnics (Ex): At 18th level, a flameslinger can create alchemical weapons and substances with almost supernatural speed. He can create any 

alchemical weapon or substance as a full-round action if he succeeds at the Craft (alchemy) check and has the appropriate resources at hand to fund the creation. This 
ability replaces nimble +5. 

 

 

Table: Flameslinger 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Deeds, flamethrower, grit 
2nd  +2  +3 +3  +0 Pyrotechnics 
3rd  +3  +3 +3  +1 Deeds 
4th  +4  +4 +4  +1 Bonus feat 
5th  +5  +4 +4  +1 Fireproof (resist fire 5)  
6th  +6/+1  +5 +5  +2 Swift pyrotechnics 
7th  +7/+2  +5 +5  +2 Deeds 
8th  +8/+3  +6 +6  +2 Bonus feat 
9th  +9/+4  +6 +6  +3 Fireproof (resist fire 10) 
10th  +10/+5  +7 +7  +3 Honed flamethrower 
11th  +11/+6/+1  +7 +7  +3 Deeds 
12th  +12/+7/+2  +8 +8  +4 Bonus feat 
13th  +13/+8/+3  +8 +8  +4 Fireproof (resist fire 15) 
14th  +14/+9/+4  +9 +9  +4 Efficient fuel 
15th  +15/+10/+5  +9 +9  +5 Deeds 
16th  +16/+11/+6/+1  +10 +10  +5 Bonus feat 
17th  +17/+12/+7/+2  +10 +10  +5 Fireproof (resist fire 20) 
18th  +18/+13/+8/+3 +11 +11  +6 Instant pyrotechnics 
19th  +19/+14/+9/+4 +11 +11 +6 Deeds 
20th  +20/+15/+10/+5  +12 +12  +6 Bonus feat, true grit 
  



GRAMMATON GUNMAN (Bandw2) 
Grammaton gunmen are gunslingers who realized when they started their training that the most crucial element to their success is discharging as many shots in a certain 
time span, and then took it to the next level.  A grammaton gunman hones her skills to the nth degree, allowing her develop reflexes and the knowledge necessary to 

reload their firearms in a flash. The grammaton gunman usually specializes in superb mental focus along with quick reflexes to allow them to gain this level of skill and 

precision. 

Primary Class: Gunslinger.  

Secondary Class: Monk.  

Alignment: Any nonchaotic. 
Hit Dice: d10.  

Bonus Skills and Ranks: The grammaton gunman selects three monk skills to add to her class skills in addition to the normal gunslinger class skills. The 

grammaton gunman gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The grammaton gunman is proficient with all simple and martial weapons, and with all firearms.  

Fast Movement (Ex): A grammaton gunman’s land speed is faster than the norm for her race by +10 feet. At 5th level and every four levels thereafter, this bonus 

increases by an additional +5 feet, to a maximum of +30 feet at 17th level. This benefit applies only when she is wearing no armor, light armor, or medium armor, and 
not carrying a heavy load. Apply this bonus before modifying the grammaton gunman's speed because of any load carried or armor worn. This bonus stacks with any 

other bonuses to the grammaton gunman's land speed. This ability replaces light armor proficiency. 

Deeds: A grammaton gunman swaps six deeds for the following deeds. 
Hail of Bullets (Ex): At 1st level, as long as a grammaton gunman has at least 1 grit point, she can make a hail of bullets as a full-attack action, but only when using a 

firearm (even though it is a ranged weapon). When making a hail of bullets attack, the grammaton gunman can reload and discharge her firearm with tremendous speed, 

allowing her to make her hail of bullets attack. She may not make a hail of bullets with any other weapons. A grammaton gunman resolves all attacks with her hail of 
bullets against her target’s normal AC instead of touch AC. Also, she does not apply her Strength bonus on damage rolls made with hail of bullets. A grammaton 

gunman’s hail of bullets otherwise functions as a normal flurry of blows for a monk of her level. A grammaton gunman cannot use Rapid Shot or Manyshot when 

making a hail of bullets with her firearm. This deed replaces the deadeye, targeting, and menacing shot deeds.  

Flash Vision (Ex): At 3rd level, as long as the grammaton gunman has at least 1 grit point, whenever a firearm is discharged in dim light or darkness, the muzzle 

flash creates an after image in her mind. The grammaton gunman is considered to have darkvision until the end of her next turn. If the grammaton gunman already has 

darkvision, her range increases by 30 feet until the end of her next turn. This deed replaces the utility shot deed.   
Gun-Kata (Ex): At 7th level, as long as grammaton gunman has 1 grit point, she can attempt either a disarm, feint, steal, trip, or sunder combat maneuver in place of 

a firearm attack (including her hail of bullets) and is considered to have the following feats when attempting these combat maneuvers: Improved Disarm, Improved 

Feint, Improved Steal, Improved Sunder, Improved Trip. Alternatively, a grammaton gunman can spend 1 grit point to gain the benefits of one of the following feats for 
1 round: Disengaging Feint, Disengaging Shot, Greater Disarm, Greater Steal, Greater Sunder, Ki Throw.  

In addition, as long as the grammaton gunman has at least 1 grit point, she can make a pistol-whip melee attack (see the Pistol-Whip deed) in place of a firearm 

attack as part of her hail of bullets attack. The grammaton gunman uses the hail of bullets attack bonus and must be within melee range of the target to make this attack. 
This deed replaces startling shot deed.  

Deadly Bullets (Su): At 7th level, a grammaton gunman can spend 1 grit to increase her firearm’s damage dice by one category until the end of her next turn. This 

increased damage is dependent on the firearm’s initial damage dice (see Table: Deadly Bullets Damage below). This deed cannot be used with the hail of bullet deed. 
This deed replaces the dead shot deed.  

 

Table: Deadly Bullets Damage 
 Base Firearm Damage 
Level 1d4 1d6 1d8 1d12 
7th-10th 1d6 1d8 1d10 2d8 
11th-14th 1d8 1d10 2d6 3d6 
15th-18th 1d10 2d6 2d8 3d8 
19th-20th 2d6 2d8 3d6 4d6 
 
Shot on the Run (Ex): At 11th level, a grammaton gunman can spend 1 grit point to move up to her speed and make a single firearm attack at any point during her 

movement as a full-round action. If the grammaton gunman has the Shot on the Run feat, she can move her speed and make a full-attack action at any point during her 

movement as a full round action. This deed replaces the bleeding wounds deed.  
AC Bonus (Ex): At 2nd level, a grammaton gunman gains the monk’s AC bonus ability. At 6th level, a grammaton gunman gains a +1 bonus to her AC and CMB. 

This bonus increases by +1 every four levels thereafter, up to a maximum of +4 at 18th level. This ability replaces nimble.  

Bonus Feats: A grammaton gunman’s bonus feats must be taken from the following list: Combat Reflexes, Deft Shootist Deed, Dodge, Extra Grit, Far Shot, Leaping 
Shot Deed, Point-Blank Shot, Precise Shot, Rapid Shot, and Ricochet Deed.  

At 8th level, the following feats are added to the list: Cluster Shot, Focused Shot, Improved Precise Shot, Manyshot, Mobility, Parting Shot, and Snap Shot.  

At 12th level, the following feats are added to the list: Disengaging Shot, Impact Critical Shot, Improved Critical, Improved Snap Shot, Pinpoint Targeting, Shot on 
the Run, and Signature Deed.  

A grammaton gunman need not have any of the prerequisites normally required for these feats to select them. These feats replace the gunslinger’s normal bonus 

feats. 
 

 

Table: Grammaton Gunman 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  Hail of Bullets 
1st  +1  +0 +2  +2  Deeds, fast movement (+10 ft.), grit, gunsmith –1/–1 
2nd  +2  +0 +3 +3  AC bonus (Wisdom) +0/+0 
3rd  +3  +1 +3 +3  Deeds +1/+1 
4th  +4  +1 +4 +4  Bonus feat +2/+2 
5th  +5  +1 +4 +4  Fast movement (+15 ft.) +3/+3 
6th  +6/+1  +2 +5 +5  AC bonus (+1) +4/+4/–1  
7th  +7/+2 +2 +5 +5  Deeds +5/+5/+0  
8th  +8/+3  +2 +6 +6  Bonus feat +6/+6/+1/+1 
9th  +9/+4  +3 +6 +6  Fast movement (+20 ft.) +7/+7/+2/+2 
10th  +10/+5  +3 +7 +7  AC bonus (+2) +8/+8/+3/+3 
11th  +11/+6/+1  +3 +7 +7  Deeds +9/+9/+4/+4/–1 
12th  +12/+7/+2  +4 +8 +8  Bonus feat +10/+10/+5/+5/+0 
13th  +13/+8/+3  +4 +8 +8  Fast movement (+25 ft.) +11/+11/+6/+6/+1 
14th  +14/+9/+4  +4 +9 +9  AC bonus (+3) +12/+12/+7/+7/+2 



15th  +15/+10/+5  +5 +9 +9  Deeds +13/+13/+8/+8/+3/+3 
16th  +16/+11/+6/+1  +5 +10 +10  Bonus feat +14/+14/+9/+9/+4/+4/–1 
17th  +17/+12/+7/+2  +5 +10 +10  Fast movement (+30 ft.) +15/+15/+10/+10/+5/+5/+0 
18th  +18/+13/+8/+3 +6 +11 +11  AC bonus (+4) +16/+16/+11/+11/+6/+6/+1 
19th  +19/+14/+9/+4 +6 +11 +11  Deeds +17/+17/+12/+12/+7/+7/+2 
20th  +20/+15/+10/+5  +6 +12 +12 Bonus feat, true grit +18/+18/+13/+13/+8/+8/+3 
 

  



GRAVEWALKER (Noro) 
Some gunslingers are not satisfied with weapons, but tinker with magic like they would dismantle and rebuild a gun. The gravewalker is a modern dabbler in the art of 
necromancy. Her arcane power comes in part from sheer conviction, and in part from her very life force that she focuses into a smattering of wizardly magic acquired 

by various means. This has resulted in the perfect hunter of the undead who is not afraid of fighting death magic with death magic. 

Primary Class: Gunslinger.  

Secondary Class: Wizard (necromancy school).  

Alignment: Any. 

Hit Dice: d10.  
Bonus Skills and Ranks: The gravewalker selects three wizard skills to add to her class skills in addition to the normal gunslinger class skills. The gravewalker 

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

Weapon and Armor Proficiency: The gravewalker is proficient with all simple and martial weapons, with all firearms, and with light armor.  
Deeds: The gravewalker swaps ten deeds for the following deeds.  

Channeling Shot (Su): At 1st level, a gravewalker can use his firearm to affect undead creatures. The gravewalker gains Command Undead (evil or neutral 

alignment) or Turn Undead (neutral or good alignment). Once chosen it cannot be changed. By spending 1 grit point, the gravewalker channels either negative energy 
(evil) or positive energy (good) into his firearm and can make a single firearm attack against an undead creature as a standard action. If the attack is successful, the 

undead creature takes firearm damage as normal and must make a Will save (DC 10 + 1/2 the gravewalker’s level + the gravewalker’s Charisma modifier). If the save 

fails, the creature is affected by the Command Undead or Turn Undead feat, as chosen by the gravewalker. This deed remains in effect until the gravewalker makes this 
attack. At 9th level, a successful firearm attack creates a 30 foot burst that affects a number of undead equal to the gravewalker’s Wisdom modifier, centered on the 

target of the attack. At 20th level, undead cannot add their channel resistance to the save against this deed. This deed replaces the deadeye deed.  

First Black Arcana (Sp): At 1st level, a gravewalker learns to cast a small number of wizard spells. She selects three 1st-level spells from the wizard’s necromancy 
school. Once chosen they cannot be changed. By spending 1 grit point, the flintlock grave walker can cast one of his 1st-level spells with a caser level equal to his 

gravewalker level. This deed replaces the quick clear deed.  

Grave Shot (Sp): At 3rd level, as long as the gravewalker has 1 grit point, she can make a single firearm attack as a standard action that causes a living creature to 

become shaken for a number of rounds equal to 1/2 her gravewalker level (minimum 1). If the gravewalker uses this deed against a shaken creature, it 

becomes frightened for 1 round if it has fewer Hit Dice than her gravewalker level. The gravewalker use this ability a number of times per day equal to her Wisdom 

modifier. This deed replaces the utility shot deed.  
Second Black Arcana (Sp): At 3rd level, a gravewalker selects three 2nd-level spells from the wizard’s necromancy school. Once chosen they cannot be changed. By 

spending 1 grit point, the flintlock grave walker can cast one of his 2nd-level spells with a caser level equal to his gravewalker level. This deed replaces the pistol-whip 

deed. 
Grim Dead Shot (Ex): This deed functions like the dead shot deed. Alternatively, when the gravewalker uses dead shot against an undead creature, she can forego 

one of her damage dice to deal an amount of Strength or Dexterity damage equal to her Dexterity modifier to the creature. She must choose which type of ability 

damage she will deal when the grit point is spent. If the gravewalker spends 2 grit points, she can deal Intelligence or Charisma damage instead. This deed otherwise 
functions as dead shot.  

Life Sight (Su): At 7th level, as long as the gravewalker  has at least 1 grit point, she gains blindsight to a range of 10 feet for a number of rounds per day equal to her 

gravewalker level. This ability only allows the gravewalker to detect living creatures and undead creatures. This sight also tells her whether a creature is living or 
undead. Constructs and other creatures that are neither living nor undead cannot be seen with this ability. The range of this ability increases by 10 feet at 11th level, and 

by an additional 10 feet for every four levels beyond 11th. These rounds do not need to be consecutive. This deed replaces the startling shot deed. 

Third Black Arcana (Sp): At 7th level, a gravewalker selects two 3rd-level spells from the wizard’s necromancy school. Once chosen they cannot be changed. By 
spending 2 grit points, the flintlock grave walker can cast one of his 3rd-level spells with a caser level equal to his gravewalker level. This deed replaces the targeting 

deed. 

Fourth Black Arcana (Sp): At 11th level, a gravewalker selects two 4th-level spells from the wizard’s necromancy school. Once chosen they cannot be changed. By 

spending 2 grit points, the flintlock grave walker can cast one of his 4th-level spells with a caser level equal to his gravewalker level. This deed replaces the bleeding 

wounds deed. 

Fifth Black Arcana (Sp): At 15th level, a gravewalker selects one 5th-level spells from the wizard’s necromancy school. Once chosen it cannot be changed. By 
spending 3 grit points, the flintlock grave walker can cast one of his 5th-level spells with a caser level equal to his gravewalker level. This deed replaces the menacing 

shot deed. 

Sixth Black Arcana (Sp): At 19th level, a gravewalker selects one 6th-level spells from the wizard’s necromancy school. Once chosen it cannot be changed. By 
spending 3 grit points, the flintlock grave walker can cast one of his 6th-level spells with a caser level equal to his gravewalker level. This deed replaces the stunning 

shot deed. 

Dread Gunsmith: This is exactly like the gunslinger’s gunsmith ability, except that the gravewalker can also create a special bond with his chosen firearm by 
modifying it with bone fetishes and dark runes. If a bonded firearm is damaged, it is restored to full hit points the next time the gravewalker rests to regain his grit. If the 

bonded firearm is lost or destroyed, he can bond to another firearm in a special ritual that costs 100 gp per gravewalker level plus the cost of the masterwork firearm. 
This ritual takes 8 hours to complete. Bonded firearms replaced in this way do not possess any of the additional enchantments of the previous bonded firearm (if any). A 

gravewalker can designate an existing magic firearm as his bonded firearm. This functions in the same way as replacing a lost or destroyed item except that the new 

magic firearm retains its abilities while gaining the benefits and drawbacks of becoming a bonded item. The gravewalker’s channeling shot deed can only be used when 
wielding his bonded firearm.  

Grit (Ex): The gravewalker can regain grit in the following additional way. 

Resist Undead Creature: Each time the gravewalker makes a successful saving throw against an undead creature’s special attack, or a supernatural or spell-like 
ability, she regains 1 grit point. Such effects include a ghoul’s disease, a wraith’s energy drain, or a vampire’s  dominate ability.  

Grave Touched (Ex): Starting at 2nd level, a gravewalker gains a +1 resistance bonus against the special attacks and the supernatural or spell-like abilities of 

undead creatures. This bonus increases by +1 for every four levels beyond 2nd level (to a maximum of +5 at 18th level). This ability replaces nimble. 
Quicken the Dead (Sp): Starting at 4th level, a gravewalker can perform a special ritual to cast summon monster I as a spell-like ability a number of times per day 

equal to 3+ his Charisma modifier. Only undead creatures can be summoned in this manner. To perform this ritual, the gravewalker deals an amount of bleed damage to 

himself equal to 1/2 his gravewalker level. For each additional round, he takes only 1 point of bleed damage. Performing this ritual and casting the spell requires a 
standard action and the undead creatures remain for 1 minute plus 1 round for each additional round the gravewalker continues to take self-inflicted bleed damage, up to 

a number of rounds equal to his gravewalker level. He may stop this bleed damage as a swift action.  

As the gravewalker increases in level, the power of this ability increases, allowing him to summon more powerful creatures. At 8th level, it increases to summon 
monster II, to summon monster IV at 12th level,  summon monster V at 16th level, and summon monster VII at 20th level. A gravewalker cannot have more than one 

summon monster spell active in this way at one time. If this ability is used again, any existing summon monster immediately ends. The gravewalker can summon the 

following undead creatures according to the indicated spell level: 1st—human skeleton, human zombie, plague zombie; 2nd—ghoul, human juju zombie, skeleton 
champion; 4th—shadow, wight, zombie lord; 5th—mummy, wraith, revenant, ghost; 7th— greater shadow, spectre, vampire. This ability replaces bonus feats.  

Undead Training (Ex): Starting at 5th level, a gravewalker learns to ignore the defenses of undead creatures. Her firearm is treated as slashing and bludgeoning for 

the purpose of bypassing the damage reduction of undead creatures. Every four levels thereafter (9th, 13th, and 17th), the gravewalker can ignores additional undead 
defenses. At 9th level, her firearm is treated as magic for the purpose of bypassing the damage reduction of undead creatures. At 13th level, her firearm is treated as 

aligned for the purpose of bypassing the damage reduction of undead creatures. At 17th level, her firearm is treated as having the ghost touch weapon quality for the 

purpose of hitting incorporeal undead creatures. This ability replaces gun training.  
 



 

Table: Gravewalker 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Deeds, dread gunsmith, grit 
2nd  +2  +3 +3  +0 Grave touched +1 
3rd  +3  +3 +3  +1 Deeds 
4th  +4  +4 +4  +1 Quicken the dead I 
5th  +5  +4 +4  +1 Undead training (slashing/bludgeoning) 
6th  +6/+1  +5 +5  +2 Grave touched +2 
7th  +7/+2  +5 +5  +2 Deeds 
8th  +8/+3  +6 +6  +2 Quicken the dead II 
9th  +9/+4  +6 +6  +3 Undead training (magic) 
10th  +10/+5  +7 +7  +3 Grave touched +3 
11th  +11/+6/+1  +7 +7  +3 Deeds 
12th  +12/+7/+2  +8 +8  +4 Quicken the dead III 
13th  +13/+8/+3  +8 +8  +4 Undead training (aligned) 
14th  +14/+9/+4  +9 +9  +4 Grave touched +4 
15th  +15/+10/+5  +9 +9  +5 Deeds 
16th  +16/+11/+6/+1  +10 +10  +5 Quicken the dead IV 
17th  +17/+12/+7/+2  +10 +10  +5 Undead training (ghost touch) 
18th  +18/+13/+8/+3 +11 +11  +6 Grave touched +5 
19th  +19/+14/+9/+4 +11 +11 +6 Deeds 
20th  +20/+15/+10/+5  +12 +12  +6 Quicken the dead V, true grit 
 
  



GRIM SEEKER (JonathonWilder) 
The grim seeker is knowledgeable in monsters and beings often hidden from the rest of the world that quite often possess powers that make them dangerous or even 
deadly to any who interact with them. It is the duty of these hunters to seek out, even slay if necessary, such creatures in an effort to protect those who cannot defend 

themselves against such threats. However, grim seekers also understand that not all such creatures are a threat. While some simply wish to be left alone, others may be 

willing to aid the grim seeker in tracking down these dangerous creatures. Bargaining or even allying with these supernatural or magical creatures can often lead the 

seeker to finding and killing the true threats. Knowledgeable, skilled, and possessing the ability to perceive those that use glamers and other illusory magic to alter their 

appearance through natural or magical means, the grim seeker exemplifies the axiom of the hunter becoming the hunted.  

Primary Class: Slayer. 
Secondary Class: Inquisitor.  

Alignment: Any.  

Hit Dice: d10.  
Bonus Skills and Ranks: The grim seeker selects three inquisitor skills to add to his class skills, in addition to the normal slayer class skills. The grim seeker gains a 

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

Weapon and Armor Proficiency: The grim seeker is proficient with all simple and martial weapons, plus the blowgun, double crossbow, hand crossbow, repeating 
crossbow, repeating crossbow (heavy), and three exotic weapons of his choice. The grim seeker is also proficient with light and medium armor, and with shields (except 

tower shields).  

Perceive Disguise (Ex or Su): At will, a grim seeker can use detect magic to determine the presence of magical disguises. A grim seeker can, as a move action, 
concentrate on a single item or individual within 60 feet and determine if it is under the effects of an illusion spell, learning the strength of its aura as if having studied it 

for 3 rounds. While focusing on one individual or object, the grim seeker does not detect the presence of illusion magic in any other object or individual within range.  

At 5th level, can use see through magical disguises (whether illusions or polymorph effects) of the same caster level or lower, as the pierce disguise spell, for a 
number of rounds per day equal to his grim seeker level + his Wisdom modifier. These rounds do not need to be consecutive. This effect allows the grim seeker to see 

the true forms of creatures magically disguised by such methods. The true form appears as a ghostly overlay on the creature's disguised appearance. 

In addition, when using Perception to penetrate the effects of an illusion (including invisibility) or a mundane disguise, a grim seeker gains a bonus equal to his grim 

seeker level on Perception check. This ability replaces track. 

Studied Target (Ex): This is exactly like the slayer ability of the same name, except that the grim seeker can only use this ability against one target at 1st level, plus 

one additional target at the same time at 10th and 20th level.  
Monster Lore (Ex): At 2nd level, a grim seeker gains the inquisitor’s monster lore ability. This ability and stern gaze replace the slayer talent gained at 2nd level.  

Stern Gaze (Ex): At 2nd level, a grim seeker gains the inquisitor’s stern gaze ability. 

Slayer Talent: This is exactly like the slayer’s ability of the same name, except that the grim seeker gains a slayer talent at 4th level and every four levels thereafter. 
In addition, the grim seeker may choose from the following new talents restricted to the Grim Seeker multiclass archetype.  

Track (Ex): The grim seeker gains the slayer’s track class feature. 

Vengeance (Su): The grim seeker is imbued with divine power and may select one of the following inquisitor’s judgments: healing, protection, purity, resiliency, and 
resistance. Whenever the grim seeker uses his studied target ability, he gains the benefits of one of his judgments. He may select this talent three times. Each time this 

talent is chosen, it applies to a different judgment. The grim seeker may only have one judgment active at a time.  

Bane (Su): At 5th level, a grim seeker gains the inquisitor’s bane ability, except that it can only be used against his studied target. This ability replaces the 2nd 
studied target. 

Discern Weakness (Ex): At 7th level, a grim seeker becomes an expert at locating the weak points of his studied target. The grim seeker rolls twice to confirm 

critical hits against a studied target and keeps the higher roll. This ability replaces stalker. 
Advanced Talents: This is exactly like the slayer’s ability of the same name, except that the grim seeker gains may choose from the following new talents restricted 

to the Grim Seeker multiclass archetype. 

 Swift Tracker (Ex): The grim seeker gains the slayer’s swift tracker class feature. The grim seeker must be at least 12th level to gain this talent.  

Swift Perception (Ex or Su): At 11th level, a grim seeker can use his perceive disguise ability or make Perception checks to penetrate magical or mundane disguises 

as a swift action. This ability replaces swift tracker.  

Stalwart (Ex): At 13th level, a grim seeker gains the inquisitor’s stalwart ability. This ability replaces slayer’s advance 1/day. 
Exploit Weakness (Su): At 15th level, a grim seeker gains the inquisitor’s exploit weakness ability, except that it can only be used against his studied target. This 

ability replaces 4th studied target. 

Monster Slayer (Ex): At 17th level, a grim seeker learns to focus on one opponent. Once per day, whenever a grim seeker uses his studied target ability, he may 
select one studied target to the exclusion of all others. While focused on this single target, the grim seeker’s bane ability functions as the inquisitor’s greater bane 

ability.  

In addition, the grim seeker is treated as if he were 5 levels higher for the purposes of determining the bonus granted by any inquisitor’s judgments gained through 
the vengeance talent. Unlike other types of judgment, the one enhanced by this ability cannot be changed for the remainder of the judgment. This ability replaces 

slayer’s advance 2/day.  
 

 

Table: Grim Seeker 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0  1st studied target, perceive disguise 
2nd  +2  +3  +3 +0 Monster lore, stern gaze 
3rd  +3  +3  +3 +1 Sneak attack +1d6 
4th  +4  +4  +4 +1 Slayer talent 
5th  +5  +4  +4 +1 Bane 
6th  +6/+1  +5  +5 +2 Slayer talent, sneak attack +2d6 
7th  +7/+2  +5  +5 +2 Discern weakness 
8th  +8/+3  +6  +6 +2 Slayer talent 
9th  +9/+4  +6  +6 +3 Sneak attack +3d6 
10th  +10/+5  +7  +7 +3 2nd studied target, advanced talents, slayer talent 
11th  +11/+6/+1  +7  +7 +3 Swift perception   
12th  +12/+7/+2 +8  +8 +4 Slayer talent, sneak attack +4d6 
13th  +13/+8/+3  +8  +8 +4 Stalwart 
14th  +14/+8/+4  +9  +9 +4 Quarry, slayer talent 
15th  +15/+10/+5  +9  +9 +5 Exploit weakness, sneak attack +5d6 
16th  +16/+11/+6/+1  +10  +10 +5 Slayer talent 
17th  +17/+12/+7/+2  +10  +10  +5 Monster slayer 
18th  +18/+13/+8/+3 +11  +11  +6 Slayer talent, sneak attack +6d6 
19th  +19/+14/+9/+4 +11  +11  +6 Improved quarry  



20th  +20/+15/+10/+5  +12  +12  +6 3rd studied target, master slayer, slayer talent 
  



GUN SAGE (Christos Gurd) 
In the far reaches of the west are found certain gunmen who incorporate a limited form of arcane magic into their deadly art. These gun sages lack much of the true 
magical powers of a wizard, but make up for this deficiency through their tertiary study of arcane practices. Masters of damage dealing spells, gun sages push the limits 

of their spellcasting nearly to the breaking point, allowing them greater versatility in their martial and arcane endeavors. 

Primary Class: Gunslinger.  

Secondary Class: Wizard.  

Alignment: Any. 

Hit Dice: d8.  
Bonus Skills and Ranks: The gun sage selects three wizard skills to add to his class skills in addition to the normal gunslinger class skills, one of which must be 

spellcraft. The gun sage gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The gun sage is proficient with all simple and martial weapons, all firearms, and light armor, but not with shields. She can cast 
sorcerer/wizard spells while wearing light armor without incurring the normal arcane spell failure chance. Like any other arcane spellcaster, a gun sage wearing medium 

armor or heavy armor, or using a shield incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass gun sage still incurs the 

normal arcane spell failure chance for arcane spells received from other classes. 
Spellcasting: A gun sage casts arcane spells drawn from the sorcerer/wizard spell list. A gun sage treats all sorcerer/wizard spells of 7th level and higher as if they 

were not on her spell list. A gun sage must choose and prepare her spells ahead of time. To learn, prepare, or cast a spell, the gun sage must have an Intelligence score 

equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a gun sage’s spell is 10 + the spell level + the gun sage’s Intelligence modifier. A 
gun sage can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: Gun Sage. In addition, she receives bonus 

spells per day if he has a high Intelligence score. A gun sage also gains cantrips and uses a spellbook like a wizard. A gun sage otherwise learns, prepares, and casts 

spells as a wizard equal to her gun sage level.  
Arcane Grit (Ex): This is exactly like the gunslinger’s grit ability, except that the gun sage uses her Intelligence instead of her Wisdom to determine her total grit. In 

addition, a gun sage can only regain grit by making a killing blow with either her arcane gun or an evocation spell.  

Arcane Gun (Su): At 1st level, a gun sage gains the ability to turn a single firearm into an arcane gun. An arcane gun is a normal one-handed or two-handed 

firearms in the hands of others, as it was a normal firearm before the gun sage imbued it with magic. In a gun sage’s hands, it both fires projectiles (bullets and pellets) 

and casts magic. At 1st level, the gun sage decides whether she wants to have one or two arcane guns at a time. If the gun sage chooses to have only one arcane gun at a 

time, spells fired through the arcane gun that require an attack roll have a ×3 critical hit multiplier. 
A gun sage can cast any ranged touch attack, cone, line, or ray spells through her arcane gun. When she casts through the arcane gun, the gun’s enhancement 

bonus (if any) is a bonus to the spell’s attack rolls or to the spell’s saving throw DCs. Yet there are dangers inherent to this method. If any of the spells’ attack 

rolls result in a natural 1 (a misfire), or a natural 20 is rolled on any saving throw made against the spell by a target (an overload), the arcane gun gains the 
broken condition. If the arcane gun already has the broken condition, the gun explodes. When a gun explodes, it lets loose a blast of force, or if the spell has the acid, 

cold, electricity, or sonic descriptor, it deals that type of energy damage instead. In the case of spells with multiple descriptors, roll randomly among the descriptors to 

determine the type of damage dealt by the blast. The blast is centered on a single intersection within the gun sage’s space (gun sage’s choice) and deals 1d6 points of the 
appropriate energy damage or force damage per level of the spell cast. Any creature within the blast other than the gun sage can make a Reflex saving throw to halve 

the damage. The Reflex save DC is calculated using the spell level of the spell being sacrificed. 

A gun sage can attune her arcane guns at the start of each day. That attunement lasts until the gun sage attunes to a new gun, even if a formally attuned gun is 
destroyed. 

Deeds: This is exactly like the gunslinger ability of the same name, except that the gun sage gains only one deed of each level of her choice. Each day, the gun sage 

can change what deeds she has access to. The gun sage can also gain additional deeds by sacrificing spell slots. She can sacrifice a 1st level spell slot to gain access to 
one additional 1st level deed for the day. At 3rd level and every four levels thereafter, she can sacrifice one spell slot of each subsequent level to gain access to one 

additional deed of each subsequent level (a 2nd level spell slot for a 3rd level deed, a 3rd level spell slot for a 7th level deed, and so on). For example, a 7th level gun 

sage could sacrifice two 1st level spells and one 2nd level spell to gain access to two additional 1st level deeds, and one additional 3rd level deed. The gun sage can 

sacrifice up to two spell slots of each spell level for a total of three deeds of each level, including the deeds he gains normally. The gun sage selects her deeds every day 

when she rests to regain her daily allotment of spells, including those she gains by sacrificing her spell slots.  

Student of Evocation: Starting at 2nd level, a gun sage gains the school powers of the evocation school as a wizard equal to her gun sage level. She gains her first 
school power at 2nd level and each subsequent power at 6th and 10th level. Alternatively, the gun sage may choose to gain the powers of either the admixture or 

generations subschool. However, the gun sage does not choose any opposition schools and therefore does receive the penalties associated with casting or creating magic 

items with opposition spells. This ability replaces nimble.  
Bonus Feats: This is exactly like the gunslinger ability of the same name, except that the gun sage can also choose a metamagic feat, an item creation, or Spell 

Mastery. The gun sage must still meet all prerequisites for a bonus feat, including caster level minimums.  

Arcane Gun Training (Ex): This is exactly like the gunslinger’s gun training ability, except that the gun sage also applies her gun training bonus to spells cast 
through her arcane gun. 

 
 

GUN SAGE SPELL LIST 
Gun sages gain access to the following spells.  

0th-Level Gun Sage Spells—breeze, dancing lights, detect magic, flare, light, mending, penumbra, ray of frost, read magic, resistance, scoop, spark. 

1st-Level Gun Sage Spells—burning disarm, burning hands, damp powder, ear-piercing scream, fabricate bullets, flame burst, floating disk, hydraulic push, 
jury-rig, longshot, magic missile, reinforce armaments, shocking grasp, weaken powder.  

2nd-Level Gun Sage Spells—bullet shield, burning gaze, continual flame, darkness, defensive shock, destabilize powder, elemental touch, fire breath, flaming 

breath, frigid touch, frost fall, gust of wind, gusting sphere, imbue with elemental might, pilfering hand, protective penumbra, recoil fire, reloading hands, ricochet shot, 

scorching ray, shatter, spontaneous immolation, stabilize powder, thunder fire.  

3rd-Level Gun Sage Spells—campfire wall, chain of perdition, daylight, dispel magic, distracting cacophony, draconic reservoir, elemental aura, fireball, 
firestream, flash fire, force punch, hydraulic torrent, lightning bolt, pain strike, pellet blast, sheet lightning, tiny hut, twilight knife, wind wall.  

4th-Level Gun Sage Spells—agonize, ball lightning, detonate, dragon’s breath, fire shield, ice storm, named bullet, resilient sphere, river of wind, shout, 
telekinetic charge, vitriolic mist, volcanic storm, wall of fire, wall of ice.  

5th-Level Gun Sage Spells—cone of cold, energy siege shot, fire snake, icy prison, interposing hand, lightning arc, sending, sonic thrust, wall of force, wall of 

sound.  

6th-Level Gun Sage Spells—chain lightning, chains of fire, cold ice strike, contagious flame, contingency, energy siege shot (greater), forceful hand, freezing 

sphere, leashed shackles, named bullet (greater), sirocco.   
 

 

Table: Gun Sage 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2 +2 Arcane grit, arcane gun, deeds, gunsmith   3   1  —  —  —  —  — 
2nd  +1  +0  +3 +3 Student of evocation   4   2  —  —  —  —  — 



3rd  +2  +1  +3 +3 Deeds   4   3  —  —  —  —   — 
4th  +3  +1  +4 +4 Bonus feat   4   3   1  —  —  —  — 
5th  +3  +1  +4 +4 Arcane gun training 1   4   4   2  —  —  —  — 
6th  +4  +2  +5 +5    5   4   3  —  —  —  — 
7th  +5  +2  +5 +5 Deeds   5   4   3   1  —  —  — 
8th  +6/+1  +2  +6 +6 Bonus feat   5   4   4   2  —  —  — 
9th  +6/+1  +3  +6 +6 Arcane gun training 2   5   5   4   3  —  —  — 
10th  +7/+2  +3  +7 +7    5   5   4   3   1  —  — 
11th  +8/+3  +3  +7 +7 Deeds   5   5   4   4   2  —  — 
12th  +9/+4  +4  +8 +8 Bonus feat   5   5   5   4   3  —  — 
13th  +9/+4  +4  +8 +8 Arcane gun training 3   5   5   5   4   3   1  — 
14th  +10/+5  +4  +9 +9    5   5   5   4   4   2  — 
15th  +11/+6/+1  +5  +9 +9 Deeds   5   5   5   5   4   3  — 
16th  +12/+7/+2  +5  +10 +10 Bonus feat   5   5   5   5   4   3   1 
17th  +12/+7/+2  +5  +10 +10 Arcane gun training 4   5   5   5   5   4   4   2 
18th  +13/+8/+3  +6  +11 +11    5   5   5   5   5   4   3 
19th  +14/+9/+4  +6  +11 +11 Deeds   5   5   5   5   5   5   4 
20th  +15/+10/+5  +6  +12 +12 Bonus feat, true grit   5   5   5   5   5   5   5 
 



HAUNTED GUN  
Legend tells of a mysterious brand of gunslinger that wanders the west. Cloaked in mystery and wielding dark forces as a sidearm, these haunted guns bring misfortune 
to those that cross them. While many foolish men and women claim to be members of this exclusive order, few can truly count themselves among their number. As the 

saying goes–“beware the crack of a gun at night, for it may be the haunted gun to give you a fright.” 

Primary: Gunslinger. 

Secondary: Witch. 

Alignment: Any.  

Hit Dice: d10.  
Bonus Skills and Ranks: The haunted gun selects three witch skills to add to her class skills in addition to the normal gunslinger class skills. The haunted gun gains 

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

Weapon and Armor Proficiency: the haunted gun is proficient with all simple and martial weapons, and with firearms. She is also proficient with light armor, but 
not with shields.  

Cursed Grit (Ex): This is exactly like the gunslinger’s grit ability, except that the haunted gun must spend grit to activate her hexes. However, whenever the haunted 

gun has no grit, she takes a –2 penalty on all Wisdom-based skill checks. In addition, a haunted gun regains grit in the following additional way. 
Defeat Incorporeal or Undead Creatures with a Firearm: Each time the haunted gun destroys or causes an incorporeal or undead creature to surrender or flee with a 

firearm, she regains 1 grit point.  

Deeds: This is exactly like the gunslinger ability of the same name, except that the haunted gun may choose only two deeds that she knows of each level. A haunted 
gun swaps six deeds for the following deeds.  

Haunt Trap (Ex): At 1st level, as long as the haunted gun has at least 1 grit point, the witch haunt acts as a deterrent to those who would steal her bonded firearm. 

Any creature that attempts to steal the bonded firearm elicits the witch haunt’s ire. Once triggered, a chorus of agitated clanks and rattles ring out from the firearm’s 
mechanisms as the witch haunt conveys its unrest to the creature for 1 minute. All who hear the supernatural clanks and whirls (Perception check DC 10) suffer a cause 

fear effect (save DC 11). A creature under the effects of a hide from undead can bypass this trap. This effect resets once the time has expired and can’t be triggered 

again for 24 hours. This deed replaces the quick clear deed.  

Hex Gun (Su): At 3rd level, she can deliver the hex through any firearm her she is wielding as part of a ranged attack. The haunted gun can make one free ranged 

attack with her firearm (at her highest base attack bonus) as part of activating this hex. If successful, this ranged attack deals its normal damage as well as the effects of 

the hex. This attack uses the firearm’s critical range and critical modifier on a successful critical hit. If a haunted gun confirms a critical hit with her firearm, she can 
activate one hex against the target as a free action. The haunted gun can use this deed as long as she has at least 1 grit point. This deed replaces the utility shot deed. 

Ghost Mount (Sp): At 7th level, the haunted gun can spend 1 grit point to conjure an indistinct, ethereal steed. This effect is like the phantom steed spell, using the 

haunted gun level as the caster level. This deed replaces startling shot deed. 
Unfortunate Shot (Su): At 11th level, the haunted gun can bestow bad luck upon her opponents. As a standard action, a haunted gun can make a firearm attack 

against a single target. If the attack is successful, the target becomes unlucky and takes a -2 penalty on attack rolls and a -2 penalty on all saving throws for 1 

minute. These penalties increase to -3 at 15th level, and -4 at 19th level. In addition, the target must make a successful Will save (DC 10 + 1/2 the haunted gun’s level + 
the haunted gun’s Wisdom modifier) or become shaken for the duration of the deed’s effect. The haunted gun must spend 1 grit point to perform this deed. This deed 

replaces bleeding wound deed.  

Bullet Exorcism (Su): At 15th level, a haunted gun can attempt to expel a creature that is possessing the target (such as a ghost or a creature under the effects 
of magic jar). As a full-round action, the haunted gun can make a single firearm attack against the possessed creature. This attack is made with a bullet formed of 

ectoplasmic energy. If the attack is successful, the possessing creature must succeed on a Will save (DC 10 + 1/2 the haunted gun’s level + the haunted gun’s Wisdom 

modifier) or be immediately cast out of its host. If the save fails, the possessing creature continues to possess the target but takes 3d6 points of positive energy (or 
negative energy) damage, depending upon its alignment. This deed replaces the starling shot deed. 

Final Resort (Su): At 19th level, whenever the haunted gun is reduced to 0 or fewer hit points, she can spend all of her remaining grit points (minimum 1) to allow 

her gun’s witch haunt to possess her body. This ability is similar to a magic jar spell (caster level equal to the haunted gun’s level), except that it does not require a 

receptacle. To use this deed, the boned firearm must be adjacent to the haunted gun. The witch haunt enters the haunted gun’s body (whose hit points temporarily 

returns to 10 + the haunted gun’s level) and attempts to complete the haunted gun’s unfinished task, whether defeating an opponent, escaping a dangerous situation, etc. 

If the witch haunt completes the task, it leaves the haunted gun and returns to the bonded firearm. When the witch haunt leaves the haunted gun, her hit points drop back 
to 0. If the haunted gun’s body is slain while the witch haunt is in possession of it, the witch haunt’s tie to the bonded firearm is broken and it fades away forever. Its 

unfinished task remains the same. This deed replaces the cheat death deed. 

Hex: Starting at 1st level, a haunted gun gains the witch’s hex ability. However, unlike a witch, a haunted gun uses her Wisdom to determine the effects of her hexes 
instead of her Intelligence. A haunted gun can select a hex at 1st level and again at 4th level and every four levels thereafter. Activating a hex costs 1 cursed grit point. 

She may also select one of the following new hexes restricted to the Haunted Gun multiclass archetype.  

Daunting Gaze (Sp): As a standard action, the haunted gun can compel a single target to look at her and only her for 1 round per level. While staring at the haunted 
gun, the target is considered to be averting its eyes from every creature but her, granting creatures other than you concealment against the target’s attacks. If the target 

willingly leaves the haunted gun’s line of sight, it is blinded for 1 round and the hex ends. If the haunted gun willingly leaves the target’s line of sight or becomes 
unconscious or dead, the hexed creature suffers no ill effects. Blind creatures and creatures immune to gaze attacks are immune to this hex. 

Haunting Visage (Sp): As a standard action, the haunted gun can surround herself with disturbing illusions, making her look and sound like a bizarre, 

insane fey creature. The haunted gun gains DR 1/cold iron against a single opponent for 1 minute or until she takes damage.  
Witch Haunt: A haunted gun’s starting firearm is haunted by the spirit of a long departed witch. A haunted gun forms a powerful bond with this spirit, who grants 

the haunted gun her hexes, and any hex related abilities. If a haunted gun attempts to use a hex without her bonded firearm in hand or upon her person, she must make 

a concentration check or the hex fails. The DC for this check is equal to 15 + 1/2 the target’s Hit Dice.  
Once per day, a haunted gun can use her bonded firearm to cast one of the following spells as a spell-like ability: alchemical tinkering, ill omen, jury-rig. At 5th 

level, she adds the following spells to the list of those that can be as a spell-like ability: ghostly disguise, haunting mists, reloading hands. These spells are treated like 

any other spell cast by a witch, using the haunted gun’s level to determine casting time, duration, and other effects dependent on the witch’s level.  
A haunted gun can add additional magic abilities to her bonded firearm as if she has the required Item Creation Feats and if she meets the level prerequisites of the 

feat. The magic properties of a bonded firearm, including any magic abilities added to the firearm, only function for the haunted gun who owns it. If a bonded firearm’s 

owner dies, or the firearm is replaced, the object reverts to being an ordinary masterwork item of the appropriate type.  
If a bonded firearm is damaged, it is restored to full hit points the next time the haunted gun rests for 8 hours. If the haunted gun is lost or destroyed, it can be 

replaced after 1 week in a special ritual that costs 200 gp per haunted gun level plus the cost of the masterwork item. This ritual takes 8 hours to complete. Items 

replaced in this way do not possess any of the additional enchantments of the previous bonded firearm, save that the witch haunt inhabits the new firearm. A haunted 
gun can designate an existing magic firearm as her bonded firearm. This functions in the same way as replacing a lost or destroyed bonded firearm except that the new 

magic firearm retains its abilities while gaining the benefits and drawbacks of becoming a bonded firearm, including the inhabiting witch haunt. 

The witch haunt grants the haunted gun a number of benefits, but also a curse. A witch haunt grants the following special abilities to the bonded firearm’s owner.  
Alertness (Ex): The haunted gun gains the Alertness feat when her bonded firearm (witch haunt) is within arm's reach. 

Empathic Link (Su): The haunted gun has an empathic link with her witch haunt to a 1 mile distance. The haunted gun can communicate emphatically with the witch 

haunt, but cannot see through its eyes. Because of the link's limited nature, only general emotions can be shared. The haunted gun has the same connection to an item or 
place that her witch haunt does. 

Unnatural Aura (Su): As a side effect of possessing a haunted gun, the haunted gun emits an unnatural aura. Normal animals do not willingly approach the haunted 

gun unless the animal’s master makes a DC 25 Handle Animal, Ride, or wild empathy check.  



Speak with Master (Ex): At 5th level, a witch haunt and the haunted gun can communicate telepathically as if they were using a common language. Other creatures 

do not understand the communication without magical help. The haunted gun must be within 30 feet of its master for this ability to function.  
This ability, hex, and major hex replace bonus feats. 

Misfortune (Ex): Starting at 2nd level, a haunted gun gains great fortune from the bad luck she bestows upon her enemies. She gains a +1 luck bonus to AC while 

wearing light or no armor. This bonus increases by +1 for every four levels beyond 2nd level (to a maximum of +5 at 20th level). In addition, a haunted gun can apply 

this luck bonus to single Will saving throw once per day. This ability replaces nimble.  

Signature Hex (Ex): Starting at 5th level, a haunted gun selects one hex that she knows and that she must spend grit to activate. The haunted gun can activate this 

hex for 1 fewer grit point (minimum 0). If the amount of grit needed to activate the hex is reduced to 0, the haunted gun can activate this hex for the normal action cost 
as long as she has at least 1 grit point. At 9th level and every four levels thereafter (13th and 17th), the haunted gun selects one additional hex. At 13th level or higher, a 

haunted gun can  select a major hex that she knows instead of a hex. This ability replaces gun training. 

Major Hex: At 12th level, a haunted gun gains the witch’s major hex ability. Activating a major hex costs 2 cursed grit points. She may also select one of the 
following new major hexes restricted to the Haunted Gun multiclass archetype. 

Frightful Presence (Ex): The haunted gun’s presence becomes unsettling to her foes and gains the frightful presence ability. The haunted gun can activate this hex 

ability as part of an offensive action, such as a charge or attack. Opponents within 30 feet of the haunted gun must make a Will save or become shaken for 3d6 rounds. 
The DC of this save is equal to 10 + 1/2 the haunted gun’s level + the haunted gunaman’s Charisma modifier. If the haunted gun has at least 4 more levels (or Hit Dice) 

than an opponent, that opponent becomes frightened instead. Foes with more levels or HD than the haunted gun are immune to this effect.  

True Grit (Ex): This is exactly like the gunslinger ability of the same name. Alternatively, the haunted gun can choose two hexes that she knows and that she must 
spend grit to activate. She can activate these hexes for 1 grit point fewer (minimum 0) than usual. If the number of grit points to activate a hex is reduced to 0, the 

haunted gun can activate this hex as long as she has at least 1 grit point.  

 
 

Table: Haunted Gun 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Deeds, cursed grit, gunsmith, hex, witch haunt 
2nd  +2  +3 +3  +0 Misfortune +1 
3rd  +3  +3 +3  +1 Deeds 
4th  +4  +4 +4  +1 Hex 
5th  +5  +4 +4  +1 Signature hex 1 
6th  +6/+1  +5 +5  +2 Misfortune +2 
7th  +7/+2  +5 +5  +2 Deeds 
8th  +8/+3  +6 +6  +2 Hex 
9th  +9/+4  +6 +6  +3 Signature hex 2 
10th  +10/+5  +7 +7  +3 Misfortune +3 
11th  +11/+6/+1  +7 +7  +3 Deeds 
12th  +12/+7/+2  +8 +8  +4 Hex, major hex 
13th  +13/+8/+3  +8 +8  +4 Signature hex 3 
14th  +14/+9/+4  +9 +9  +4 Misfortune +4 
15th  +15/+10/+5  +9 +9  +5 Deeds 
16th  +16/+11/+6/+1  +10 +10  +5 Hex 
17th  +17/+12/+7/+2  +10 +10  +5 Signature hex 4 
18th  +18/+13/+8/+3 +11 +11  +6 Misfortune +5 
19th  +19/+14/+9/+4 +11 +11 +6 Deeds 
20th  +20/+15/+10/+5  +12 +12  +6 Hex, true grit 
 
  



HEARTBEAT ASSAILANT (Lindley Court) 
Certain hand-to-hand combatants have a heritage of magic coursing through their veins, but are unable to control it. However, those that can control it commonly do so 
by way of a sorcerous rhythm, keeping in time with every thump of their heart and every surge of adrenaline. The sole purpose of the heartbeat assailant is to strike her 

enemies with mystic energies and battle in cadence to the beat of her own drum.   

Primary Class: Brawler. 

Secondary Class: Sorcerer.  

Alignment: Any. 

Hit Dice: d8.  
Bonus Skills and Ranks: The heartbeat assailant may select three sorcerer skills to add to her class skills in addition to the normal brawler class skills. The heartbeat 

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

Weapon and Armor Proficiency: The heartbeat assailant is proficient with all simple weapons plus the handaxe, short sword, and weapons from the 
close fighter weapon groups. She is also proficient with light armor, but not with shields. 

Spellcasting: A heartbeat assailant casts arcane spells drawn from the sorcerer/wizard spell list. Only sorcerer spells of 6th level and lower are considered to be part 

of the heartbeat assailant spell list. She can cast any spell she knows without preparing it ahead of time. To learn or cast a spell, a heartbeat assailant must have 
a Charisma score equal to at least 10 + the spell level. The Difficulty Class (DC) for a saving throw against a heartbeat assailant’s spell is 10 + the spell level + the 

heartbeat assailant’s Charisma modifier. 

Like other spellcasters, a heartbeat assailant can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: 
heartbeat assailant. In addition, she receives bonus spells per day if she has a high Charisma score. 

The heartbeat assailant’s selection of spells is extremely limited. A heartbeat assailant begins play knowing four 0-level spells and two 1st-level spells of the 

heartbeat assailant’s choice. At each new heartbeat assailant level, she gains one or more new spells, as indicated on Table: Heartbeat assailant Spells Known. (Unlike 
spells per day, the number of spells a heartbeat assailant knows is not affected by her Charisma score. 

Upon reaching 5th level, and at every third heartbeat assailant level after that (8th, 11th, and so on), a heartbeat assailant can choose to learn a new spell in place of 

one she already knows. In effect, the heartbeat assailant “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 heartbeat assailant spell the heartbeat assailant can cast. A heartbeat assailant may swap 

only a single spell at any given level, and must choose whether or not to swap the spell at the same time that she gains new spells known for the level. 

A heartbeat assailant need not prepare her spells in advance. She can cast any spell she knows at any time, assuming she has not yet used up her allotment of spells 
per day for the spell’s level. This ability and cantrips replace bonus feats. 

Bloodline (Su): At 1st level, a heartbeat assailant awakens the magic flowing through her veins. She gains the sorcerer’s bloodline ability and may select a bloodline 

normally granted to the sorcerer. Once chosen, it cannot be changed. She gains her bloodline arcana and adds her bloodline skills to her list of class skills. 
Starting at 3rd level, through the stress of combat, a heartbeat assailant begins to manifest her chosen bloodline more prominently and gains her first bloodline power. 

At 7th level, and again at 14th and 19th level, she gains each subsequent bloodline power, up to her fourth bloodline power.  

At 6th level, a heartbeat assailant gains bonus feat. Every six levels thereafter (12th and 18th), she gains another bonus feat. These feats must be chosen from her 
bloodline feats.  This ability replaces martial flexibility and maneuver training.  

Cantrips: A heartbeat assailant learns a number of cantrips, or 0-level spells, as noted on Table: Heartbeat Assailant 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. 
Pulsing Dissonance (Su): At 4th level, a heartbeat assailant can unleash a devastating unarmed attack that can instantly disrupt a target’s actions and deal bleed 

damage. She must announce this intent before making her attack roll. As a swift action, the hearbeat assailant can expend a one spell slot as part of the attack (a 

standard action). If the heartbeat assailant hits and the target takes damage from the blow, the target takes an amount of bleed damage equal to the level of the expended 
spell for 1d4+1 rounds. Creatures immune to critical hits or bleed damage are immune to this ability. At 10th level, whenever the heartbeat assailant makes a successful 

pulsing dissonance attack, the target is also staggered. At 16th level, the duration of the bleed damage and staggered condition increases by a number of rounds equal to 

the heartbeat assailant’s Charisma modifier. This ability replaces knockout.  

 

Table: Heartbeat Assailant 
 Base  
Class Attack Fort Ref Will          Spells per Day 
Level Bonus Save Save Save   Damage Special  1st 2nd 3rd 4th 5th 6th 
1st  +0  +0  +2  +2    1d6 Bloodline, brawler’s cunning, cantrips,   1  —  —  —  —  — 
      unarmed strike 
2nd  +1  +0  +3 +3    1d6 Brawler’s flurry (Two-Weapon Fighting)   2  —  —  —  —  — 
3rd  +2  +1 +3 +3    1d6 Bloodline power   3  —  —  —  —   — 
4th  +3  +1 +4 +4    1d8 AC bonus +1, pulsing dissonance 1/day   3   1  —  —  —  — 
5th  +3  +1 +4 +4    1d8 Brawlers strike (magic), close combat mastery   4   2  —  —  —  — 
6th  +4  +2 +5 +5    1d8 Bloodline feat   4   3  —  —  —  — 
7th  +5  +2 +5 +5    1d8 Bloodline power   4   3   1  —  —  — 
8th  +6/+1  +2 +6 +6   1d10 Brawler’s flurry (Improved Two-Weapon   4   4   2  —  —  — 
      Fighting) 
9th  +6/+1  +3 +6 +6   1d10 AC bonus +2, brawler’s strike   5   4   3  —  —  — 
      (cold iron and silver) 
10th  +7/+2  +3 +7 +7   1d10    5   4   3   1  —  — 
11th  +8/+3  +3 +7 +7   1d10 Pulsing dissonance 2/day   5   4   4   2  —  — 
12th  +9/+4  +4 +8 +8    2d6 Bloodline feat, brawler’s strike (alignment)   5   5   4   3  —  — 
13th  +9/+4  +4 +8 +8    2d6 AC bonus +3   5   5   4   3   1  — 
14th  +10/+5  +4 +9 +9    2d6 Bloodline power   5   5   4    4   2  — 
15th  +11/+6/+1  +5 +9 +9    2d6 Brawler’s flurry (Greater Two-Weapon Fighting)   5   5   5   4   3  — 
16th  +12/+7/+2  +5 +10 +10    2d8 Awesome blow, pulsing dissonance 3/day    5   5   5   4   3   1 
17th  +12/+7/+2  +5 +10 +10    2d8 Brawler’s strike (adamantine)   5   5   5   4   4   2 
18th  +13/+8/+3  +6 +11 +11     2d8 AC bonus +4, bloodline feat   5   5   5   5   4   3 
19th  +14/+9/+4  +6 +11 +11    2d8 Bloodline power   5   5   5   5   5   4 
20th  +15/+10/+5  +6 +12 +12   2d10 Improved awesome blow   5   5   5   5   5   5 
 

Table: Heartbeat Assailant Spells Known 
Class    Spells Prepared 
Level 0th 1st 2nd 3rd 4th 5th 6th 
1st    4   2  —  —  —  —  —  
2nd    5   3  —  —  —  —  — 
3rd    6   4  —  —  —  —   — 
4th    6   4   2  —  —  —  — 



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

  



HERALD OF THE MARCH (mrtaco6) 
With new battlefield technologies being developed every day, relaying commands to one’s troops has become an arduous task. The fog of war from discharged firearms 
obscure signal flags, while the blast of cannons and clashing of steel drown out even the loudest voice. Thus enters the herald of the march. With his trusty fife or drum, 

the herald of the march relays orders from his superiors to his comrades by using specific cadences of his instrument. Not only can the herald of the march induce a 

surge of energy in the average soldier, his music can rally the troops and bring them back to full fighting speed, often turning the tide of an otherwise lost battle. 

Primary Class: Cavalier. 

Secondary Class: Bard. 

Alignment: Any. 
Hit Dice: d10. 

Bonus Skills and Ranks: The herald of the march may select three bard skills to add to his class skills, in addition to the normal cavalier class skills, one of which 

must be Perform. The herald of the march gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The herald of the march is proficient with all simple and martial weapons, with light armor, medium armor, and with shields.  

Battle March (Ex): At 1st level, a herald of the march land speed is faster than the norm for her race by +5 feet. This improves by +5 feet at 5th level and every four 

levels thereafter (9th, 13th, and 17th) to a maximum of +25 feet. This benefit applies only when he is wearing no armor, light armor, or medium armor, and not carrying 
a heavy load. Apply this bonus before modifying the herald of the march's speed because of any load carried or armor worn. This bonus stacks with any other bonuses 

to the herald of march’s land speed. If the herald of the march is mounted, he loses this bonus to his land speed. However, the distance a herald of the march can travel 

each day while mounted increases by 20%. This ability and mount replace the cavalier’s normal mount ability.  
Fife and Drum: At 1st level, a herald of the march begins play with a masterwork instrument of his choice.  This instrument serves as both a symbol and rallying 

point on the battlefield. This instrument must be a percussion or wind instrument, but is not made of any special material. Whenever the herald of march uses this 

instrument, her gains a +2 bonus on all Diplomacy and Intimidate skill checks for a number of rounds following its most recent use equal to his Charisma modifier. If a 
herald of the march uses a different instrument, he does not gain this bonus. If the instrument is lost or destroyed, it can be replaced at a cost of 50 gp per herald of the 

march level plus the cost of the masterwork item.  

In addition, the herald of the march gains the bard’s bardic performance ability, except that it can only be used with the Perform (percussion) or Perform (wind 

instruments) skills.  

The herald of the march gains the following bardic performances.  

Demoralize (Ex): At 1st level, a herald of the march can spend 3 continuous rounds of performance to fill his enemies with self-doubt. After 3 rounds, all enemy with 
30 feet of the herald of the march must make a Will save (DC 10 + 1/ the herald of the march’s level + the herald of the march’s Charisma modifier). Each creature to 

be demoralized must be within 60 feet, able to see and hear the herald of the march, and capable of paying attention to him. The herald of the march must also be able to 

see the creatures affected. If a creature’s saving throw succeeds, the herald of the march cannot attempt to demoralize that creature in this way again for 24 hours. Any 
creature that fails its save becomes shaken for 1 minute per herald of the march level. Allies and creatures without an Intelligence score are unaffected. For every 2 

additional rounds of performance the herald of the march expends, the radius of this performance increases by 5 feet and the save DC increases by 1. Demoralize relies 

on audible components. This performance and fife and drum replace tactician. 
Inspire Courage (Ex): At 1st level, a herald of the march gains the inspire courage bardic performance. This performance replaces challenge 2/day. 

Inspire Competence (Ex): At 3rd level, a herald of the march gains the inspire courage bardic performance. This performance replaces expert trainer.  

Song of Marching (Ex): At 3rd level, a herald of the march can use his performance to inspire his allies to move faster without suffering from fatigue. By expending 
1 round of fife and drum, the herald of the march invigorates allies within 60 feet, who may hustle for the next hour; this movement counts as a walk (not a hustle) for 

the purpose of accruing nonlethal damage and fatigue. The herald of the march must continue to perform the song for the remainder of the hour, otherwise its effects 

end, but only 1 round of fife and drum is expended for that hour. This performance replaces cavalier’s charge.  
Song of Surrender (Su): At 6th level, a herald of the march can use his performance to encourage an enemy to surrender already demoralized by his performance. 

Using this ability does not disrupt the demoralize effect, but it does require a standard action to activate (in addition to the free action to continue 

the demoralize effect). To be affected, an enemy must be within 30 feet and be able to see and hear the herald of the march’s performance. An affected enemy feels the 

irresistible urge to drop any held weapons and fall prone. This effect lasts for 1 round—essentially, the affected enemy takes no actions on its next turn other than to lie-

prone, although it is not considered flat-footed or helpless. A Will saving throw (DC 10 + 1/2 the herald of the march’s level + the herald of the march’s Charisma 

modifier) negates the effect. This ability affects only a single creature. Song of surrender is an enchantment (compulsion), mind-affecting, language-dependent ability 
and relies on audible components. This performance replaces challenge 4/day. 

Dirge of Doom (Su): At 9th level, a herald of the march gains the dirge of doom bardic performance. This performance replaces greater tactician.  

Inspire Greatness (Su): At 13th level, a herald of the march gains the inspire greatness bardic performance. This performance replaces mighty charge.  
Inspire Heroics (Su): At 16th level, a herald of the march gains the inspire heroics bardic performance. This performance replaces challenge 6/day.  

Irresistible Dance (Su): At 17th level, a herald of the march can use his performance to subject one creature to an irresistible dance spell. This effect makes it 

impossible for the creature to do anything other than caper and prance in place and imposes a –4 penalty to Armor Class and –10 penalty on Reflex saves, as well as 
negating any Armor Class bonus granted by a shield the target holds. The dancing creature provokes attacks of opportunity each round on its turn. A 

successful Will save negates reduces this effect to 1 round. For each round this performance is maintained, the herald of the march must expend two rounds of 
performance. This performance replaces master tactician.  

Supreme Cadence (Su): At 20th level, a herald of the march’s can use his performance to break solid rock. As a full-round action that expends six rounds of 

performance, the herald of the march can use his performance to create a tremor identical to an earthquake spell. Each time the herald of the march uses this 
performance, he must expend an additional six rounds of performance. This performance replaces supreme charge.  

Heraldic Knowledge (Ex): At 1st level, a herald of the ,arch gains the bard’s bardic knowledge ability, except that it applies only to Knowledge (engineering), 

Knowledge (history), Knowledge (local), and Knowledge (nobility) skill checks. This ability replaces challenge 1/day. 
Order: This is exactly like the cavalier ability of the same name, except that the herald of the march may also choose from the new Order of the Drum or the Order 

of the Fife.  

Challenge (Ex): This is exactly like the cavalier ability of the same name, except that the herald of the march can make a challenge once per day at 4t level, and 
every size levels thereafter.  

Mount (Ex): This is exactly like the cavalier’s mount ability, except that the herald of the march’s druid level for the purpose of determining his mount is equal to 

his herald of the march level –3.  
Banner (Ex): This is exactly like the cavalier ability of the same name, except that the herald of the march can use his percussion or wind instrument as his banner. 

As long as the herald of the march’s instrument is clearly visible and being played (even without the use of the fife and drum ability), all allies within 60 feet receive the 

benefits of this ability.  
Bonus Feat: This is exactly like the cavalier ability of the same name, except that the herald of the march can select bonus feats from those listed as combat feats and 

performance feats.  

 

 

Table: Herald of the March 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Battle march, demoralize, fife and drums, heraldic knowledge,  
     inspire courage +1, order 



2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Inspire competence +2, song of marching 
4th  +4  +4 +1  +1 Challenge 1/day, mount 
5th  +5  +4 +1  +1 Banner, inspire courage +2 
6th  +6/+1  +5 +2  +2 Bonus feat, song of surrender 
7th  +7/+2  +5 +2  +2 Inspire competence +3 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Dirge of doom  
10th  +10/+5  +7 +3  +3 Challenge 2/day 
11th  +11/+6/+1  +7 +3  +3 Inspire competence +4, inspire courage +3 
12th  +12/+7/+2  +8 +4  +4 Bonus feat, demanding challenge 
13th  +13/+8/+3  +8 +4  +4 Inspire greatness 
14th  +14/+9/+4  +9 +4  +4 Greater banner 
15th  +15/+10/+5  +9 +5  +5 Inspire competence +5, order ability  
16th  +16/+11/+6/+1  +10 +5  +5 Challenge 3/day, Inspire heroics 
17th  +17/+12/+7/+2  +10 +5  +5 Inspire courage +4, irresistible dance 
18th  +18/+8/+13/+3 +11 +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +6 Inspire competence +6 
20th  +20/+15/+10/+5  +12 +6  +6 Supreme cadence 

 
Order of the Drum 
A cavalier who belongs to this order devotes his time to perfecting his drum playing, allowing him to embolden his allies, create a burst of rolling thunder, and strike 

fear in hearts of his foes. Cavaliers of this order tend to be disciplined, stalwart, and brave in the heat of battle. This order complements the Herald of the March 

multiclass archetype.  
Edicts: An order of the drum cavalier must seek to induce fear in the hearts of his enemies and embolden his allies upon the field of battle. He must strives to distress 

his foes, and takes every action to bring honor and victory to his allies through his music.  

Challenge: Whenever an order of the drum cavalier issues a challenge, all allies within 30 feet gain a +1 circumstance bonus to all Will saves made against 
enchantment (compulsion) spells and effects used by the target of the challenge. This bonus increases by 1 for every 4 cavalier levels.  

Skills: An order of the drum cavalier adds Perform (percussion) (Cha) and Knowledge (nobility) (Int) to his list of class skills. When the cavalier uses Perform 

(percussion), he gains a bonus on the check equal to 1/2 his cavalier level (minimum +1). 
Order Abilities: A cavalier that belongs to the order of the drum gains the following abilities as he increases in level. 

Advance and Retreat (Ex): At 2nd level, the cavalier can use his drums to increase the run speed of allied creatures within 120 feet as if they had the Run feat. This is 

a standard action that requires a DC 20 Perform (percussion) check. As long as the cavalier continues to play, the effect remains. Maintaining the playing is a free 
action if the cavalier is riding or running. If the cavalier stops playing the drum, the enhanced running speed ends. This ability can be used for up to 10 minutes per 

cavalier level. This duration does not need to be consecutive, but must be used in 1-minute increments. 

Roar of Thunder (Su): At 8th level, the cavalier can strike his drum, filling a 15-foot cone shaped burst in front of him with the thunder of pounding drums. Any 
creature in the area takes 1d6 points of sonic damage per two cavalier levels (maximum 5d6) and is knocked prone. A successful Fortitude save halves the damage and 

negates being knocked prone. The cavalier can use this ability once per day at 8th level, plus an additional time per day every four levels thereafter, up to four times per 

day at 20th level.  
Thrum of Dread (Su): At 15th level, as a standard action, the cavalier can sound his drum with a powerful cadence. This sounding caused all creatures within 120 feet 

(with the exception of those within a 20-foot-radius safe zone around the cavalier) to become affected as by a fear spell, unless a successful Will save is made (DC 10 + 

1/ the cavalier’s level + the cavalier’s Charisma modifier). The cavalier can use this ability once per day at 15th level and twice per day at 18th level.  
 

 

Order of the Fife 
A cavalier who belongs to this order devotes his time to perfecting his fife playing, allowing him to fascinate his foes, quicken his allies, and blast his enemies from 
afar. Cavaliers of this order tend to be spirited, confident, and quick thinking in the heat of battle. This order complements the Herald of the March multiclass archetype.  

Edicts: An order of the fife cavalier must seek to bolster his companions and bring victory to his allies. He must strive to embolden his allies, lighten their spirits, 

and enhance their prowess in battle through his music.  
Challenge: Whenever an order of the fife cavalier issues a challenge, all allies within 30 feet gain a +1 circumstance bonus to all Will saves made against 

enchantment (charm) spells and effects used by the target of the challenge. This bonus increases by 1 for every 4 cavalier levels.  

Skills: An order of the fife cavalier adds Knowledge (nobility) (Int) and Perform (wind instruments) (Cha) to his list of class skills. When the cavalier uses Perform 
(wind instrument), he gains a bonus on the check equal to 1/2 his cavalier level (minimum +1). 

Order Abilities: A cavalier that belongs to the order of the fife gains the following abilities as he increases in level. 

Fascinate (Su): At 2nd level, the cavalier can use the Perform skill to cause one or more creatures to become fascinated with him. This acts as the fascinate bardic 
perform ability, except the save DC is 10 + 1/2 the cavalier’s level + his Charisma modifier, and it lasts for 1 round per cavalier level. The cavalier can use this ability 

once per day, plus an additional time per day for every five levels beyond 2nd.  

Shifting Tempo (Su): At 8th level, the cavalier can play a melody by making a DC 15 Perform (wind instruments) check as a standard action. If the check is 
successful, the cavalier can play a grave melody to cast slow or an allegro melody to cast haste. This affect functions as the indicated spell and affects up to five 

creatures per use, as chosen by the cavalier. The cavalier can use this ability once per day, plus an additional time per day every six levels.  

Note of Resound (Su): At 15th level, the cavalier can use his fife (or other wind instrument) to create a devastating shock wave of energy that functions like a horn of 
blasting (DC = 10 + 1/2 the cavalier’s level + his Charisma modifier). The cavalier can use this ability once per day at 15th level and twice per day at 18th level. At 

18th level, this ability functions like a greater horn of blasting. Unlike an actual horn of blasting, this ability does not carry the risk of destroying the fife.  

 

 

  



IMPERIAL PATHFINDER (Elghinn Lightbringer) 
Loyalty, courage, and resolve–these are all quintessential qualities of the noble samurai. However, there are those select few who are called to serve the emperor on 
behalf of the people by bonding with the land and wildlife of his homeland. The imperial pathfinder is by nature a rover, trained to ferret out the enemies of the empire 

from the most remote parts of the land. With his trusted animal companion at his side, he is able to track down elusive criminals high in the mountains, locate 

encampments of rebel armies in the deep forests, or expose traitors from within the imperial court itself.   

Primary Class: Samurai. 

Secondary Class: Ranger. 

Alignment: Any.  
Hit Dice: d10. 

Bonus Skills and Ranks: The imperial pathfinder may select three ranger skills to add to his class skills in addition to the normal samurai class skills, one of which 

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

pathfinder is proficient with light and medium armor, but not with shields. 

Animal Companion (Ex): At 1st level, an imperial pathfinder forms a close bond with an animal companion. An imperial pathfinder can choose from the following 
list: badger, bird, camel, cat (small), dire rat, dog, horse, pony, snake (viper or constrictor), or wolf. If the campaign takes place wholly or partly in an aquatic 

environment, the imperial pathfinder may choose a shark instead. This animal is a loyal companion that accompanies the imperial pathfinder on his adventures as 

appropriate for its kind. An imperial pathfinder's animal companion shares his challenge, favored challenge, and favored terrain bonuses. This ability functions like 
the druid animal companion ability (which is part of the Nature Bond class feature). The imperial pathfinder's effective druid level is equal to his imperial pathfinder 

level. The imperial pathfinder’s animal companion does not gain the share spells ability. This ability replaces mount.  

Order: An imperial pathfinder can select any order he qualifies, including the new Order of the Green Warrior.  
Subsistence (Ex): Starting at 1st level, an imperial pathfinder gains expertise that he can call upon to survive in the wild. He can use this ability once per day at 1st 

level, plus one additional time per day for every two imperial pathfinder levels beyond 1st. Whenever the imperial pathfinder defeats the target of his challenge, he 

regains one daily use of subsistence, up to his maximum number of uses per day. Defeating the target of his challenge usually involves reducing the target to 0 hit 

points or fewer, but the GM might rule that an enemy who surrenders or flees the battle is also defeated. He can use subsistence in a number of ways. 

Hazard Sense: As a standard action, when the imperial pathfinder is in a natural environment, he can spend one use of subsistence to detect simple pits, deadfalls, 

and snares as well as mechanical traps constructed of natural materials. This functions as the detect snares and pits spell. 
Internal Compass: As a standard action, the imperial pathfinder can spend one use of subsistence to instantly know the direction of north from his current position. 

This is effective in any environment in which "north" exists, but it may not work in extraplanar settings. His knowledge of north is correct at the moment of its use, but 

the imperial pathfinder can get lost again within moments if he doesn't find some external reference point to help him keep track of his direction. 
Track: When following tracks, the imperial pathfinder can spend one use of subsistence as a swift action to gain a bonus on his Survival check equal to 1/2 his 

imperial pathfinder level. This bonus lasts for 10 minutes. He must decide to use this ability before he rolls the Survival check.  

This ability replaces resolve. 
Weapon Expertise (Ex): This is exactly like the samurai ability of the same name, but the imperial pathfinder adds crossbow to the list of weapons he can select.   

Favored Challenge (Ex): At 5th level, an imperial pathfinder selects a type of creature from the ranger’s favored enemies table. He gains a +2 bonus on Bluff, 

Knowledge, Perception, Sense Motive, and Survival checks against creatures of his selected type. An imperial pathfinder may make Knowledge skill checks untrained 
when attempting to identify these creatures.  

At 14th level, the imperial pathfinder may select an additional favored enemy. In addition, the bonus against his previous favored enemy (including the one just 

selected, if so desired) increases by +2.  
If the imperial pathfinder chooses humanoids or outsiders as a favored enemy, he must also choose an associated subtype. (Note that there are other types of 

humanoid to choose from—those called out specifically on the table below are merely the most common.) If a specific creature falls into more than one category of 

favored enemy, the imperial pathfinder's bonuses do not stack; he simply uses whichever bonus is higher. This ability replaces banner and greater banner.  

Combat Style Feats: At 6th level, an imperial pathfinder gains the ranger’s combat style feat ability and must select one combat style to pursue. The imperial 

pathfinder's expertise manifests in the form of bonus feats at 6th, 12th, and 18th level. He can choose feats from his selected combat style, even if he does not have the 

normal prerequisites. The benefits of the imperial pathfinders chosen style feats apply only when he wears light, medium, or no armor. He loses all benefits of his 
combat style feats when wearing heavy armor. Once an imperial pathfinder selects a combat style, it cannot be changed.  

The imperial pathfinder must choose one of the following combat styles according to his weapon expertise or his choice of animal companion: archery (longbow), 

crossbow (crossbow), mounted combat (horse companion), two-handed weapon (katana or naginata), two-weapon combat (katana or wakizashi), or weapon and shield 
(katana or wakizashi). This ability replaces bonus feats. 

Greater Subsistence (Ex): At 9th level, when an imperial pathfinder spends his subsistence, he can move at his normal speed while using Survival to follow tracks 

without taking the normal –5 penalty. He takes only a –10 penalty (instead of the normal –20) when moving at up to twice normal speed while tracking. Additionally, 
the imperial pathfinder learns how to create a snare trap and one other ranger trap of his choice from the following list: alarm trap, fire trap, marking trap, pit trap, 

poison trap, tripwire, trap, or wounding trap. Once a trap is learned, it can’t be unlearned and replaced with a different type of trap. The imperial pathfinder cannot 
select an individual trap more than once. He can spend one use of his subsistence to create any trap that he knows as a standard action. These traps are extraordinary, 

not supernatural. This ability replaces greater resolve. 

True Subsistence (Ex): At 17th level, when an imperial pathfinder spends his subsistence, he can move at full speed while using Survival to follow tracks without 
penalty. In addition, the imperial pathfinder learns two more ranger traps of his choice. This ability replaces true resolve.  

 

 

RONIN PATHFINDER 
While most samurai belong to the order of the warrior, dedicating their considerable skills to the service of a lord, land, and people, some find themselves without a 

master, either as a result of disgrace or death, or occasionally by choice. Known as ronin, these samurai wander the lands, serving their own code of ideals. While ronin 

are significantly freer to do as they please, they do not receive the same respect and support that a more dedicated samurai can count on.  
Orders: Ronin typically choose the Ronin Order, but they may also choose the Order of the Green Warrior. Those who do are known as Ronin Pathfinders tend to 

hire themselves out to less influential lords, mercenary bands, or pursue their own purposes in the greenwoods of the world. A ronin pathfinder replaces the edicts and 

challenge of the Order of the Green Heart with those of the Ronin order, as noted below.  
Edicts: Ronin follow their own personal code of ethics and honor. As such, their edicts are extremely flexible and subject to change. Each ronin should determine his 

own edicts, which should include at least three provisions. These edicts are subject to GM approval. 

Challenge: Whenever a ronin is the target of a challenge, a smite, a quarry, or similar effect, and he issues a challenge against that character in return, the ronin 
receives a +1 morale bonus on attack rolls made against the target of his challenge and a +1 dodge bonus to his AC against attacks made by the target of his challenge. 

These bonuses increase by +1 for every four class levels the ronin possesses (to a maximum of +6 at 20th level). 

 
 

Order of the Green Warrior 
A samurai who belongs to this order devotes his life to surviving in the wilds and living among the animals of a specific terrain. Samurai of this order tend to be free 

spirited, headstrong, and resourceful. This order complements the Imperial Pathfinder multiclass archetype.  



Edicts: The samurai must seek to survive every situation and return to the service of his liege, bring honor to his lord, and protect all within his liege lord’s rule. He 

must always place the honor and protection of his lord before the safety of his troops or himself. The samurai must take every opportunity to defeat the enemies of his 
lord, seek out their hidden lairs, and destroy all who seek to being harm to the people of his lord’s kingdom.  

Challenge: Whenever an order of the green warrior samurai issues a challenge, he receives a +1 morale bonus on Armor Class and all attack damage rolls made 

against the target of his challenge. This bonus increases by +1 for every four levels the samurai possesses. In addition, the samurai can take a 5-foot step in difficult 

terrain, but only when within his favored terrain.  

Skills: An order of the green warrior samurai adds Knowledge (nature) (Int) and Survival (Wis) to his list of class skills. In addition, an order of the green warrior 

samurai adds his Wisdom modifier to any Diplomacy checks made to change the initial attitude of a creature, or Stealth checks made within his favored terrain.   
Order Abilities: A samurai that belongs to the order of the green warrior gains the following abilities as he increases in level. 

Terrain Mastery (Ex): At 2nd level, the samurai gains a favored terrain from the ranger’s ability of the same name and may select a type of terrain from Table: 

Ranger Favored Terrains. The favored terrain ability does not increase with his level as the ranger’s ability does.  
Woodland Stride (Ex): At 8th level, the cavalier gains the ranger’s woodland stride ability.  

Camouflage (Ex): At 15th level, once per day, the samurai can craft simple but effective camouflage from the surrounding foliage. The samurai needs 1 minute to 

prepare the camouflage, but once he does, it is good for the rest of the day or until the samurai fails a saving throw against an area effect spell that deals fire, cold, or 
acid damage, whichever comes first. The samurai gains a +4 bonus on Stealth checks while within terrain that matches the foliage used to make the camouflage. This 

ability cannot be used in areas without natural foliage.  

 
 

Table: Imperial Pathfinder 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Animal companion, challenge 1/day, order, subsistence 
2nd  +2  +3 +3  +0 Order ability 
3rd  +3  +3 +3  +1 Weapon expertise 
4th  +4  +4 +4  +1 1st favored challenge, challenge 2/day 
5th  +5  +4 +4  +1 Favored terrain 
6th  +6/+1  +5 +5  +2 Combat style feat 
7th  +7/+2  +5 +5  +2 Challenge 3/day 
8th  +8/+3  +6 +6  +2 Order ability 
9th  +9/+4  +6 +6  +3 Greater subsistence 
10th  +10/+5  +7 +7  +3 Challenge 4/day 
11th  +11/+6/+1  +7 +7  +3 Honorable stand 
12th  +12/+7/+2  +8 +8  +4 Combat style feat, demanding challenge 
13th  +13/+8/+3  +8 +8  +4 Challenge 5/day 
14th  +14/+9/+4  +9 +9  +4 2nd favored challenge 
15th  +15/+10/+5  +9 +9  +5 Order ability 
16th  +16/+11/+6/+1  +10 +10  +5 Challenge 6/day 
17th  +17/+12/+7/+2  +10 +10 +5 True subsistence 
18th  +18/+13/+8/+3 +11 +11 +6 Combat style feat 
19th  +19/+14/+9/+4 +11 +11 +6 Challenge 7/day 
20th  +20/+15/+10/+5  +12 +12 +6 Last stand 



INSPIRING WARLORD (Koujow) 
 

Primary Class: Fighter.  

Secondary Class: Bard.  

Alignment: Any.  

Hit Dice: d10.  

Bonus Skills and Ranks: The inspiring warlord may select three bard skills to add to his class skills in addition to the normal fighter class skills, one of which must 

be Perform. The inspiring warlord gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The inspiring warlord is proficient with all simple and martial weapons, with all types of armor, and with shields (except tower 

shields).  

Strategic Commands: Starting at 1st level, the inspiring warlord gains tactical knowledge he can call upon to direct the actions of allies in battle. He can use this 
ability a number of times per day 3+ is Charisma modifier, plus an additional use per day every two levels above 1st. Whenever an ally that is under the effects of the 

inspiring warlord’s strategic command defeats an enemy (including the inspiring warlord), he regains one daily use of his strategic commands, up to his maximum 

number of uses per day. Defeating the enemy usually involves reducing the target to 0 hit points or fewer, but the GM might rule that an enemy who surrenders or flees 
the battle is also defeated. Allies must be within 30 feet of the inspiring warlord and able to hear him to be affected. The inspiring warlord can include himself in his 

strategic commands if he so chooses. The inspiring warlord can use his strategic command in a number of ways. 

Bolster Troops (Ex): As a standard action, the inspiring warlord can spend one use of his strategic commands to bolster the physical determination of his allies. Each 
ally gains 1 temporary Hit Dice (d10) and applies its own Constitution modifier (if any) as normal. These temporary Hit Dice increase to 2d10 at 7th level, 3d10 at 13th 

level, and 4d10 at 19th level. 

Prioritize Target (Ex): As a standard action, the inspiring warlord can spend one use of his strategic commands to designate a single target. Each ally gain a +1 
morale bonus on all attack and damage rolls made against the target for a number of rounds equal to the inspiring warlord’s level Charisma modifier (minimum 1). For 

every four levels beyond 1st, this bonus increases by +1, up to a maximum of +5 at 17th level.  

Tactical Surge (Ex): As a standard action, the inspiring warlord can spend one use of his strategic commands to increase the maneuverability of his allies on the 

battlefield. Each ally can make one additional swift action during his turn for a number of rounds equal to his Charisma modifier (minimum 1). At 9th level, each ally 

can also make an additional move action during his turn.  

This ability replaces the bonus feat gained at 1st level and weapon training 4. 
Inspire Courage (Ex): A 2nd level an inspiring warlord can spend one use of strategic command to inspire courage in his allies (including himself), bolstering them 

against fear and improving their combat abilities. To be affected, an ally must be able to hear the inspiring warlord’s command. An affected ally receives a +1 morale 

bonus on saving throws against charm and fear effects and a +1 competence bonus on attack and weapon damage rolls. At 7th level, and every six inspiring warlord 
levels thereafter, this bonus increases by +1, to a maximum of +4 at 19th level. Inspire courage is a mind-affecting ability. Inspire courage uses audible components and 

lasts for a number of rounds equal to the inspiring warlord’s Charisma modifier. This ability replaces the fighter’s Tower Shield Proficiency feat.  

Tactical Awareness (Ex): At 2nd level, an inspiring warlord gains a +1 bonus on initiative checks. This bonus increases by +1 for every four levels after 2nd level 
(to a maximum of +5 at 18th level). This ability replaces bravery. 

Bonus Feats: This is exactly like the fighter ability of the same name, except that the inspiring warlord gains a bonus feat at 3rd level and every three levels 

thereafter.  
Inspiring Blow (Ex): At 4th level, an inspiring warlord can spend one use of strategic command to shout a war cry with each telling blow. When the inspiring 

warlord confirms a critical hit, he can start this command as an immediate action (ending any other commands). He gains temporary hit points equal to his 

Charisma modifier (if positive), and all allies within 30 feet gain a +1 morale bonus on their next attack roll prior to the start of his next turn. These temporary hit 
points remain for 1 minute. This ability replaces the armor training 1.  

Weapon Training (Ex): This is exactly like the fighter ability of the same name, except that the inspiring warlord only gains up to weapon training 3, as shown on 

Table: Inspiring warlord.  

Tactician (Ex): At 5th level, an inspiring warlord gains the tactician ability as the cavalier class feature. He may use this ability once per day at 7th level, plus one 

additional time for every four levels after 7th (to a maximum of four times at 19th level). If the inspiring warlord also has cavalier levels, these levels stack for 

determining the number of uses per day, and he can take the better progression. This ability replaces the bonus feat gained at 6th level. 
Gather Crowd (Ex): At 7th level, the inspiring warlord is skilled at drawing an audience to his commands. If he is in a settlement or populated area, he can spend 

one use of strategic command to shout and make himself noticed in order to attract an audience to his impromptu stage. The size of the crowd depends on the local 

population, but typically is a number of people equal to 1/2 the inspiring warlord’s level × the result of the inspiring warlord’s Perform check. The crowd gathers over 
the next 1d10 rounds. If the inspiring warlord fails to engage the crowd (such as by performing, kissing babies, trying to use fascinate, and so on), it disperses over the 

next 1d10 rounds, otherwise it remains for a number of minutes equal to inspiring warlord’s Charisma modifier (minimum 1). This ability replaces armor training 2. 

Cry of Doom (Ex): At 8th level, an inspiring warlord can spend one use of strategic commands to shout a war cry to foster a sense of growing dread in his enemies, 
causing them to become shaken. This ability is similar to the dirge of doom bardic performance, except that it relies on audible components only. Cry of doom lasts for 

a number of rounds equal to the inspiring warlord’s Charisma modifier (minimum 1). This ability replaces the bonus feat gained at 8th level.  
Inspire Greatness (Ex): At 10th level, an inspiring warlord can spend one use of strategic commands to inspire greatness in himself or a single willing ally within 

30 feet, granting extra fighting capability. For every three levels an inspiring warlord attains beyond 9th, he can target one additional ally while using this command (up 

to a maximum of four at 18th level). To inspire greatness, all of the targets must be able to see and hear the inspiring warlord. A creature inspired with greatness gains 2 
bonus Hit Dice (d10s), the commensurate number of temporary hit points (apply the target’s Constitution modifier, if any, to these bonus Hit Dice), a +2 competence 

bonus on attack rolls, and a +1 competence bonus on Fortitude saves. The bonus Hit Dice count as regular Hit Dice for determining the effect of spells that are Hit 

Dice dependent. These effects last for a number of rounds equal to the inspiring warlord’s Charisma modifier (minimum 1). Inspire greatness is a mind-affecting ability 
and it relies on audible and visual components. This ability replaces the armor training 3.  

Incite Violence (Ex): At 13th level, an inspiring warlord can spend one use of strategic commands to fan the fervor of a crowd of people he has gathered. Using this 

ability does not disrupt the gather crowd effect, but does require a standard action to activate (in addition to the free action to continue the gather crowd effect). The 
inspiring warlord selects a number of targets within the crowd equal to his level, who must make Will saves (DC 10 + 1/2 the inspiring warlord’s level + the inspiring 

warlord’s Charisma modifier) or be affected by the rage spell for a number of rounds equal to the inspiring warlord’s level. The inspiring warlord indicates who is the 

intended target of violence (either after using this ability or as part of the command leading to it) and the enraged members of the crowd immediately attack the target if 
possible. The target does not need to be present (“kill the king” is a suitable choice) and can be an object instead of a person (“destroy the prison!” is likewise 

appropriate). Other members of the crowd may follow suit, though they do not gain the benefits of rage. This is a sound-based effect. If two or more inspiring warlords 

are attempting to direct the crowd against different targets, they must make opposed Charisma checks, with the crowd following the directions of the winner. This 
ability replaces the bonus feat gained at 12th level. 

Cooperative Combatant (Ex): At 14th level, when an inspiring warlord uses the aid another special attack, he may affect one additional ally per point of Charisma 

bonus. For each ally that an inspiring warlord aids, he can pick whether to grant that ally the +2 bonus on its next attack against the opponent or the +2 bonus to AC 
against the opponent’s next attack on that ally, and can grant different allies different bonuses. This ability replaces the bonus feat gained at 14th level. 

Battle Insight (Ex): At 16th level, as a swift action, an inspiring warlord can grant his Charisma modifier as an insight bonus on the attack rolls made by a single 

ally within line of sight that can both see and hear the inspiring warlord. That ally gains the bonus until the end of the inspiring warlord’s next turn. The inspiring 
warlord can use this ability a number of times per day equal to 3 + his Charisma modifier. This ability replaces armor training 4. 

Unstoppable Crowd (Ex): At 19th level, an inspiring warlord can spend one use of strategic command to inspire a rapturous battle trance that suppresses pain, 

stunning, and fear effects. This affects one creature that is already affected by the inspiring warlord’s incite violence ability, plus one additional creature per two levels 
after 16th. Using this ability does not disrupt the gather crowd or incite violence effect, but does require a standard action to activate (in addition to the free action to 



continue the gather crowd effect) and lasts while incite violence remains in effect. Affected creatures also gain DR 5/— (DR 10/— against nonlethal damage); this 

benefit stacks with the damage reduction class ability of barbarians. This mind-affecting ability requires audible components. This ability replaces armor mastery. 
War Master (Ex): At 20th level, the inspiring warlord becomes an expert in the fine art of directing a battle, able to assess his foes with great skill and use that 

knowledge to guide his allies to victory. The inspiring warlord can assess a single foe as a move action, and use that information to guide his allies in defeating the foe. 

The inspiring warlord makes a Sense Motive check with a DC of (10 + foe’s total Bluff bonus) or (10 + foe’s base attack bonus + foe’s Charisma modifier), whichever 

is higher. If the inspiring warlord succeeds, he learns the target’s current and maximum hit points, base attack bonus, armor class, and total Fortitude, Reflex, and Will 

saving throw bonuses. Any ally able to see and hear the inspiring warlord gains a +5 bonus to attack and damage rolls against any target the inspiring warlord has 

assessed in the past 24 hours. If the inspiring warlord fails an assess check, he cannot attempt to assess the same foe again for 24 hours. This ability replaces weapon 
mastery. 

 

Table: Inspiring Warlord 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Strategic commands 
2nd  +2  +3  +0  +0  Inspire courage +1, tactical awareness 
3rd  +3  +3  +1  +1 Bonus feat  
4th  +4  +4  +1  +1 Inspiring blow  
5th  +5  +4  +1  +1 Tactician, weapon training 1 
6th  +6/+1  +5  +2  +2 Bonus feat 
7th  +7/+2  +5  +2  +2 Gather crowd, inspire courage +2 
8th  +8/+3  +6  +2  +2 Shout of doom  
9th  +9/+4  +6  +3  +3 Bonus feat  
10th  +10/+5  +7  +3  +3 Inspire greatness 
11th  +11/+6/+1  +7  +3  +3 Weapon training 2 
12th  +12/+7/+2  +8  +4  +4 Bonus feat 
13th  +13/+8/+3  +8  +4  +4 Incite violence, inspire courage +3 
14th  +14/+9/+4  +9  +4  +4 Cooperative combatant 
15th  +15/+10/+5  +9  +5  +5 Bonus feat 
16th  +16/+11/+6/+1  +10  +5  +5 Battle insight 
17th  +17/+12/+7/+2  +10  +5  +5 Weapon training 3 
18th  +18/+13/+8/+3 +11  +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11  +6  +6 Inspire courage +4, unstoppable crowd 
20th  +20/+15/+10/+5  +12  +6  +6 War master 

 

SWAPS 

Bonus feat (1) + Weapon training 4 = Strategic commands 

Tower Shield Proficiency = Inspire courage 
Bravery = Tactical awareness 

Armor Training 1 = Inspiring blow 

Bonus feat (6) = Tactician 

Armor Training 2 = Gather crowd 

Bonus feat (8) = Shout of doom 

Armor Training 3 = Inspire greatness 
Bonus feat (12) = Incite crowd 

Bonus feat (14) = Cooperative combatant 

Armor Training 4 = Battle insight  
Armor Mastery = Unstoppable crowd 

Weapon mastery = War master 



  



INSIGHTFUL KILLER (Christos Gurd)  
Not all slayers are content to only hide in the shadows. There are those that enjoy facing an opponent head on, luring them into exposing their weak points and take 
advantage of them. Often trained in more “open-minded” monasteries these deadly assassins incorporate many of the monk’s specialized techniques into their 

repertoire.  

Primary Class: Slayer. 

Secondary Class: Monk.  

Alignment: Any. 

Hit Dice: d10.  
Bonus Skills and Ranks: The insightful killer may select three monk skills to add to his class skills in addition to the normal slayer class skills. The insightful killer 

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

Weapon and Armor Proficiency: The insightful killer is proficient with all simple and martial weapons, with light armor, medium armor, and with shields (except 
tower shields).  

Slip By (Ex): An Insightful Killer adds half his level (minimum 1) to Bluff skill checks made to feint. This ability replaces track. 

Studied Target (Ex): This is exactly like the slayer ability of the same name, except that this ability is triggered when the insightful killer successfully uses his 
stunning fist on a target he can study that target as an immediate action, allowing him to apply his studied target bonuses against that target (including to the normal 

weapon damage roll). This modifies studied target. 

Stunning Fist (Ex): At 3rd level, an insightful killer gains the monk’s stunning fist ability. His monk level is equal to his insightful killer level for the purpose of 
determining the effects of this ability. The insightful killer also adds his studied target bonus to his stunning fist save DC. This ability replaces sneak attack.  

Slayer Talents: This is exactly like the slayer’s ability of the same name, except that the insightful killer is restricted from choosing ranger combat style or rogue 

talent as slayer talents. He may also choose from the following new talents, restricted to the Insightful Killer multiclass archetype.  
Evasion (Ex): The insightful killer gains the monk’s evasion class feature.  

Fast Movement (Ex): The insightful killer’s land speed is faster than the norm for her race by +10 feet. This benefit applies only when she is wearing no armor, light 

armor, or medium armor, and not carrying a heavy load. Apply this bonus before modifying the insightful killer’s speed because of any load carried or armor worn. This 

bonus stacks with any other bonuses to the insightful killer's land speed.  

High Jump (Ex): The insightful killer gains the monk’s high jump class feature. The insightful killer must be at least 6th level to select this talent.  

Monastery Techniques (Ex): The insightful killer can choose any one feat from those listed in the monk’s bonus feats, using his insightful killer level as his monk 
level to determine which feats are available to him, but does not need to meet the prerequisites for this feat as normal. The insightful killer may select this talent one 

additional time at 6th and every four levels thereafter. Each time this talent is selected, it applies to a new monk feat.  

Purity of Body (Ex): The insightful killer gains the monk’s purity of body class feature. The insightful killer must be at least 6th level to select this talent.  
Slow Fall (Ex): The insightful killer gains the monk’s slow fall class feature. He takes damage as if the fall were 20 feet shorter than it actually is. This distance 

increases by 10 feet every four levels beyond 4th. The insightful killer must be at least 4th level to select this talent.  

Slowing Strike (Ex): If the insightful killer chooses the slowing strike talent, he applies its effect to his stunning fist attacks instead of sneak attacks. This modifies the 
slowing strike talent. 

Still Mind (Ex): The insightful killer gains the monk’s still mind class feature. The insightful killer must be at least 4th level to select this talent.  

Unarmed Strike (Ex): The insightful killer gains the monk’s unarmed strike class feature, dealing unarmed damage as a monk equal to his insightful killer level –3. 
Advanced Talents: The insightful killer may choose from the following new talents, restricted to the Insightful Killer multiclass archetype. 

Assassinate (Ex): If the insightful Killer chooses the assassinate advanced talent, he applies its effects to his stunning fist instead a sneak attack. The save DC for 

assassinate uses his Wisdom modifier in place of Intelligence. This modifies the assassinate advanced talent. 
Diamond Body (Su): The insightful killer gains the monk’s diamond body class feature. The insightful killer must be at least 12th level to select this talent.  

Greater Unarmed Strike (Ex): The insightful killer now has an effective monk level equal to his insightful killer level for the purpose of determining the effects of his 

unarmed strike. The Insightful killer must have the unarmed specialty talent to select this talent.  

Improved Evasion (Ex): The insightful killer gains the monk’s improved evasion class feature. The insightful killer must have the evasion talent.  

Double Palm (Ex): At 7th level, when the insightful killer successfully hits with a stunning fist attack against an opponent, he may expend one additional use of his 

stunning fist to bestow a second condition of lower level from his list of stunning fist conditions upon that opponent. Any further saving throws against these conditions 
must be rolled separately.  This ability replaces stalker. 

Discerning Eyes (Ex): At 11th level, an insightful killer may always take 10 on any Sense Motive skill checks. This ability replaces swift tracker. 

Master Slayer (Ex): This is exactly like the slayer’s ability of the same name, except that the insightful killer uses his Wisdom score in place of Intelligence to 
determine the difficulty check of this ability. 

 

Table: Insightful Killer 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +0  +2  +2  1st studied target, slip by 
2nd  +2  +0  +3 +3 Slayer talent 
3rd  +3  +1  +3 +3 Stunning fist, trap sense +1 
4th  +4  +1  +4 +4 Slayer talent 
5th  +5  +1  +4 +4 2nd second studied target 
6th  +6/+1  +2  +5 +5 Slayer talent 
7th  +7/+2  +2  +5 +5 Double palm 
8th  +8/+3  +2  +6 +6 Slayer talent 
9th  +9/+4  +3  +6 +6  
10th  +10/+5  +3  +7 +7 3rd studied target, advanced talents, slayer talent 
11th  +11/+6/+1  +3  +7 +7 Discerning eyes  
12th  +12/+7/+2 +4  +8 +8 Slayer talent 
13th  +13/+8/+3  +4  +8 +8 Slayer’s advance 1/day 
14th  +14/+8/+4  +4  +9 +9 Quarry, slayer talent 
15th  +15/+10/+5  +5  +9 +9 4th studied target 
16th  +16/+11/+6/+1  +5  +10 +10 Slayer talent 
17th  +17/+12/+7/+2  +5  +10  +10 Slayer’s advance 2/day 
18th  +18/+13/+8/+3 +6  +11  +11 Slayer talent 
19th  +19/+14/+9/+4 +6  +11  +11 Improved quarry 
20th  +20/+15/+10/+5  +6  +12  +12 5th studied target, master slayer, slayer talent 
 
  



INVECTIVE MARSHAL (Apraham Lincoln) 
Some say sailors are course or that soldiers have no sense of tact or decorum. If so it’s because they have been trained by an Invective Marshal. A more foul string of 
insults and expletives has not been heard, enough to make a goblin blush or put a ghoul of its lunch. Common among the goblin and orc tribes these rabble-rousers can 

rouse their comrades to greatness (often from the back). Their common clashes have led some dwarves to take up this route as being surly and dour seems to be a 

benefit rather than a hindrance. Most Invective marshals belong to the Order of the Lower Ranks but may choose from other orders (if they are allowed in). 

Primary Class: Cavalier. 

Secondary Class: Skald.  

Alignment: Any.  
Hit Dice: d10.  

Bonus Skills and Ranks: The invective marshal selects three skald skills to add to his class skills, in addition to the normal cavalier class skills, one of which must 

be Perform (oratory). The invective marshal gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The invective marshal is proficient with all simple and martial weapons, with all types of armor (heavy, light, and medium), and 

with shields (except tower shields).  

Order: The invective marshal may choose the Order of the Lower Ranks.  
Rousing Cry (Su): At 1st level, an invective marshal learns how to goad his allies to feats of strength and ferocity. He gains the skald’s raging song ability, except 

his song consists of a diatribe of personal insults and outlandish threats meant to incite his allies to greater heights of physical stamina and might. This ability replaces 

mount.  
An invective marshal gains the following rousing cries.  

Invective Challenge (Su): At 1st level, an invective marshal can use his cry to goad and challenge a foe to combat. The invective marshal chooses one target within 

sight to challenge, and designates a number of allies (including the invective marshal) equal to his Charisma modifier. The melee attacks of the marshal and his allies 
deal extra damage whenever the attacks are made against the target of the challenge. This extra damage is equal to 1/2 the invective marshal's level. Challenging a foe 

requires much of the invective marshal’s concentration. The invective marshal takes a –2 penalty to his Armor Class, except against attacks made by the target of the 

challenge. The challenge remains in effect for as long as the challenge is maintained, or until the target is dead or unconscious, or until the combat ends. The invective 

marshal must spend 2 rounds of rousing cry per round to maintain his invective challenge. In addition, whenever the invective marshal uses this song, he includes any 

effect which is listed in the challenge section described in the invective marshal's order. This song replaces challenge 1/day.  

Induced Heroism (Su): At 3rd level, an invective marshal gains the skald’s inspired rage song. Affected allies gain a +2 morale bonus to Strength and Constitution 
and a +1 morale bonus on Will saving throws, but also take a –1 penalty to AC. For every 4 levels beyond 3rd, the song's bonuses on Will saves increase by 1; the 

penalty to AC doesn't change. At 11th and 13th levels, the song's bonuses to Strength and Constitution increase by 2. (Unlike the barbarian's rage ability, those affected 

are not fatigued after the song ends.) This song replaces cavalier’s charge, mighty charge, demanding challenge, and challenge 7/day.  
Song of Marching (Su): At 4th level, an invective marshal gains the skald’s song of marching song. This song replaces challenge 2/day.  

Song of Strength (Su): At 7th level, an invective marshal gains the skald’s song of strength song. This song replaces challenge 3/day. 

Dirge of Doom (Su): At 13th level, an invective marshal gains the skald’s dirge of doom song. This song replaces challenge 5/day. 
Song of the Fallen (Su): At 16th level, an invective marshal gains the skald’s song of the fallen song. This song replaces challenge 6/day. 

Uncanny Dodge (Ex): At 4th level, an invective marshal gains the skald’s uncanny dodge ability. This ability replaces expert trainer.  

Tirade (Ex): At 5th level, an invective marshal’s tirade is an inspiration to his allies and companions. As long as the invective marshal's voice is clearly visible, all 
allies within 60 feet receive a +2 morale bonus on saving throws against fear and a +1 morale bonus on attack rolls made as part of a charge. At 10th level, and every 

five levels thereafter, these bonuses increase by +1. This ability only functions while the invective marshal’s rousing cry ability is in effect. This ability otherwise 

functions as and replaces banner.  
Bonus Feats: This is exactly like the cavalier ability of the same name, except that whenever the invective marshal could choose a bonus feat, he can select a rage 

power that he qualifies for instead. In addition, at 6t level or higher, an invective marshal may select the Extra Rage Power feat as a normal feat gained by level 

advancement.  

Improved Uncanny Dodge (Ex): At 10th level, an invective marshal gains the skald’s improved uncanny dodge ability. This ability replaces challenge 4/day.  

Greater Tirade (Ex): At 14th level, the invective marshal's tirade becomes a rallying call to his allies. All allies within 60 feet of the invective marshal that can hear 

his rousing cry (whether or not they are affected by it) receive a +2 morale bonus on saving throws against charm and compulsion spells and effects. In addition, while 
his rousing cry is in effect, the invective marshal can spend a standard action to unleash a particularly offensive tirade, granting all allies within 60 feet an 

additional saving throw against any one spell or effect that is targeting them. This save is made at the original DC. Spells and effects that do not allow saving throws are 

unaffected by this ability. An ally cannot benefit from this ability more than once per day. This ability otherwise functions as and replaces greater banner.  
Master Skald (Su): At 20th level, an invective marshal gains the skald’s master skald ability. This ability replaces supreme charge.  

 

 

SWAPS 
Challenge 1/day = Inspired challenge 
Mount = Invective cry 

Cavalier’s charge, Mighty charge, demanding challenge, Challenge 7/day = Inspired rage  

Challenge 2/day = Song of marching 
Expert trainer = Uncanny dodge 

Banner = Tirade 

Bonus feats = or choose a rage power 
Challenge 3/day = Song of strength 

Challenge 4/day = Improved uncanny dodge 

Challenge 5/day = Dirge of doom  
Greater banner = Greater tirade 

Challenge 6/day = Song of the fallen 

Supreme challenge = Master skald 
 

Table: Invective Marshal  
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Invective challenge, order, rousing cry, tactician 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Induced heroism +1 (+2 Str/Con) 
4th  +4  +4 +1  +1 Song of marching, uncanny dodge 
5th  +5  +4 +1  +1 Tirade 
6th  +6/+1  +5 +2  +2 Bonus feat 
7th  +7/+2  +5 +2  +2 Induced heroism +2, song of strength 
8th  +8/+3  +6 +2  +2 Order ability 



9th  +9/+4  +6 +3  +3 Greater tactician 
10th  +10/+5  +7 +3  +3 Improved uncanny dodge 
11th  +11/+6/+1  +7 +3  +3 Induced heroism +3 (+4 Str/Con) 
12th  +12/+7/+2  +8 +4  +4 Bonus feat 
13th  +13/+8/+3  +8 +4  +4 Dirge of doom 
14th  +14/+9/+4  +9 +4  +4 Greater tirade 
15th  +15/+10/+5  +9 +5  +5 Induced heroism +4, order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Song of the fallen 
17th  +17/+12/+7/+2  +10 +5  +5 Master tactician 
18th  +18/+8/+13/+3 +11 +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +6 Induced heroism +5 (+6 Str/Con) 
20th  +20/+15/+10/+5  +12 +6  +6 Master skald 
 

 

Order of the Lower Ranks 

As leaders and trainers of rank and file troops, cavaliers of this order serve as a vital link between officers and the soldiers who will be living or dying at their 

command. They understand that sometimes it requires more than a rousing speech to get half-starved and exhausted men to charge into a breach. As such, the constant 
possibility of death allows these cavaliers a certain degree of bluntness with their words and actions. This order complements the Invective Marshal multiclass 

archetype.  

Edicts: Although you may be taken into the confidence of a captain or general, never forget you are a rank and file troop. You do not socialize with those above your 
station, neither do you seek elevation. 

Challenge: Whenever an order of the lower ranks issues a challenge, he receives a +1 morale bonus on attack rolls against the target of his challenge, if the target is 

an intelligent creature that is either larger than him or on higher ground (including mounted targets if he is not mounted). This bonus increases by +1 for every four 

levels the cavalier possesses (to a maximum of +5 at 17th level). 

Skills: An order of the lower ranks cavalier adds Perform (oratory) and Survival to his list of class skills. In addition he may substitute his total skill bonus in 

Perform (oratory) in place of his skill bonus for Intimidate and Handle Animal skill checks.  
Order Abilities: A cavalier who belongs to the order of lower ranks gains the following abilities as he increases in level. 

Quick March (Ex): At 2nd level, a cavalier of the lower ranks can invigorate his allies to move faster without suffering from fatigue. By expending a swift action 

each turn (shouting and haranguing), the cavalier invigorates allies within 60 feet, who may hustle for the next hour; this movement counts as a walk (not a hustle) for 
the purpose of accruing nonlethal damage and fatigue. He may do this once a day at 2nd level, twice a day at 8th level and 3 times a day at 15th level. He also gains 

endurance as a bonus feat. 

Hold the Line (Ex): At 8th level, a cavalier of the lower ranks can make 2 extra attacks of opportunity a turn, but only against an enemy who tries to move through 
his threatened space or who attempts a bull rush, overrun, or trample maneuver against him. He gains a +2 bonus to attack rolls made on attacks of. If the attack is 

successful, any allies who also threaten the target can make a free attack of opportunity against that target. 

Walking Wounded (Ex): At 15th level, a cavalier of the lower ranks gains Die hard and Deathless Initiate as bonus feats even if he doesn't meet the prerequisites. If 
he already has Die Hard, he gains Deathless Initiate and Deathless Master as bonus feats instead. He can expend a use of tactician to grant his allies the benefits of the 

Die Hard, Deathless Initiate (or Deathless Initiate and Deathless Master) feats instead of teamwork feats. If he expends a use of quick march he also grants the use of 

these feats but only to hustle or march for the duration of the quick march ability. 
 

 



KABUKI WARRIOR (Koujow) 
Samurai’s spend much of their time studying the finer points of erudition and etiquette, in addition to sword play, battle training. Kabuki warriors take use this study of 
erudition and etiquette and transform it into an sophisticated set of performances and magic that allow them to take up the role of a resplendent play actor and artist-in-

residence under the patronage of nobility, royalty, or some well-moneyed elite with aspirations of joining their ranks. The kabuki warrior utilizes a special mask to 

enhance these performances, allowing him to appear as almost any one he chooses, as he fulfills out his purposes. Whether assassination, espionage, or simply 

infiltrating an enemy lord’s court, kabuki warriors often go unnoticed until they have accomplishes what they has set out to do.  

Primary: Samurai. 

Secondary: Bard. 
Alignment: Any.  

Hit Dice: d10.  

Bonus Skills and Ranks: The kabuki warrior selects three bard skills to add to his class skills in addition to the normal samurai class skills. The kabuki warrior 
gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The kabuki warrior is proficient with all simple and martial weapons, plus the katana, naginata, nodachi, and wakizashi. The 

kabuki warrior is also proficient with all types of armor (heavy, light, and medium, and with shields (except tower shields).  
Bardic Performance: At 1st level, a kabuki warrior gains the bard’s bardic performance ability and may only choose Perform (act, comedy, dance, oratory). He 

gains access to the following types of bardic performance at the indicated levels.  

Din (Sp): A kabuki warrior can use his performance to create auditory effects that enhance his surroundings. The kabuki warrior can spend 1 round of performance to 
create an effect similar to the ghost sound spell. This effect lasts for 1 minute per kabuki warrior level. This performance affects all creatures within 30 feet. Each 

creature within range receives a Will save (DC 10 + 1/2 the kabuki warrior’s level + the kabuki warrior’s Charisma modifier) to disbelieve the effect. If the saving 

throw fails, the creature hears the sound for the duration of the effect. This performance can be maintained beyond its initial duration by spending 1 additional round of 
performance as a free action. Din is an illusion (figment) effect that uses audible components.  

Props (Sp): A kabuki warrior can use his performance to create illusions of an object, creature, or force as visualized by the kabuki warrior. The kabuki warrior can 

spend 1 round of performance to create an effect similar to the silent image spell. This effect lasts for as long as the kabuki warrior concentrates, or 1 minute per kabuki 

level if the kabuki warrior stops concentrating or chooses not to concentrate at all. Each creature within range receives a Will save (DC 10 + 1/2 the kabuki warrior’s 

level + the kabuki warrior’s Charisma modifier) to disbelieve the effect. If the saving throw fails, the creature sees the images for as long as the performance continues. 

Props can be used to enhance the auditory effects of a creature that has already been affected by the din performance (see above), without expending additional rounds 
or performance. However, it does require a standard action to activate (in addition to the free action to continue the din effect). Props is an illusion (figment) effect that 

uses audible components.  

Satire (Su): A kabuki warrior can use performance to undermine the confidence of enemies who hear it, causing them to take a –1 penalty on attack and damage rolls 
(minimum 1) and a –1 penalty on saves against fear and charm effects as long as the kabuki warrior continues performing. This penalty increases by –1 at 5th level and 

every six levels thereafter. Satire is a language-dependent, mind-affecting ability that uses audible components.  

Mockery (Su): A kabuki warrior of 3rd level or higher can subtly ridicule and defame a specific individual. The kabuki warrior selects one target who can hear his 
performance. That individual takes a –2 penalty on Charisma checks and Charisma-related skill checks as long as the kabuki warrior continues performing. This penalty 

increases by –1 every four levels after 3rd. Mockery is a language-dependent, mind-affecting ability that relies on audible components.  

Glorious Epic (Su): A kabuki warrior of 9th level or higher can weave captivating tales that engross those who hear them. Enemies within 30 feet become flat-footed 
unless they succeed at a Will save (DC 10 + 1/2 the kabuki warrior’s level + the kabuki warrior’s Charisma modifier). A save renders them immune to this ability for 24 

hours. Glorious epic is a language-dependent, mind-affecting ability that uses audible components.  

Inspire Greatness (Su): A kabuki warrior of 10th level gains the bard’s inspire greatness performance.  
Scandal (Su): A kabuki warrior of 14th level or higher can combine salacious gossip and biting calumny to incite a riot. Each enemy within 30 feet is affected as if 

by a song of discord for as long as it can hear the performance. A successful Will save (DC 10 + 1/2 the kabuki warrior’s level + the kabuki 

warrior’s Charisma modifier) negates the effect, and that creature is immune to this ability for 24 hours. Scandal is a language-dependent, mind-affecting ability that 

uses audible components.  

Inspire Heroics (Su): A kabuki warrior of 17th level gains the bard’s inspire heroics performance.  

Last Performance (Su): A kabuki warrior of 20th level or higher can use his performance to assume the persona of death itself and attempt to kill the target of his 
challenge outright. To be affected, the target must be able to see and hear the kabuki warrior perform for 3 full rounds and be adjacent to him once the rounds have 

passed. During this time, the target views the kabuki warrior as the harbinger of his death. On his next turn, the kabuki warrior makes a single melee attack at his 

highest base attack bonus. If the attack is successful, he deals damage as normal and the target receives a Will save (DC 10 + 1/2 the bard’s level + the kabuki 
warrior’s Charisma modifier). If the target’s saving throw succeeds, the target is staggered for 1d4 rounds, and the kabuki warrior cannot use last performance on that 

creature again for 24 hours. If the target's saving throw fails, it dies. Last performance is a mind-effecting death effect that relies on audible and visual components. 

Using this performance expends 6 rounds of performance. This ability replaces last stand.  
This ability replaces mount, challenge 3/day and 6/day, honorable stand, greater banner, and last stand.  

Bonus Feats: This is exactly like the samurai ability of the same name, and adds performance feats, Extra Performance, and Lingering Performance to the list of 
feats he can select.  

Kabuki (Su): The kabuki warrior is not only a master of theatre performance, but also of fashioning disguises that enable him to blend into the crowd of a bustling 

market place, take the guise of a wandering priest or beggar, or infiltrate the court of a ruling lord. When creating a disguise (including a persona, see below), the kabuki 
warrior gains a competence bonus equal to 1/2 his kabuki warrior level on the Disguise check.  

In addition to creating mundane disguises, the kabuki warrior can magically alter his appearance as the disguise self spell. This is a glamer effect that lasts a number 

of minutes equal to the kabuki warrior’s level. The DC to disbelieve the effect is equal to 10 + 1/2 the kabuki warrior’s level + his Charisma modifier.  
 

Starting a kabuki persona is a swift action that expends 1 round of bardic performance. A persona can be maintained beyond its initial duration as a free action by 

expending an additional round of performance. A persona can be ended as a free action. Changing a persona from one to another requires the kabuki warrior to end the 
previous persona and start a new one as a swift action. A persona cannot be disrupted, but once the duration expires, it ends immediately if the kabuki warrior is 

killed, paralyzed, stunned, knocked unconscious, or otherwise prevented from taking a free action to maintain it. A kabuki warrior cannot have more than one kabuki 

persona in effect at one time.  
While a persona is active, the kabuki warrior gains access to a small number of skills. He can use his Perform skill bonus in place of his bonus in these persona 

associated skills. When substituting in this way, the kabuki warrior uses his total Perform skill bonus, including class skill bonus, in place of the associated skill's bonus, 

whether or not he has ranks in that skill or if it is a class skill. This functions in a similar way as the bard’s versatile performance ability, except that it applies to any 
persona currently in effect.  

A kabuki warrior can assume one of the following kabuki personas, even if doing so exceeds the limitations of disguise self. Once activated, each persona lasts for a 

number of minutes equal to the kabuki warrior’s level. While each persona provides a general description, the kabuki warrior can determine the specifics of his 
appearance at the time of creation. 

Artisan: The kabuki warrior takes on the appearance of a merchant, craftsman, or artisan. He gains the Appraise, Craft, Knowledge (engineering), and Profession 

skills. 
Ascetic: The kabuki warrior takes on the appearance of a mystic priest, ascetic monk, or holyman. He gains the Heal, Knowledge (arcana), Knowledge (religion), and 

Sense Motive skills.  

Commoner: The kabuki warrior takes on the appearance of a farmer, beggar, or some other commone. He gains the Handle Animal, Perception, Profession, and Ride 
skills. 



Demon: The kabuki warrior takes on the appearance of an ogre mage. He gains the Intimidate, Knowledge (arcana), and Knowledge (planes) skill. 

Dragon: The kabuki warrior takes on the appearance of a lizardman or some other humanoid draconic creature, and gains the Bluff, Intimidate, Knowledge (arcana), 
and Survival skills.  

Hero: The kabuki warrior takes on the appearance of a powerful warrior of great renown. He gains the Intimidate, Knowledge (dungeoneering), Ride, and Survival 

skills. 

Kuroko: The kabuki warrior takes on the appearance of a kuroko, the oft overlooked black garbed stage hand whom all ignore. He gains the Bluff, Disable Device, 

Sleight of Hand, and Stealth skills.  

Nobleman: The kabuki warrior takes on the appearance of a regal nobleman or ruling lord of great influence. He gains the Bluff, Diplomacy, Knowledge (nobility), 
and Sense Motive skills. 

Spirit: The kabuki warrior takes on the appearance of a translucent ghost or spirit. This spirit effect otherwise functions as the ghost disguise spell. He gains the 

Acrobatics, Escape Artist, Knowledge (local), and Stealth skills.  
Villain: The kabuki warrior takes on the appearance of a dastardly scoundrel dressed in dark and sinister colors. He gains the Bluff, Knowledge (nobility), 

Knowledge (local), and Sleight of Hand skills.  

At 3rd level, the kabuki warrior can alter his perceived audible (sound) properties when he assumes a persona. At 5th level, the kabuki warrior can also alter his 
perceived tactile (touch) properties, and can imitate any voice with which he is familiar. At 9th level, the kabuki warrior's disguise fools even extraordinary senses, such 

as scent, blindsight, or tremorsense.  

Should the kabuki warrior have a performance in effect, he can assume a single persona as part of the performance without expending additional rounds of 
performance. Assuming this persona requires a swift action and is maintained for as long as the performance continues.  

This ability and greater kabuki replace resolve.  

Performance Weapon Mastery: At 3rd level, a kabuki warrior gains Performance Weapon Mastery as a bonus feat. This ability replaces weapon expertise.  
Dazzling Display: At 4th level, a kabuki warrior gains Dazzling Display as a bonus feat. This ability replaces mounted archer.  

Costume Training (Ex): At 5th level, the kabuki warrior has become so used to wearing strange and cumbersome costumes for his performances that he reduces the 

armor check penalty by 1 (to a minimum of 0) when wearing light, medium, or heavy armor. Every four levels thereafter (9th, 13th, and 17th) this bonus increase by +1 

each time, to a maximum –4 reduction of the armor check penalty. Also, a kabuki warrior’s training allows him to get in and out of costume quickly and efficiently. His 

armor check penalty and armor bonus are not worsened by 1 for hastily donned armor. In addition, whenever a kabuki warrior sleeps in medium armor he does not 

become fatigued. At 9th level, sleeping in heavy armor does not cause the kabuki warrior to become fatigued. This ability replaces banner.  
Greater Kabuki (Su): At 9th level, the power of a kabuki warrior’s kabuki disguise increases. When assuming one of his kabuki personas, the kabuki warrior gains 

the following additional benefits.  
Artisan: When the kabuki warrior takes on the persona of an artisan, he can obtain a mundane weapon, piece of armor, or item of adventuring gear of his choice at 

75% of its listed value once per day. He can also use his Craft skill to identify magical versions of mundane equipment, weapons, and armor as if using detect magic. 

He must hold the item for 1 round to make such a check. 
Ascetic: When the kabuki warrior takes on the persona of a priest, he gains the monks unarmed strike ability and deals 1d6 points of damage with his unarmed 

attacks. This damage increases to 1d8 at 14th level, and 1d10 at 18th level. 

Commoner: When the kabuki warrior takes on the persona of a commoner, he gains a +2 bonus to his Strength score. At 14th level, the kabuki warrior’s carrying 
capacity increases to that of a creature with a Strength score 2 points higher than his current score, and 4 points higher than his current score at 18th level.  

Demon: When the kabuki warrior takes on the persona of a demon, he is treated in many ways as if he were one size category larger. Whenever a kabuki warrior has 

this persona in effect and is subject to a size modifier or special size modifier for a Combat Maneuver Bonus or Combat Maneuver Defense (such as 
during grapple checks, bull rush attempts, and trip attempts), he is treated as one size larger if doing so is advantageous to him. The kabuki warrior is also considered to 

be one size larger when determining whether a creature's special attacks based on size (such as grab or swallow whole) can affect him. A kabuki warrior can also use 

weapons designed for a creature one size larger without penalty. However, his space and reach remain those of a creature of his actual size. The benefits of this effect 
stack with the effects of abilities, spells, and effects that change the kabuki warrior’s size category. 

Dragon: When the kabuki warrior takes on the persona of a dragon, he gains two primary claw attacks that deal 1d4 points of damage (1d3 if Small, 1d6 if Large). 

This damage increases to 1d6 at 14th level (1d4 if Small, 1d8 if Large), and 1d8 at 18th level (1d6 if Small, 1d10 if Large). 
Hero: When the kabuki warrior takes on the persona of a hero, he is imbued great bravery and morale in battle. The kabuki warrior gains a +2 morale bonus on attack 

rolls and saving throws against fear effects. This bonus increases to +4 at 14th level, and +6 at 18th level.  

Kuroko: When the kabuki warrior takes on the persona of a kuroko, he gains the ninja’s vanishing trick and the ninja’s no trace ability (+2). The bonus granted by his 
no trace ability increases to +3 at 14th level, and +4 at 18th level.   

Nobleman: When the kabuki warrior takes on the persona of a nobleman, he gains a +2 bonus to his Charisma modifier. He also gains the wild empathy class feature, 

except that it affects only humanoid creatures. The standard humanoid races (humans, elves, dwarves, halflings, half-elves, half-orcs, or gnomes) have a starting attitude 
of indifferent, while non standard humanoid creatures (goblin, hobgoblin, orc, etc.) are usually unfriendly. If the creature is of the nobility caste (a city mayor, 

nobleman, ruling lord, or royalty) its starting attitude increases by 1 step.  

Spirit: When the kabuki warrior takes on the persona of a spirit, he is considered to have constant concealment (20% miss chance) as the blur spell. This increases to 
a 35% miss chance at 14th level, and a 50% miss chance at 18th level.  

Villain: When the kabuki warrior takes on the persona of a villain, he also gains the rogue’s sneak attack ability and deals 1d6 points of precision damage. This 

damage increases to 2d6 at 14th level, and 3d6 at 18th level. 
This ability replaces greater resolve. 

True Kabuki (Su): At 17th level, a kabuki warrior becomes a true master of the kabuki arts. His kabuki ability now functions as alter self (a transmutation, 

polymorph effect) instead of disguise self. The kabuki warrior can assume the form of any Small or Medium creature of the humanoid type He can also assume the form 
of one of his personas, even if doing so exceeds the limitations of alter self self. The kabuki warrior also gains the following benefits according to the size of his 

persona’s form.  

Small creature: If the form he takes is that of a Small humanoid, he gains a +2 size bonus to his Dexterity. 
Medium creature: If the form he takes is that of a Medium humanoid, he gains a +2 size bonus to his Strength. 

Large creature: If he takes the form of his demon persona (ogre magi, a Large creature) he gains a +4 size bonus to his Strength, and receives a -2 penalty to 

Dexterity.  
In addition, if the form or persona he assumes has any of the following abilities, he also gains the listed ability: darkvision 60 feet, low-light vision, scent, and swim 

30 feet. This ability replaces true resolve.  

  
 

Table: Kabuki Warrior 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Bardic performance, challenge 1/day, din,  
     kabuki, order, props, satire 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Performance weapon mastery, mockery 
4th  +4  +4 +1  +1 Challenge 2/day, dazzling display 



5th  +5  +4 +1  +1 Costume training 
6th  +6/+1  +5 +2  +2 Bonus feat 
7th  +7/+2  +5 +2  +2 Glorious epic 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Greater kabuki 
10th  +10/+5  +7 +3  +3 Challenge 3/day 
11th  +11/+6/+1  +7 +3  +3 Inspire greatness 
12th  +12/+7/+2  +8 +4  +4 Bonus feat, demanding challenge 
13th  +13/+8/+3  +8 +4  +4 Challenge 4/day 
14th  +14/+9/+4  +9 +4  +4 Scandal 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Inspire heroics 
17th  +17/+12/+7/+2  +10 +5  +5 True kabuki 
18th  +18/+13/+8/+3 +11 +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +6 Challenge 5/day 
20th  +20/+15/+10/+5  +12 +6  +6 Last performance 
 

SWAPS 

Mount = Bardic performance, satire, props (silent image), din (ghost sounds) 

Resolve = Kabuki 
Weapons expertise = Performance Weapon Mastery  

Mounted archer = Dazzling display 

Banner = Costume training 

Bonus feats = Performance feats  

Challenge 3/day = Glorious epic 

Greater resolve = Greater kabuki 
Honorable stand = Inspire greatness 

Greater banner = Scandal 
True resolve = True kabuki 

Challenge 6/day = Inspire heroics 

Last stand = Last performance 



KNIGHT ERRANT (Raider) 
Knights errant never belong to an all-encompassing order, nor are they beholden to any particular lord liege. They are wanders at heart, who journey throughout the 
lands for the sole purpose of proving themselves against all forms of difficulties. Guided by the heart and drawn to whims of fancy, a knight errant may follow one who 

he considers great and noble, but he is ultimately answers only to himself, to those he has chosen to protect, and to his personal code of honor.  

Primary Class: Cavalier. 

Secondary Class: Bard. 

Alignment: Any nonchaotic. Though evil knight errants are rare, they are few and far between. 

Hit Dice: d10. 
Bonus Skills and Ranks: The knight errant may select three bard skills to add to his class skills in addition to the normal cavalier class skills. The knight errant 

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

Weapon and Armor Proficiency: The knight errant is proficient with all simple and martial weapons, with all types of armor (heavy, light, and medium), and with 
shields (except tower shields).  

 Bardic Knowledge (Ex): At 1st level, a knight errant gains the bard’s bardic knowledge ability. This ability, defy the enemy, noble heart, and glory and honor 

replaces the cavalier’s order.   
Cunning Over Steel (Ex): A knight errant holds an unwavering conviction that intelligence, wit, and even luck can win over skill at arms. Once per day, a knight 

errant can roll twice on any one skill check of his choice, taking the highest result. The knight errant must indicate that he is using this ability before the roll is made. A 

knight errant can use this ability one additional time per day at 5th level and every five levels thereafter. At 9th level, a knight errant gains a +1 (+2) bonus to his reroll. 
At 17th level, this bonus increases to +2 (+4). This ability replaces tactician, greater tactician, and master tactician. 

Glorious Challenge (Ex): Once per day, a knight errant can designate a single foe as the target of his glorious challenge. As a full-round action, a knight errant can 

designate one creature that he has knowledge of, but not necessarily seen, as his target. The knight errant gains a +1 morale bonus to all Diplomacy checks made to 
gather information about the target, all Perception checks made to locate the target, and all Survival checks made to track the target. Once the target has been sighted by 

the knight errant, he also gains a +2 morale bonus on all damage rolls and saving throws made against the target or its attacks. This bonus lasts for a number of rounds 

equal to the knight errant’s level.  

At 7th level, if a knight errant declares glorious challenge against a target within 30 feet, he also gains a +2 morale bonus to all attack rolls made against the target. 

This is in addition to his +2 morale bonus on all damage rolls and saving throws made against the target.  

At 13th level, a knight errant can designate multiple targets simultaneously, with each target expending one use of his glorious challenge.  
At 19th level, whenever a knight errant uses his glorious challenge, he can declare his quest to be a grand epic, so long as the target of his challenge has a CR or Hit 

Dice of at least 2 higher than his knight errant level. By declaring a grand epic, the knight errant also grants his morale bonuses to a number of allies equal to his 

Charisma modifier.  
The knight errant can use this ability once per day at 1st level, plus one additional time per day at 7th level and every six levels thereafter, to a maximum of four 

times per day at 19th level. 

The glorious challenge remains in effect until the target is dead or unconscious or until the combat ends. This ability replaces challenge.  
Defy the Enemy (Su): Starting at 2nd level, as a full-round action, a knight errant may speak aloud to bolster his allies against a single target with 30 feet of the 

knight errant. All allies within 30 feet of the knight errant gain a morale bonus on attack and damage rolls equal to 1/2 the knight errant’s level until the beginning of the 

knight errant’s next turn.  
Inspire Fellowship (Ex): At 5th level, a knight errant has become a legend, inspiring others through his mere presence. At the start of each day, the knight errant 

may select a number of allies (not including himself or his mount) equal to his Charisma modifier. Each ally gains the ability to reroll any one skill check, attack roll, or 

saving throw. The ally must indicate that he is using this ability at the time of that the reroll is made. 
An ally can benefit from this ability only once per day within a 24-hour period. If an ally rests for 8 hours, or the 24-hours have passed, the ability is lost until the 

knight errant grants the benefit again. This ability replaces banner.  

Noble Heart (Ex): At 9th level, the heart of a knight errant is purer than it seems, whether they be good or evil. As an immediate action, a knight errant may reroll a 

failed Will save, and taking the best result of the two. A knight errant can use this ability a number of times per day equal to 3 + his Charisma modifier.  

Esoteric Training (Ex): Throughout his travels, a knight errant has gained an extraordinary breadth of knowledge, resulting in the development of a great many 

skills and unusual talents. Starting at 4th level, a knight errant can gain 4 free ranks in one skill that he has no ranks in, or gain a +2 competence bonus to a single skill 
that he already has ranks in. At 10th level and again at 16th level, a knight errant can gain either 4 additional free ranks in another skill he has no ranks in, or gain an 

additional +2 bonus to a skill that he has ranks in (including the skill chosen at 7th level or any subsequent level). This ability replaces challenge 2/day, challenge 4/day, 

and challenge 6/day. 
For the Quest (Su): Starting at 6th level, a knight errant can use his force of will to increase his endurance and fortitude. Once per day, a knight errant can cast 

restoration (lesser) upon himself, using his knight errant levels as his caster level. As he gains levels, the knight errant gains access to additional spell effects.  

At 12th level, a knight errant can cast remove disease or neutralize poison once per day, using his knight errant levels as his caster level. He can choose to use this 
ability to cast any of his for the quest spells on himself or a willing ally.  

At 16th level, he can cast break enchantment once per day, using his knight errant levels as his caster level 
This ability replaces bonus feats.  

Greater Inspire Fellowship (Ex): At 14th level, an ally can reroll any one skill check, attack roll, or saving throw twice per day. This ability replaces greater 

banner.  
Glory and Honor (Su): At 15th level, a knight errant is unshakable in his personal code of honor above all else. He gains immunity to all charm and compulsion 

spells and effects.  

 

Swaps 

Order skill and challenge benefits = Bardic knowledge 

Tactician/Greater tactician/Master Tactician = Cunning over steel 
Order ability (2) = Defy the enemy 

Order ability (8) = Noble heart 

Order ability (15) = Glory and honor 
Challenge 2/4/ 6/day = Esoteric training 

Bonus feats = For the Quest 

Banner = Inspire fellowship 
Greater banner = Greater inspire fellowship 

 

 

Table: Knight Errant 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +2 Bardic knowledge, cunning over steel 1/day, glorious challenge 1/day, mount 
2nd  +2  +3 +0  +3 Defy the enemy 
3rd  +3  +3 +1  +3 Cavalier’s charge 



4th  +4  +4 +1  +4 Esoteric training, expert trainer 
5th  +5  +4 +1  +4 Cunning over steel 2/day, inspire fellowship 
6th  +6/+1  +5 +2  +5 For the quest (restoration, lesser) 
7th  +7/+2  +5 +2  +5 Glorious challenge 2/day 
8th  +8/+3  +6 +2  +6 Noble heart 
9th  +9/+4  +6 +3  +6 Cunning over steel 3/day 
10th  +10/+5  +7 +3  +7 Esoteric training 
11th  +11/+6/+1  +7 +3  +7 Mighty charge 
12th  +12/+7/+2  +8 +4  +8 Demanding challenge, for the quest (remove disease or neutralize poison) 
13th  +13/+8/+3  +8 +4  +8 Cunning over steel 4/day, glorious challenge 3/day  
14th  +14/+9/+4  +9 +4  +9 Greater inspire fellowship  
15th  +15/+10/+5  +9 +5  +9 Glory and honor 
16th  +16/+11/+6/+1  +10 +5  +10 Esoteric training 
17th  +17/+12/+7/+2  +10 +5  +10 Cunning over steel 5/day 
18th  +18/+8/+13/+3 +11 +6  +11 For the quest (break enchantment) 
19th  +19/+14/+9/+4 +11 +6  +11 Glorious challenge 4/day  
20th  +20/+15/+10/+5  +12 +6  +12 Supreme charge 
 



KNIGHT OF GRACE (Bardess) 
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: Cavalier. 
Secondary: Oracle. 

Alignment: Any.  

Hit Dice: d10.  
Bonus Skills and Ranks: The knight of grace selects three oracle skills to add to his class skills in addition to the normal cavalier class skills, one of which must be 

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

Weapon and Armor Proficiency: The knight of grace is proficient with all simple and martial weapons, with light armor, medium armor, and with shields (except 
tower shields).  

Mystery: At 1st level, a knight of grace gains the oracle’s mystery ability and selects a mystery of her choice. He adds his mystery skill to his list of class skill. If the 

knight of grace has this skill, he can choose a different skill instead.  
At 5th level, a knight of grace adds his first mystery spell to his list of spells known, and each subsequent spell at 8th, 11th and 14th level, up to his fourth mystery 

spell. This ability and revelation replaces cavalier’s charge and bonus feats.  

Oracle’s Curse: At 1st level, a knight of grace gains the oracle’s curse ability and must choose an oracle’s curse. He may choose any oracle’s curse that can be 
chosen by an oracle, including the new Visionary curse. The knight of grace gains his curse’s benefits at the indicated levels, unless the benefits add additional spells to 

his list of spells known. In such cases, he adds these spells to his list of spells known at 8th, 13th, and 18th level (instead of at 5th, 10th, and 15th level). Any spell 

normally granted at 10th level is added to his list of 3rd–level spells known, while a spell normally granted at 15th level is added to his list of 4th–level spells known, 

even if he can’t normally cast spells of that level. The knight of grace’s oracle level is equal to his knight of grace level for the purpose of determining the effects of the 

curse. This ability replaces expert trainer.  

Order: The knight of grace may also select either the Order of the Moon or order of the Serpent when choosing his order. 
Revelation: At 3rd level, and again at 6th level and every six levels thereafter, a knight of grace selects one revelation from those granted by his mystery.  

Spellcasting: Beginning at 4th level, a knight of grace gains the ability to cast a small number of divine spells which are drawn from the oracle spell list. He can cast 

any spell he knows without preparing it ahead of time. To learn or cast a spell, a knight of grace must have a Charisma score equal to at least 10 + the spell level. The 
Difficulty Class for a saving throw against a knight of grace’s spell is 10 + the spell’s level + the knight of grace’s Charisma modifier.  

Like other spellcasters, a knight of grace can cast only a certain number of spells of each spell level per day. His daily allotment of spells is given on Table: Knight of 

Grace. When Table: Knight of Grace indicates that the knight of grace gets 0 spells per day of a given spell level, he gains only the bonus spells he would be entitled to 
based on his Charisma score for that spell level. In addition, he receives bonus spells per day if she has a high Charisma score.  

The knight of grace’s selection of spells is limited. At 4th level, a knight of grace knows two 1st-level spells of the knight of grace’s choice at 4th level, but does not 

does not automatically know “cure” or “inflict” spells as an oracle. A knight of grace gains more spells as he increases in level, as indicated on Table: Knight of Grace 
Spells Known. (Unlike spells per day, the number of spells a knight of grace knows is not affected by his Charisma score, but it’s affected by the bonus mystery spells 

he gains).  

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

Through 3rd level, a knight of grace has no caster level. At 4th level and higher, his caster level is equal to his knight of grace level –3. This ability replaces tactician, 

greater tactician, and master tactician.  

Rallying Prophecy (Su): At 5th level, a knight of grace can use his prophetic insights in battle to raise his allies’ morale. As long as the knight of grace is clearly 

visible and can be heard, all allies within 60 feet receive a +2 morale bonus to their AC and on all saving throws against negative emotion effects. This ability replaces 

banner.  
Greater Rallying Prophecy (Su): At 14th level, the bonuses granted by the knight of grace’s rallying prophecy ability increase to +4. This ability replaces greater 

banner.  

Champion of Devotion (Su): At 20th level, the knight of grace becomes the perfect vessel for the will of the god. His rallying prophecy ability has effect on all 
allies within 120 feet. In addition, he becomes immune to all fear and compulsion effects, and can cast geas/quest once per day as a spell–like ability. Alternatively, the 

knight of grace can spend his daily use of geas/quest to end a geas/quest cast by another as if using remove curse spell. This ability replaces supreme charge. 

 
 

NEW ORACLE CURSES 
The following new oracle curse can be chosen by anyone with the oracle’s curse class feature. This oracle curse compliments the Knight of Grace multiclass archetype.  

 

Visionary  

Images of the past, future, and distant worlds constantly dance before your eyes, making it difficult to discern reality.  

Effect: You always take a –10 penalty to your initiative roll. You gain a bonus on your divination spells DC equal to 1/2 your oracle level.  

At 5th level, when attempting to disbelieve an illusion, you can roll twice and use the higher roll as your result.  
At 10th level, add contact other plane to your list of spells known. 

At 15th level, add vision to your list of spells known. 

 
 

ORDER OF THE MOON  
Cavaliers of the order of the moon covertly serve the interests of a deity and spread the deity’s word in the world of men. They don’t pledge alliance to any particular 

church or law, as they consider it more important to obey the will of the spirits. This order compliments the Knight of Grace multiclass archetype. 
Edicts: The cavalier must stay true to his faith above the laws of man. He must remain faithful to his god, pass on its prophecies, and follow the visions it sends, 

never lying or denying them. 

Challenge: Whenever an order of the moon cavalier issues a challenge, his deity grants him a brief vision of the likely outcome of the battle. The cavalier receives a 
+1 morale bonus on all damage rolls against the target of his challenge. This bonus increases by +1 for every four levels the cavalier possesses.  

Skills: An order of the star cavalier adds Knowledge (religion) (Int) and Perception (Wis) to his list of class skills. Whenever the cavalier uses Sense Motive to sense 

enchantments, he receives a competence bonus on the check equal to 1/2 his cavalier level (minimum +1).  
Order Abilities: An order of the moon cavalier gains the following abilities as he increases in level.  

Carry the Burden (Ex): At 2nd level, prior to rolling initiative, the cavalier can pronounce a prophecy of doom upon a single opponent within 60 ft. as a free action. 
The opponent receives a penalty to its initiative equal to the cavalier’s Charisma modifier until the end of combat. The cavalier can use this ability a number of times 

per day equal to his Charisma modifier, but only once per combat and not if he is surprised.  

Favor of the Spirits (Su): At 8th level, the cavalier has been touched by the forces of the universe. The cavalier selects one oracle mystery to which he does not 
already have access. The cavalier gains a single revelation the mystery can grant a 1st-level oracle. For purposes of using that power, his oracle level is equal to his 



cavalier level –2, even if he has levels in oracle. He does not gain any of the other mystery abilities. If the cavalier has the mystery class ability (or gains it afterwards), 

he gains Extra Revelation as a bonus feat instead of this ability.  
Saving Foresight (Su): At 15th level, whenever an attack from a foe would bring the cavalier’s hit points below 0, the attacker must reroll the attack roll and take 

second result if it is worse, possibly negating the attack. If the cavalier avoids damage, he gains an immediate attack of opportunity against the attacker. 

 

 

ORDER OF THE SERPENT  
Cavaliers of the order of the serpent devote themselves to healing the sick and ailing, are versed in ministering and extracting venoms, and are gifted with regenerative 

powers.  
Edicts: The cavalier must show mercy to the ill and wounded. He must protect healers, hospitals and places of healing, and offer aid even to wounded enemies after 

a fight. He can’t harm an healer or inflict a coup of grace to an incapacitated foe.  

Challenge: Whenever an order of the serpent cavalier issues a challenge, he gains DR 1/– on all attacks from the target of his challenge as long as the target uses 
poison as a natural attack or on its weapons. This DR increases by 1 point for every four levels the cavalier possesses.  

Skills: An order of the serpent cavalier adds Craft (alchemy) (Int) and Heal (Wis) to his list of class skills. He can attempt Heal skill checks untrained. If he has ranks 

in the skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum +1) when treating poison or disease.  
Order Abilities: An order of the serpent cavalier gains the following abilities as he increases in level.  

Untouched By Corruption (Su): At 2nd level, the cavalier receives a +2 bonus on saving throws against poison. At 8th level and every six levels thereafter, this bonus 

increases by an additional +1. In addition, the cavalier gains the poison use alchemist class ability.  
Saving Bite/Death Bite (Su): At 8th level, the cavalier gains the swift poisoning alchemist class ability. Once per combat, he can choose to give either his weapon or 

his mount’s natural attack the properties of a dagger of poison for a number of rounds equal to his cavalier level. If he does so, his weapon hand or his mount’s head or 

paws take on a reptilian appearance (scales, fangs, pointed claws) for the effect’s duration. Good cavaliers may only administer nonlethal poisons this way. This ability 
may also be used to deliver a neutralize poison effect.  

Force of Vitality (Su): At 15th level, the cavalier takes nonlethal damage from poison and negative energy attacks, and heals ability damage from such attacks at the 

rate of one point per minute of rest. 
 

 

Table: Knight of Grace 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Challenge 1/day, mount, mystery, oracle’s curse, order  —  —  —  — 
2nd  +2  +3  +0  +3  Order ability  —  —  —  — 
3rd  +3  +3  +1  +3  Revelation  —  —  —  — 
4th  +4  +4  +1  +4  Challenge 2/day   0  —  —  — 
5th  +5  +4  +1  +4  Rally prophecy   1  —  —  — 
6th  +6/+1  +5  +2  +5  Revelation   1  —  —  — 
7th  +7/+2  +5  +2  +5  Challenge 3/day   1   0  —  — 
8th  +8/+3  +6  +2  +6  Order ability     1   1  —  — 
9th  +9/+4  +6  +3  +6     2   1  —  — 
10th  +10/+5  +7  +3  +7  Challenge 4/day   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Mighty charge   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Demanding challenge, revelation   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Challenge 5/day   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Greater rallying prophecy   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Order ability   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Challenge 6/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10     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  Challenge 7/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Champion of devotion   4   4   3   3 
 

 

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



KNIGHT OVATE 

Throughout the druidic circles of the world are found the reclusive knight ovates. These mounted guardians travel the breadth of their circle’s domain in search of 
defilers seeking to destroy the natural balance of the land. A knight ovate possesses a singular connection to the land under his protection. It is this relationship that 

grants his steed powers related to his chosen terrain. By employing his druidic powers and those obtained through his association to a  unique druidic order, the knight 

ovate guards the world from those who seek to wantonly destroy it.  

Primary Class: Cavalier.  

Secondary Class: Druid. 

Alignment: Any neutral.  
Hit Dice: d10.  

Bonus Skills and Ranks: The knight ovate selects three druid skills to add to his class skills in addition to the normal cavalier class skills. The knight ovate gains a 

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

form they assume with wild shape. The knight ovate is also proficient with all types of armor (heavy, light, and medium), but he is prohibited from wearing metal 

armor; thus, he may wear only padded, leather, or hide armor. A knight ovate may also wear wooden armor (even wooden full plate) that has been altered by the 
ironwood spell so that it functions as though it were steel. See the ironwood spell description. A knight ovate is proficient with shields (except tower shields), but must 

use only wooden ones.  

Spellcasting: The knight ovate casts a small number of divine spells drawn from the druid’s spell list, and adds the domain spells from his order to his list at the 
indicated levels as shown on Table: Knight Ovate. Only druid spell of 4th level or lower are considered a part of the knight ovate’s spell list. Through 3rd level, a knight 

ovate has no caster level. At 4th level and higher, his caster level is equal to his knight ovate level –3. A knight ovate otherwise learns, prepares, and casts spells as a 

druid. A knight ovate receives bonus spells per day if he has a high Wisdom score. 
Challenge (Ex): This is exactly like the cavalier ability of the same name, except that the knight ovate can use challenge once per day at 1st level, and an additional 

time per day at 7th, 10th, 16th, and 19th level.  

Favored Terrain: At 1st level, a knight ovate may select one type of terrain from Table: Ranger Favored Terrains (except planes and urban) to the exclusion of all 

others. The knight ovate gains a +2 bonus on initiative checks and Knowledge (geography), Perception, Stealth, and Survival skill checks when he is in this terrain. A 

knight ovate traveling through his favored terrain, whether mounted or on foot, normally leaves no trail and cannot be tracked (though he may leave a trail if he so 

chooses). Unlike a ranger’s favored terrain ability, the bonus granted by this ability does not improve as the knight ovate increases in level. A knight ovate’s favored 
terrain helps to determine his mount and order abilities. This ability replaces tactician.  

Terrain Mount: This is exactly like the cavalier’s ability of the same name, except that the knight ovate’s mount gains the shared spells ability and additional 

abilities as shown in the Knight Ovate Mounts entry (see below).   
Order: This is exactly like the cavalier ability of the same name, except that the knight ovate must select the Order of the Grand Circle.  

Spontaneous Casting: At 4th level, a knight ovate gains the druid’s spontaneous casting ability. This ability replaces expert trainer.  

Woodland Stride (Ex): At 4th level, a knight ovate gains the druid’s woodland stride ability, except that the knight ovate can also use this ability while mounted. 
This ability replaces challenge 2/day.  

Resist Nature’s Lure (Ex): At 5th level, a knight ovate gains the druid’s resist nature’s lure ability. This ability replaces banner. 

Tactician (Ex): At 9th level, a knight ovate gains the cavalier’s tactician ability, except that he also grants his teamwork feat to his mount. This ability replaces 
greater tactician.  

Venom Immunity (Ex): At 12th level, a knight ovate gains the druid’s venom immunity ability. This ability replaces demanding challenge.  

Banner (Ex): At 13th level, a knight ovate becomes a symbol of inspiration to his allies and companions. As long as the knight ovate is clearly visible and is within 
his favored terrain, all allies within 60 feet receive a +2 morale bonus on saving throws against fear and a +1 morale bonus on attack rolls made as part of a charge. At 

16th level, and every three levels thereafter, these bonuses increase by +1. This ability replaces challenge 5/day.  

Greater Tactician (Ex): At 14th level, a knight ovate gains the cavalier’s greater tactician ability, except that he also grants his additional teamwork feat to his 

mount. This ability replaces greater banner.  

Timeless Body (Ex): At 17th level, a knight ovate gains the druid’s timeless body ability. This ability replaces master tactician.  

Terrain Charge (Su): At 20th level, whenever the knight ovate makes a charge attack while mounted, he deals double the normal amount of damage (or triple if 
using a lance). In addition, if the knight ovate is within his favored terrain and confirms a critical hit on a charge attack while mounted, he deals an amount of energy 

damage equal to his knight ovate level. A Reflex save reduces this damage to half. The DC is equal to 10 + the knight ovate’s base attack bonus. The energy type of the 

knight ovate is determined by his favored terrain as follows: Cold (cold), Desert (fire), Forest (sonic), Jungle (sonic), Mountains (electricity), Plains (electricity), 
Swamp (acid), Underground (fire), Water (cold). This ability otherwise functions as and replaces supreme charge.  

 

Mount = terrain mount 
Tactician = favored terrain 

Challenge 2/day = Woodland stride 
Expert trainer = spontaneous casting (druidic) 

Banner = Resist nature’s lure 

Bonus feat (6/12/18) = Wild shape 1/2/3/day 
Greater tactician = Tactician (relates only to mount) 

Demanding challenge = Venom immunity 

Challenge 5/day = Banner (not a banner, but himself, he is the banner to other druids, rangers, etc) 
Greater banner = Greater tactician (relates only to mount) 

Master tactician = Timeless body 

Supreme charge = Terrain charge 
 

 

 

Table: Knight Ovate 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special  1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Challenge 1/day, favored terrain, order, terrain mount  —  —  —  — 

2nd  +2  +3  +0  +3  Order ability  —  —  —  — 
3rd  +3  +3  +1  +3  Cavalier’s charge  —  —  —  — 
4th  +4  +4  +1  +4  Domain spell, spontaneous casting, woodland stride   0  —  —  — 
5th  +5  +4  +1  +4  Resist nature’s lure   1  —  —  — 
6th  +6/+1  +5  +2  +5  Bonus feat   1  —  —  — 
7th  +7/+2  +5  +2  +5  Challenge 2/day, domain spell   1   0  —  — 
8th  +8/+3  +6  +2  +6  Order ability   1   1  —  — 
9th  +9/+4  +6  +3  +6  Tactician   2   1  —  — 



10th  +10/+5  +7  +3  +7  Challenge 3/day, domain spell   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Mighty charge   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Bonus feat, venom immunity   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Banner, domain spell   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Greater tactician   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Order ability   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Challenge 4/day   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Timeless body   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Bonus feat   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Challenge 5/day   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Terrain charge   4   4   3   3 
 

 
 

Order of the Grand Circle 
A cavalier who belongs to the order of the grand circle hand has dedicated himself to the defense of a druidic circle within a particular terrain. Cavaliers of this order 

seek to defend the lands under his dominion from wanton destruction, to protect his fellow circle members, and to never reveal the secrets of the druidic way of life. 
This order complements the knight ovate multiclass archetype. 

Edicts: The cavalier must be of neutral alignment, adhere to the strictures of druidic life, defend their chosen terrain from defilers, and tend to both animal and plant 

life in need of help.  
Challenge: Whenever an order of grand circle cavalier issues a challenge, he receives a +1 morale bonus to his attack and damage rolls against the target of his 

challenge. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the cavalier possesses. Furthermore, if the target of the cavalier’s challenge is 

observed defiling the cavalier’s chosen terrain, he gains a +2 morale bonus to his AC against attacks that made against him by the target of his challenge.  

Skills: An order of the grand circle cavalier adds Knowledge (geography) (Int), Knowledge (nature) (Int, and Survival (Wis) to his list of class skills. An order of the 

grand circle cavalier can make Survival skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum +1) 

when within his favored terrain  
Order Abilities: A cavalier belonging to the order of the grand circle gains the following abilities as he increases in level. 

Domain: At 2nd level, the cavalier gains a terrain domain associated with his chosen terrain, as shown below. The cavalier also gains his first domain power.  

 

Terrain Associated Domain 
Cold Arctic, Ice 

Desert Desert 
Forest Forest*, Plant 

Jungle Jungle, Plant 

Mountains  Earth, Mountain 
Plains  Plains, Wind 

Swamp Swamp 

Underground Cave 
Water  Aquatic, Water 

 

Domain Power: At 8th level, the cavalier gains his second domain power.  

Ritual Magic: At 15th level, the cavalier gains his fifth domain spell and may cast it as a spell-like ability once per day.  

 

 

KNIGHT OVATE MOUNTS 
A knight ovate’s mount functions like a cavalier’s mount, and gains the following qualities as determined by his favored terrain. to his favored terrain. These qualities 

replace the mount’s evasion and improved evasion abilities as shown on Table 3–8: Animal Companion’s Base Statistics (see p. 52 of the Core Rulebook).  
 

Cold Terrain  
The knight ovate’s mount gains the Arctic template (see Guide To: Ice Magic by  Super Genius Games, Author: Owen K.C. Stephens, Copyright 2010). It also gains the 

following special abilities.  
Icewalking (Ex): This ability works like the spider climb spell, but the surfaces the mount travels over must be icy. The mount can move across icy surfaces without 

penalty and does not need to make Acrobatics checks to run or charge on ice. 

Snow Vision (Ex): This ability allows the mount to see perfectly well in snowy conditions and does not take any penalties on Perception checks while in snow. 
 

Desert Terrain  
The knight ovate’s mount gains the Earth subtype. It also gains the following special abilities. 

Breath Weapon (Su): The mount can unleash a breath weapon every 4 rounds as a standard action. The DC is Constitution-based and includes a +1 racial bonus. The 
breath weapon of a desert terrain mount is a cone of sand and grit that deals 1d6 slashing damage. The sand also causes living creatures to be blinded for 3 rounds. A 

Reflex save halves the damage and negates the blinded effect. 

Dehydrate (Su): Once per day the mount can draw the moisture from an area in a 10-foot radius centered on itself. Living creatures (except the knight ovate) within 
range take 2d8 points of damage (Fortitude DC 14 half; caster level 6th). This effect is especially devastating to plant and aquatic creatures, which take a –2 penalty on 

their saving throws. This ability is the equivalent of a 2nd-level spell.  

 

Forest Terrain  
The knight ovate’s mount gains the Plant type. It also gains the following special abilities. 

Entangle (Sp): The mount can use entangle (caster level equals mount’s Hit Dicel) once per day, plus one additional time per day for each 5 HD the mount possesses. 

This ability functions like the spell of the same name. The mount and its master is immune to the effects of its own entangle. (See Advanced Bestiary by Green Ronin 
Publishing, LLC. Author: Matthew Sernett, Copyright 2004). 

Forest Walk (Sp): This ability works like the tree stride spell (caster level equals mount’s Hit Dice. In addition, a mount can move through a wall of thorns or any 

similar thorn-related effect without taking damage or suffering any impairment. Forest walk is usable once per day, plus one additional time per day for each 5 HD the 
mount possesses. 

 

Jungle Terrain  
The knight ovate’s mount gains the Plant type. It also gains the following special abilities. 



Prickle Whip (Ex): Once per day, the mount can unravel and detach one of the tangled strands that form its body. Doing so requires the same kind of action as drawing 

a melee weapon. This strand then functions as a whip sized for the mount, except that the damage it deals is lethal and is not negated by armor or natural armor of any 
value. The whip becomes stiff, brittle, and useless after 1 hour. (See Advanced Bestiary by Green Ronin Publishing, LLC. Author: Matthew Sernett, Copyright 2004). 

Thorny Grasp (Ex): The mount deals automatic gore damage a successful grapple check against another creature.  In addition, any creature that attempts an opposed 

grapple check to pin, constrict, swallow, or damage the bramble takes damage equal to the base damage for the mounts’s gore attack (unmodified by Strength). (See 

Advanced Bestiary by Green Ronin Publishing, LLC. Author: Matthew Sernett, Copyright 2004). 

 

Mountain Terrain  
The knight ovate’s mount gains the Earth subtype. It also gains the following special abilities. 

Earth Glide (Ex): The mount can pass through stone, dirt, or almost any other sort of earth except metal as easily as a fish swims through water. If protected against 

fire damage, it can even glide through lava. Its burrowing leaves behind no tunnel or hole, nor does it create any ripple or other sign of its presence. A move earth spell 

cast on an area containing a burrowing mount flings the mount back 30 feet, stunning the creature for 1 round unless it succeeds on a DC 15 Fortitude save. A knight 
ovate may travel with his mount while it uses this ability. 

Tremorsense (Ex): The mount gains tremorsense 30 feet.  

 

Plains Terrain  
The knight ovate’s mount gains the Primitive template (see the Advanced Bestiary by Green Ronin Publishing, LLC. Copyright 2004. Author: Matthew Sernett). It also 

gains the following special abilities. 

Fast Movement (Ex): This ability works like the barbarian ability of the same name.  
Plains Glide (Ex): This ability works like the feather step spell, but the surfaces the mount travels over must be in the plains terrain.  

 

Swamp Terrain  
The knight ovate’s mount gains the Aquatic creature template and the Amphibious quality. It also gains the following special abilities.  

Breath Weapon (Su): The mount can unleash a breath weapon every 4 rounds as a standard action. The DC is Constitution-based and includes a +1 racial bonus. The 

breath weapon of a swamp terrain mount is a 30 ft. line of acid that deals 1d6 acid damage. A Reflex save halves the damage. 

Swamp Stride (Ex): The mount can move through bogs and quicksand without penalty at its normal speed. 
 

Underground Terrain  
The knight ovate’s mount gains the Earth subtype. It also gains the Cave Creature template. (See Advanced Bestiary by Green Ronin Publishing, LLC. Author: Matthew 

Sernett, Copyright 2004). 
 

Water Terrain  
The knight ovate’s mount gains the Aquatic creature template and the Amphibious quality. It also gains the following special abilities.  

Vortex (Su): The mount can create a whirlpool as a standard action, three times per day. This ability functions identically to the whirlwind special attack, but can only 
form underwater and cannot leave the water. 

Water Jet (Ex): The mount grows a special bladder that can be used to expel water very quickly while underwater for a burst of speed. The mount can use this ability 

once every 1d4 rounds to increase its swim speed by 30 feet, but it must move in a straight line. This ability can be used as part of a charge. 
 



KNIGHT TEMPLAR (Byrdology) 

While most knightly orders are concerned with honor and noble combat, certain cavaliers seek a more divine path and align themselves with a temple and deity most 
appropriate to their outlook. Knight templars are servants of a higher power, roaming the lands in search of the devout, while removing those who seek to weaken or 

destroy the faith. While they are not solely a militant arm of the church, knight templars can deal a crushing blow in the heat of battle, or channel their faith into divine 

spells or healing energies. Though not as heavily armored as other cavaliers, the knight templar has their own way of ensuring victory in battle and the pursuits of the 

faith.  

Primary: Cavalier. 

Secondary: Cleric. 
Alignment: Any.  

Hit Dice: d10. 

Bonus Skills and Ranks: The knight templar selects three cleric skills to add to his class skills in addition to the normal cavalier class skills. The knight templar 
gains a number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The knight templar is proficient with all simple and martial weapons, with light and medium armor, and with shields (except 

tower shields). 
Knightly Devotion (Sp): Beginning at 1st level, a knight templar can cast a small number of divine spells as a spell-like ability. The knight templar must select a 

domain that belongs to his deity, but gains no school powers. A knight templar’s selection of knightly devotion spells is limited to those from his domain. A knight 

templar can cast the 1st–level spell from his domain his 1st–level devotion.  
At 5th level, a knight templar can cast the 2nd–level spell from his domain as his 2nd–level devotion. 

At 9th level, a knight templar can cast the 3rd–level spell from his domain as his 3rd level devotion. 

At 13th level, a knight templar can cast the 4th–level spell from his domain as his 4th level devotion. 
At 17th level, a knight templar can cast the 5th–level spell from his domain as his 5th level devotion. 

When casting a 1st–, 2nd–, or 3rd–level devotion spell, the knight templar expends one daily use of his knightly devotion ability, while casting a 4th– or 5th–level 

devotion spells expends two daily uses of his knightly devotion ability. A knight templar can use his 1st–level or higher knightly devotion a number of times per day 

equal to 1/2 his knight templar level. A knight templar has a caster level equal to his knight templar level. This ability replaces tactician, banner, greater tactician, 

greater banner, and master tactician. 

Templar’s Challenge (Su): At 1st level, a knight templar gains the cleric’s channel energy ability, except that the amount of damage dealt is equal to 1d6 points of 
damage plus 1d6 points of damage for every three templar levels beyond 1st (2d6 at 4th, 3d6 at 7th, and so on) to a maximum of 7d6 at 19th level. The target of the 

knight templar’s channeled energy receives a Will save to halve the damage. The DC of this save is equal to 10 + 1/2 the knight templar's level + the knight templar’s 

Charisma modifier. This ability can be use a number of times per day equal to 3 + the knight templar’s Charisma modifier.  
Alternatively, as a swift action, a templar can choose one target to challenge within a 30-foot radius the knight templar. Challenging a foe requires much of the knight 

templar’s concentration. The knight templar takes a –2 penalty to his Armor Class, except against attacks made by the target of his templar’s challenge. When the 

knight templar makes a successful melee attack against the target of his challenge, he may choose to expend two uses of his templar’s challenge ability to channel the 
power of his faith into his weapon as if it had the conductive weapon ability. The struck opponent suffers the effects of both the weapon attack and the channeled 

energy. The challenge remains in effect for a number of rounds equal to the knight templar’s Charisma modifier (minimum 1), or until the knight templar has channeled 

energy through a successful melee attack against the target of his templar’s challenge, whichever comes first. Each cavalier’s challenge also includes another effect 
which is listed in the section describing the cavalier’s order. This ability replaces challenge. 

Order: This is exactly like the cavalier’s ability of the same name, except that the templar must select the Order of the Temple Bastion.  

Spontaneous Casting: At 3rd level, a knight templar gains the cleric’s spontaneous casting ability, except that the knight templar can only channel stored spell 
energy from his knightly devotions into healing spells that he did not prepare ahead of time. This ability replaces cavalier’s charge.  

Aura (Su): At 4th level, a knight templar gains the cleric’s aura ability. This ability replaces expert trainer.  

Bonus Feats: This is exactly like the cavalier’s ability of the same name, except that the knight templar can select these bonus feats those listed as channeling feats, 

combat feats, or teamwork feats. The knight templar must meet the prerequisites of these bonus feats as normal. 

Grand Knight (Su): At 20th level, if the knight templar confirms a critical hit on a templar challenge when channeling energy, the target receives the maximum 

amount of channeling damage. The target of the knight templar’s challenge receives a Will save to halve the damage as normal. In addition, a knight templar can 
expend three uses of his knightly devotion to cast his 6th–level domain spell once per day. This ability replaces supreme charge.  

 

 

Order of the Temple Bastion  
A cavalier who belongs to the order of the temple bastion has dedicated himself to the faith of one of the deities, and is chosen as a special servant for one of its 

temples. Cavaliers of this order labor to defend the patrons of the faith, further the tenets of his church, live in accordance to those tenets, and ensure that the interests of 

the church are protected. This order complements the Knight Templar multiclass archetype. 
Edicts: The cavalier must adhere to the strictures of the faith, place the interests of the church above all else, punish those who seek to slay the agents of the faith, 

provide support to the church’s hierarchy, and remain vigilant  against conspiracies meant to destroy the faith.  

Challenge: Whenever an order of the temple bastion cavalier issues a challenge, he receives a +1 morale bonus on attack and damage rolls made against the target of 
his challenge if the target makes an attack against a target other than the cavalier. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the 

cavalier possesses.  

Skills: An order of the temple bastion cavalier adds Knowledge (planes) (Int) and Knowledge (religion) (Int) to his list of class skills. An order of the temple bastion 
cavalier can make Knowledge (religion) skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum 

+1) when making attempts to identify religious symbols or servants of another faith.  

Order Abilities: A cavalier belonging to the order of temple bastion gains the following abilities as he increases in level. 

Chosen Piety (Ex): At 2nd level, the cavalier must choose one domain from among those belonging to his deity and gains the domain’s 1st level ability.   

True Devotion (Su): At 8th level, the cavalier gains his chosen domain’s 8th level ability. 
Unshakable Faith (Su): At 15th level, the cavalier’s weapons are treated as aligned (either chaotic, evil, good, or law) for the purposes of overcoming damage 

reduction, according to the alignment of his deity. Any attack made against an enemy within 10 feet of him is treated as aligned for the purposes of overcoming damage 

reduction. This ability functions only while the cavalier is conscious, not if he is unconscious or dead. 
 

 

Table: Knight Templar   
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +2 Knightly devotion (1st), mount, order, templar’s challenge 1d6 
2nd  +2  +3 +0  +3 Order ability 
3rd  +3  +3 +1  +3 Spontaneous channeling  
4th  +4  +4 +1  +4 Aura, templar’s challenge 2d6 
5th  +5  +4 +1  +4 Knightly devotion (2nd) 
6th  +6/+1  +5 +2  +5 Bonus feat 



7th  +7/+2  +5 +2  +5 Templar’s challenge 3d6 
8th  +8/+3  +6 +2  +6 Order ability 
9th  +9/+4  +6 +3  +6 Knightly devotion (3rd) 
10th  +10/+5  +7 +3  +7 Templar’s challenge 4d6 
11th  +11/+6/+1  +7 +3  +7 Mighty charge 
12th  +12/+7/+2  +8 +4  +8 Bonus feat, demanding challenge 
13th  +13/+8/+3  +8 +4  +8 Knightly devotion (4th), templar’s challenge 5d6 
14th  +14/+9/+4  +9 +4  +9  
15th  +15/+10/+5  +9 +5  +9 Order ability 
16th  +16/+11/+6/+1  +10 +5  +10 Templar’s challenge 6d6 
17th  +17/+12/+7/+2  +10 +5  +10 Knightly devotion (5th) 
18th  +18/+8/+13/+3 +11 +6  +11 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +11 Templar’s challenge 7d6 
20th  +20/+15/+10/+5  +12 +6  +12 Grand knight (6th) 
 



MALEVOLENT KNIGHT 
 

Primary Class: Cavalier. 

Secondary Class: Antipaladin.  

Alignment: Any evil. 

Hit Dice: d10.  

Bonus Skills and Ranks: The malevolent knight may select three antipaladin skills to add to his class skills in addition to the normal cavalier class skills, and those 

he gains from his order. The malevolent knight gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The malevolent knight is proficient with all simple and martial weapons, with all types of armor (light, medium, and heavy), and 

with shields (except tower shields).  

Code of Conduct: A malevolent knight must adhere to the antipaladin’s code of conduct, but applies it to both lawful evil and neutral evil alignments accordingly. 
Aura of Evil (Su): At 1st level, a malevolent knight gains the antipaladin’s aura of evil ability. This ability replaces tactician.  

Divine Order: At 1st level, a malevolent knight must select one of the divine orders listed in the New Orders section. A divine order is similar to the order of a 

cavalier, but has a divine focus and is based on certain aspects of divine magic. This ability otherwise functions as and replaces order.  
Smiting Challenge (Su): This is exactly like the cavalier’s challenge ability, except that if the target of the malevolent knight’s challenge is good, he adds his 

Charisma modifier to all damage rolls made against the target of his challenge. If the target of his challenge is an outsider with the good subtype or a good-aligned 

dragon, the bonus to damage on the first successful attack increases to twice the malevolent knight’s Charisma modifier. Regardless of the target, smiting challenge 
attacks automatically bypass any DR the good creature might possess. Smiting challenge counts for feats with challenge or smite good as prerequisites. This ability 

otherwise functions as and replaces challenge.  

Malevolent Charge (Su): At 3rd level, whenever the malevolent knight makes a charge, he is bolstered by the dark power of his faith to make more devastating 
charge attacks while mounted. The malevolent knight deals extra damage equal to his Charisma modifier on a charge while mounted. This damage comes from unholy 

power and is not subject to damage reduction, energy immunities, or energy resistances. In addition, the malevolent knight does not suffer any penalty to his AC after 

making a charge attack while mounted. This ability replaces cavalier’s charge.  

Detect Good (Sp): At 4th level, the malevolent knight gains the antipaladin’s detect good ability. This ability replaces expert trainer.  

Aura of Cowardice (Su): At 9th level, the malevolent knight gains the antipaladin’s aura of cowardice ability. This ability replaces greater tactician. 

Fiendish Mount (Ex): At 11th level, the malevolent knight’s mount gains the fiendish template.  
Aura of Depravity (Su): At 17th level, the malevolent knight gains the antipaladin’s aura of depravity ability. This ability replaces master tactician.  

 Unholy Charge (Ex): At 20th level, a malevolent knight becomes a conduit for the dark power of his god. Whenever the cavalier makes a charge attack while 

mounted, he deals double the normal amount of damage (or triple if using a lance). If the target of his charge is a good outsider, the outsider is also subject to a 
banishment, using his malevolent knight level as the caster level (his weapon and banner automatically count as objects that the subject hates). In addition, if the 

malevolent knight confirms a critical hit on a charge attack while mounted, the target is stunned for 1d4 rounds. A Will save reduces this to staggered for 1d4 rounds. 

The DC is equal to 10 + the malevolent knight’s base attack bonus. 
 

Tactician = Aura of evil 

Cavalier’s charge = Malevolent charge 
Expert trainer = Detect good 

Bonus feats = Smiting challenge 1/day, 2/day, 3/day 

Greater tactician = Fiendish mount 
Master tactician = Aura of depravity 

Supreme charge = Unholy charge 

 

Table: Malevolent Knight 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +2 Aura of evil, divine order, mount, smiting challenge 1/day 
2nd  +2  +3 +0  +3 Order ability 
3rd  +3  +3 +1  +3 Malevolent charge 
4th  +4  +4 +1  +4 Detect good, smiting challenge 2/day 
5th  +5  +4 +1  +4 Banner 
6th  +6/+1  +5 +2  +5 Bonus feat 
7th  +7/+2  +5 +2  +5 Smiting challenge 3/day 
8th  +8/+3  +6 +2  +6 Order ability 
9th  +9/+4  +6 +3  +6 Aura of cowardice 
10th  +10/+5  +7 +3  +7 Smiting challenge 4/day 
11th  +11/+6/+1  +7 +3  +7 Fiendish mount, mighty charge 
12th  +12/+7/+2  +8 +4  +8 Bonus feat, demanding challenge 
13th  +13/+8/+3  +8 +4  +8 Smiting challenge 5/day 
14th  +14/+9/+4  +9 +4  +9 Greater banner 
15th  +15/+10/+5  +9 +5  +9 Order ability 
16th  +16/+11/+6/+1  +10 +5  +10 Smiting challenge 6/day 
17th  +17/+12/+7/+2  +10 +5  +10 Aura of depravity 
18th  +18/+8/+13/+3 +11 +6  +11 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +11 Smiting challenge 7/day 
20th  +20/+15/+10/+5  +12 +6  +12 Unholy charge 
 

 

Order of the Cursed Hand 
A cavalier who belongs to the order of the cursed hand has dedicated himself to the faith of one of the deities of evil. Cavaliers of this order seek to crush his fellow 
beings underfoot, to spread sickness and disease, extend the pain and suffering of others, and exact death upon all who do not bend their knees in obesience to your 

power. This order complements the malevolent knight multiclass archetype. 

Edicts: The cavalier must be of evil alignment, adhere to the strictures of the faith, show the weak no mercy, inflict pain in its many forms, be cruel in all your 
dealings, and spread tyranny throughout the land.  

Challenge: Whenever an order of the cursed hand cavalier issues a challenge, he receives a +1 morale bonus to his Armor Class against attacks made against him by 

the target of his challenge. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the cavalier possesses. Furthermore, if the target of the 
cavalier’s challenge is an undead creature, he gains a +2 morale bonus on saves against attacks that grant negative levels and saves to overcome negative levels. 



Skills: An order of the cursed hand cavalier adds Heal (Wis), Knowledge (nobility) (Int), and Knowledge (religion) (Int) to his list of class skills. An order of the 

blessed hands cavalier can make Heal skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum +1) 
when making attempts to prevent recovery or fast healing, torture, cause deep hurting, or erode willpower.  

Order Abilities: A cavalier belonging to the order of the cursed hand gains the following abilities as he increases in level. 

Bleed (Sp): At 2nd level, the cavalier cause a living creature that is below 0 hit points but stabilized to resume dying. This ability functions as the bleed spell with a 

caster level equal to his cavalier level. The cavalier can use this ability a number of times per day equal to 3 + his Charisma modifier.  

Horrid Wounds (Su): At 8th level, the cavalier gains the ability to cause terrible wounds by touch. This is exactly like the antipaladin’s touch of corruption ability, 

except that the cavalier can deal 1d6 hit points of damage at 8th level, and an additional 1d6 hit points of damage for every three cavalier levels thereafter. The cavalier 
can use this ability a number of times per day equal to his Charisma modifier.  

Alternatively, the cavalier can use this power to heal damage to undead creatures, restoring 1d6 hit points of damage at 8th level, and an additional 1d6 hit points of 

damage for every three cavalier levels thereafter. Using horrid wound in this way requires a successful melee touch attack and doesn't provoke an attack of opportunity. 
In addition, the cavalier can add one of the following effects to his horrid wounds, which function like an antipaladin’s cruelty ability. 

At 11th level, the cavalier can use his horrid wounds so that the target is sickened for 1 round per level of the cavalier. 

At 14th level, the cavalier can use his horrid wounds so that the target is diseased, as if he had cast contaigon, using the cavalier’s level as the caster level. 
At 17th level, the cavalier can use his horrid wounds so that target is nauseated for 1 round per three levels of the cavalier. Alternatively, the cavalier can use his 

horrid wounds so that the target is poisoned, as if he had cast poison, using the cavalier’s level as the caster level. 

At 20th level, the cavalier can use his horrid wounds so that target is blinded for 1 round per level of the cavalier. Alternatively, the cavalier can use his horrid 
wounds so that target is deafened for 1 round per level of the cavalier. 

Harbinger of Death (Su): At 15th level, the cavalier can use his horrid wounds ability to bring excruciating pain or even death to others. As a standard action, the 

cavalier sacrifices all of his horrid wounds daily uses in order to cast slay living (as the spell) with a caster level equal to his cavalier level. This uses all of the cavalier’s 
horrid wounds uses that he has remaining; the cavalier must have at least 4 uses of his horrid wounds to use this ability. When this ability is used, the cavalier’s horrid 

wounds is not replenished until 24 hours have passed. 

 

Order of the Iniquitous Blade (Knights of Dark-Phoenix) 
A cavalier who belongs to the order of the iniquitous blade has dedicated himself to both a sovereign (be it a king, queen, or warlord), and to the faith of one of the 

deities of evil. Cavaliers of this order seek to punish the guilty according to the letter of the law, live a life of unyielding devotion to their sovereign, and ensure the 

liberties of all who live within the borders or their realm so far as they do not oppose the cause of his sovereign. This order complements the malevolent knight 
multiclass archetype. 

Edicts: The cavalier must be of either lawful evil or lawful neutral alignment, adhere to the strictures of the faith, strictly uphold the laws of the land without 

deviation, live up to his code of honor, dispense justice without compassion or mercy, allow the fate to dictate the destinies of the poor and weak, defend the freedoms 
of all within their domain, even if doing so results in tyrannical rule or exploitation.  

Challenge: Whenever an order of the iniquitous blade cavalier issues a challenge, he receives a +1 morale bonus on attack and damage rolls made against the target 

of his challenge if the target makes an attack against a target other than the cavalier. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the 
cavalier possesses. Furthermore, if the target of the cavalier’s challenge is of good alignment, the morale bonus on damage rolls increases to +2.  

Skills: An order of the iniquitous blade cavalier adds Knowledge (nobility) (Int) and Knowledge (religion) (Int) to his list of class skills. An order of the iniquitous 
blade cavalier can make Knowledge (nobility) skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his cavalier level 

(minimum +1) when making attempts to identify military standards, family crests, or heraldry emblems or symbols.  

Order Abilities: A cavalier belonging to the order of the iniquitous blade gains the following abilities as he increases in level. 
Consecrated Weapon: At 2nd level, the cavalier designates one type of weapon with which he is proficient which becomes consecrated in the service of his god. 

Whenever the cavalier attacks with his consecrated weapon, he gains a +1 profane bonus on attack and damage rolls. Every six levels thereafter (7th, 13th, and 19th), 

the cavalier gains an additional +1 profane bonus on attack and damage rolls when using this weapon. The cavalier also adds this bonus to any combat maneuver checks 

made with his consecrated weapon. This bonus also applies to the cavalier’s Combat Maneuver Defense when defending against disarm and sunder attempts made 

against this weapon.  

A cavalier will typically choose from the following list of traditional knightly melee weapons (GMs may add other weapons to this list), or his deity’s favored 
weapon: bastard sword, battleaxe, flail, greatsword, heavy flail, handaxe, heavy mace, heavy pick, lance, light mace, light pick, longspear, longsword, morningstar, 

spear, or warhammer.  

Aura of Despair (Su): At 8th level, whenever enemies are within 10 feet of the cavalier, they take a –2 penalty on all saving throws. This penalty does not stack with 
the penalty from aura of cowardice. This ability functions only while the cavalier is conscious, not if he is unconscious or dead. 

Arms of Sin (Su): At 15th level, the cavalier’s weapons are treated as evil-aligned for the purposes of overcoming damage reduction. Any attack made against an 

enemy within 10 feet of him is treated as evil-aligned for the purposes of overcoming damage reduction. This ability functions only while the cavalier is conscious, not 
if he is unconscious or dead. 

 

Order of the Endless Darkness 
A cavalier who belongs to the order of the endless darkness has dedicated himself to the faith of one of the deities of evil. Cavaliers of this order seek to live a life of 
dishonor, feed upon the fears of those they encounter, and visit oppression upon all who live within their purview. This order complements the malevolent knight 

multiclass archetype.  

 Edicts: The cavalier must be of evil alignment, adhere to the strictures of his faith, punish the righteous, perform acts of cruelty and brutality at every opportunity, 
restrict the liberties of those seeking freedom, oppress the poor and innocent, and crush the weak underfoot.  

Challenge: Whenever a cavalier issues a challenge, he receives a +1 morale bonus on attack and damage rolls made against the target of his challenge if the target 

makes an attack against a target other than the cavalier. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the cavalier possesses. 
Furthermore, should the endless darkness cavalier confirm a critical hit against the target of his challenge, the target must make a Will save against a DC equal to 10 + 

1/2 the cavalier’s level or is blinded for 1 round.  

 Skills: An order of the endless darkness cavalier adds Knowledge (nobility) (Int) and Knowledge (religion) (Int) to his list of class skills. A cavalier can make 
Knowledge (religion) skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his malevolent knight level (minimum +1) when 

making attempts to identify a deity’s symbol, or religious sects, clergy, apparel, tenets, and mythologies.   

 Order Abilities: A cavalier gains the following abilities as he increases in level. 
Impenetrable Darkness (Su): At 2nd level, as a standard action, the cavalier can emit a burst of darkness from his hand or weapon that emanates out to 20 feet from 

the cavalier. Any creatures within this area with fewer Hit Dice than the cavalier’s level are blinded for 1d4 rounds unless they succeed at a Fortitude save (DC 10 + the 

cavalier’s level + the cavalier’s Charisma modifier). The cavalier can use this ability a number of times per day equal to 3 + the cavalier’s Charisma modifier. 
Ray of Darkened Flames (Sp): At 8th level, the cavalier can focus his divine power into a ray that projects a blast of burning darkness from his open palm, once per 

day. This ray functions like the searing light spell, except that the cavalier has a caster level equal to 1/2 his level, and that the light is bluish-black in hue.  

Aura of Oppression (Su): At 15th level, the cavalier can emit a 10-foot nimbus of strange, gloomy light for a number of rounds per day equal to his cavalier level. 
These rounds do not need to be consecutive. An ally within this aura gains a +4 deflection bonus to AC and a +4 resistance bonus on saves. This benefit applies against 

all attacks, not just against attacks by good creatures. Also, allies within the aura are protected from possession and mental influence, just as protection from good does. 

In addition, if a good creature succeeds on a melee attack against a creature within this aura, the offending attacker must make a successful Fortitude save (DC 10 + the 
cavalier’s level + the cavalier’s Charisma modifier) or is panicked, as the fear spell.  



MECHAGOLEM COMMANDER  
At times, the noblest of samurai choose not to bond with a mere mount, nor do they enter battle against usual enemies. Born in lands or times where the sciences and 
magic blend, or where divine powers are needed to defeat supernatural menaces, the mechagolem commander specializes in the arduous art of controlling the 

mysterious constructs that some call the majin or mechagolems. These mechagolem commanders fight alongside these majestic creatures or pilot them from the inside 

when their bond becomes strong enough. Evil outsiders, invader aberrations from the outer worlds, and mischevious demigods have learned to recognize and fear the 

mechagolem’s power and that of their masters.  

Primary Class: Samurai. 

Secondary Class: Summoner.  
Alignment: Any.  

Hit Dice: d10.  

Bonus Skills and Ranks: The mechagolem commander may select three summoner skills to add to his class skills in addition to the normal samurai class skills, one 
of which must be Spellcraft. The mechagolem commander gains a number of ranks at each level equal to 2 + Int modifier. 

Weapon and Armor Proficiency: The mechagolem commander is proficient with all simple and martial weapons, plus the katana, naginata, and wakizashi. The 

mechagolem commander is proficient with all types of armor (heavy, light, and medium), and with shields (except tower shields).  
Mechagolem: A mechagolem commander begins play with a powerful but limited construct called a mechagolem. The mechagolem commander then forms a link 

with the mechagolem through a bonded item using his own life force. This link allows him to maintain complete control over the mechagolem (see Commander’s Link 

in the Mechagolem description). This link imbues the mechagolem with mobility and a semblance of life that is similar in effect to the animate objects spell. While a 
mechagolem is considered an animated object, it is treated as having the same alignment as the mechagolem commander that controls it and understands all of his 

languages.  

A mechagolem commander maintains control of his mechagolem as long as the link is in effect. Doing so requires a free action each round to maintain. However, 
maintaining control during combat is taxing on the mechagolem commander. When a mechagolem enters combat, the mechagolem commander requires a standard 

action (instead of a free action) to control or command the mechagolem. When combat ends, the mechagolem commander is shaken for a number of rounds equal to the 

number of rounds the mechagolem has spent in combat. A mechagolem can engage combat multiple times during a single encounter while the mechagolem commander 

is shaken, but the rounds for being shaken from subsequent combat rounds stack.  

If a mechagolem commander is conscious but rendered unable to give commands (dazed, frightened, etc.), a mechagolem usually follows its last instruction to the 

best of its ability, though if attacked it returns the attack. The mechagolem commander can give the golem a simple command to govern its actions in his absence, or 
can order the mechagoelm to obey the commands of another, but the mechagolem's commander can always resume control by commanding the mechagolem to obey 

him alone.  

A mechagolem immediately becomes inert and helpless if the mechagolem commander becomes unconscious, fall asleep, or is killed, and remains so until the 
commander regains consciousness. It takes 1 minute to reactivate a dormant mechagolem, but a mechagolem commander can deactivate an active mechagolem as a 

standard action if the need should arise.  

When activated, the mechagolem’s hit points are unchanged from the last time it was activated. The only exceptions to this are if the mechagolem was rendered 
inoperative. The mechagolem does not heal naturally. A mechagolem that is reduced to 0 hit points or lower but is not destroyed becomes inoperative, immediately 

shuts down, and cannot be activated again until the next day. During this time, the mechagolem regenerates and can be reactivated the next day with half its normal hit 

points. However, if the mechagolem commander repairs an inoperative mechagolem above 0 hit points before the next day, it can be reactivated as normal, but gains the 
broken condition until it is healed for half its normal hit point or greater. While in this broken condition, the mechagolem is considered a weapon and armor for the 

purpose of determining penalties related to attacks and AC.  

If the mechagolem is lost, stolen, or destroyed, the mechagolem commander does not gain a replacement. However, the mechagolem commander can repair damage 
or rebuild a destroyed construct with the Craft Construct feat. When repairing a mechagolem, he must spend 100 gp per Hit Die of the mechagolem, and then make a 

skill check as if he were crafting a mechagolem with a DC of 5 less than the DC for crafting that mechagolem. With a success, the mechagolem regains 1d6 hit 

points per Hit Die of the mechagolem. Completing a repair takes 1 day per 1,000 gp spent on the repair (minimum of 1 day). Repair in this way can only be performed 

while the mechagolem is inanimate or nonfunctioning. At any time, a mechagolem commander can deactivate a mechagolem under his control with a touch and 

a standard action.  

A mechagolem that has been completely destroyed cannot be repaired, but its materials may be used in the construction of a new mechagolem, if any remain. To 
rebuild a destroyed mechagolem, the mechagolem commander must spend 200 gp per Hit Dice of the mechagolem, and then make a skill check as if he were crafting a 

mechagolem. Rebuilding a mechagolem takes 1 day per 1,000 gp spent on the reconstruction, with a minimum of 8 hours per day of work. During this reconstruction 

period, the mechagolem commander takes a –1 penalty on attack and weapon damage rolls. A mechagolem is destroyed if it reaches a number of negative hit points 
equal to twice the mechagolem commander’s Constitution score, is melted down, or is subject to effects like the disintegrate spell or other similar effect.  

The mechagolem’s Hit Dice, saving throws, and abilities are tied to the mechagolem commander’s level and increase as the mechagolem commander gains levels. In 

addition, each mechagolem receives a pool of upgrade points, based on the mechagolem comander’s level, that can be used to give the mechagolem different abilities 
and powers. Whenever the mechagolem commander gains a level, he must decide how these points are spent, and they are set until he gains another level of 

mechagolem commander. 
Crafted by mystic metallurgists and powerful wizards and presented to the mechagolem commander at the behest of a ruling lord, the mechagolem’s physical 

appearance is always that of a metal or stone construct-like creature of its base form, although color, minor decorations, and texture are determined by the mechagolem 

commander. The mechagolem also bears a glowing rune that is identical to a rune that appears on the mechagolem commander’s bonded item as long as the 
mechagolem is bonded to him. While this rune can be hidden through mundane means, it cannot be concealed through magic that changes appearance, such as alter 

self or polymorph (although invisibility does conceal it as long as the spell lasts). As the mechagolem is considered a construct, the following spells have the normal 

effects upon the mechagolem: call construct, control construct, make whole, rapid repair, soothe construct, and unbreakable construct.  
This ability replaces mount and demanding challenge. 

Order (Ex): This is exactly like the samurai ability of the same name, except that the mechagolem commander must choose the new Order of the Majin. 

Resolve: This exactly like the samurai ability of the same name, except that the mechagolem commander can also spend uses of his resolve to do the following. 
Regenerate Golem (Su): As a standard action, the mechagolem commander can spend one use of his resolve to sacrifice a number of his own hit points up to his 

level. These hit points are then transferred to his mechagolem. The mechagolem commander cannot use this ability if he has 1 hit point remaining or less, nor can he 

exceed the mechagolem’s maximum number of hit points through the use of this ability.   
Puissant Construct (Ex): At 3rd level, the mechagolem commander selects one of his mechagolem’s weapons or natural attacks. Whenever the mechagolem 

threatens a critical hit with the selected weapon or natural attack, it gains a +2 bonus on the confirmation roll. In addition, 1/2 the mechagolem commander’s levels in 

any class that grants an animal companion or mount stack with his mechagolem commander levels for the purposes of determining his mechagolem’s abilities. This 
ability replaces weapon expertise.  

Shield Ally (Ex): At 4th level, a mechagolem commander gains the summoner’s shield ally ability. This ability replaces mounted archer.  

Craft Construct: At 5th level, a mechagolem commander may select Craft Construct as a normal feat selection. He does not need to meet any of the feats 
prerequisites.  

Encouraging Critical (Ex): At 5th level, the mechagolem commander’s way of fighting is an example for his allies. Whenever the mechagolem commander his 

mechagolem delivers a critical hit against a foe, all allies within 60 feet that can see and hear them gain a +2 morale bonus to one saving throw of their choice until the 
end of combat. At 10th level, and every five levels thereafter, this bonus increases by +1. This ability replaces banner.  

Mechagolem Ascension (Ex): At 6th level, a mechagolem has siphoned enough of the mechagolem commander’s to begin its transformation into a true construct. 

The mechagolem gains a +2 enhancement bonus to Wisdom, and the mechagolem commander now requires a move action to control or command the mechagolem in 
combat. The mechagolem can place itself on standby as a standard action. While on standby, a mechagolem cannot move or take any actions. It remains aware of its 



surroundings but takes a –4 penalty on Perception checks. It can also heal a number of hit points of damage per day equal to twice the mechagolem commander’s level, 

at the rate of 1 hit point per minute. A mechagolem can exit standby as a swift action—if it does so to initiate combat, it gains a +4 racial bonus on its Initiative check. 
The mechagolem commander can also order the mechagolem to enter its standby mode as a free action.  

At 12th level, a mechagolem gains an additional +2 enhancement bonus to Wisdom, and the mechagolem commander now requires a swift action to control or 

command the mechagolem in combat. It can also receive specific commands from its mechagolem commander as a standard action. During combat, a mechagolem 

commander can name specific attacks or powers to use (a weapon attack, a spell–like ability, a natural attack, etc.). This grants the mechagolem a +2 competence bonus 

on all dice rolls for 1 round (attack and damage rolls, save DC, saving throws, skill checks, and so on).  

At 18th level, a mechagolem gains its final +2 enhancement bonus to Wisdom, and gains bonus hit points as a construct, according to its size (see Table: Construct 
Size and Bonus hit Points). It also gains DR 5/magic. This ability replaces bonus feats.  

Greater Shield Ally (Ex): At 11th level, a mechagolem commander gains the summoner’s greater shield ally ability. This ability replaces honorable stand.  

Greater Encouraging Critical (Ex): At 14th level, all allies within 60 feet of the mechagolem commander or his mechagolem when they deliver a critical hit 
against a foe gain a +2 morale bonus on all saving throws against charm and compulsion spells and effects until the end of combat. In addition, in the round following to 

the critical hit, the mechagolem commander can spend a standard action to issue an encouraging shout of encouragement, granting all allies within 60 feet that can see 

and hear him an additional saving throw against any one spell or effect that is targeting them. This save is made using the spell’s or effect’s original DC. Spells and 
effects that do not allow saving throws are unaffected by this ability. An ally cannot benefit from this ability more than once per day. This ability replaces greater 

banner.  

Lasting Spark (Ex): At 20th level, a mechagolem is no longer tied to the mechagolem commander’s life force. Instead, it now has its own life force equivalent to 
the elemental spirit of a true construct. The mechagolem gains DR 10/magic and DR 5/adamantine. In addition, if the mechagolem is destroyed, it can reassemble itself 

after a 24 hour period, at which time it begins to heal 1 hit point per minute. Once it has 1 hit point or more, the mechagolem loses the broken condition and can 

function normally. This ability replaces last stand. 
 

 

Order of the Majin  
While most samurai deem their mounts as trusted allies and companions, some form an even deeper bond with his mount or some other magical creature that extends 
into the realm of the supernatural. A samurai of the order of the majin uphold a proud tradition and heritage, and battle alongside their bonded creature for the glory of 

good or evil. Samurai who follow the order of the majin are held in the highest regard y their fellow samurai. This order complements the Mechagolem Commander 

multiclass archetype.  
Edicts: The samurai must protect his bonded creature as a trusted friend. He must never retreat from an enemy with whom he is engaged in battle. He must seek to 

battle his foes in single combat whenever possible, refusing aid from anyone but his bonded creature.  

Challenge: Whenever an order of the majin samurai declares a challenge, he can offer a bold and intimidating speech that declares both his and his bonded 
creature’s names and powers. As long as both the samurai and his bonded creature attack the target of the challenge together, the bonded creature gains a +1 bonus on 

its CMB against the target of the challenge. This bonus increases by +1 for every four levels the samurai possesses.  

Skills: An order of the majin samurai adds Disable Device (Dex) and Knowledge (arcana) (Int) to his list of class skills. He can make Knowledge (arcana) skill 
checks untrained. In addition, whenever an order of the majin samurai makes a Craft check to repair an item or create a masterwork item, he receives a bonus on the 

check equal to 1/2 his samurai level (minimum 1).  
Order Abilities: An order of the majin samurai gains the following abilities as he increases in level.  

Bond Senses (Su): At 2nd level, the samurai gains the summoner’s bond senses ability.  

Companion’s Call (Sp): At 8th level, the samurai gains the summoner’s maker’s call ability.  
Merge Forms (Sp): At 15th level, the samurai gains the summoner’s merge forms ability. A bonded creature merged with its samurai gains all the benefits of the 

samurai’s challenge. The samurai can normally use his resolve ability while merged, but any healing spells must specifically target either the samurai or his bonded 

creature, not both.  

 

NEW FEATS  

The following feat is restricted to the Mechagolem Commander multiclass archetype.  

 

Tenacious Servant  

A tiny bit of your willpower has passed in your mechagolem, allowing it to keep fighting even when you are no more there to give orders.  

Prerequisites: Mechagolem class feature.  

Benefit: If you are knocked unconscious, fall asleep, or are killed, your mechagolem keeps on performing the last ongoing routine or obeying your last order for a 
number of rounds equal to your mechagolem pilot level before it stops functioning. The mechagolem can’t change its behavior during this time, regardless of 

circumstances. If you are brought back to consciousness before this duration expires, your mechagolem doesn’t stop functioning. If the duration expires before you are 

brought back to consciousness, your mechagolem becomes inert as normal.  
Normal: A mechagolem immediately stops functioning when its mechagolem commander is unconscious, asleep, or killed. 

 

Table: Mechagolem Commander 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Challenge 1/day, mechagolem, order, resolve 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Puissant construct 
4th  +4  +4 +1  +1 Challenge 2/day, shield ally 
5th  +5  +4 +1  +1 Craft Construct, encouraging critical 
6th  +6/+1  +5 +2  +2 Mechagolem ascension I 
7th  +7/+2  +5 +2  +2 Challenge 3/day 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Greater resolve  
10th  +10/+5  +7 +3  +3 Challenge 4/day 
11th  +11/+6/+1  +7 +3  +3 Greater shield ally  
12th  +12/+7/+2  +8 +4  +4 Mechagolem ascension II  
13th  +13/+8/+3  +8 +4  +4 Challenge 5/day 
14th  +14/+9/+4  +9 +4  +4 Greater encouraging critical 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Challenge 6/day 
17th  +17/+12/+7/+2  +10 +5  +5 True resolve 
18th  +18/+13/+8/+3 +11 +6  +6 Mechagolem ascension III 
19th  +19/+14/+9/+4 +11 +6  +6 Challenge 7/day 



20th  +20/+15/+10/+5  +12 +6  +6 Lasting spark 
 
 

MECHAGOLEM 
Mechagolems are constructs whose bodies are constructed from metal or stone mechanisms and given a semblance of life through its mechagoelm commander’s own 

life force. Mechagolems are constructs that remain inanimate and completely inert until they are bonded with a mechagolem commander, allowing them to act, move, 

and over time, evolve into a true construct. A mechagolem is considered a construct for the purpose of what types of spell affect it. Mechagolems have the base 

statistics as shown on the Mechagolem Base Statistics table. These base statistics can be modified by the mechagoelm’s base form and upgrade pool. 
 

MECHAGOLEM ABILITIES 
A mechagolem’s abilities are determined by the mechagolem commander’s level and by the choices made using its upgrade pool. Table: Mechagolem Base Statistics 

determines many of the base statistics of the construct. Each mechagolem possesses a base form that modifies these base statistics. A mechagolem’s qualities are similar 
to those described in the Eidolons description block of the Advanced Player’s Guide, except with the following changes. 

Hit Dice: This is the total number of 10-sided (d10) Hit Dice the mechagolem possesses.  

Bad Saves: These are the mechagolem’s base saving throw bonuses. A mechagolem only possessesbas saves, regardless of the creature’s base form. 
Ability Scores: A mechagolem only has an Intelligence of 3 (but gains no penalties or bonuses due to its score), allowing it to receive simple commands, and 

eventually more complex commands at a higher level. A mechagolem also has no Constitution score. However, due to the bond with its commander, a mechagolem 

gains bonus hit points per Hit Die equal to its mechagolem commander’s Constitution modifier (if positive).  
Skills: A mechagolem gains no skills. However, a mechagolem can attempt any untrained skill using the mechagolem commander’s ranks an ability modifiers. In 

addition, a mechagolem can always use the aid another action to assist its mechagolem commander with any Strength-based skill checks. 

Feats: A mechagolem gains no feats. 
Armor Bonus: The mechagolem has only an armor bonus, and cannot split this amount between an armor bonus and a natural armor bonus.  

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

Table: Mechagolem Base Statistics. The mechagolem’s upgrades otherwise function exactly like evolutions.  
Special: This includes a number of new abilities gained by all mechagolems as they increase in power, some that replace those normally gained by an eidolon. Each 

of these abilities is described below. 

Commander’s Link: A mechagolem commander creates a link exactly like the eidolon link ability, except for the following additions. When creating this link, the 
mechagolem and its mechagolem commander are bound through an object. The mechagolem commander begins play with one at no cost. The object must be something 

that is worn or held, and falls into one of the following categories: amulet, armor, bracer, ring, or weapon. These objects are always masterwork quality. Armors or 

weapons acquired at 1st level are not made of any special material. If the object is an amulet, armor, bracers, helmet, or ring, it must be worn to have effect, and 
occupies the usual magic item slot accordingly. A mechagolem commander cannot lose control of his mechagolem as long as he wears or wields his bonded item.  

Since the mechagolem’s power is tied to the mechagolem commander’s life force, they must remain within 100 feet of one another for the mechagolem to remain at 

full strength. If the mechagolem is beyond 100 feet but closer than 1,000 feet, its current and maximum hit point totals are reduced by 50%. If the mechagolem is more 
than 1,000 feet away but closer than 10,000 feet, it’s current and maximum hit point totals are reduced by 75%. If the mechagolem is more than 10,000 feet away, it 

immediately becomes inert and helpless. Current hit points lost in this way are not restored when the mechagolem gets closer to its mechagolem commander, but its 

maximum hit point total does return to normal.  
 If the mechagolem commander’s bonded item is lost, stolen, or destroyed, he must make a Spellcraft check or the mechagolem become inert and helpless. The DC 

for this check is equal to 10 + the mechagolem’s Hit Dice. For as long as the mechagolem commander concentrates, he can control the mechagolem as if he were 

wearing the bonded item. The mechagolem commander must make a Spellcraft check each round to maintain control. If another spellcaster is present and trying to 
control the mechgolem, whether through a spell or other effect, both her and the mechagolem commander must make opposed Spellcraft checks each round to control 

the mechagolem. If the mechagolem is more than 1,000 feet away from its mechagolem commander, the mechagolem commander can only control the mechagolem 

through the use f his bonded item.   
Unlike other bonded items, a mechagolem commander cannot add additional magic abilities to his bonded object, however, he can create a new bond with a magical 

item of the same type. If a bonded object's owner dies, or the item is replaced, the object remains in its normal state.  

If a bonded object is damaged, it is restored to full hit points the next time the mechagolem commander rests for 8 hours. These hours do not need to be consecutive. 
If the object of a mechagolem bond is lost or destroyed, it can be replaced after 1 week in a special ritual that costs 100 gp per mechagolem commander level plus the 

cost of the masterwork item. During this 1–week period, the paladin takes a –1 penalty on attack and weapon damage rolls. This ritual takes 8 hours to complete. Items 

replaced in this way do not possess any additional enchantments of the previous bonded item. A mechagolem commander can designate an existing magic item as his 
bonded item. This functions in the same way as replacing a lost or destroyed item except that the new magic item retains its abilities while gaining the benefits and 

drawbacks of becoming a bonded item.  

Construct Traits: While mechagolems are not true constructs, they gain the construct type and are considered to have all the construct qualities. For the purposes of 
effects targeting creatures by type (such as a ranger's favored enemy and bane weapons), mechagolems count as a construct.  

Low-Light Vision (Ex): The mechagolem has low-light vision, enabling it to see twice as far as a human in conditions of dim light.  

Share Resolve (Ex): The mechagolem is affected by its mechagolem commander’s resolve ability whenever it is used.  
Limited Sentience (Ex): The mechagolem has gathered enough life force from the mechagolem commander to generate its own spark of consciousness. While still 

incapable of independent thought, the mechagolem gains limited control on its own functions. The mechagolem’s Wisdom score increases to 5, it can record and 

recount simple messages, describe it surroundings, and in time, and can reactivate itself or shut itself down without its mechagolem commander’s command. This 
ability replaces evasion.  

Guard (Ex): If ordered to do so, a mechagoelm moves to defend the mechagoelm commander. All attacks against the mechagoelm commander take a –2 penalty 

when the mechagoelm is adjacent to its mechagoelm commander. This ability replaces devotion. 

 

 

Base Forms 
Each mechagolem has one of three base forms that determine its starting size, speed, AC, attacks, and ability scores. All natural attacks are made using the 
mechagolem’s full base attack bonus unless otherwise noted (such as in the case of secondary attacks). Mechagolem slam attacks add 1-1/2 times the mechagolem’s 

Strength modifier to the damage roll. If the mechagolem gains additional attacks due to extra limbs, a tail, etc., it adds only its Strength modifier. These base forms also 
note any free upgrades that base form possesses. The bonuses from these free upgrades are already factored into the starting statistics. A mechagolem commander may 

select from either the aquatic, biped, quadruped, or serpentine base forms, and are similar to those listed in the eidolon description of the Advanced Player’s Guide, but 

use the statistics listed below.  
Alternatively, any one of these base forms can be used to make a Small mechagolem. If the mechagolem is Small it gains a +2 bonus to its Dexterity score and a –4 

penalty to its Strength. The mechagolem’s bonus hit points are reduced to 10. It also gains a +1 size bonus to its AC and attack rolls, a –1 penalty to its CMB and CMD 

scores, a +2 bonus on its Fly skill checks (if they have one), and a +4 bonus on its Stealth skill checks. Reduce the damage of all of its attacks by one step (1d6 becomes 
1d4, 1d4 becomes 1d3). If this choice is made, the mechagolem can be made Medium whenever the mechagolem commander can change the mechagolem’s upgrade 

pool (which causes it to lose these modifiers for being Small) 

 

Aquatic 



Alternate Starting Statistics: Size Medium; Speed 20 ft., swim 40 ft.; AC +4 armor bonus; Saves bad; Attack 1 slam (1d8); Ability Scores Str 16, Dex 12, Con —, 

Int —, Wis 1, Cha 1; Free Upgrades improved natural armor, slam, swim. 

 

Biped 
Alternate Starting Statistics: Size Medium; Speed 20 ft.; AC +2 armor bonus; Saves bad; Attack 1 slam (1d8); Ability Scores Str 16, Dex 12, Con —, Int —, Wis 1, 

Cha 1; Free Upgrades limbs (arms), limbs (legs), slam. 
 

Quadruped 
Alternate Starting Statistics: Size Medium; Speed 30 ft.; AC +2 armor bonus; Saves bad; Attack 1 slam (1d8); Ability Scores Str 14, Dex 14, Con —, Int —, Wis 1, 

Cha 1; Free Upgrades limbs (legs) (2), slam. 

 

Serpentine  
Alternate Starting Statistics: Size Medium; Speed 20 ft., climb 20 ft.; AC +2 armor bonus; Saves bad; Attack 1 slam (1d8), tail slap (1d6); Ability Scores Str 12, 

Dex 16 Con —, Int —, Wis 1, Cha 1; Free Upgrades climb, reach (slam), slam, tail, tail slap. 
 

 

UPGRADES 
Like a summoner’s eidolon, a mechagolem receives a number of points that can be spent to give the mechagolem new abilities, powers, and other upgrades. These 

abilities are called upgrades, not evolutions, and can be changed whenever the mechagolem commander gains a new level, but they are otherwise set. Some upgrades 
require that the mechagolem have a specific base form or the mechagolem commander be of a specific level before they can be chosen. A number of upgrades grant the 

mechagolem additional natural attacks.  
A mechagolem may select any evolution listed in the Advanced Player’s Guide or Ultimate Magic as an upgrade. Unless otherwise noted here, an upgrade functions 

exactly like the evolution of the same name. Due to the mechagolem’s nature, the following evolutions have no effect and cannot be added to the mechagolem as an 

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

 

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

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

Master’s Voice (Ex): The mechagolem commander can use the mechagolem to project his vocalizations. The mechagolem appears to speak, but uses the voice and 

words of the mechagolem commander. The mechagolem commander can control the volume of his vocalizations as normal.  
Piercing Attack (Ex): The mechagolem’s slam attack deals piercing damage instead of bludgeoning damage.  

Resourceful (Ex): The mechagolem has a hidden compartment built directly into its chassis. Each compartment can create a single tool worth no more than 25 gp per 

mechagolem commander level each day. This tool is a temporary item, created inside the mechagolem to make mundane situations easier for his master. This evolution 
can be selected multiple times. Each time it is chosen it adds one additional compartment to the mechagolem. The mechagolem commander must be at least 6th level 

before selecting this upgrade. 

Slashing Attack (Ex): The mechagolem’s slam attack deals slashing damage instead of bludgeoning damage.  
 

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

Ability Increase (Ex): Due to its nature, a construct can only increase its Strength or Dexterity scores through this upgrade. This otherwise functions like the eidolon 

evolution of the same name. 
Armored Conveyance (Ex): The mechagolem commander can enter a small chamber within the mechagolem through a hatch somewhere upon its form. The chamber 

is only large enough for the mechagolem commander or another creature of the same size to sit comfortably. While inside the mechagolem, the mechagolem 

commander is protected from harm and cannot be the target of spells or effects. All effects and spells currently targeting the mechagolem commander are suspended 
until the mechagolem commander emerges from the mechagolem (although durations continue to expire). The chamber provides the mechagolem commander safe 

place, keeping him out of harm’s way as the mechagolem fulfills its master's commands. It requires a full round action to enter or emerge from the mechagolem. The 

mechagolem commander may only cast touch spells and those that target either him or the mechagolem while within the chamber. The mechagolem commander must 
use his mechagolem to deliver his touch spells. The mechagolem’s battle commands ability works normally. If the mechagolem is sent to its home plane while carrying 

a creature or a load, its contents are immediately ejected, taking 4d6 points of damage. The creature is also stunned for 1 round. The mechagolem must have the mount 
upgrade and be at least one size larger than its mechagolem commander to select this upgrade. 

Cleaving Attack (Ex): The mechagolem can make a single attack against a foe within reach. If it hits, it deals damage normally and can make an additional attack 

against a foe that is adjacent to the first and also within reach. The mechagolem can only make one additional attack per round. The mechagolem also takes a –2 penalty 
to its Armor Class until its next turn. This upgrade functions exactly like the Cleave feat. The mechagolem commander must be at least 7th level before selecting this 

upgrade. 

Elemental Aura (Ex): The mechagolem’s body generates an intense aura of elemental energy, dealing 1d4 points of damage with its touch. Creatures attacking a 
mechagolem with unarmed strikes or natural weapons take this same energy damage each time one of their attacks hits. This damage increases to 1d6 once the 

mechagolem commander reaches 8th level. The mechagolem commander must be at least 4th level before selecting this upgrade. 

Extra Form (Su): A mechagolem chooses one additional base form. Whenever the mechagolem commander gains a level, he must decide which of his two base 
forms his mechagolem will take, and how its upgrade points are spent. The mechagolem’s base form and upgrades are then set until he gains another level of 

mechagolem commander. This upgrade can be chosen twice. Each time it is chosen it applies to a different base form. Th e mechagolem commander must be at least 

8th level to select this upgrade.  
Gear Grind (Ex): The mechagolem can open a section of his chassis at will. As a standard action, the mechagolem can attempt a grapple combat maneuver once per 

round. If the grapple is successful, the opponent takes 1d6 points of bludgeoning damage +1 point of damage per Hit Dice of the mechagolem from the exposed rotating 

gears. The mechagolem commander must be at least 11th level before selecting this upgrade. 
Haste (Su): After it has engaged in at least 1 round of combat, a mechagolem can haste itself once per day as a free action. The effect lasts 3 rounds and is otherwise 

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

upgrade.  
Lesser Breath Weapon (Su): The mechagolem learns to exhale a cone or line of magical energy, which is usually reflected in its elemental spirit, gaining a breath 

weapon. Select either acid, cold, electricity, fire, or sonic. The mechagolem can breathe a 30-foot cone (or 60-foot line) that deals 3d6 points of damage of the selected 

type. Those caught in the breath weapon can attempt a Reflex save for half damage. The DC is equal to 10 + 1/2 the mechagolem’s HD + the mechagolem’s Strength 
modifier. The mechagolem can use this ability once per day. The mechagolem can use this ability 1 additional time per day by spending an additional 1 upgrade point 

(maximum 3/day). The mechagolem commander must be at least 9th level before selecting this upgrade. 

Shifting Plates (Ex): As a swift action, the mechagolem can alter his shell’s makeup, allowing it to change the damage type of natural attacks to bludgeoning, 
slashing, or piercing. This evolution can be selected multiple times. Each time it is chosen it changes the damage type to a different natural attack. The mechagolem 

commander must be at least 6th level before selecting this upgrade.  



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

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

mechagolem and a duration of 7 rounds, requiring a DC 17 Will save to negate. The save DC is Constitution-based. This upgrade is exactly like the clay golem’s slow 

ability. The mechagolem commander must be must be at least 7th level before selecting this upgrade. 

 

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

Change Form (Sp): The mechagolem commander can change his mechagolem’s base form and upgrades into a new base form and set of upgrades and back again 

once per day. This upgrade otherwise functions like the transmogrify spell, except that effect lasts for 1 minute per mechagolem commander, or until he changes it back 
to its original base form. Changing form (to the new base form or back) is a full-round action and doesn't provoke an attack of opportunity. The alternate base form 

must be one chosen for the extra form upgrade. The mechagolem commander must have the extra form upgrade and be at least 10th level to select this upgrade.  

Cold Iron (Ex): The mechagolem’s form becomes composed of cold iron and its natural attacks are treated as cold iron for the purpose of bypassing damage 
reduction. The mechagolem continues to have a hardness of 10. The mechagolem commander must be at least 11th level before selecting this upgrade. 

Deadly Critical (Ex): The mechagolem increases the threat multiplier for one natural attack by 1. Its effects do not stack. Each time a mechagolem selects this 
upgrade, it applies to a different natural attack. The mechagolem commander must be at least 9th level before selecting this upgrade. 

Exoskeleton (Ex): The mechagolem’s external structure becomes stronger and more resilient. The mechagolem gains a +4 enhancement bonus to its Armor Class and 

DR 5/–.  
Final Destruction (Ex): When reduced to 0 hit points, the mechagolem shatters in an explosion of jagged shards of metal and gears. All creatures within a 10-foot 

burst take 6d6 points of slashing damage; a DC 19 Reflex save halves the damage. The save DC is Constitution-based. The mechagolem commander must be at least 

13th level before selecting this upgrade. 
Focused Critical (Ex): The mechagolem gains a +4 bonus on attack rolls to confirm critical hits. Its effects do not stack. Each time a mechagolem selects this 

upgrade, it applies to a different natural attack. The mechagolem commander must be at least 9th level before selecting this upgrade.  

Noxious Breath Weapon (Su): As a free action once every 1d4+1 rounds, the mechagolem can exhale a 10-foot cube of gas. This gas cloud persists for 1 round; any 
creature within the area when the mechagolem creates it (as well as any creature that passes through the cloud during the remainder of that round) is exposed to the 

cloud’s poisonous effects. This poison is magically created each time the mechagolem uses this power. Breath weapon—inhaled; save Fort 19; frequency 1/round for 4 

rounds; effect 1d4 Constitution damage; cure 2 saves. The save DC is Constitution-based. This upgrade is exactly like the iron golem’s breath weapon ability. The 
mechagolem commander must be must be at least 11th level before selecting this upgrade. 

Powerful Blows (Ex): The mechagolem inflicts -1/2 times its Strength modifier and threatens a critical hit on a 19–20 with its slam attack. This upgrade does not 

stack. This upgrade is exactly like the iron golem’s powerful blows ability. The mechagolem commander must be must be at least 9th level before selecting this 
upgrade. 

Tricky Gears (Ex): The mechagolem can use one of its natural attacks to deal damage like a thrown weapon with a 15-foot range, effectively functioning as if it had 

the throwing and returning weapon special abilities. This is natural attack does not have reach. This evolution can be selected multiple times. Each time it is chosen it 
applies to a different natural attack. The mechagolem commander must be at least 11th level before selecting this upgrade. 

 

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

Breath Weapon (Su): The mechagolem adds sonic to the list of energy types it can select. This otherwise functions like the eidolon upgrade of the same name. 
Combine Forms (Ex): Once mechagolem can join its form with another mechagolem with the same upgrade to create a more powerful mechagolem. Multiple 

mechagolems can combine their forms, as long as each mechagolem has the combine form upgrade. While combined, one of the mechagolem’s commanders must be 

chosen as the “team leader”. The combined mechagolems then use the team leader’s mechagolem’s base form and obey his orders. Some combined forms maintain the 

same team leader, while others change their team leader often. For each mechagolem added to the team leader’s mechagolem, the combined form’s Hit Dice, base 

attack bonus, saves, armor bonus, Strength/Dexterity bonus, upgrade pool, and maximum attacks increase by 1. It also increases by one size category above that of the 

team leader’s mechagolem. Each mechagolem commander participant (except the team leader) must expend one use of his resolve every two rounds the combined form 
is maintained. If one of the mechagolem commander’s expends all his resolve or loses consciousness, the combined form immediately ends, and all mechagolem 

commanders are fatigued for 1 round for each round the combined form was maintained. The mechagolem commander must be at least 13th level before selecting this 

upgrade. 
Heavy Chassis (Ex): The mechagolem’s internal structure becomes heavier, stronger, and more resilient. The mechagolem’s hit points increase by 20, it gains a +2 

enhancement bonus to Strength, and a +4 bonus to its CMD against any bull rush, drag, grapple, overrun, reposition, or sunder attempts.  

Large (Ex): The mechagolem does not gain the listed Constitution bonus, due to its lack of a Constitution score. This otherwise functions like the eidolon upgrade of 
the same name. 

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

natural attacks are treated as silver for the purpose of bypassing damage reduction. The mechagolem commander must be at least 13th level before selecting this 
upgrade.  

If 6 additional upgrade points are spent, the mechagolem’s form becomes composed of adamantine and gains a hardness of 20. The mechagolem’s natural attacks are 
treated as adamantine for the purpose of bypassing damage reduction. The mechagolem must have selected the mithral upgrade. The mechagolem commander must be 

at least 16th level before selecting this upgrade. 

Self-Destruction (Su): When reduced to 10% its total hit points or less but still above 0, the mechagolem self-destructs on its next turn, bursting in an explosion of 
metal scraps and steam that deals 12d6 points of slashing damage plus 12d6 points of fire damage to all creatures within a 20-foot-radius burst. A successful DC 24 

Reflex save halves the damage. The save is Constitution-based. The mechagolem commander must be at least 16th level before selecting this upgrade. 

 
 

Table: Mechagolem Base Statistics 
Class    Bad  Armor  Str/Dex Upgrade  Max. 
Level  HD  BAB  Saves  Bonus  Bonus  Pool  Attacks  Special 
1st  1  +1  +0  +0  +0  2  3  Commander’s link, construct traits, darkvision, 
        low-light vision, share resolve  
2nd  2  +2  +0  +2  +1  3  3  Limited sentience  
3rd  3  +3  +1  +2  +1  3  3  —  
4th  3  +3  +1  +2  +2  4  4  — 
5th  4  +4  +1  +4  +2  5  4  Ability score increase 
6th  5  +5  +1  +4  +3  6  4  Guard  
7th  6 +6  +2  +6  +3  6  4  — 
8th  6  +6  +2  +6  +4  7  4  — 
9th  7  +7  +2  +6  +4  8  5  Multiattack 
10th  8  +8  +2  +8  +5  9  5  Ability score increase 
11th  9  +9  +3  +8  +5  9  5  — 



12th  9  +9  +3  +10  +6  10  5  — 
13th  10  +10  +3  +10  +6  11  5  — 
14th  11  +11  +3  +10  +7  12  6  — 
15th  12  +12  +4  +12  +7  12  6  Ability score increase 
16th  12  +12  +4  +12  +8  13  6  — 
17th  13  +13  +4  +14  +8  14  6  — 
18th  14  +14  +4  +14  +9  15  6  — 
19th  15  +15  +5  +14  +9  15  7  — 
20th  15  +15  +5  +16  +10  16  7  — 
 

 
 

When activated, the mechagolem’s hit points are unchanged from the last time it was actived. The only exceptions to this are if the mechagolem was reduced to 0 or 

lower hit points, or was rendered inoperative. The mechagolem does not heal naturally. However, a mechagolem that is reduced to 0 or lower hit points, but is not 
destroyed, becomes inanimate and gains the broken condition and heals at the rate of 1 hit point per minute until it reaches a number of positive hit points equal to its 

Hit Dice, at which time it can be reactivated. The mechagolem must be healed up to half its normal hit points before the broken condition is removed. While in this 

broken condition, the mechagolem is considered a weapon and armor for the purpose of determining penalties related to attacks and AC. The mechagolem is rendered 
inoperative when reduced to a number of negative hit points equal to or greater than the mechagolem commander’s Constitution score.  

Should the mechagolem be rendered inoperative, it immediately shuts down and cannot be activated again until the next day. During this time, the mechagolem 

regenerates and can be reactivated the next day with half its normal hit points. If the mechagolem is lost, stolen, or destroyed, the mechagolem commander does not 
gain a replacement mechagolem for 30 days or until he gains a mechagolem commander level, whichever comes first. During this 30-day period, the mechagolem 

commander takes a –1 penalty on attack and weapon damage rolls. A mechagolem can only be destroyed by being melted down or is subject to effects like the 

disintegrate spell.  

 

  



MERCENARY COMMANDER (Taco Man)   
Many take to the battlefield for fame and glory, but to the mercenary commander, these come not from one's prowess in combat, but in leadership. Born to lead, fight, 
and conquer, these natural-born officers lead with stunning grace, prowess, and a prodigious tactical mind. 

Primary Class: Cavalier.  

Secondary Class: Swashbuckler.  

Alignment: Any.  

Hit Dice: d10. 

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

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

and with shields (except tower shields). 
Battlefield Command (Ex): Once per day per level, a mercenary commander can draw upon his experience and leadership to issue commands to his allies on the 

battlefield. As a swift action, he can grant a +1 bonus on all attack and damage rolls, saving throws, and Armor Class to himself and a number of allies within 30 feet 

that can see, hear, and understand him equal to his Charisma modifier (minimum 1) until the beginning of his next turn. This bonus increases by +1 at 5th level and 
every 5 levels thereafter. This ability replaces challenge. 

Order: The mercenary commander may also select the new Order of the Hawk.  

Panache (Ex): At 1st level, a mercenary commander gains the swashbuckler’s panache ability. This ability and deeds replace tactician, greater tactician, master 
tactician, cavalier's charge, and mighty charge 

Deeds (Ex): At 1st level, a mercenary commander gains the swashbuckler deeds ability and gains access to each level of deeds at the indicated levels. In addition, the 

mercenary commander swaps five deeds for the following deeds.  
Natural Officer (Ex): At 1st level, a mercenary commander can spend 1 panache point to roll an additional 1d6 on a single Diplomacy, Knowledge (Nobility), 

Perform (Oratory), Ride, or Sense Motive skill check and at it to the check’s result. He can choose to use this deed after the skill check is made but before the result is 

revealed. If the result of the d6 roll is a natural 6, he rolls another 1d6 and adds it to the check. He can continue to do this as long as he rolls natural 6s, up to a number 

of times equal to his Charisma modifier (minimum 1). This deed replaces the derring-do deed.  

Ordered Strike (Ex): At 3rd level, as a standard action, so long as the mercenary commander has at least 1 panache point, he can grant one ally within 30 feet a single 

melee attack at his highest attack bonus as an immediate action. This attack is in addition to any attacks or action the ally has, and does not change the initiative order. 
This deed replaces the kip-up deed. 

Hold the Line (Ex): At 7th level, if a creature takes a 5-foot step out of or withdraws from a square that is adjacent to and threatened by a mercenary commander and 

one of his allies, the creature provokes an attack of opportunity from both the mercenary commander and his ally. This deed replaces the swashbuckler's grace deed. 
Battlefield Strategist (Ex): At 11th level, as a move action, a mercenary commander can grant one ally within 30 feet an additional move action. This extra move 

action must be used before the beginning of his next turn. If the mercenary commander spends 1 point of panache, he can grant this extra move action as a swift action 

instead. This deed replaces the evasive deed 
Inspiring Words (Ex): At 19th level, when using his battlefield command ability, a mercenary commander can grant a number of allies within 30 feet the benefits of 

greater heroism (as the spell). He can affect a number of allies equal to his Charisma modifier and must spend 1 panache point per ally affected by this deed. This deed 

replaces stunning stab.  
Tactician (Ex): At 5th level, a mercenary commander gains the cavalier’s tactician ability. This ability replaces banner. 

Greater Tactician (Ex): At 14th level, a mercenary commander gains the cavalier’s greater tactician ability. This ability replaces greater banner. 

Born to Lead (Ex): At 20th level, the mercenary commander gains two additional teamwork feats as bonus feats. He must meet the prerequisites for these feats. The 
mercenary commander can grant these feat to his allies using the tactician ability. Whenever the mercenary commander uses the tactician ability, he grants any two 

teamwork feats that he knows. He can select from any of his teamwork feats, not just his bonus feats. In addition, whenever the mercenary commander uses his 

battlefield command ability, he and his allies add his Charisma modifier to their damage rolls. This ability replaces supreme charge. 

  

 

ORDER OF THE HAWK  
Cavaliers who swear themselves to the order of the hawk, do not unite under a single banner, but a single ideal–that to achieve success and rule, one must be willing to 
sacrifice everything. This loose-knit order is consists of men and women who have pledged themselves to the simple dream of one day having a castle, regardless of the 

means to that end. This order complements the Mercenary Commander multiclass archetype.  

Edicts: A cavalier of the order of the hawk must make any sacrifice necessary to succeed and thrive–be it the lives of his men for the success of a mission, or their 
own dignity to secure resources. He must work to make his way upwards in the world, and to rule objectively above all else. 

Challenge: Whenever a cavalier of the order of the hawk declares a challenge, any ally within 30 feet of him gains a +1 morale bonus to her saving throws against 

any abilities of the target of the cavalier's challenge. This bonus increases by +1 for every 4 levels the cavalier possesses. 
Skills: A cavalier of the order of the hawk adds Perform (Oratory) and Knowledge (Nobility) to their class skill list. An order of the hawk cavalier can make Perform 

(Oratory) checks untrained. A cavalier of the order of the hawk may substitute his Perform (Oratory) skill for the purpose of Bluff, Diplomacy, or Intimidate checks. 

Order Abilities: The order of the hawk cavalier gains the following abilities.  
Fascinate (Ex): At 2nd level, the cavalier can use the Perform skill to cause one or more creatures to become fascinated with him. This acts as the fascinate bardic 

perform ability, except the save DC is 10 + 1/2 the cavalier’s level + his Charisma modifier, and it lasts for 1 round per cavalier level. The cavalier can use this ability 

once per day, plus an additional time per day for every five levels beyond 2nd. 
Natural Leader (Ex): At 8th level, the cavalier gains Leadership as a bonus feat. If he already has the Leadership feat, he gains a +4 to their leadership score.  

Sacrifices Must Be Made (Ex): At 15th level, the cavalier's men trust that all their leader does is for the greater good. Once per day, as a swift action, the cavalier may 

gain access to one betrayal feat of their choice for one minute. A number of allies within 30 feet equal to the cavalier's Charisma modifier (minimum 1) are treated as 

having this feat for the duration of its effects. At 19th level, the cavalier may use this ability twice per day. The cavalier can work as the instigator for the purpose of 

shared feats while this ability is in effect. 
 

 

Table: Mercenary Commander 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Battlefield command, deeds, mount, order, panache 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Deeds 
4th  +4  +4 +1  +1 Expert trainer 
5th  +5  +4 +1  +1 Tactician 
6th  +6/+1  +5 +2  +2 Bonus feat 
7th  +7/+2  +5 +2  +2 Deeds 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3  



10th  +10/+5  +7 +3  +3  
11th  +11/+6/+1  +7 +3  +3 Deeds 
12th  +12/+7/+2  +8 +4  +4 Bonus feat 
13th  +13/+8/+3  +8 +4  +4  
14th  +14/+9/+4  +9 +4  +4 Greater tactician 
15th  +15/+10/+5  +9 +5  +5 Deeds, order ability 
16th  +16/+11/+6/+1  +10 +5  +5  
17th  +17/+12/+7/+2  +10 +5  +5  
18th  +18/+8/+13/+3 +11 +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +6 Deeds 
20th  +20/+15/+10/+5  +12 +6  +6 Born to lead 



PHYSIOMORPH MARAUDER 
Keepers of a forbidden and profane art, physiomorph marauders master the art of physiological transformation, twisting and shaping their form to more easily assail 
their foes. Trained in a variety of combat styles, these horrific mercenaries grow more fearsome as they evolve, finally utilizing a rare and deadly vibration to 

disorientate and stagger enemies about them. Though inscrutable and hard to fathom at times, physiomorph marauders find employment where many others, even the 

most hardened veteran fear to tread. 

Primary Class: Fighter. 

Secondary Class: Alchemist.  

Hit Dice: d10.  
Bonus Skills and Ranks: The physiomorph marauder may select three alchemist skills to add to his class skills in addition to the normal fighter class skills. The 

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

Weapon and Armor Proficiency: The physiomorph marauder is proficient with all simple and martial weapons, with all armor (heavy, light, and medium), and 
with shields (including tower shields).  

Mutagenic Form (Su): At 1st level, a physiomorph marauder can heighten his physical prowess at the cost of his personality. As a standard action, the physiomorph 

marauder forces his body to mutate. In so doing, the physiomorph marauder grows bulkier and more bestial, granting him a +2 natural armor bonus and a +4 alchemical 
bonus to one physical ability score (Strength, Dexterity, or Constitution) of his choice, for a number of minutes per day equal to 1 per physiomorph marauder level. 

These minutes do not need to be consecutive. In addition, while in this mutagenic form, the physiomorph marauder takes a –2 penalty to one of his mental ability 

scores. If the physiomorph marauder enhances his Strength, it applies a penalty to his Intelligence. If he enhances his Dexterity, it applies a penalty to his Wisdom. If he 
enhances his Constitution, it applies a penalty to his Charisma. Regardless of which effect is chosen, when the mutagenic effect ends, the physiomorph marauder must 

make a successful Fortitude save (DC 10 + 1/2 his physiomorph marauder level) or become nauseated for 1 minute. This ability replaces bonus feat at 1st level.  

Augment Speed (Ex): Starting at 2nd level, a physiomorph marauder’s land speed is faster than the norm for his race by +10 feet, due to his mutagenic 
augmentations. This benefit applies only when he is wearing no armor, light armor, or medium armor, and not carrying a heavy load. Apply this bonus before 

modifying the physiomorph marauder’s speed because of any load carried or armor worn. This bonus stacks with any other bonuses to the physiomorph marauder’s 

land speed. This ability replaces bravery. 

Mutant Physiology (Su): At 3rd level, a physiomorph marauder’s internal anatomy mutates so as to preserve and protect his vital organs. He gains the alchemist’s 

preserve organs discovery. This ability replaces armor training 1.  

Spontaneous Healing (Su): At 5th level, a physiomorph marauder has the ability to heal from wounds rapidly. He gains the alchemist’s spontaneous healing 
discovery. This ability replaces weapon training 1.  

Partial Carapace (Ex): At 7th level, a physiomorph marauder’s skin begins to harden into armor-like plates around the upper shoulders and along the spine, 

granting him a +2 natural armor bonus. This bonus stacks with the armor bonus granted by the mutagenic, greater mutagenic and grand mutagenic forms. As a 
consequence of this physiological change, any armor he wears receives an additional –2 penalty to all armor checks. This has no effect upon a physiomorph marauder’s 

speed (including the augmented speed ability), nor the effects of medium or heavy loads. This ability replaces armor training 2. 

Dissociated Psyche (Su): At 9th level, an augment warrior’s mind exhibits a form of psychosis and becomes detached from the outside world. Once per day, if the 
physiomorph marauder succumbs to a mental effect that would make him unconscious, helpless, or not in control of his own actions (such as charm person, feeblemind, 

or hold person), he can reroll his saving throw; success means he shrugs off the effect and can ignore it. However, using this ability sickens the physiomorph marauder 

for the duration of the effect. At 15th level or higher, whenever the physiomorph marauder uses this ability, he becomes shaken instead of sickened. A 
physiomorph marauder can use this ability an additional time per day at 13th level, and again at 17th level. This ability replaces weapon training 2. 

Improved Mutant Physiology (Su): At 10th level, his internal anatomy mutates further. His chance to negate critical hits and sneak attacks increases to 50%, and he 

treats his Constitution as 5 points higher than normal for the purpose of determining when hit point damage kills him (so a physiomorph marauder with a Constitution 
of 10 dies at –15 hit points instead of –10). This ability replaces bonus feat at 10th level. 

Half Carapace (Ex): At 11th level, a physiomorph marauder’s carapace continues to harden and covers his entire back, chest, and thighs. He gains DR 

5/bludgeoning, and his natural armor bonus increases to +5. Due to his bulkier and distorted frame, a physiomorph marauder can no longer wear heavy armor for his 

size. To accommodate for his larger frame, a physiomorph marauder may purchase a suit of specially constructed heavy armor at the equivalent cost of a similar suit 

one size larger than normal (see Table: Armor for Unusual Creatures). This physical change does not alter his actual size. This ability replaces armor training 3.  

Greater Mutagenic Form (Su): At 13th level, a physiomorph marauder’s mutagenic form now grants a +4 natural armor bonus, a +6 alchemical bonus to one 
physical ability score (Strength, Dexterity, or Constitution), and a +4 alchemical bonus to a second physical ability score. The physiomorph marauder takes a –2 penalty 

on both associated mental ability scores as long as he remains in his mutagenic form. In addition, the physiomorph marauder gains a +2 bonus to his Fortitude save to 

assume his mutagenic form. This ability replaces weapon training 3. 
Full Carapace (Ex): At 15th level, a physiomorph marauder becomes a true armored hulk on the battlefield. His carapace becomes as hard as full plate armor and 

now covers his entire body. His natural armor bonus increases to +8, and his DR increases to 10/bludgeoning. Due to his hulking form, a physiomorph marauder may 

no longer wear medium or heavy armor for his size. The physiomorph marauder may purchase a suit of specially constructed medium armor at the equivalent cost of a 
similar suit one size larger than normal, or a heavy suit of armor at the equivalent cost of a similar suit two sizes larger than normal (see Table: Armor for Unusual 

Creatures). This physical change does not alter his actual size. This ability replaces armor training 4.   
Grand Mutagenic Form (Su): At 17th level, a physiomorph marauder’s mutagenic form now grants a +6 natural armor bonus, a +8 alchemical bonus to one ability 

score (Strength, Dexterity, or Constitution), a +6 alchemical bonus to a second physical ability score, and a +4 alchemical bonus to a third physical ability score. The 

alchemist takes a –2 penalty to his Intelligence, Wisdom, and Charisma as long as he remains in his mutagenic form. In addition, the physiomorph marauder’s bonus to 
his Fortitude save when assuming his mutagenic form increases to +4. This ability replaces weapon training 4. 

Greater Mutant Physiology (Su): At 19th level, a physiomorph marauder’s form becomes even more resistant to the vagaries of the flesh. He becomes immune to 

sonic, non-lethal damage, paralysis and sleep. He is also immune to the fatigued, nauseated, poisoned, and sickened conditions. This ability replaces armor mastery.  
Mutagenesis (Su): At 20th level, a physiomorph marauder has attained the epitome of his mutagenic transformation, exuding ferocity and power. His chance to 

negate critical hits and sneak attacks increases to 75%. In addition, a physiomorph marauder emits strange sonic emanations that affect those in close proximity to him. 

Creatures that come within 10 feet of a physiomorph marauder must make a successful Fortitude save (DC 10 + 1/2 the physiomorph marauder’s level + the 
physiomorph marauder’s Constitution modifier) or become nauseated for 2d6 rounds. The physiomorph marauder can protect any ally from the effects of these 

vibrations. As a standard action, a physiomorph marauder can attune the body of another creature to vibrations within his body. Once this is done, the creature is no 

longer in danger from that particular physiomorph marauder’s sonic emanations for a period of 24 hours, but may still be affected by another physiomorph marauder’s 
vibrations. This ability replaces weapon mastery.  

 

Table: Physiomorph Marauder 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Mutagenic form 
2nd  +2  +3  +0  +0  Augment speed, bonus feat 
3rd  +3  +3  +1  +1 Mutant physiology 
4th  +4  +4  +1  +1 Bonus feat 
5th  +5  +4  +1  +1 Spontaneous healing 
6th  +6/+1  +5  +2  +2 Bonus feat 
7th  +7/+2  +5  +2  +2 Partial carapace 



8th  +8/+3  +6  +2  +2 Bonus feat 
9th  +9/+4  +6  +3  +3 Disassociated psyche 
10th  +10/+5  +7  +3  +3 Improved mutant form 
11th  +11/+6/+1  +7  +3  +3 Half carapace 
12th  +12/+7/+2  +8  +4  +4 Bonus feat  
13th  +13/+8/+3  +8  +4  +4 Greater mutagenic form 
14th  +14/+9/+4  +9  +4  +4 Bonus feat 
15th  +15/+10/+5  +9  +5  +5 Full carapace 
16th  +16/+11/+6/+1  +10  +5  +5 Bonus feat 
17th  +17/+12/+7/+2  +10  +5  +5 Grand mutagenic form 
18th  +18/+13/+8/+3 +11  +6 +6 Bonus feat 
19th  +19/+14/+9/+4 +11  +6  +6 Greater mutant physiology 
20th  +20/+15/+10/+5  +12  +6 +6 Bonus feat, mutagenesis 
 

Swaps 

Bonus feat (1) = Mutagenic form  

Bravery = Augment speed 
Armor training 1 = Mutant anatomy 

Armor training 2 = Partial carapace 

Armor training 3 = Half carapace 
Armor training 4 = Full carapace 

Bonus feat (10) = Improved Mutant anatomy 

Weapon training 1 = Spontaneous healing 

Weapon training 2 = Disassociated psyche 

Weapon training 3 = Greater mutagenic form (greater mutagen) 

Weapon training 4 = Grand mutagenic form (grand mutagen) 
Armor mastery = Greater mutant anatomy 

Weapon mastery = Mutagenesis (Ultimate warp transformation) 



RADIANT KNIGHT 
Honorable and brave, the radiant knight combines the riding skill and knightly expertise of a cavalier with the righteous power and divine eminence of a paladin. By 
drawing upon the powers of his divine order, he increases his capacity to thwart evil, and further his cause. Whether challenging his enemies, charging onto the field of 

battle, smiting foes with his consecrated weapon, or riding forth to heal his comrades, the radiant knight is a champion of all that is good who defies all who oppose him 

in his divine calling.  

Primary Class: Cavalier. 

Secondary Class: Paladin.  

Alignment: Any good. 
Hit Dice: d10.  

Bonus Skills and Ranks: The radiant knight may select three paladin skills to add to his class skills in addition to the normal cavalier class skills, and those he gains 

from his order. The radiant knight gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The radiant knight is proficient with all simple and martial weapons, with all types of armor (light, medium, and heavy), and with 

shields (except tower shields).  

Code of Conduct: A radiant knight must adhere to the paladin’s code of conduct, but applies it to his alignment accordingly. 
Aura of Good (Su): At 1st level, a radiant knight gains the paladin’s aura of good ability. This ability replaces tactician.  

Divine Order: At 1st level, a radiant knight must select one of the divine orders listed in the New Orders section. A divine order is similar to the order of a cavalier, 

but has a divine focus and is based on certain aspects of divine magic. This ability otherwise functions as and replaces order.  
Smiting Challenge (Su): This is exactly like the cavalier’s challenge ability, except that if the target of the radiant knight’s challenge is evil, he also adds his 

Charisma modifier to all damage rolls made against the target of his challenge. If the target of his challenge is an outsider with the evil subtype, an evil-aligned dragon, 

or an undead creature, the bonus to damage on the first successful attack increases to twice the radiant knight’s Charisma modifier. Regardless of the target, smiting 
challenge attacks automatically bypass any DR the evil creature might possess. Smiting challenge counts for feats with challenge or smite evil as a prerequisite. This 

ability otherwise functions as and replaces challenge.  

Radiant Charge (Su): At 3rd level, whenever the radiant knight makes a charge, he is bolstered by the power of his faith to make more devastating charge attacks 

while mounted. The radiant knight deals extra damage equal to his Charisma modifier on a charge while mounted. This damage comes from holy power and is not 

subject to damage reduction, energy immunities, or energy resistances. In addition, the radiant knight does not suffer any penalty to his AC after making a charge attack 

while mounted. This ability replaces cavalier’s charge.  
Detect Evil (Sp): At 4th level, the radiant knight gains the paladin’s detect evil ability. This ability replaces expert trainer.  

Aura of Courage (Su): At 9th level, the radiant knight gains the paladin’s aura of courage ability. This ability replaces greater tactician. 

Celestial Mount (Ex): At 11th level, the radiant knight’s mount gains the celestial template.  
Aura of Righteousness (Su): At 17th level, the radiant knight gains the paladin’s aura of righteous ability. This ability replaces master tactician.  

 Holy Charge (Ex): At 20th level, a radiant knight becomes a conduit for the power of his god. Whenever the cavalier makes a charge attack while mounted, he deals 

double the normal amount of damage (or triple if using a lance). If the target of his charge is an evil outsider, the outsider is also subject to banishment, using his radiant 
knight level as the caster level (his weapon and banner automatically count as objects that the subject hates). In addition, if the radiant knight confirms a critical hit on a 

charge attack while mounted, the target is stunned for 1d4 rounds. A Will save reduces this to staggered for 1d4 rounds. The DC is equal to 10 + the radiant knight’s 

base attack bonus. This ability replaces supreme charge.  
 

Tactician = Aura of good 

Challenge = Smiting challenge 
Cavalier’s charge = Radiant charge 

Expert trainer = Detect evil 

Greater tactician = Celestial mount 

Master tactician = Aura of righteousness 

Supreme charge = Holy charge 

 

Table: Radiant Knight 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +2 Aura of good, divine order, mount, smiting challenge 1/day 
2nd  +2  +3 +0  +3 Order ability 
3rd  +3  +3 +1  +3 Radiant charge 
4th  +4  +4 +1  +4 Detect evil, smiting challenge 2/day 
5th  +5  +4 +1  +4 Banner 
6th  +6/+1  +5 +2  +5 Bonus feat 
7th  +7/+2  +5 +2  +5 Smiting challenge 3/day 
8th  +8/+3  +6 +2  +6 Order ability 
9th  +9/+4  +6 +3  +6 Aura of courage 
10th  +10/+5  +7 +3  +7 Smiting challenge 4/day 
11th  +11/+6/+1  +7 +3  +7 Celestial mount, mighty charge 
12th  +12/+7/+2  +8 +4  +8 Bonus feat, demanding challenge 
13th  +13/+8/+3  +8 +4  +8 Smiting challenge 5/day 
14th  +14/+9/+4  +9 +4  +9 Greater banner 
15th  +15/+10/+5  +9 +5  +9 Order ability 
16th  +16/+11/+6/+1  +10 +5  +10 Smiting challenge 6/day 
17th  +17/+12/+7/+2  +10 +5  +10 Aura of righteousness 
18th  +18/+8/+13/+3 +11 +6  +11 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +11 Smiting challenge 7/day 
20th  +20/+15/+10/+5  +12 +6  +12 Holy charge 

 

DIVINE ORDERS 
The following orders are divine-based, and the most common orders chosen by radiant knights or knights. Members of these orders are not necessarily bound together, 

but some organizations do exist that are comprised of radiant knights or knights that all belong to one specific order.  
 

Order of the Blessed Hand 
A cavalier who belongs to the order of the blessed hand has dedicated himself to the faith of one of the deities of good. Cavaliers of this order seek to serve to his fellow 

beings, to heal the sick and afflicted, ease the pain and suffering of others, eradicate disease, and breathe life again into those who are deemed worthy of a second 
chance. This order complements the radiant knight multiclass archetype and is among those most commonly orders chosen by them. 



Edicts: The cavalier must be of good alignment, adhere to the strictures of the faith, show compassion to the poor, heal the sick, tend the wounded, ease pain and 

suffering wherever they are found, and provide life-giving aid to those in need.  
Challenge: Whenever an order of the blessed hand cavalier issues a challenge, he receives a +1 morale bonus to his Armor Class against attacks made against him 

by the target of his challenge. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the cavalier possesses. Furthermore, if the target of the 

cavalier’s challenge is an undead creature, he gains a +2 morale bonus on saves against attacks that grant negative levels and saves to overcome negative levels. 

Skills: An order of the blessed hand cavalier adds Heal (Wis), Knowledge (nobility) (Int), and Knowledge (religion) (Int) to his list of class skills. An order of the 

blessed hand cavalier can make Heal skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum +1) 

when making attempts to perform first aid, treat deadly wounds, or care for  those who have been poisoned or diseased.  
Order Abilities: A cavalier belonging to the order of the blessed hand gains the following abilities as he increases in level. 

Battlefield Medic (Sp): At 2nd level, the cavalier can automatically stabilize a living creature that has –1 or fewer hit points, so that it does not lose any further hit 

points. This ability functions as the stabilize spell with a caster level equal to his cavalier level. The cavalier can use this ability a number of times per day equal to 3 + 
his Charisma modifier.  

Healing Hands (Su): At 8th level, the cavalier gains the ability to heal wounds (his own or those of others) by touch. This is exactly like the paladin’s lay on hands 

ability, except that the cavalier can heal 1d6 hit points of damage at 8th level, and an additional 1d6 hit points of damage for every three cavalier levels thereafter. The 
cavalier can use this ability a number of times per day equal to his Charisma modifier.  

Alternatively, the cavalier can use this healing power to deal damage to undead creatures, dealing 1d6 hit points of damage at 8th level, and an additional 1d6 hit 

points of damage for every three cavalier levels thereafter. Using his healing hands 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, the cavalier can add one of the following effects to his healing hands, which function like a paladin’s mercy ability. 

At 11th level, the cavalier can use his healing hands so that the target is no longer sickened. 
At 14th level, the cavalier can use his healing hands so that it acts as remove disease, using the cavalier’s level as the caster level. 

At 17th level, the cavalier can use his healing hands so that target is no longer nauseated. Alternatively, the cavalier can use his healing hands so that it acts as 

neutralize poison, using the cavalier’s level as the caster level. 

At 20th level, the cavalier can use his healing hands so that target is no longer blinded. Alternatively, the cavalier can use his healing hands so that target is no longer 

deafened. 

Breath of Life (Su): At 15th level, the cavalier can use his healing hands ability to bring a person back to life. It takes 1 hour to perform this ritual. At the end of the 
ritual, the cavalier sacrifices all of his healing hand uses in order to cast raise dead (as the spell) with a caster level equal to his cavalier level. The ritual uses all of the 

cavalier’s healing hands uses that he has remaining; the cavalier must have at least 4 uses of his healing hands to use this ability. When this ability is used, the cavalier’s 
healing hands is not replenished until 24 hours have passed. 

 

Order of the Hallowed Blade (Knights of Bloodstone) 
A cavalier who belongs to the order of the hallowed blade has dedicated himself to both a sovereign (be it a king, queen, or warlord), and to the faith of one of the 

deities of good. Cavaliers of this order seek to protect the innocent, live a life of devotion and honor, and ensure the freedoms of all who live within the borders or their 
realm. This order complements the radiant knight multiclass archetype and is among those most commonly orders chosen by them. 

Edicts: The cavalier must be of either lawful good or lawful neutral alignment, adhere to the strictures of the faith, punish the wicked, be just and honorable at all 
times, provide comfort and aid to those in need, protect the weak, defend the freedoms of all within their domain no matter their station, and shield them from the 

tyranny of those that seek to exploit them.  

Challenge: Whenever an order of the hallowed blade cavalier issues a challenge, he receives a +1 morale bonus on attack and damage rolls made against the target 
of his challenge if the target makes an attack against a target other than the cavalier. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the 

cavalier possesses. Furthermore, if the target of the cavalier’s challenge is of evil alignment, the morale bonus on damage rolls increases to +2.  

Skills: An order of the hallowed blade cavalier adds Knowledge (nobility) (Int) and Knowledge (religion) (Int) to his list of class skills. An order of the hallowed 

blade cavalier can make Knowledge (nobility) skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his cavalier level 

(minimum +1) when making attempts to identify military standards, family crests, or heraldry emblems or symbols.  

Order Abilities: A cavalier belonging to the order of the hallowed blade gains the following abilities as he increases in level. 
Consecrated Weapon (Ex): At 2nd level, the cavalier designates one type of weapon with which he is proficient which becomes consecrated in the service of his god. 

Whenever the cavalier attacks with his consecrated weapon, he gains a +1 sacred bonus on attack and damage rolls. Every six levels thereafter (7th, 13th, and 19th), the 

cavalier gains an additional +1 sacred bonus on attack and damage rolls when using this weapon. The cavalier also adds this bonus to any combat maneuver checks 
made with his consecrated weapon. This bonus also applies to the cavalier’s Combat Maneuver Defense when defending against disarm and sunder attempts made 

against this weapon.  

A cavalier will typically choose from the following list of traditional knightly melee weapons (GMs may add other weapons to this list), or his deity’s favored 
weapon: bastard sword, battleaxe, flail, greatsword, heavy flail, handaxe, heavy mace, heavy pick, lance, light mace, light pick, longspear, longsword, morningstar, 

spear, or warhammer.  

Aura of Resolve (Su): At 8th level, the cavalier is immune to charm spells and spell-like abilities. Each ally within 10 feet of the cavalier gains a +4 morale bonus on 
saving throws against charm effects. This ability functions only while the cavalier is conscious, not if he is unconscious or dead. 

Arms of Faith (Su): At 15th level, the cavalier’s weapons are treated as good-aligned for the purposes of overcoming damage reduction. Any attack made against an 

enemy within 10 feet of him is treated as good-aligned for the purposes of overcoming damage reduction. This ability functions only while the cavalier is conscious, not 
if he is unconscious or dead. 

 

Order of the Sacred Light 
A cavalier who belongs to the order of the sacred light has dedicated himself to the faith of one of the deities of good. Cavaliers of this order seek to live a life of honor 
and valor, and ensure the freedoms of all who live within their purview. This order complements the radiant knight multiclass archetype and is among those most 

commonly orders chosen by them.  

 Edicts: The cavalier must be of good alignment, adhere to the strictures of his faith, punish the wicked, be just and honorable at all times, provide comfort and aid to 
those in need, protect the weak, defend the freedoms of all within their domain no matter their station, and shield them from the tyranny of those that seek to exploit 

them.  

Challenge: Whenever a cavalier issues a challenge, he receives a +1 morale bonus on attack and damage rolls made against the target of his challenge if the target 
makes an attack against a target other than the cavalier. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the cavalier possesses. 

Furthermore, should the sacred light cavalier confirm a critical hit against the target of his challenge, the target must make a Will save against a DC equal to 10 + 1/2 

the cavalier’s level or is blinded for 1 round.  
 Skills: An order of the sacred light cavalier adds Knowledge (nobility) (Int) and Knowledge (religion) (Int) to his list of class skills. A cavalier can make Knowledge 

(religion) skill checks untrained. If he has ranks in the skill, he receives a bonus on the check equal to 1/2 his radiant knight level (minimum +1) when making attempts 

to identify a deity’s symbol, or religious sects, clergy, apparel, tenets, and mythologies.   
 Order Abilities: A cavalier gains the following abilities as he increases in level. 

Blinding Flash (Su): At 2nd level, as a standard action, the cavalier can emit a flash of light from his hand or weapon that emanates out 20 to feet from the cavalier. 

Any creatures within this area with fewer Hit Dice than the cavalier’s level are blinded for 1d4 rounds unless they succeed at a Fortitude save (DC 10 + the cavalier’s 
level + the cavalier’s Charisma modifier). The cavalier can use this ability a number of times per day equal to 3 + the cavalier’s Charisma modifier. 



Ray of Searing Light (Sp): At 8th level, the cavalier can focus his divine power like a ray of the sun to project a blast of light from his open palm, once per day. This 

ray functions like the searing light spell, except that the cavalier has a caster level equal to 1/2 his level.  
Aura of Radiance (Su): At 15th level, the cavalier can emit a 10-foot nimbus of radiant light for a number of rounds per day equal to his cavalier level. These rounds 

do not need to be consecutive. An ally within this aura gains a +4 deflection bonus to AC and a +4 resistance bonus on saves. This benefit applies against all attacks, not 

just against attacks by evil creatures. Also, allies within the aura are protected from possession and mental influence, just as protection from evil does. In addition, if an 

evil creature succeeds on a melee attack against a creature within this aura, the offending attacker must make a successful Fortitude save (DC 10 + the cavalier’s level + 

the cavalier’s Charisma modifier) or is blinded, as the blindness/deafness spell.  

 
  



RESOLUTE WRANGLER (Taco Man) 
On the wild frontiers, many struggle to make a living. As such, some turn to illicit means, stealing the hard earned profits and tools of others. Enter the resolute 
wrangler. These wandering gunmen can be found serving as simple lawmen, protecting the towns and ranches that hire them, while others live up to their names, bring 

those who make trouble and cause problems for the common folk to justice. While many resolute wranglers honorably hunt down outlaws because it the right thing to 

do, others do so for the money they can earn or for the simple thrill of the hunt. Regardless of the cause, resolute wranglers are ferocious and unrelenting pursuers. 

Primary Class: Samurai. 

Secondary Class: Gunslinger.  

Alignment: Any.  
Hit Dice: d10. 

Bonus Skills and Ranks: The bounty hunter may select three gunslinger skills to add to his class skills in addition to the normal samurai class skills. The bounty 

hunter gains a number of ranks at each level equal to 4 + Int modifier. 
Weapon and Armor Proficiency: The bounty hunter is proficient with all simple and martial weapons, all firearms, and with light and medium armor, but not with 

shields.  

Deeds: At 1st level, a resolute wrangler gains the gunslinger’s deed ability and can access to her 1st level deeds. Every four levels beyond 1st, the resolute wrangler 
gains access to each subsequent level of deeds (3rd, 7th, etc.), up to 15th level deeds at 17th level. However, the resolute wrangler may choose only two deeds that he 

knows of each level.  

A resolute wrangler swaps seven deeds for the following deeds.  
Wrangler’s Resolve (Ex): At 1st level, the resolute wrangler can spend 1 grit point to gain one of the following effects.   

 Determined: As a standard action, the resolute wrangler can spend one grit point to remove the fatigued, shaken, or sickened condition. If the resolute wrangler is 

at least 10th level, he can alternatively remove the exhausted, frightened, nauseated, or staggered condition. If the condition has a duration longer than 1 hour or is 
permanent, this effect removes the condition for 1 hour, at which time the condition returns. 

 Resolute: Whenever the resolute wrangler is required to make a Fortitude or Will save, he can spend 1 grit point as an immediate action to roll twice and take the 

better result. He must decide to use this ability before he rolls the saving throw. 

 Unstoppable: When the resolute wrangler is reduced to fewer than 0 hit points but not slain, he can spend 1 grit point as an immediate action to instantly stabilize 

and remain conscious. He is staggered, but he does not fall unconscious and begin dying if he takes a standard action. He does fall unconscious if he takes 

additional damage from any source. 
The resolute wrangler only gains this deed at 1st level. This deed replaces deadeye, gunslinger’s dodge, and quick clear.  

Rope Tricks (Ex): At 5th level (or upon gaining access to 3rd level deeds), a resolute wrangler can utilize a piece of rope in a variety of ways. As long as the resolute 

wrangler is wielding a rope that is 20 feet in length or more and has at least 1 grit points, he can perform one of the following rope tricks.    
 Hogtie: As an immediate action, the resolute wrangler can attempt to tie up an opponent as part of a grapple. The resolute wrangler must make a second grapple 

check. If the check is successful, the opponent is becomes pinned. The wrangler must have the rope on his person (slung over his shoulder, etc.) and is considered 

to have two free hands when using this trick 
 Lasso: As a standard action, the resolute wrangler can throw a coiled length of rope as a ranged weapon. The resolute wrangle makes a ranged touch attack against 

his opponent. If the attack is successful, the target becomes entangled. The opponent may attempt to cut or break the rope, or free itself with a successful DC 15 

Escape artist check. The rope must be unsecured to use this trick. 
 Drag: As a standard action, the resolute wrangle can lasso an opponent from the back of his mount. The resolute wrangle makes a ranged touch attack against his 

opponent. If the attack is successful, the target becomes entangled. The resolute wrangler immediately spurs his horse to walk and the target takes 1d3 points of 

nonlethal damage for each round it is dragged. The opponent may attempt to cut or break the rope at a –5 penalty, or free itself with a successful DC 20 Escape 
artist check. When moving through difficult terrain, this damage increases to 1d4. For each increment that the mount’s speed increases while dragging the 

opponent (hustle, run x3, run x4), the nonlethal damage increases by an additional 1d3 points of damage, and the cut, break, or Escape Artist checks increase by an 

additional +2. The rope must be secured to the resolute wrangler’s saddle horn to use this trick. This trick only functions against a target up to 1 size category 

larger than the resolute wrangler’s mount.  

This deed replaces the utility shot deed.  

Covering Shot (Ex): At 9th level (or upon gaining access to 7th level deeds), whenever a resolute wrangler uses the withdraw action while mounted or adjacent to his 
mount, he can make a single attack at any point during his movement. If any opponent makes a ranged attack against the resolute wrangler during the withdrawing 

action, he gains an attack of opportunity against that opponent. This deed replaces the startling shot deed.  

Shake It Off (Ex): At 13th level (or upon gaining access to 11th level deeds), once a critical hit has been confirmed against the resolute wrangler, he can spend 1 grit 
point as to treat the critical hit as a normal hit. This deed replaces the targeting deed. 

Vault from the Saddle (Ex): At 17th level (or upon gaining access to 15th level deeds), a resolute wrangler can make a rapid dismount from his current mount onto an 

adjacent mount, vehicle, or platform as a standard action. If the target space is occupied, the resolute wrangler must make a successful bulrush, grapple, or trip combat 
maneuver to occupy the space. This deed replaces the slinger's luck deed 

This ability, grit, and gunsmithing replace resolve, banner, greater resolve, challenge 3/day, and true resolve.  
Resolute Challenge (Ex): This is exactly like the samurai’s challenge ability, except that the resolute wrangler’s ranged attacks deal extra damage when made 

against the target of his challenge, instead of his melee attacks. 

Grit (Ex): At 1st level, the resolute wrangler gains the gunslinger’s grit ability.  
Gunsmith (Ex): At 1st level, the resolute wrangler gains the gunslinger’s gunsmith ability.  

Order: This is exactly like the samurai ability of the same name, except that the resolute wrangler must choose the Order of the Ronin or the new Order of the [X].  

Track (Ex): At 2nd level, a resolute wrangler adds half his level (minimum 1) to Survival skill checks made to follow tracks. This ability replaces the samurai’s 
Heavy Armor Proficiency feat.  

Firearm Expertise (Ex): At 3rd level, the resolute wrangler gains an unparalleled expertise with his chosen weapons. At 3rd level, the resolute wrangler selects one 

firearm of his choice. The resolute wrangler can draw the selected weapon as a free action as if he had the Quick Draw feat. In addition, whenever he threatens a critical 
hit with the selected weapon, he gains a +2 bonus on the confirmation roll. Finally, his resolute wrangler levels stack with any fighter level he possesses for the 

purposes of meeting the prerequisites for feats that specifically select his chosen weapon, such as Weapon Specialization. This ability replaces weapon expertise. 

Spirited Charge (Ex): At 6th level, a resolute wrangler gains Spirited Charge as a bonus feat, even if he does not meet the requirements. Additionally, the resolute 
wrangler deals double damage when uses a firearm as part of a charge. This ability replaces the bonus feat gained at 6th level.   

Relentless Pursuit (Su): At 7th level, a resolute wrangler can harden his body against the stresses of long travel. The resolute wrangler halves the damage caused 

by hustling and forced marching, and can ignore any fatigue caused by such travel. Once the effect ends, if the resolute wrangler still has any nonlethal damage caused 
by the hustling or forced march, he becomes fatigued, or exhausted if already fatigued. The resolute wrangler can use this ability for a number of hours per day equal to 

1/ his resolute wrangler level. These hours do not need to be consecutive, but must be spent in 1–hour increments. This ability replaces challenge 3/day.  

Trick Rider (Ex): At 12th level, a resolute wrangler gains Trick Riding as a bonus feat, even if he does not meet the requirements. This ability replaces the bonus 
feat gained at 12th level.   

Find Quarry (Su): At 14th level, as a full-round action, a resolute wrangler can sense whether a well-known creature he can clearly visualize is within a 20-mile 

radius of his current location, as well as the distance and direction to the creature in relation to him. A resolute wrangler can also discern whether the creature is moving, 
and its direction, speed, and mode of movement. The radius the resolute wrangler can sense increases by 5 miles for every two levels he has above 14th (to a maximum 

of a 35-mile radius at 20th level). The resolute wrangler can use this ability once per day. This ability replaces greater resolve.  

Mounted Skirmisher (Ex): At 18th level, a resolute wrangler gains Mounted Skirmisher as a bonus feat, even if he does not meet the requirements. This ability 
replaces the bonus feat gained at 18th level.   



Climactic Showdown (Ex): At 20th level, a resolute wrangler picks two deeds that he has access to and that he must spend grit to perform. He can perform these 

deeds for 1 grit point fewer (minimum 0) than usual, bit only against the target of his challenge. Against all other targets, he must spend the normal number of grit. If 
the number of grit points to perform a deed is reduced to 0, the resolute wrangler can perform this deed as long as he has at least 1 grit point. If a deed could already be 

performed as long as he had at least 1 grit point, he can now perform that deed even when he has no grit points. 

In addition, once per day as a standard action, a resolute wrangler can enter a climactic showdown with the target of his challenge. Until the end of the challenge, all 

melee and ranged attacks made against the resolute wrangler by the target of his challenge deal minimum damage. If the target scores a critical hit, it deals critical 

damage as normal. If the resolute wrangler is reduced to 0 or fewer hit points while this ability is in effect, he remains conscious and is not staggered. If the resolute 

wrangler becomes reduced to 0 or fewer hit points by the target of his climatic showdown challenge, he can spend all of his remaining grit points (minimum 1) to 
instead be reduced to 1 hit point. This ability replaces last stand.  

Wrangler’s Code: As a hired lawman, the resolute wrangler follows a generic code while performing his contractual duties. However, not all resolute wranglers 

follow the same code, and even those who do, the method by which they go about fulfilling their contracts can vary based upon their own personal philosophies and 
moral convictions. These convictions and philosophies are often shaped through their upbringing, hardships, and life experiences, resulting in certain traits that are 

beneficial in their endeavors to hunt down criminals and outlaws on behalf of local authorities. The following codes provide additional guidelines in roleplaying a 

resolute wrangler. A resolute wrangler must choose one of the following legal codes.  
Law Dog: Law dogs dispense justice according to the laws of the land, government, or liege to whom they contractually bound. The law dog is of lawful good, lawful 

neutral, or lawful evil alignment. Reliability, respect for authority, duty, and adherence to the laws are vital qualities in fulfilling his sworn duty. The law dog strives to 

fulfill all contracts, and once complete, delivers his quarries to the proper authorities for sentencing and fit punishment. While law dogs live by strict adhere to the law, 
the way they dispense justice can differ greatly.  

 A lawful good resolute wrangler tends to temper justice with compassion, dispensing judgment and punishment with leniency. He often holds a belief that there is 

good in all people, and gives them the benefit of the doubt as to their intensions for their criminal actions. While willing to grant mercy to those who break the 
law, he is ready to bring those of evil intent to heel under the full weight of legal authority bestowed upon him.  

 A lawful neutral resolute wrangler prefers a strict observance to laws and regulations, and seeks to dispense judgment according to the strict letter of the law–

nothing more, nothing less. Whether one is good or evil has no bearing on his decisions, only whether the crime has been committed and the perpetrators have 

been brought to justice.  

 A lawful evil resolute wrangler typically dispenses justice with cold, calculated precision, and in the most brutal manner possible within the limits of the law. He 

often bends the laws to ensure that criminals receive the cruelest punishments available and enjoys using excessive force when apprehending them should the 
opportunity presents itself. 

Law dogs gain two of the following bonus social traits: affable, ambitious, bruising intellect, charming, civilized, clever wordplay, contagious mettle, friends in high 
places, gregarious, hardly a fool, inexorable authority, influence, law enforcer, life of toil, natural-born leader, orphaned, prince/princess, supportive, suspicious, 

trustworthy, truth’s agent, veiled discipline, weathered emissary. 

Frontier Judge: Frontier judges dispense justice according to the natural order of things. While neither strict followers nor breakers of the law, they view officially 
established regulations as guidelines, and not as binding as they fulfill their sworn duties. The frontier judge is of neutral good, neutral, or neutral evil alignment. 

Mutual compromise, impartiality for or against the law, investigative reasoning, and reliance upon the dictates of their own conscience are important qualities of the 

frontier judge. Frontier judges, though similar in nature, often differ in their personal philosophy towards crime and punishment. 
 A neutral good resolute wrangler finds various crimes abhorrent, such as slavery, regardless of whether a particular community or culture finds them acceptable or 

not. When dispensing justice, they prefer to hear both sides of the story, and make their decisions based upon the knowledge at hand. They tend to value life over 

death where punishment is concerned, and do all they can within their power to ensure their quarry is apprehended with the least amount of injury to them.    
 A neutral resolute wrangler dispenses justice in whatever way seems to be a good idea at the time. He does not feel strongly one way or the other when it comes to 

good vs. evil or law vs. chaos, and as such, may exhibit a lack of conviction. While most would deem good as being better than evil, some may view good, evil, 

law, and chaos as prejudices and dangerous extremes. Such resolute wranglers advocate a balanced approached when fulfilling a contract or apprehending a 
criminal.    

 A neutral evil resolute wrangler dispenses justice in whatever manner he can get away with without being caught himself. Typically, it is for profit and the sport 

that spurs him on to fulfill his contracts, and rarely sheds a tear for those he kills or harms in the process of apprehending his mark. Such resolute wranglers have 
no love for order, laws, traditions, or codes. However, he is committed to completing his charge, often without honor or concern for others wellbeing.  

Frontier judges gain two of the following bonus social traits: amiable, bastard, bruising intellect, bully, calculated bribe, charming, competitive, convincing liar, 

cynical ear, double speak, fast talker, friend in every town, gregarious, life of toil, mediator, memorable, ordinary, poverty-stricken, orphaned, suspicious, veiled 
discipline. 

Vigilante: Vigilantes believe that those who enforce the laws of the land are lazy or uncaring to effectively punish evildoers, or that their hands are tied by the law. 

They seek to deliver justice to wrongdoers at their own hands instead of those who are lawfully appointed to do so, and often serve as both judge and punisher. 
Flexibility, unpredictability, the ability to maintain one’s individual freedom, and the use of unorthodox methods to fulfill a contract are important qualities for the 

vigilante.   

 A chaotic good vigilante values justice that is delivered by his own hands, and is motivated by his own desire for vengeance to punish evildoers. When dispensing 
justice, he disregards laws to fulfill his contracts. Therefore, he is just as often a wanted individual like those he seeks to apprehend. For the resolute wrangler, 

justice must be delivered at all costs, and willingly risks his own life and freedom to keep the lives of the innocent safe and secure. 

 A chaotic neutral resolute wrangler follows his whims and fancies, and is an individualist at the expense of everything else. When dispensing justice, he values his 
own liberty but doesn't strive to protect others' freedom. Whenever possible, he avoids authority, resents restrictions, and challenges traditions. While many view 

such resolute wrangler’s as random and unpredictable, there is often some method to the madness he depicts.  

 A chaotic evil resolute wrangler dispenses justice according to what his greed, hatred, and lust for destruction drive him to do. He is vicious in his methods of 
apprehending and punishing his quarry, and can be arbitrarily violent and unpredictable when faced with unexpected setbacks to his plans. Ruthless and brutal, 

these resolute wranglers are rarely called upon to full contracts, save when the need to battle evil with evil is necessary.  

Vigilantes gain two of the following bonus social traits: ambitious, amiable, bastard, bully, calculated bribe, canter, charming, child of the streets, chip on your 
shoulder, convincing liar, criminal, enemy of slavers, free spirit, friends in low places, grim optimistic, life of toil, mercenary, nonchalant thuggery, ordinary, orphaned, 

poverty-stricken, savage, secret-keeper, seeker, suspicious, unabashed gall, unpredictable, veiled discipline. 

 
 

Table: Resolute Wrangler 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Deeds, grit, gunsmith, mount, order, resolute challenge 1/day  
2nd  +2  +3 +0  +0 Order ability, track 
3rd  +3  +3 +1  +1 Firearms expertise 
4th  +4  +4 +1  +1 Mounted archer, resolute challenge 2/day 
5th  +5  +4 +1  +1 Deeds 
6th  +6/+1  +5 +2  +2 Spirited charge 
7th  +7/+2  +5 +2  +2 Relentless pursuit 
8th  +8/+3  +6 +2  +2 Order ability 



9th  +9/+4  +6 +3  +3 Deeds 
10th  +10/+5  +7 +3  +3 Resolute challenge 3/day 
11th  +11/+6/+1  +7 +3  +3 Honorable stand 
12th  +12/+7/+2  +8 +4  +4 Demanding challenge, trick riding  
13th  +13/+8/+3  +8 +4  +4 Deeds  
14th  +14/+9/+4  +9 +4  +4 Find quarry 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Resolute challenge 4/day 
17th  +17/+12/+7/+2  +10 +5  +5 Deeds 
18th  +18/+13/+8/+3 +11 +6  +6 Mounted skirmisher 
19th  +19/+14/+9/+4 +11 +6  +6 Resolute challenge 5/day 
20th  +20/+15/+10/+5  +12 +6  +6 Climatic showdown 



RUNEFORGED WARRIOR (Iorthol) 
Fighters are often skilled smiths and crafters, in addition to their martial trade. The runeforged warrior takes this trade a step further, enhancing both his craft and his 
fighting with a flare of arcane might. With the ability to craft and enhance his own equipment, the runeforged warrior takes on the battlefield fully prepared every time.  

Primary Class: Fighter. 

Secondary Class: Magus. 

Alignment: Any. 

Hit Dice: d10. 

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

Weapon and Armor Proficiency: The runeforged warrior is proficient with simple and martial weapons, with light and medium armor, but not with shields. He can 

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

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

Bonded Weapon (Sp): At 1st level, the runeforged warrior begins play with one bonded weapon at no cost. The bonded weapon must be a melee weapon the 
runeforged warrior is proficient with. This weapon is of masterwork quality, and is not made of any special materials. A runeforged warrior cannot cast spells without 

his bonded weapon in hand.   

Starting at 5th level, a bonded weapon can be used once per day to cast any one spell that the runeforged warrior has scribed onto his bonded weapon (see Rune 
Scribing below) and is capable of casting, even if the spell is not prepared. This spell is treated like any other spell cast by the runeforged warrior, including casting 

time, duration, and other effects dependent on the runeforged warrior's level. This spell cannot be modified by metamagic feats or other abilities.  

A runeforged warrior can add additional magic abilities to his bonded object as if he has the required Item Creation Feats and if he meets the level prerequisites of 
the feat. For example, a runeforged warrior with a bonded dagger must be at least 5th level to add magic abilities to the dagger (see Craft Magic Arms and Armor feat). 

The magic properties of a bonded weapon, including any magic abilities added to the object, only function for the runeforged warrior who owns it. If a bonded weapon's 

owner dies, or the item is replaced, the weapon reverts to being an ordinary masterwork weapon of the appropriate type.  

If a bonded weapon is damaged, it is restored to full hit points the next time the runeforged warrior prepares his spells. If the weapon is lost or destroyed, it can be 

replaced after 1 week in a special ritual that costs 200 gp per runeforged warrior level plus the cost of the masterwork item. This ritual takes 8 hours to complete. Items 

replaced in this way do not possess any of the additional enchantments of the previous bonded weapon. A runeforged warrior can designate an existing magic item as 
his bonded item. This functions in the same way as replacing a lost or destroyed item except that the new magic item retains its abilities while gaining the benefits and 

drawbacks of becoming a bonded weapon. 

Arcane Pool (Su): At 1st level, the runeforged warrior gains a reservoir of mystical arcane energy that he can draw upon to fuel his powers and enhance his weapon. 
This arcane pool has a number of points equal to 1/2 his runeforged warrior level (minimum 1) + his Intelligence modifier. The pool refreshes once per day after the 

runeforged warrior sleeps and meditates for 1 hour. When he later gains spellcasting, the pool refreshes when he prepares his spells for the day.  

At 1st level, a runeforged warrior can expend 1 point from his arcane pool as a swift action to grant his bonded weapon he is holding a +1 enhancement bonus for 1 
minute. At 5th level and every five levels thereafter, the weapon gains another +1 enhancement bonus, to a maximum of +5 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 on the same weapon do not stack with themselves. It costs 

2 points to grant these bonuses to weapons other than his bonded weapon.  
At 5th level, these bonuses can be used to add any of the following weapon properties: dancing, flaming, flaming burst, frost, icy burst, keen, shock, shocking burst, 

speed, or vorpal. 

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

properties are decided when the arcane pool point is spent and cannot be changed until the next time the runeforged warrior uses this ability. These bonuses do not 

function if the weapon is wielded by anyone other than the runeforged warrior.  

Unlike a magus, a runeforged warrior can enhance up to two weapons in this way at one time, one of which must be his bonded weapon. If he uses this ability again, 

one of the two uses immediately ends. This ability replaces the bonus feat gained at 1st level.  

Bonus Feats: this is exactly like the fighter ability of the same name, except that the runeforged warrior gains a bonus feat at 2nd level and at every four level 
thereafter. At 6th level, he may select item creation feats in addition to the normal combat feats. 

Master Smith (Ex): At 3rd level, when using Craft (armor) or Craft (weapons) to create mundane armor, shields, and weapons, a runeforged warrior gains 

a competence bonus equal to his runeforged warrior level on the Craft (armor) or Craft (weapons) check. A runeforged warrior can use Craft (armor) or Craft (weapons) 
to identify magical armor or weapon properties as if using detect magic. He must hold the armor or weapon for 1 round to make such a check. In addition, a runeforged 

warrior gains the Master Craftsman feat even if he does not meet the requirements.  

At 9th level, a runeforged warrior uses the 1/10 gp value of armor, shields, and weapons to determine how much time it takes to craft mundane items, and he requires 
only half the normal amount of time to enchant magical arms and armor. This ability replaces armor training 1 and weapon training 2.  

Magus Arcana: At 4th level and every four levels thereafter (8th, 12th, and so on), a runeforged warrior can choose to learn a magus arcana, using his runeforged 
warrior as his magus level. This ability replaces the bonus feats gained at 4th, 8th, 12th, 16th, and 20th level.  

Rune Scribing: Starting at 5th level, a runeforged warrior gains the ability to scribe runes of power onto his bonded weapon, allowing him to cast a limited number 

of spells per day drawn from the magus spell list. The runeforged warrior's bonded weapon acts as his spellbook, but he does not learn spells in the normal manner. 
Instead of learning spells like a magus, the runeforged warrior creates magical etching acids from the ashes of the scrolls of spells he wishes to learn. The process of 

creating a magical acid and scribing the appropriate rune onto his bonded weapon requires 1 hour per level of the spell. Only magus spells with a range of “personal” or 

“touch” can be learned in this way.  
At 5th level, a runeforged warrior gains one 1st-level spell slot in which to cast his 1st-level spells, in addition the bonus spell provided by his bonded weapon. At 

9th level and every four levels thereafter, he gains one spell slot of each subsequent level up to 4th-level spells at 17th level. A runeforged warrior also gains additional 

spells per day for a high Intelligence score.  A runeforged warrior can scribe detect magic and read magic onto his bonded weapon as 1st-level spells.  
While a runeforged warrior must always use the method described above to scribe spells onto his bonded weapon, he can use the pages from a magus’s or wizard’s 

spellbook with the desired spell written upon them in place of a scroll. The pages are consumed in the acid creation process just as if the spell were cast directly from 

the spellbook. A runeforged warrior cannot scribe spells from an alchemist’s formulae book. However, a magus, wizard, or alchemist can learn any spell scribed onto a 
runeforged warrior’s bonded weapon into their spellbook or formulae book as long as the spell is on their class spell list or formulae list. Learning these runes is more 

difficult than learning spells from typical sources. The DC for a magus, wizard, or alchemist to copy spells from a bonded weapon into a spellbook or formulae book 

increases by 5. 
Since the space on a bonded weapon is limited, a runeforged warrior can only have a certain number of spells scribed onto his weapon at any one time. A runeforged 

warrior can scribe any spell he desires onto his bonded weapon, but cannot exceed a the maximum of six 1st-level spells, four 2nd-level spells, three 3rd-level spells, 

and two 4th-level spells. A runeforged warrior otherwise prepares and casts spells as a magus equal to his runeforged warrior level. 
Through 4th level, a runeforged warrior has no caster level. At 5th level and higher, his caster level is equal to his runeforged warrior level –3. This ability replaces 

bravery.  

Spellstrike (Su): At 5th level, a runeforged warrior gains the magus’s spellstrike ability. This ability replaces weapon training 1.  
Armor Training: Starting at 7th level, a runeforged warrior learns to be more maneuverable while wearing armor. Whenever he is wearing armor, he reduces the 

armor check penalty by 1 (to a minimum of 0) and increases the maximum Dexterity bonus allowed by his armor by 1. At level 11th and 15th level, these bonuses 

increase by +1, to a maximum –3 reduction of the armor check penalty and a +3 increase of the maximum Dexterity bonus allowed.  
In addition, a runeforged warrior can also move at his normal speed while wearing medium armor.  



Reforge (Su): At 13th level, as a standard action, a runeforged warrior can restore a number of hit points equal to his runeforged warrior level to a damaged object 

by touching it and spending 1 point from his arcane pool. Repairing a destroyed object takes 1 minute and materials equal to 1/4 the item’s sale value, and restores the 
object to 1 hit point.  

Restoring the enchantments of a destroyed magical item requires additional points from the runeforged warrior’s arcane pool equal to the item’s caster level. The 

runeforged warrior gains one temporary negative level if the item’s caster level is lower than his own, two negative levels if equal or greater (or none if the item is his 

bonded weapon); the save DC to remove these negative levels is equal to 10 + the item’s caster level. This ability replaces weapon training 3.  

Destructive Counterstrike (Su): At 17th level, if an opponent activates a magical item while threatened by a runeforged warrior, the opponent provokes an attack of 

opportunity from the runeforged warrior, even if activating it would not normally provoke an attack of opportunity.  
Alternatively, the runeforged warrior can choose to make a sunder attempt against the item instead of making the attack of opportunity against the opponent. If the 

item is destroyed, its effects are negated. This ability replaces weapon training 4.  

Armor Mastery (Ex): At 19th level, a runeforged warrior gains Damage Reduction 5/— whenever he is wearing armor. 
Bonded Weapon Mastery (Ex): At 20th level, a runeforged warrior automatically confirms all critical threats and has their damage multiplier increased by 1 (×2 

becomes ×3, for example) when using his bonded weapon. In addition, he cannot be disarmed while wielding his bonded weapon. 

 

NEW MAGUS ARCANA 
The following new magus arcana is restricted to the Runeforged Warrior multiclass archetype.  

 

Fortify Bond  
A runeforged warrior can make his bonded weapon more durable and resilient to damage. 

Prerequisites: Runeforged Warrior 3, Bonded Weapon weapon class feature. 
Benefits: A runeforged warrior may spend 1 point from his arcane pool to increase the hardness and hit points of his bonded weapon by an amount equal to his 

runeforged warrior level. These hit points last until expended or until the runeforged warrior next refreshes his arcane pool. Multiple uses of this ability overlap and do 
not stack.  

 

Table: Runeforged Warrior 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +2  Arcane pool, bonded weapon 
2nd  +2  +3  +0  +3  Bonus feat 
3rd  +3  +3  +1  +3 Master smith 
4th  +4  +4  +1  +4 Magus arcana 
5th  +5  +4  +1  +4 Rune scribing, spellstrike 
6th  +6/+1  +5  +2  +5 Bonus feat  
7th  +7/+2  +5  +2  +5 Armor training 1 
8th  +8/+3  +6  +2  +6 Magus arcana 
9th  +9/+4  +6  +3  +6  
10th  +10/+5  +7  +3  +7 Bonus feat 
11th  +11/+6/+1  +7  +3  +7 Armor training 2 
12th  +12/+7/+2  +8  +4  +8 Magus arcana 
13th  +13/+8/+3  +8  +4  +8 Reforge 
14th  +14/+9/+4  +9  +4  +9 Bonus feat 
15th  +15/+10/+5  +9  +5  +9 Armor training 3 
16th  +16/+11/+6/+1  +10  +5  +10 Magus arcana 
17th  +17/+12/+7/+2  +10  +5  +10 Destructive counterstrike 
18th  +18/+13/+8/+3 +11  +6  +11 Bonus feat 
19th  +19/+14/+9/+4 +11  +6  +11 Armor mastery 
20th  +20/+15/+10/+5  +12  +6  +12 Bonded weapon mastery, magus arcana  
 

 

  



SEDUCTIVE INFILTRATOR (Lindley Court)   
Some slayers seek not to mask their presence, but instead, they make themselves known to their targets, inviting their foes to react. During the throes of such 
encounters, seductive infiltrators make their move, ensuring their targets never move again.  

Primary Class: Slayer.  

Secondary Class: Bard.  

Alignment: Any.  

Hit Dice: d10. 

Bonus Skills and Ranks: The seductive infiltrator may select three bard skills to add to his class skills in addition to the normal slayer class skills, one of which 
must be Perform (oratory). The seductive infiltrator gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The seductive infiltrator is proficient with all simple and martial weapons, but not with any types of armor or shields.  

Charming Mien (Su): At 1st level, a seductive infiltrator adds his Charisma bonus (if any) to his Armor Class as a deflection bonus. This ability replaces his armor 
and shield proficiencies.  

Studied Target (Ex): This is exactly like the slayer ability of the same name, except that the bonus to attack and damage rolls granted by studied target is reduced by 

1 (minimum 0). However, if the seductive infiltrator is adjacent to or in physical contact with his studied target at the time the target is studied, the seductive infiltrator 
gains a +2 bonus to his attack and damage rolls against that target. This bonus does not stack with his normal bonus. This alters studied target.  

Alluring Performance (Su): At 2nd level, a seductive infiltrator gains the bard’s bardic performance ability, except that he can use this ability for a number of 

rounds per day equal to 2 + his Charisma modifier. At each level after 2nd a bard can use alluring performance for 1 additional round per day. Each round, the seductive 
infiltrator can produce any one of the following alluring performances that he has mastered, as indicated by his level. This ability, fascinate, unwitting ally, reckless 

infatuation, and denounce replace the slayer talents gained at 2nd, 6th, and 12th level.  

Fascinate (Su): At 2nd level, a seductive infiltrator gains the bard’s fascinate performance.  
Unwitting Ally (Sp): At 2nd level, a seductive infiltrator can spend 1 round of alluring performance to make an unwitting ally (as the spell) of a single creature that he 

has already fascinated (see above). He can affect one additional creature at 7th level and every five levels thereafter.  

Using this ability does not disrupt the fascinate effect, but it does require a standard action to activate (in addition to the free action to continue the fascinate effect). 

A seductive infiltrator can use this ability more than once against an individual creature during an individual performance. 

A Will saving throw (DC 10 + 1/2 the seductive infiltrator’s level + the seductive infiltrator’s Charisma modifier) negates the effect. Creatures targeted by this 

performance are affected for only one round. This performance can be maintained for additional rounds by spending a number of rounds of performance equal to the 
number of affected creatures for each round the performance is maintained.  

Unwitting ally is an enchantment (charm), mind-affecting, language-dependent ability and relies on audible components. 

Reckless Infatuation (Sp): At 6th level, a seductive infiltrator can use his alluring performance ability to fill a target that he has already fascinated with feelings of 
intense infatuation for a specific individual (as the reckless infatuation spell). For each round of performance spent (a free action), this effect is maintained for a number 

of rounds equal to the seductive infiltrator’s Charisma modifier. A seductive infiltrator can use this ability more than once against an individual creature during an 

individual performance. 
A Will saving throw (DC 10 + 1/2 the seductive infiltrator’s level + the seductive infiltrator’s Charisma modifier) negates the effect. Creatures targeted by this 

performance are affected for only one round. This performance can be maintained for additional rounds by spending a number of rounds of performance equal to the 

number of affected creatures for each round the performance is maintained. 
Denounce (Sp): At 12th level, a seductive infiltrator can use his alluring performance ability to denounce (as the spell) and speak out against a single creature with 

the power of his voice and conviction. The targets must be within 30 feet and able to understand the seductive infiltrator. For each round of performance spent (a free 

action), this effect is maintained for a number of rounds equal to the seductive infiltrator’s Charisma modifier. A Will saving throw (DC 10 + 1/2 the seductive 
infiltrator’s level + the seductive infiltrator’s Charisma modifier) negates the effect.  

 Slayer Talents: The seductive infiltrator can select one of the following rogue talents in place of a slayer talent: befuddling strike, camouflage, coax information, 

convincing lie, escaping stunt, face in the crowd, false friend, honeyed words, obfuscate story, philologist, steal the story. This replaces the rogue talents normally 

granted by the slayer talent class feature.  

Escort (Ex): At 7th level, a seductive infiltrator doubles his studied target bonus on all Diplomacy checks made against his studied opponent. This ability replaces 

stalker.  
Advanced Talents: The seductive infiltrator can select one of the following advanced rogue talents in place of a slayer talent: hard to fool, hide in plain sight, 

rumormonger, thoughtful re-examining, unwitting ally, weapon snatcher. This replaces the advanced rogue talents normally granted by the slayer talent class feature. 

Swift Erudition (Ex): At 11th level, whenever the seductive infiltrator uses Diplomacy to gather information, it requires only one-third of the required time. This 
ability replaces swift tracker. 

Negotiations Master (Ex): At 13th level, a seductive infiltrator becomes a master of negotiations and can take 10 on Diplomacy skills. A seductive infiltrator can 

choose not to take 10 and can instead roll normally. In addition, once per day, the seductive infiltrator can take 20 on any Diplomacy skill check as a standard action. He 
can use this ability one additional time per day at 17th level. 

 
 

Table: Seductive Infiltrator 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0  1st studied target, charming mien, track 
2nd  +2  +3  +3 +0 Alluring performance, fascinate, unwilling ally 
3rd  +3  +3  +3 +1 Sneak attack +1d6 
4th  +4  +4  +4 +1 Slayer talent 
5th  +5  +4  +4 +1 2nd studied target 
6th  +6/+1  +5  +5 +2 Reckless infatuation, sneak attack +2d6 
7th  +7/+2  +5  +5 +2 Escort 
8th  +8/+3  +6  +6 +2 Slayer talent 
9th  +9/+4  +6  +6 +3 Sneak attack +3d6 
10th  +10/+5  +7  +7 +3 3rd studied target, advanced talents, slayer talent 
11th  +11/+6/+1  +7  +7 +3 Swift erudition  
12th  +12/+7/+2 +8  +8 +4 Denounce, sneak attack +4d6 
13th  +13/+8/+3  +8  +8 +4 Negotiations master 1/day 
14th  +14/+8/+4  +9  +9 +4 Quarry, slayer talent 
15th  +15/+10/+5  +9  +9 +5 4th studied target, sneak attack +5d6 
16th  +16/+11/+6/+1  +10  +10 +5 Slayer talent 
17th  +17/+12/+7/+2  +10  +10  +5 Negotiations master 2/day 
18th  +18/+13/+8/+3 +11  +11  +6 Slayer talent, sneak attack +6d6 
19th  +19/+14/+9/+4 +11  +11  +6 Improved quarry  
20th  +20/+15/+10/+5  +12  +12  +6 5th studied target, master slayer, slayer talent 



SHOGUN’S SHADOW (+5 Toaster/Birdology)  
These warriors fill a very specialized role that warlords often need to call upon, one of subtlety and finesse. Sometimes tentative situations call for a warrior whose 
loyalty is not impacted by abstract concepts of honor. When these situations occur, whether poisoning enemy commanders or slipping between forces on the battlefield 

to stab them in the eyes, the Shogun's Shadow is ready to mete out their orders.  

Primary Class: Samurai. 

Secondary Class: Ninja. 

Alignment: Any. 

Hit Dice: d10. 
Bonus Skills and Ranks: The shogun’s shadow may select six ninja skills to add to his class skills in addition to the normal samurai class skills, one of which must 

be Stealth. The shogun’s shadow gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The shogun’s shadow is proficient with all simple and martial weapons, plus the kama, katana, kusarigama, naginata, nunchaku, 
sai, shortbow, short sword, shuriken, siangham, and wakizashi. A shogun’s shadow is also proficient with light armor and bucklers.  

Order: This is exactly like the samurai’s ability of the same name, except that a shogun's shadow can also choose the Order of the Hidden Blade or the Order of the 

Mystic Warrior.  
Challenging Strike (Ex): This is exactly like the samurai’s challenge ability, except that the shogun’s shadow does not deal the normal extra damage against the 

target of his challenge. Instead, whenever the target of his challenge is unable to defend himself effectively from his attack, he can strike a vital spot for extra damage.  

The shogun’s shadow’s attacks deal extra damage any time his target would be denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or 
not), or when the shogun’s shadow flanks his target. This extra damage is 1d6 at 1st level, and increases by 1d6 at 7th level and every six shogun’s shadow levels 

thereafter, to a maximum of 4d6 at 19th level. Bonus damage from a challenging strike is precision damage. Should the shogun’s shadow score a critical hit with 

a challenging strike, this precision damage is not multiplied. Ranged attacks do not count as a challenging strike. 
With a weapon that deals nonlethal damage (such as a sap, whip, or unarmed strike), a shogun’s shadow can make a challenging strike that deals nonlethal damage 

instead of lethal damage. He cannot use a weapon that deals lethal damage to deal nonlethal damage in a challenging strike, even with the usual –4 penalty. 

The shogun’s shadow must be able to see the target well enough to pick out a vital spot, and must be able to reach this spot. A shogun’s shadow cannot use 

challenging strike while striking a creature that has concealment. 

Poison Use (Ex): At 1st level, a shogun's shadow gains the ninja's poison use ability. This ability and ninja tricks replace the samurai’s mount.  

Ninja Tricks: Starting at 3rd level, a shogun’s shadow gains one ninja trick for which he qualifies. He gains one additional ninja trick every four shogun’s shadow 
levels he attains after 3rd. The shogun’s shadow counts his level as his ninja level for the purpose of qualifying for ninja tricks.  

Hidden Weapons (Ex): At 4th level, a shogun’s shadow becomes a master at hiding weapons on his body. He adds 1/2 his shogun’s shadow level to all Sleight of 

Hand skill checks made to prevent others from noticing them. This ability replaces mounted archer.  
Uncanny Dodge (Ex): At 5th level, a shogun's shadow gains the ninja’s uncanny dodge ability. This ability replaces banner.  

Deadly Challenge (Ex): At 12th level, whenever a shogun’s shadow declares a challenge, he can attempt to paralyze or slay his target once per day. As long as the 

target is within the threatened area of the shogun’s shadow and is either denied a Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not) or is 
flanked, the shogun’s shadow can make a single challenging strike with a melee weapon. If the strike successfully deals precision damage, the strike has the additional 

effect of possibly either paralyzing or killing the target (shogun’s shadow’s choice). Studying the target is a standard action. If the target of such a deadly challenge fails 

a Fortitude save (DC 10 + 1/2 the shogun’s shadow’s level + the shogun’s shadow’s Int modifier) against the kill effect, he dies. If the saving throw fails against the 
paralysis effect, the target is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the shogun’s shadow. If the target’s saving throw succeeds, the 

attack is just a normal challenging strike. Once the target has been denied his Dexterity bonus or is flanked for the 3 rounds, he must make the challenging strike within 

the next 3 rounds. If a deadly challenge is attempted and fails (the target makes her save) or if the shogun’s shadow does not launch the attack within the 3 rounds, 3 
new rounds of consecutive denial of the target’s Dexterity bonus or flanking are required before he can attempt another deadly challenge. 

Improved Uncanny Dodge (Ex): At 14th level, a shogun’s shadow gains the ninja’s improved uncanny dodge ability. This ability replaces greater banner.  

Hidden Shadow (Su): At 20th level, a shogun’s shadow can, step into an area of dim light or darkness as a standard action. While within this area of dim light or 

darkness, the shogun’s shadow gains DR 5/— and becomes invisible as the greater invisibility spell. This effect continues as long as the shogun’s shadow remains in 

the area of dim light or darkness and 3 rounds following his departure of the area. In addition, a shogun’s shadow can use shadow step once per day. This ability 

replaces last stand.  
 

 

 

Table: Shogun’s Shadow 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Challenging strike 1/day, order, poison use, resolve 
2nd  +2  +3 +3  +0 Order ability 
3rd  +3  +3 +3  +1 Ninja trick, weapon expertise 
4th  +4  +4 +4  +1 Challenging strike 2/day, hidden weapons 
5th  +5  +4 +4  +1 Uncanny dodge 
6th  +6/+1  +5 +5  +2 Bonus feat 
7th  +7/+2  +5 +5  +2 Challenging strike 3/day, ninja trick  
8th  +8/+3  +6 +6  +2 Order ability 
9th  +9/+4  +6 +6  +3 Greater resolve 
10th  +10/+5  +7 +7  +3 Challenging strike 4/day  
11th  +11/+6/+1  +7 +7  +3 Honorable stand, ninja trick 
12th  +12/+7/+2  +8 +8  +4 Bonus feat, deadly challenge 
13th  +13/+8/+3  +8 +8  +4 Challenging strike 5/day 
14th  +14/+9/+4  +9 +9 +4 Improved uncanny dodge 
15th  +15/+10/+5  +9 +9  +5 Ninja trick, order ability 
16th  +16/+11/+6/+1  +10 +10  +5 Challenging strike 6/day 
17th  +17/+12/+7/+2  +10 +10  +5 True resolve 
18th  +18/+13/+8/+3 +11 +11  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +11  +6 Challenging strike 7/day, ninja trick 
20th  +20/+15/+10/+5  +12 +12  +6 Hidden shadow 
 
 

Order of the Hidden Blade (Samurai) 
A samurai who belongs to this order serves as both a secret police and assassin of his rightful master, whether it is a liege, warlord, or an institution. An order of the 
hidden blade samurai is held in high regard by criminal organizations and rulers who have a more “clandestine” methodology toward ruler-ship. Samurai of this order 

tend to be cautious, conniving, vicious, and willing to accomplish the tasks given them by their masters by any means possible. Samurai that multiclass with the rogues 



or ninja class typically choose this order, while samurai that take a prestige class that grants sneak attacks also tend toward this order. This order complements the 

Shogun’s Shadow multiclass archetype.  
Edicts: The samurai must always be watchful for betrayal against his master, seek to destroy his master’s enemies, and endeavor to strengthen his position within his 

order. He must always keep his masters secrets, even unto death. The samurai must always follow the orders of his master, even when doing so may compromise his 

personal convictions. While difficult (though not impossible), the samurai can maintain an alignment different from that of his master.  

Challenge: Whenever an order of the hidden blade samurai issues a challenge, he receives a +1 dodge bonus on Armor Class against all attacks made against him by 

the target of his challenge. This bonus increases by +1 for every four levels the samurai possesses. The samurai loses this bonus if he is ever denied his Dexterity bonus 

to AC (whether he actually has a Dexterity bonus or not), or is flat-footed, or flanked.  
Skills: An order of the hidden blade samurai adds Disguise (Cha) and Stealth (Dex) to his list of class skills. If he has ranks in the skill, he receives a bonus on the 

check equal to 1/2 his samurai level (minimum +1) as long as the check involves actions used to slay his master’s enemies.  

Order Abilities: A samurai that belongs to the order of the hidden blade gains the following abilities as he increases in level. 
No Trace (Ex): At 2nd level, the samurai learns to cover his tracks, remain hidden, and conceal his presence. The DC to track the samurai using the Survival skill 

increases by +1. In addition, his training gives him a +1 insight bonus on Disguise skill checks and on opposed Stealth checks whenever he is stationary and does not 

take any action for at least 1 round. Every four levels thereafter, the increase to Survival DCs and the bonuses on Disguise and opposed Stealth checks increase by 1. 
Shadow Strike (Ex): At 8th level, whenever the target of the samurai’s challenge is denied its Dexterity bonus to AC (whether the target actually has a Dexterity 

bonus or not), or when the target is flanked by the samurai, the samurai deals 1d6 points of precision damage on a successful attack. At 16th level, this precision 

damage increases to 2d6. When dealing this precision damage, the samurai only deals half the amount of extra damage he normally deals with his challenge ability. If 
the samurai already deals precision damage (whether from sneak attack or a similar ability), his precision damage increases by 1d6 at 8th level, and 2d6 at 16th level.   

One with the Shadows (Ex): At 15th level, the samurai can use the Stealth skill even while being observed. As long as he is within 10 feet of some sort of shadow, 

and is wearing no armor, light armor, and not carrying a heavy load, the samurai can hide himself from view in the open without having anything to actually hide 
behind. He cannot, however, hide in his own shadow. 
 

Order of the Mystic Warrior (Samurai) 
A samurai who belongs to this order has learned to tap into the mystic energies deep within his soul. An order of the mystic warrior samurai emphasizes inner strength, 

mental discipline, and control over one’s internal energy. Samurai of this order tend to have tremendous will power, mental fortitude, strong convictions, and are 

versatile when faced with difficulties. This order complements the Shogun’s Shadow multiclass archetype.  
Edicts: The samurai must protect his sovereign lord, adhere to his lord’s dictates, and be ever watchful for those who seek to deceive his lord of himself. He must 

always place the will of is master before his own, strive to increase his mental discipline, and take every opportunity to further his lord’s cause.  

Challenge: Whenever an order of the mystic warrior samurai issues a challenge, he receives a +1 bonus on attacks made against the target of his challenge. This 
bonus increases by +1 for every four levels the samurai possesses. Furthermore, should the order of the mystic warrior samurai use his Sense Motive skill to counter any 

feint made by the target of his challenge during combat, he gains a +2 bonus on all such skill checks until the end of the challenge.  

Skills: An order of the mystic warrior samurai adds Acrobatics (Dex) and Sense Motive (Wis) to his list of class skills. In addition, an order of the mystic warrior 
adds his Charisma modifier to any opposed Sense Motive skill checks made against a Bluff check.  

Order Abilities: A samurai that belongs to the order of the mystic warrior gains the following abilities as he increases in level. 

Ki Pool (Su): At 2nd level, the samurai gains a pool of ki points, supernatural energy he can use to accomplish amazing feats. The number of points in the samurai’s 
ki pool is equal to 1/2 his samurai level + his Charisma modifier (minimum 1). As long as he has at least 1 point in his ki pool, he treats any Acrobatics skill check made 

to jump as if he had a running start. At 10th level, he also reduces the DC of Acrobatics skill checks made to jump by 1/2 (although he still cannot move farther than her 

speed allows). 
By spending 1 point from his ki pool, a samurai can make one additional attack at his highest attack bonus, but he can do so only when making a full attack. In 

addition, he can spend 1 point to increase his speed by 20 feet for 1 round. Finally, a samurai can spend 1 point from his ki pool to give himself a +4 insight 

bonus on Stealth checks for 1 round. Each of these powers is activated as a swift action. The samurai can gain additional powers that consume points from his ki pool by 

selecting certain ninja tricks. 

The ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not need to be consecutive. If the samurai possesses levels in another class 
that grants points to a ki pool, his samurai levels stack with the levels of that class to determine the total number of ki points in the combined pool, but only one ability 

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

now use ki points from this pool to power the abilities of every class he possesses that grants a ki pool.  
Renewed Resolve (Su): At 8th level, the samurai can spend 2 points from his ki pool to regain one use of his resolve ability.  

Amend Challenge (Su): At 15th level, the samurai can spend 4 points from his ki pool to change the target of his challenge as a swift action.  

  



SIGHTLESS BLADEMASTER (Taco Man) 
Vision is a tool, like all other senses and weapons, but some are not as reliant on it as others. Whether by choice or by fate, the sightless blademaster forsakes his sense 
of vision in favor of honing his other senses into tools far too powerful to fool. Sightless blademasters use their humble appearance and apparent weakness to provoke 

their enemies into grossly underestimating their battle prowess. 

Primary Class: Samurai.  

Secondary Class: Oracle.  

Alignment: Any.  

Hit Dice: d10. 
Bonus Skills and Ranks: The sightless blademaster selects three oracle skills to add to his class skills in addition to the normal samurai class skills. The sightless 

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

Weapon and Armor Proficiency: The sightless blademaster is proficient with all simple and martial weapons, plus the double walking stick katana, katana, 
naginata, sword cane, wakizashi, zatoichi-bo, and zatoichi-hanbo. This proficiency also extends to a sword cane’s, zatoichi-bo’s, and zatoichi-hanbo’s scabbard, should 

they be used in combat. The sightless blademaster is proficient with all types of armor (heavy, light, and medium), but not with shields. 

 Blind: A sightless blademaster is blind and automatically fails any visual Perception checks. He cannot use scrolls or any other magical item requiring reading or 
functioning eyes. However, he is immune to gaze attacks and other effects which target the eyes. The sightless blademaster is trained to use his other senses to perceive 

the world around him, particularly his ears, and gains a +10 competence bonus to all auditory Perception checks. A trained sightless blademaster's other senses are so 

acute that, unless a target succeeds on a Stealth check, he can identify, by sound (and sometimes smell), any creature within 20 feet and suffers no penalties in melee 
combat from being blind or when attacking invisible creatures. A sightless blademaster can target creatures he can identify with spells or ranged attacks but all creatures 

outside of the sightless blademaster’s sensory range benefit from full concealment. All Disguise skill checks made against him suffer a –10 penalty. An effect which 

nullifies sound or renders a sightless blademaster deaf suppresses this ability. A sightless blademaster's ability to audibly discern an individual's location and identity 
improves by 5 feet at 5th level and every five levels thereafter, to a maximum of 40 feet at 20th level. This ability and blind fight replace mount.    

Blind Fight: At 1st level, a sightless blademaster is an expert at blind fighting and gains Blind Fight as a bonus feat.  

Stratagem (Ex): Starting at 1st level, a sightless blademaster’s enhanced senses grants him great insight and mental focus which allows him to learn certain abilities 

meant to increase his prowess in battle. These abilities are similar to an oracle’s revelations, but are extraordinary in nature. At 1st level and every three levels 

thereafter, the zatocihi blademaster may select one of the following stratagems.  

Battlecry (Ex): As a standard action, you can unleash an inspiring battlecry. All allies within 100 feet who hear your cry gain a +1 morale bonus on attack rolls, skill 
checks, and saving throws for a number of rounds equal to your Charisma modifier. At 10th level, this bonus increases to +2. You can use this ability once per day, plus 

one additional time per day at 5th level and for every five levels thereafter. 

Battlefield Clarity (Ex): Once per day, as an immediate action, whenever you fail a saving throw that causes you to become deafened, frightened, panicked, 
paralyzed, shaken, or stunned, you may attempt that saving throw again, with a +4 insight bonus on the roll. You must take the second result, even if it is worse. At 7th 

and 15th level, you can use this ability one additional time per day. 

Dance of the Blades (Ex): Your base speed increases by 10 feet. At 7th level, you gain a +1 bonus on attack rolls with either part of a sword cane or its scabbard in 
any round in which you move at least 10 feet. This bonus increases by +1 at 11th level, and every four levels thereafter. At 11th level, as a move action, you can 

maneuver your weapon to create a shield of whirling steel and wood around yourself until the start of your next turn; non-incorporeal melee and ranged attacks against 

you have a 20% miss chance while the shield is active. You must be wielding a sword cane, and its scabbard to use this ability. 
Focused Trance (Ex): You can enter a deep meditation, blocking out visual and auditory stimuli and allowing you to concentrate on a single problem, philosophical 

issue, or memory. This trance lasts 1d6 rounds, during which time you can only take move actions. During this period, you gain a bonus equal to your level on all saves 

against sonic effects and gaze attacks. When you come out of your trance, you may make a single Intelligence-based skill check with a +20 circumstance bonus. You 
may enter your focused trance a number of times per day equal to your Charisma modifier. 

Maneuver Mastery (Ex): Select one type of combat maneuver. When performing the selected maneuver, you add half your sightless blademaster level to your base 

attack bonus when determining your CMB. At 7th level, you gain the Improved feat (such as Improved Trip) that grants you a bonus when performing that maneuver. 

At 11th level, you gain the Greater feat (such as Greater Trip) that grants you a bonus when performing that maneuver. You do not need to meet the prerequisites to 

receive these feats. 

Resiliency (Ex): You are not disabled and you do not gain the staggered condition if you are reduced to exactly 0 hit points. At 7th level, you gain Diehard as a bonus 
feat. At 11th level, you do not lose a hit point when you take a standard action while disabled. You do not need to meet the prerequisite to receive the Diehard feat. 

Surprising Charge (Ex): Once per day, you can move up to your speed as an immediate action. You can use this ability one additional time per day at 7th level and 

15th level. 
Swift of Foot (Ex): Gain 5 feet to your base land speed. At 12th level, you gain an additional 5 feet, at 18th level, you gain an additional 10 feet. 

Unstoppable Overrun (Ex): You can attempt overrun combat maneuvers against opponents that are up to two size categories larger than you. At 5th level, you gain 

Improved Overrun as a bonus feat. At 10th level, you gain Greater Overrun as a bonus feat. You don't need to meet the prerequisites to gain these feats. 
War Sight (Ex): 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. 

This ability replaces resolve, banner, greater resolve, demanding challenge, and true resolve. 

Weapon Expertise (Ex): The sightless blademaster adds the sword cane, zatoichi-bo, and zatoichi-hanbo to the list of weapons he can select with this ability.  
Blindsight (Ex): At 4th level, a sightless blademaster gains blindsight up to 30 feet. This increases to 40 feet at 9th level, 50 feet at 14th level, and 60 feet at 19th 

level. This ability replaces mounted archer and greater banner.  

Improved Blind Fight: At 6th level, a sightless blademaster gains Improved Blind Fight as a bonus feat, even if he does not meet the requirements. This ability 
replaces the bonus feat gained at 6th level.  

Greater Blind Fight: At 12th level, a sightless blademaster gains Greater Blind Fight as a bonus feat, even if he does not meet the requirements. This ability 

replaces the bonus feat gained at 12th level. 
Master Blind Fight: At 18th level, a sightless blademaster gains Teleport Tactician as a bonus feat, even if he does not meet the requirements. This ability replaces 

the bonus feat gained at 18th level. 

Perfect Clarity (Ex): At 20th level, a sightless blademaster may enter a trance of sorts, focusing in on every minute detail of his surroundings, taking in and 
perfectly defining all they can. Whenever the sightless blademaster declares a challenge, his blindsight increases to 100 feet until the end of combat, he gains the scent 

ability, and tremorsense 40 feet.  If he already has scent or tremorsense ability, the range of that ability is doubled. All critical hits made against the target of his 

challenge are automatically confirmed, and all corporeal attacks directed at the sightless blademaster have a 50% chance of being completely avoided. This ability 
replaces last stand.   

 

 
 

NEW WEAPONS 
 

EXOTIC WEAPONS 
Light    
Melee Weapon Cost Dmg (S) Dmg (M) Critical Range Weight Type Special 
Zatoichi-hanbo 50 gp 1d4 or1d4 1d6 or1d6 x2 or 18-20/x2 — 4 lbs B/P or S monk, trip/deadly 



 
Two-Handed    
Melee Weapon Cost Dmg (S) Dmg (M) Critical Range Weight Type Special 
Zatoichi-bo 65 gp 1d4/1d4 or1d6 1d6/1d6 or 1d8 x2 or 18-20/x2 — 10 lbs. B/P or S blocking, double, 
        monk/deadly 
 

New Weapon Descriptions 
The following new weapons complement the Spirit Knight multiclass archetype.  

Zatoichi-Bo: Similar to a sword cane, this single case is similar to a quarterstaff, but conceals a katana and is slightly more slender and tapered at one end. When the 
blade is concealed in its case, this weapon can be used as a bo staff. You can draw the blade from the staff as a swift action (or a free action if you have the Quick Draw 

feat). An observer must make a DC 20 Perception check to realize an undrawn zatoichi-bo is a weapon rather than a walking staff; the DC decreases to 10 if the 

observer is able to handle the weapon. You can use the Weapon Finesse feat to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a 
zatoichi-bo sized for you, even though it isn't a light weapon. You can wield a zatoichi-bo in two hands in order to apply 1-1/2 times your Strength modifier to damage.  

Zatoichi-Hanbo: This light weapon is similar to a sword cane, but conceals a wakizashi blade within. The blade lies within a wooden container that serves as both its 

scabbard and hiding place. You can draw the blade from the hanbo as a swift action (or a free action if you have the Quick Draw feat). An observer must make a DC 20 
Perception check to realize an undrawn zatoichi-hanbo is a weapon rather than a walking stick or hanbo; the DC decreases to 10 if the observer is able to handle the 

weapon. You can use the Weapon Finesse feat to apply your Dexterity modifier instead of your Strength modifier to attack rolls with a sword cane sized for you, even 

though it isn't a light weapon. You can't wield a zatoichi-handbo in two hands in order to apply 1-1/2 times your Strength modifier to damage. 
 

 

Table: Sightless Blademaster 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Blind, blind fight, challenge 1/day, order, stratagem 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Weapons expertise  
4th  +4  +4 +1  +1 Blindsense (30 ft.), challenge 2/day 
5th  +5  +4 +1  +1 Stratagem 
6th  +6/+1  +5 +2  +2 Improved blind fight 
7th  +7/+2  +5 +2  +2 Challenge 3/day 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Blindsense (40 ft.), stratagem 
10th  +10/+5  +7 +3  +3 Challenge 4/day 
11th  +11/+6/+1  +7 +3  +3 Honorable stand 
12th  +12/+7/+2  +8 +4  +4 Demanding challenge, greater blind fight 
13th  +13/+8/+3  +8 +4  +4 Challenge 5/day, stratagem 
14th  +14/+9/+4  +9 +4  +4 Blindsense (50 ft.) 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Challenge 6/day 
17th  +17/+12/+7/+2  +10 +5  +5 Stratagem 
18th  +18/+13/+8/+3 +11 +6  +6 Master blind fight 
19th  +19/+14/+9/+4 +11 +6  +6 Blindsense (60 ft.), challenge 7/day  
20th  +20/+15/+10/+5  +12 +6  +6 Perfect clarity 



SPELLSWORD (Starfox) 
The spellsword is foremost a warrior, but is also a minor arcane spellcaster. Spellswords focus on using magic outside of combat, complimenting their fighting skills 
spellcasting and a deep theoretical understanding of the arcane. This combination of martial and magical training makes the spellsword able to create scrolls and other 

magic items, and use them in a planned and deliberate manner. 

Primary Class: Fighter. 

Secondary Class: Magus. 

Alignment: Any. 

Hit Dice: d10. 
Bonus Skills and Ranks: The spellsword may select three magus skills to add to his class skills in addition to the normal fighter class skills. The spellsword gains a 

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

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

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

Spellcasting: At 1st level, a spellsword gains the ability to cast a small number of arcane spells, which are drawn from the magus spell list. A spellsword must 
choose and prepare his spells in advance. 

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

spellsword's spell is 10 + the spell level + the spellsword's Intelligence modifier. 
Like other spellcasters, a spellsword can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: Spellsword. 

In addition, he receives bonus spells per day if he has a high Intelligence score. When Table: Spellsword indicates that the spellsword gets 0 spells per day of a given 

spell level, he gains only the bonus spells he would be entitled to based on his Intelligence score for that spell level. 
A spellsword may know any number of spells. He must choose and prepare his spells ahead of time by getting 8 hours of sleep and spending 1 hour studying his 

spellbook. While studying, the spellsword decides which spells to prepare. A spellsword has a caster level equal to his spellsword level.  

Cantrips: Spellswords can prepare a number of cantrips, or 0-level spells, each day, as noted on Table: Spellsword under “Spells per Day.” These spells are cast like 

any other spell, but they are not expended when cast and may be used again. A spellsword has a caster level equal to his spellsword level.  

Spellbooks: A spellsword must study his spellbook each day to prepare his spells. He cannot prepare any spell not recorded in his spellbook except for read magic, 

which all spellswords can prepare from memory. A spellsword begins play with a spellbook containing all 0-level magus spells. At 4th level, a spellsword gains a 
spellbook containing three 1st-level magus spells of his choice and also selects a number of additional 1st-level magus spells equal to his Intelligence modifier to add to 

his spellbook. At each new spellsword level beyond 4th, he gains two new magus spells of any spell level or levels that he can cast (based on his new spellsword level) 

for his spellbook. At any time, a spellsword can also add spells found in other spellbooks to his own. 
A spellsword can learn spells from a magus’s or wizard’s spellbook, just as a wizard can from a magus’s or spellsword’s spellbook. The spells learned must be on the 

magus spell list, as normal. An alchemist can learn formulae from a spellsword’s spellbook, if the spells are also on the alchemist spell list. A spellsword cannot learn 

spells from an alchemist. 
Spellcasting, cantrips, and weapon somatics replace the bonus feats gained at 1st, 2nd, 4th, and 20th level. 

Magic Theorist: At 1st level, a spellsword gains a deep understanding of the theories of magic. All spells from the magus and sorcerer/wizard spell lists are 

considered to be part of the spellsword’s spell list for the purpose of using spell trigger and spell completion items. This ability replaces bravery. 
Scribe Scroll: At 2nd level, a spellsword gains Scribe Scroll as a bonus feat. In conjuction with spellbook mastery, Scribe Scroll grants the spellsword a form of 

ritual magic. A spellsword may scribe a scroll of a higher-level spell than she can cast, even if the spell is not written in his own spellbook. To do so, he must have the 

spellbook in hand and make the appropriate Spellcraft checks as normal. This makes spells he normally cannot cast available for a single use. If the spellsword already 
has the Scribe Scroll item creation feat, he may choose a bonus feat instead (see Bonus Feats).  

Spellbook Mastery: At 2nd level, a spellsword can use any sorcerer/wizard spell from a spellbook he has access to as a prerequisite for creating a magic item. This 

need not be his own spell book or a spell he has recorded in his own spellbook or is capable of casting. The spellsword must have access to the spell in question and 

have it deciphered (using Spellcraft or read magic). This ability replaces the Tower Shield Proficiency feat. 

Bonus Feats: This is exactly like the fighter’s ability of the same name, except that the spellsword gains a bonus feat at 3rd level and every eight levels thereafter. A 

spellsword can choose either a combat feat or an item creation feat. He must meet the prerequisites of the feat as normal. This ability replaces armor training 1, armor 
training 3, and armor mastery.  

Somatic Weapon (Ex): At 4th level, a spellsword can use a melee weapons as part of the somatic components of his spells. He no longer needs a free hand to cast 

spells with somatic conditions as long as he is wielding a melee weapon. 
Arcane Pool (Su): At 5th level, a spellsword gains the magus’s arcane pool ability, except that the spellsword 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, plus an additional +1 enhancement bonus every four levels beyond 1st, to a maximum 

of +4 at 17th level. This ability replaces weapon training 1.  
Armor Optimization (Su): Starting at 6th level, a spellsword can expend 1 point from his arcane pool to optimize his armor for 10 minutes. His armor check 

penalty is reduced by 1 and the weight of his armor is reduced by 5 lbs. (minimum 0 lbs.). This reduction improves by 1 and 5 lbs. for every four levels beyond 6th, up 
to a maximum reduction of 5 and 25 lbs. at 18th level. In addition, a spellsword can move at his normal speed while wearing medium armor. At 10th level, a spellsword 

can move at his normal speed while wearing heavy armor. This ability replaces the bonus feats gained at 6th, 10th, 14th, and 18th level.  

Tactical Feats: At 7th level, a spellsword’s expertise manifests in the form of special bonus feats. Once a spellsword selects a tactical feat, it cannot be changed. He 
can choose from the following initial list of combat feats, even if he does not have the normal prerequisites: Charge Through, Combat Patrol, Divert Harm, Kirin Style, 

Spring Attack, and Whirlwind Attack. At 15th level, he adds Awesome Blow, Dreadful Carnage, and Impaling Critical to the list. This ability replaces armor training 2 

and armor training 4.  
Spellstrike (Su): At 8th level, a spellsword gains the magus’s spellstrike ability. This ability replaces weapon training 1.  

Improved Spellbook Mastery: At 9th level, a spellsword can use spellbook mastery to cast a sorcerer/wizard from another spellcaster’s spellbook. By spending 

points from his arcane pool, she can cast a sorcerer/wizard spell directly from a spellbook that is not his own without erasing the spell. Doing so expends 1 point from 
his arcane pool per level of the spell and requires 1 minute to cast the spell. The level of the spell cannot exceed half the spellsword's caster level rounded down. For 

example, Hyrath, a 12th level spellsword, has a caster level of 9th. Thus, she can only cast a 4th–level spell or lower in this way. A spellsword can use these spells with 

weapon somatics. This ability replaces weapon training 2. 
Spellsword Shift (Su): At 12th level, a spellsword can spend 1 point from his arcane pool as a swift action to move up to his speed. This is a normal movement and 

is subject to attacks of opportunity. This ability replaces the bonus feat gained at 12th level.  

Quick Casting (Su): At 13th level, a spellsword can spend points from his arcane pool to cast any magus spell he has prepared as if he had used the Quicken Spell 
metamagic feat. This expends a number of points from his arcane pool equal to the level of the spell and does not increase the spell slot required to cast the spell. This 

ability replaces weapon training 3.  

Greater Spellbook Mastery: At 16th level, when using spellbook mastery, a spellsword can cast a sorcerer/wizard spell from another spellcaster’s spellbook using 
the normal casting time of the spell. A spellsword can cast these spells using weapon somatics, as normal. This ability replaces the bonus feat gained at 16th level. 

Spellsword Jaunt (Su): At 17th level, the spellsword can spend 1 point from his arcane pool to use spellsword step as a teleport effect with a range equal to his 

speed, but he must have line of sight and line of effect to the target. This ability replaces weapon training 4. 
Master Spellsword (Su): At 20th level, whenever a spellsword uses weapon somatics, he does not need to make a concentration check to cast spells defensively. In 

addition, when using spellbook mastery to cast a sorcerer/wizard spell from a scroll of another spellcaster’s spellbook, the number of points he needs to expend to cast 

the spell is equal to half the level of the spell (rounded up). This ability replaces weapon mastery. 

 



 

Table: Spellsword 
 Base  
Class Attack Fort Ref Will    Spells per Day 
Level Bonus Save Save Save Special    0 1st 2nd 3rd 4th  
1st  +1  +2  +0  +2  Cantrips, magic theorist   2  —  —  —  — 
2nd  +2  +3  +0  +3  Scribe scroll, spellbook mastery   3  —  —  —  — 
3rd  +3  +3  +1  +3  Bonus feat   3  —  —  —  — 
4th  +4  +4  +1  +4  Somatic weapon   3   0  —  —  — 
5th  +5  +4  +1  +4  Arcane pool   3   1  —  —  — 
6th  +6/+1  +5  +2  +5  Armor optimization (medium)   4   1  —  —  — 
7th  +7/+2  +5  +2  +5  Tactical feat   4   1   0  —  — 
8th  +8/+3  +6  +2  +6  Spellstrike   4   1   1  —  — 
9th  +9/+4  +6  +3  +6  Improved spellbook mastery   4   2   1  —  — 
10th  +10/+5  +7  +3  +7  Armor optimization (heavy)   4   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Bonus feat   4   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Spellsword shift   4   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Quick casting   4   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Armor optimization   4   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Tactical feat   4   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Greater spellbook mastery   4   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Spellsword jaunt   4   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Armor optimization   4   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Bonus feat   4   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Master spellsword   4   4   4   3   3 
 

SWAPS 
Bonus feat (1) = Cantrips, somatic weapon 

Tower Shield = Magic theorist 
Bravery = Spellbook mastery 

Armor training 1/2/3/4/mastery = Spellsword tactical feat 

Free = Scribe scroll 
Bonus Feat (2/4/20) = Half casting 

Weapon training 1 = Arcane pool 

Bonus Feat (6/10/14/18) = Armor Optimization 
Bonus Feat (8) = Spellstrike 

Weapon training 2 = Improved spellbook mastery  

Bonus feat (12) = Spellsword shift 
Weapon training 3 = Quick casting 

Bonus Feat (16) = Spellsword jaunt 

Weapon training 4 = Greater spellbook mastery  

Weapon mastery = Master spellsword 

 

  



SPIRIT BOXER (Christos Gurd)   
Some brawlers channel ancient forces through their fists to defeat their enemies. By focusing the power of wandering spirits, these spirit boxers can enhance their 
combat prowess and use hexes to empower their allies or hinder their foes.  

Primary Class: Brawler.  

Secondary Class: Shaman.  

Alignment: Any.  

Hit Dice: d10. 

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

Weapon and Armor Proficiency: The spirit boxer is proficient with all simple weapons, plus the handaxe, short sword, and weapons from the close fighter weapon 

group. She is also proficient with light armor, but not with shields. 
Spirit Bond (Su): At 1st level, a spirit boxer forms a mystical bond with the spirits of the world. The spirit boxer gains the shaman’s spirit ability and must choose a 

spirit from those listed in the shaman’s spirit ability. She receives the spirit abilities granted by her chosen spirit at 1st level, the abilities granted by the greater spirit 

version at 8th level, and the abilities granted by her true spirit version at 16th level. This ability replaces martial flexibility. 
Spirit Self (Ex): At 1st level, a spirit boxer forms a close bond with a spirit animal tied to her chosen spirit. This functions as the shaman’s spirit animal ability 

except that the spirit boxer is bonded to her chosen spirit animal. Henceforth, the spirit boxer is treated as an animal spirit for the purpose of gaining benefits granted to 

a spirit animal. She also serves as her own conduit to her patron, allowing her to prepare her spells and use her spirit magic. This replaces brawler’s cunning. 
Spirit Style Feats: This is exactly like the brawler’s bonus combat feat ability, except that the spirit boxer adds Accused Hex, Dispelling Fist, and Malicious Eye to 

the list of feats he can choose. Alternatively, a spirit boxer can choose a hex from those listed in the shaman’s hex ability, from her chosen spirit, or from the new hexes 

list below in place of a bonus combat feat. 
In addition, starting at 2nd level, a spirit boxer may select a style feat granted by his chosen spirit. She can choose feats from her selected spirit style, even if she does 

not have the normal prerequisites. The benefits of these style feats apply only when she wears light or no armor. She loses all benefits of her spirit style feats when 

wearing medium or heavy armor, or using a shield. Once a spirit boxer selects a spirit style feat, it cannot be changed. 

A spirit boxer can choose from the following style feats according to her chosen spirit.  

Battle Spirit Style: At 2nd level, the spirit boxer can choose the Panther Style or Tiger Style feat whenever she gains a spirit style feat. At 5th level, she adds Panther 

Claw and Tiger Claw to the list. At 8th level, she adds Panther Parry Master and Tiger Pounce to the list.  
Bones Spirit Style: At 2nd level, the spirit boxer can choose the Mantis Style or Pummeling Style feat whenever she gains a spirit style feat. At 5th level, she adds 

Mantis Wisdom and Pummeling Bully to the list. At 8th level, she adds Mantis Torment and Pummeling Charge to the list. 

Flame Spirit Style: At 2nd level, the spirit boxer can choose the Efreeti Style or Snake Style feat whenever she gains a spirit style feat. At 5th level, she adds Efreeti 
Stance and Snake Sidewind to the list. At 8th level, she adds Efreeti Touch and Snake Fang to the list. 

Heavens Spirit Style: At 2nd level, the spirit boxer can choose the Archon Style or Janni Style feat whenever she gains a spirit style feat. At 5th level, she adds 

Archon Diversion and Janni Tempest to the list. At 8th level, she adds Archon Justice and Janni Rush to the list. 
Life Spirit Style: At 2nd level, the spirit boxer can choose the Grabbing Style or Jabbing Style feat whenever she gains a spirit style feat. At 5th level, she adds 

Grabbing Drag and Jabbing Dancer to the list. At 8th level, she adds Grabbing Master and Jabbing Master to the list. 

Lore Spirit Style: At 2nd level, the spirit boxer can choose the Kirin Style or Monkey Style feat whenever she gains a spirit style feat. At 5th level, she adds Kirin 
Strike and Monkey Moves to the list. At 8th level, she adds Kirin Path and Monkey Shine to the list. 

Mammoth Spirit Style: At 2nd level, the spirit boxer can choose the Dragon Style or Tiger Style feat whenever she gains a spirit style feat. At 5th level, she adds 

Dragon Ferocity and Tiger Claw to the list. At 8th level, she adds Dragon Roar and Tiger Pounce to the list. 
Nature Spirit Style: At 2nd level, the spirit boxer can choose the Boar Style or Wolf Style feat whenever she gains a spirit style feat. At 5th level, she adds Boar 

Ferocity and Wolf Trip to the list. At 8th level, she adds Boar Shred and Wolf Savage to the list. 

Stones Spirit Style: At 2nd level, the spirit boxer can choose the Earth Child Style or Shaitan Style feat whenever she gains a spirit style feat. At 5th level, she adds 

Earth Child Topple and Shaitan Skin to the list. At 8th level, she adds Earth Child Binder and Shaitan Earthblast to the list. 

Waves Spirit Style: At 2nd level, the spirit boxer can choose the Marid Style or Snapping Turtle Style feat whenever she gains a spirit style feat. At 5th level, she 

adds Marid Spirit and Snapping Turtle Clutch to the list. At 8th level, she adds Marid Coldsnap and Snapping Turtle Shell to the list. 
Wind Spirit Style: At 2nd level, the spirit boxer can choose the Crane Style or Djinni Style feat whenever she gains a spirit style feat. At 5th level, she adds Crane 

Wing and Djinni Spirit to the list. At 8th level, she adds Crane Riposte and Djinni Spin to the list. 

Hex Strike (Su): At 2nd level, a spirit boxer gains Hex Strike as a bonus feat.  
Spellcasting: Beginning at 4th level, a spirit boxer gains the ability to cast a small number of divine spells, which are drawn from the shaman spell list. Only shaman 

spells of 4th level and lower are considered to be part of the spirit boxer’s spell list. A spirit boxer must choose and prepare her spells in advance. 

To prepare or cast a spell, a spirit boxer must have a Wisdom score equal to at least 10 + the spell level. The Difficulty Class for a saving throw against a spirit 
boxer's spell is 10 + the spell level + the spirit boxer's Wisdom modifier. 

Like other spellcasters, a spirit boxer can cast only a certain number of spells of each spell level per day. Her base daily spell allotment is given on Table: Spirit 
Boxer. In addition, she receives bonus spells per day if she has a high Wisdom score. When Table: Spirit Boxer indicates that the spirit boxer gets 0 spells per day of a 

given spell level, she gains only the bonus spells she would be entitled to based on her Wisdom score for that spell level. 

A spirit boxer must spend 1 hour per day in quiet meditation to regain her daily allotment of spells. A spirit boxer may prepare and cast any spell on her spell list 
provided that she can cast spells of that level, but she must choose which spells to prepare during her daily meditation. 

Through 3rd level, a spirit boxer has no caster level. At 4th level and higher, her caster level is equal to her spirit boxer level –3. This ability replaces brawler’s 

flurry.  
Spirit Magic: At 4th level, a spirit boxer can spontaneously cast a limited number of spells per day beyond those she prepared ahead of time and gains the shaman’s 

spirit magic ability. This ability replaces knockout.  

Manifestation: At 20th level, a spirit boxer undergoes a transformation as she manifests as a pinnacle of her main spirit. She gains the shaman’s manifestation 
ability. This ability replaces improved awesome blow. 

 

 

NEW HEXES 
The following hexes are restricted to the Spirit Boxer multiclass archetype.  

 

Breach Armor (Su) 
Physical attacks can penetrate an opponent’s armor more easily. 

Effect: The spirit boxer can cause the armor of a creature within 30 feet to become fragile for 1 round. The base armor bonus granted by the affected creature’s 

manufactured armor (hide, chain shirt, scale mail, etc.) is reduced by a number equal to the spirit boxer’s Wisdom modifier (minimum armor bonus of 0). The armor is 

also considered to have the fragile armor quality. A spirit boxer knows when an affected creature is no longer under the hex’s effect. A spirit boxer can have only one 
breach armor hex active at a time. If the spirit boxer uses this ability again, the previous curse immediately ends. At 8th level and 16th level, the duration of this hex is 

extended by 1 round. A creature can only be the target of this hex once in a 24 hour period.  

 

Critical Knockout (Ex) 
The spirit boxer’s fighting skills inspire his allies to greater heights of battle prowess.  



Effect: Whenever a spirit boxer confirms a critical hit against an opponent, he can use this hex as an immediate action. All allies within 30 feet that can see the spirit 

boxer (line of sight) gain a bonus on all attack and damage rolls equal to his Wisdom modifier (minimum +1) until the beginning of his next turn.  
 

Fumble Foot (Su) 
The spirit boxer’s can surprise his opponents.  

Effect: As a swift action, when the spirit boxer makes a melee attack against an opponent that is adjacent to him, he can catch that opponent off-guard, causing him 
to become flat-footed until the beginning of his next turn. A successful Reflex save negates this effect.  

 

Hide Breaker Curse (Su) 
The spirit boxer can lower the natural defense of her opponents. 

Effect: The spirit boxer can cause a creature within 30 feet to suffer from a weakening of its natural defenses. The affected creature’s natural armor bonus is reduced 

by 2 (minimum 0). This curse lasts until the affected creature is hit. A spirit boxer knows when an affected creature is no longer under the hex’s effect. A spirit boxer 

can have only one hide breaker hex active at a time. If the spirit boxer uses this ability again, the previous curse immediately ends. At 8th level and 16th level, the 
creature’s natural armor bonus is further reduced by 1. 

 

Opportunistic Pugilist (Su) 
The spirit boxer can find openings in his opponent’s defenses.  

Effect: When the spirit boxer makes unarmed strikes against an adjacent opponent, and targets that opponent with this hex, the target provokes a single attack of 

opportunity from each of the spirit boxer’s allies that are also adjacent to the target (including the spirit boxer). This hex lasts for a number of rounds equal to the spirit 

boxer’s Wisdom modifier. The spirit boxer must remain adjacent to the target or the hex immediately ends. The target can make a Will save to negate this effect. 
Whether or not the save is successful, a creature cannot be the target of this hex again for 1 day. 

 

Power Strike (Ex) 
The spirit boxer can pool all her unarmed attack potential into a single powerful attack.   

Effect: As a full-round action, the spirit boxer can unleash all her unarmed attacks at a single target. He makes as many attack rolls as he can, based on his base 

attack bonus. He makes the attack rolls in order from highest bonus to lowest, as if he were making a full attack. If any of the attack rolls hit the target, all of the spirit 

boxer’s attacks are considered to have hit and deals unarmed damage accordingly. For instance, if a 7th-level spirit boxer misses with his first unarmed attack, but hits 
with his second unarmed attack, both attacks are considered to have hit and does 2d8 points of damage with the attack, instead of 1d8 points of damage, before adding 

any damage modifiers. Precision damage and extra damage from weapon special abilities (such as flaming) are added with damage modifiers and are not increased by 

this hex. If one or more rolls are critical threats, he confirms the critical once using his highest base attack bonus –5. For each critical threat beyond the first, he reduces 
this penalty by 1 (to a maximum of 0). The spirit boxer only misses on a powerful strike if all the attack rolls miss. Whether or not the power strike is successful, a 

creature cannot be the target of this hex again for 1 day. The spirit boxer must be at least 8th level to select this hex.  

 

Ranged Maneuvers (Su) 
The spirit boxer can perform combat maneuvers at a distance.  

Effect: The spirit boxer can make a combat maneuver against a single opponent at a range of 30 feet. Working at a distance decreases the spirit boxer’s combat 

maneuver bonus by 5. Only dirty trick, disarm, reposition, sunder, and trip combat maneuvers can be made with this hex.  
 

Sudden Strike (Su) 
The spirit boxer can make an additional attack with his unarmed attacks.  

Effect: When the spirit boxer makes a full attack action with his unarmed strike, he can make one extra unarmed attack each round for a number of rounds equal to 3 
+ his Wisdom modifier. These extra attacks are made at his highest attack bonus, plus any modifiers appropriate to the situation. The spirit boxer cannot use the sudden 

strike hex against the same creature more than once in a 24-hour period.  

 
 

Table: Spirit Boxer 
 Base  
Class Attack Fort Ref Will     Spells Per Day 
Level Bonus Save Save Save Damage Special 1st 2nd 3rd 4th 
1st  +1  +2 +0  +0   1d6 Martial training, spirit, spirit self, unarmed strike — — — — 
2nd  +2  +3 +0  +0   1d6 Hex strike, spirit style feat — — — — 
3rd  +3  +3 +1  +1   1d6 Maneuver training 1 — — — — 
4th  +4  +4 +1  +1   1d8 AC bonus +1, spirit magic 0 — — — 
5th  +5  +4 +1  +1   1d8 Brawler’s strike (magic), close weapon mastery, 1 — — — 
      spirit style feat 1 — — — 
6th  +6/+1  +5 +2  +2   1d8  
7th  +7/+2  +5 +2  +2   1d8 Maneuver training 2 1 0 — — 
8th  +8/+3  +6 +2  +2  1d10 Spirit (greater), spirit style feat 1 1 — — 
9th  +9/+4  +6 +3  +3  1d10 AC bonus +2, brawler’s strike (cold iron and silver) 2 1 — — 
10th  +10/+5  +7 +3  +3  1d10  2 1 0 — 
11th  +11/+6/+1  +7 +3  +3  1d10 Maneuver training 3, spirit style feat 2 1 1 — 
12th  +12/+7/+2  +8 +4  +4   2d6 Brawler’s strike (alignment) 2 2 1 — 
13th  +13/+8/+3  +8 +4  +4   2d6 AC bonus +3 3 2 1 0 
14th  +14/+9/+4  +9 +4  +4   2d6 Spirit style feat  3 2 1 1 
15th  +15/+10/+5  +9 +5  +5   2d6 Maneuver training 4 3 2 2 1 
16th  +16/+11/+6/+1  +10 +5  +5   2d8 Awesome blow, spirit (true) 3 3 2 1 
17th  +17/+12/+7/+2  +10 +5  +5   2d8 Brawler’s strike (adamantine), spirit style feat 4 3 2 1 
18th  +18/+8/+13/+3 +11 +6  +6   2d8 AC bonus +4 4 3 2 2 
19th  +19/+14/+9/+4 +11 +6  +6   2d8 Maneuver training 5 4 3 3 2 
20th  +20/+15/+10/+5  +12 +6  +6  2d10 Manifestation, spirit style feat 4 4 3 3 



SPIRIT KNIGHT (Lindley Court) 
In this world, there are those who follow the road, and others who build the roads themselves so that others may follow. However, there are few true seekers who strive 
to understand the purpose of the road itself, whether they follow the road or not. These rare and mighty warriors called spirit knights are constantly searching for the 

wellspring of true power and knowledge. By binding select spirits of world to their weapons, they hope to better facilitate the spirit energies growing within their souls.  

Primary Class: Cavalier. 

Secondary Class: Shaman.  

Alignment: Any.  

Hit Dice: d10.  
Bonus Skills and Ranks: The spirit knight selects three shaman skills to add to his class skills, in addition to the normal cavalier class skills. The spirit knight gains 

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

Weapon and Armor Proficiency: The spirit knight is proficient with all simple and martial weapons, plus his spirit weapon. He is also proficient with all types of 
armor (heavy, light, and medium), and with shields (except power shields). 

Challenge (Su): This is exactly like the cavalier ability of the same name, except that the spirit knight can challenge an opponent once per day at 1st level, and an 

additional time per day every six levels thereafter, up to  four times per day at 19th level.  
Spirit Magic: At 1st level, a spirit knight gains the ability to spontaneously cast a limited number of divine spells. A spirit knight draws these spells from the list of 

spells granted by his by his chosen spirit (see Spirit knight Spell List below). A spirit knight gains one spirit magic spell slot for each level of spell he can cast, from 1st 

on up. Each day, a spirit knight can spontaneously cast one of the spells from his spirit magic spell list in that slot. At 1st level, he can cast a 1st level spell in his 1st–
level spell slot. Every four levels thereafter (5th, 9th, and so on), he can cast each subsequent level of spirit spell in its equivalent spell slot, up to his 5th-level spirit 

spells at 17th level. He can enhance these spells using any metamagic feat that he knows, using up a higher-level spell slot as required by the feat and increasing the 

time to cast the spell (see Spontaneous Casting and Metamagic Feats).  
In addition, a spirit knight can expend points from his spirit pool to cast his spirit magic spells. He can expend 1 point per level of the spell. Thus, he would need to 

expend three points from his spirit pool to cast his 3rd level spirit magic spell. Expending the points is always part of the action required to cast the spell.  

This ability replaces tactician, banner, greater tactician, demanding challenge, and master tactician. 

Spirit Weapon (Su):  A spirit knight forms a mystical bond with the spirits of the world. He forms a lasting bond with a single spirit, which grants a number of 

abilities and defines many of his other class features (see Spirit Knight Spirits below). At 1st level, a spirit knight begins play with the spirit weapon of his selected 

spirit. This weapon is always masterwork quality. Weapons acquired at 1st level are not made of any special material. 
A spirit knight also gains a reservoir of mystical spirit energy that he can draw upon to fuel his powers or his weapon. This spirit pool has a number of points equal to 

1/2 his spirit knight level (minimum 1) + his Intelligence modifier. The pool refreshes once per day once the spirit knight rests for 8 hours. These hours do not need to 

be consecutive. 
At 1st level, a spirit knight can expend 1 point from his spirit pool as a swift action to increase the deadliness of his spirit weapon for 1 minute. The spirit weapon’s 

threat range and critical multiplier increase by one category, and it deals the following additional damage according to its weapon type: light melee weapon (+1d6), one-

handed melee weapon (+1d8), two-handed melee weapon (+2d6). He also gains a +4 bonus to CMD against bull rush, sunder, and trip combat maneuvers while 
wielding his spirit weapon.  

At 5th level, a spirit knight’s spirit weapon is imbued with the power of his spirit. Whenever he enhances his spirit weapon with his spirit pool, it gains the spirit’s 

weapon special quality. Regardless of the effect, this allows him to bypass damage reduction of the associated type. At 9th level, he gains an additional special weapon 
quality. The effects of these special weapon properties stack.   

In addition, once a spirit knight reaches 7th level, he gains Hex Strike as a bonus feat, except that it applies only to his challenge ability. This ability replaces mount. 

Spirit (Su): At 3rd level, a spirit knight’s bond with his chosen spirit becomes stronger. He gains the shaman’s spirit ability of his selected spirit. If the spirit knight 
takes levels in another class that grants a mystery (such as the oracle), the spirit and mystery must match, even if that means one of them must change. Subject to GM 

discretion, the spirit knight can change her former mystery or spirit to make them conform. This ability replaces cavalier’s charge. 

Spirit Instructor (Ex): At 4th level, a spirit knight gains a bonus to the skills of his selected spirit equal to 1/2 his spirit knight level. By spending 10 minutes and 

expending 1 point from his spirit pool, the spirit knight can attune up to four of his allies to his spirit’s energies. This attunement lasts for 24 hours, or until the spirit 

knight rests to regain his spirit pool points, whichever comes first. While the allies are attuned, they also gain the spirit knight’s bonus to the skills of his selected spirit. 

This ability replaces expert trainer. 
Bonus Feats: This is exactly like the cavalier ability of the same name, except that the spirit knight can also choose metamagic feats that he qualifies for as a bonus 

feat.  

Greater Spirit (Su): At 11th level, the spirit knight gains the shaman’s greater spirit ability of his selected spirit. This ability replaces mighty charge. 
Hex (Su): At 4th level, a spirit knight gains the shaman’s hex ability. He can only select from those hexes possessed by his chosen spirit. He can choose a hex at 4th 

level and every six levels thereafter. This ability replaces challenge 2/day, challenge 4/day, and challenge 6/day.  

Spirit Wave (Sp): At 14th level, a spirit knight gains the ability to release a wave of spirit energy at his foes. A spirit wave causes a blast of sprit energy that affects 
all creatures in a 30-foot cone centered on the spirit knight. This wave’s effect is determined by his selected spirit. The DC of saving throws against a spirit knight’s 

spirit wave is equal to 10 + 1/2 the spirit knight's level + the spirit knight's Charisma modifier. Using this ability is a standard action that consumes 2 points from his 
spirit pool. This ability replaces greater banner. 

True Spirit (Su): At 20th level, the spirit knight gains the shaman’s true spirit ability of his selected spirit. This ability replaces supreme charge. 

 
 

SPIRIT KNIGHT CHOSEN SPIRITS 
Spirit knights gain the following abilities according to their chosen spirit.  

 

Battle  
The essence of war and tactics flows through you. This influence comes from the spirit of an ancient warrior from your family’s history or from a time of great conflict 
and war.  

Spells 1st–enlarge person, magic weapon, spike armor, thorn javelin; 2nd–fog cloud, shared sacrifice, spiritual weapon; 3rd–hex glyph, magic circle against 

chaos/evil/good/law, magic vestment; 4th–magic weapon (greater), wall of fire; 5th–hunter’s blessing, righteous might; Weapon battle axe, mighty cleaving (5th), 
wounding (9th); Skills Craft (armor), Craft (weapons), Profession (soldier); Wave 4d6 sonic damage and sickened for 1 round per level, Fort save for half damage and 

negate deafened condition.  
 

Bones 

The concepts of death and fear have a hold on you, and you portray them in all you do and say. This influence comes from the spirits of the dead who surround you and 

whisper their deepest desires.  

Spells 1st–cause fear, chill touch, inflict light wounds, sleep; 2nd–false life, inflict moderate wounds, touch of bloodletting; 3rd–animate dead, inflict serious wounds, 
stricken heart; 4th–fear, reincarnate; 5th–feast on fear, slay living; Weapon klar, ghost touch (5th), unholy (9th); Skills Heal, Profession (undertaker); Wave 6d6 

negative energy damage (heals undead, harms living creatures), Will save for half damage.  
 

Flame  
The power of fire and molten core of the planet resides in you, and at times you can hardly contain its fury. This influence comes from a fire spirit from a volcano, lava 

flow, or some other source of natural flame and heat.  



Spells 1st–burning hands, dancing lantern, endure elements, produce flames; 2nd–burning gaze, flame blade, resist energy; 3rd–fireball, protection from energy, 

trial of fire and acid; 4th–curse of burning sleep, wall of fire; 5th–flame strike, summon monster V (fire elementals only); Weapon flambard, flaming (5th), igniting 
(9th); Skills Craft (alchemy; fire-based items), Profession (blacksmith); Wave 6d6 fire damage, Reflex save for half damage.  

 

Heavens 
The power and light you radiate comes from and otherworldly source beyond the mortal plane. This influence comes from a celestial spirit from your family’s history, 
or from one of the planes of good.  

Spells 1st–bless, color spray, light, remove fear; 2nd–eagle’s splendor, gentle repose, hypnotic pattern; 3rd–aura sight, daylight, font of spirit magic; 4th–planar ally 

(lesser), rainbow pattern; 5th–break enchantment, overland flight; Weapon khopesh, valiant (5th), holy (9th); Skills Knowledge (planes), Sense Motive; Wave 4d6 
heaven fire damage (half is divine power, half is fire), Reflex save for half fire damage.  

 

Life  
The energies of life and vigor flow through your body, enabling you to resist death and maladies with impunity. This influence comes from honorable spirits who 
protected the weak and protected life above all else, no matter whose life it was.  

Spells 1st–deathwatch, detect undead, cure light wounds, goodberry; 2nd–cure moderate wounds, delay poison, restoration (lesser); 3rd–cure serious wounds, 

mantle of calm, remove blindness/deafness; 4th–neutralize poison, restoration; 5th–breath of life, rest eternal; Weapon mace (light or heavy), benevolent (5th), 
lifesurge (9th); Skills Heal, Knowledge (nature); Wave 6d6 positive energy damage (harms undead, heals living creatures), Will save for half damage.  

 

Lore  
The wisdom and life experience you possess is vast, granting you understanding beyond reproach. This influence comes from wise spirits of your ancestors and great 
seers of ages past.  

Spells 1st–comprehend languages, discern next of kin, heightened awareness, identify, sense spirit magic; 2nd–augury, eagle eye, tongues; 3rd–

clairaudience/clairvoyance, locate object, pierce disguise; 4th–divination, legend lore; 5th–contact other plane, true seeing; Weapon quarterstaff, mimetic (5th), planar 

(9th); Skills Knowledge (any two of his choice); Wave 4d6 damage and shaken for 1 round per level, Will save for half damage and negate shaken condition. 

 

Mammoth  
The strength and endurance of great beasts flow within you. This influence comes from spirits of massive creatures, giants, and other beings of great stature.  

Spells 1st–bane, enlarge person, monkey fish, unbreakable heart; 2nd–amplify stench, bear’s endurance, bull’s strength; 3rd–nauseating trail, rage, stench of prey; 

4th–persistent vigor, stoneskin; 5th–beast shape III, vengeful stinger; Weapon earth breaker, menacing (5th), impact (9th); Skills Intimidate, Survival; Wave 4d6 force 

damage and knocked prone, Fortitude save for half damage and negate prone condition. 
 

Nature  
The natural world strengthens and invigorates you, and you possess a singular connection to the nature and the fey. This influence comes from nature spirits from lakes 

and rivers, forests, or any other natural geographical formation.  
Spells 1st–charm animal, detect animals and plants, entangle, pass without trace; 2nd–barkskin, imbue with elemental might, scale spikes; 3rd–dominate animal, 

speak with plants, scale spikes (greater); 4th–grove of respite, thorn body; 5th–awaken, wall of thorns; Weapon battle shears, keen (5th), invigorating (9th); Skills 

Knowledge (nature), Survival; Wave 4d6 slashing damage and entangled, Reflex save for half damage and negate entangled condition. 
 

Stone  
The power of the earth and stone beneath your feet resides in you, granting you strength and durability that surpasses all others. This influence comes from an earth 

spirit from the nearby mountains. 
Spells 1st–expeditious excavation, hairline fractures, magic stone, stone shield; 2nd–create pit, soften earth and stone, stone call; 3rd–meld into stone, spiked pit, 

stone shape; 4th–earth glide, wall of stone; 5th–move earth, stoneskin; Weapon war spade, grounding (5th), anchoring (9th); Skills Climb, Knowledge 

(dungeoneering); Wave 6d6 bludgeoning damage, Reflex save for half damage.  
 

Waves  
The waves of the sea call out to you, enabling you to both survive and flourish within that watery domain. This influence comes from the water spirits who dwell in the 

seas, lakes, and rivers of the world.  
Spells 1st–frostbite, hydraulic push, obscuring mist, wave shield; 2nd–buoyancy, fog cloud, slipstream; 3rd–fins to feet, sleet storm, water breathing; 4th–control 

water, wall of ice; 5th–cone of cold, geyser; Weapon trident, seaborne (5th), icy burst (9th); Skills Profession (sailor), Swim; Wave 6d6 cold damage, Reflex save for 

half damage.  
 

Wind  
The swiftness and agility of the wind runs through your veins, granting you a level of grace and speed beyond compare. This influence comes from the air spirits that 

inhabit the mists of the highest mounts and travel upon the wind streams that blow through the skies.  
Spells 1st–alter winds, gentle breeze, obscuring mist, sleep; 2nd–glide, gust of wind, levitate; 3rd–call lightning, cloak of winds, wind wall; 4th–river of wind, solid 

fog; 5th–control winds, wind blades; Weapon war kukri, throwing (5th), shocking burst (9th); Skills Acrobatics, Fly; Wave 6d6 electricity damage, Reflex save for half 

damage.   

 

 

NEW WEAPONS 
 

EXOTIC WEAPONS 
Light    
Melee Weapon Cost Dmg (S) Dmg (M) Critical Range Weight Type Special 
War kukri 10 gp 1d4 1d6 18-20/x2 — 5 lbs S deadly 
 
One-Handed    
Melee Weapon Cost Dmg (S) Dmg (M) Critical Range Weight Type Special 
Battle shears 15 gp 1d6 1d8 19-20/x2 — 6 lbs. S or P deadly, sunder (see below) 
 
Two-Handed    
Melee Weapon Cost Dmg (S) Dmg (M) Critical Range Weight Type Special 
War spade 12 gp 1d6 2d4 x3 — 10 lbs. S blocking 
 
 



New Weapon Descriptions 
The following new weapons complement the Spirit Knight multiclass archetype.  

Battle Shears: This weapon resembles a longsword-sized pair of scissors with convex edges along both sides of the blade. The flared grips function as a hand guard, 
while a pivot point just above the guard allows it to split into two cutting blades like garden shears. This weapon grants the wielder the deadly weapon quality, but only 

against plant creatures, and the sunder weapon quality against wooden weapons.  

War Kukri: This functions like a normal kukri, except that it is larger and deadlier. Though not a light weapon, the war kukri still benefits from the Weapon Finesse 
feat. 

War Spade: This weapon has a long metal shaft, with a handle at one end and a sharpened, triangular blade at the other. While typically used for excavation, a war 

spade can be a deadly weapon in the hands of a trained warrior.  
 

 

Table: Spirit Knight 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Challenge 1/day, order, spirit magic (1st), spirit weapon 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Spirit 
4th  +4  +4 +1  +1 Hex, spirit instructor 
5th  +5  +4 +1  +1 Spirit magic (2nd) 
6th  +6/+1  +5 +2  +2 Bonus feat 
7th  +7/+2  +5 +2  +2 Challenge 2/day 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Spirit magic (3rd) 
10th  +10/+5  +7 +3  +3 Hex  
11th  +11/+6/+1  +7 +3  +3 Greater spirit 
12th  +12/+7/+2  +8 +4  +4 Bonus feat 
13th  +13/+8/+3  +8 +4  +4 Challenge 3/day, spirit magic (4th) 
14th  +14/+9/+4  +9 +4  +4 Spirit wave 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Hex  
17th  +17/+12/+7/+2  +10 +5  +5 Spirit magic (5th) 
18th  +18/+8/+13/+3 +11 +6  +6 Bonus feat 
19th  +19/+14/+9/+4 +11 +6  +6 Challenge 4/day 
20th  +20/+15/+10/+5  +12 +6  +6 True spirit  
 
  



STORM BLADE (Lindley Court) 
The storm blade possesses a magical affinity towards lightning, and uses that to bridge disparate mystical powers within herself and to strike foes down with her sword.  

Primary Class: Swashbuckler. 

Secondary Class: Sorcerer.  

Alignment: Any. 

Hit Dice: d10.  

Bonus Skills and Ranks: The storm blade selects three sorcerer skills to add to her class skills in addition to the normal swashbuckler class skills. The storm blade 

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

Sparking Panache (Su): This is exactly like swashbuckler’s panache ability, except that the storm blade possesses an affinity to storms and electricity. Whenever 

the storm blade deals electricity damage equal to her storm blade level + her Charisma modifier (minimum 1) against a single opponent, she regains 1 panache point. 
This damage can be from her weapon, deeds, or spell-like abilities. This is in addition to any other methods of regaining panache.  

Deeds: A storm blade’s blood is infused with magical energies that grant her deeds similar to the powers of the stormborn bloodline. The storm blade swaps seven 

swashbuckler deeds with the following stormborn deeds.  
Thunderstaff (Sp): At 1st level, a storm blade can spend 1 point of panache to touch a weapon as a standard action, granting it the shock property for a number of 

rounds equal to 1/2 her storm blade level (minimum 1). At 9th level, a storm blade can confer the shocking burst property instead. This deed replaces the derring-do 

deed.  
Stormchild (Ex): At 3rd level, a storm blade can spend 1 panache point to gain resist electricity 5 and resist sonic 5, and treat wind effects as being one step less 

severe for a number of rounds equal to 1/2 her storm blade level (minimum 1). At 9th level, the storm blade treats wind effects as being two steps less severe and gains 

blindsense 60 feet against concealment from natural or magical fog, mist, or weather effects while this deed is in effect. This deed replaces the menacing swordplay 
deed.  

Livewire (Su): At 7th level, a storm blade can gain access to an alternate sorcerer bloodline of her choice. At 7th level, she can spend 1 point of panache to gain a 

single use of any 1st-level bloodline power of her choice. At 11th level, she can spend 1 point of panache to cast a single spell from another bloodline of her choice 

once per day. This spell must be of a level equal to or less than the level of her stormborn magic spells. At 15th level, she can spend 1 point of panache to gain a single 

use of any 3rd-level bloodline power of her choice. At 19th level, she can spend 2 points of panache to gain a single use of any 9th-level bloodline power of her choice. 

This deed replaces the targeted strike deed. 
Thunderbolt (Sp): At 11th level, a storm blade can spend 1 panache points to call down a stroke of lightning to strike from above in a 5-foot-radius cylinder 60 feet 

high. The thunderbolt inflicts 1d6 points of damage per storm blade level; half of this damage is electricity and half is sonic. A Reflex save (DC 10 + 1/2 the storm 

blade’s level + the storm blade’s Charisma modifier) halves this damage. Creatures failing their saves are deafened for 1 round. A storm blade can use this deed once 
per day. This deed replaces the bleeding wound deed. 

Ride the Lightning (Sp): At 15th level, as a full-round action, a storm blade can spend 1 panache point to become a living lightning bolt and move in a straight line up 

to 10 times your speed. The storm blade does not provoke attacks of opportunity while moving in this way. Creatures or objects in the storm blade’s path are affected as 
by her your thunderbolt deed. Creatures do not block the storm blade’s movement but solid barriers do unless they are reduced to 0 hit points. This deed can be used 

once per day for a number of rounds equal to her storm blade level. This deed replaces the perfect thrust deed.  

Adaptive Surge (Su): At 19th level, a storm blade can spend all her remaining panache to replace his stromborn magics and stormborn deeds (thunderstaff, 
stormchild, thunderbolt, ride the lightning, and storm lord) with the spells and powers of another bloodline of her choice. This change requires 1 minute and remains 

until she rests to regain her panache. She does not have access to her stormborn magic or deeds while this change is in effect. She must wait one week before she can 

use this deed again. If a bloodline power has a daily use of 3 + her Charisma modifier, the storm blade must spend 1 point of panache to gain one use of the power for a 
number f rounds equal to 1/2 her storm blade level. If a bloodline power is usable only once per day, or increases in daily uses as she gains levels (twice per day, three 

times per day, etc.), she must spend 1 panache point and may only use  the power once per day. This deed replaces the cheat death deed.  

Storm Lord (Ex): At 19th level, a storm blade becomes one with the storm within. The storm blade can spend 2 panache points to gain immunity to deafness, 

stunning, and wind effects, and gain blindsight 120 feet against concealment from natural or magical fog, mist, or weather for a number of rounds equal to 1/2 his storm 

blade level. Alternatively, once per day, when attacked with an electricity or sonic effect, the storm blade can spend 2 panache points as an immediate action to forgo 

her saving throw and absorb the energies of the attack, healing 1 point of damage for every 3 points of damage the attack would otherwise have dealt. This deed 
replaces the stunning stab deed.  

Stormborn Magic (Sp): Starting at 2nd level, a storm blade learns to cast spells from the stormborn bloodline as a spell-like ability. At 2nd level, a storm blade can 

cast shocking grasp twice per day. At 6th level, a storm blade can cast gust of wind twice per day. At 10th level, a storm blade can cast lightning bolt once per day. At 
14th level, a storm blade can cast shout once per day. At 18th level, a storm blade can cast overland flight once per day. The storm blade uses her storm blade level as 

her caster level for the purpose of these spell-like abilities. This ability replaces charmed life.   

Bonus Feats: This is exactly like the swashbuckler ability of the same name, except that the storm blade can select any of the following feats from the stormborn 
bloodline as a bonus feat: Deadly Aim, Dodge, Enlarge Spell, Far Shot, Great Fortitude, Point Blank Shot, Skill Focus (Fly), Wind Stance.  

 
 

Table: Storm Blade 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +0 +2  +0 Deeds, sparking panache, swashbuckler finesse 
2nd  +2  +0 +3  +0 Stormborn magic (shocking grasp 2/day) 
3rd  +3  +1 +3  +1 Deeds, nimble +1 
4th  +4  +1 +4  +1 Bonus feat 
5th  +5  +1 +4  +1 Swashbuckler weapon training 1 
6th  +6/+1  +2 +5  +2 Stormborn magic (gust of wind 2/day) 
7th  +7/+2  +2 +5  +2 Deeds, nimble +2 
8th  +8/+3  +2 +6  +2 Bonus feat 
9th  +9/+4  +3 +6  +3 Swashbuckler weapon training 2 
10th  +10/+5  +3 +7  +3 Stormborn magic (lightning bolt 1/day) 
11th  +11/+6/+1  +3 +7  +3 Deeds, nimble +3 
12th  +12/+7/+2  +4 +8  +4 Bonus feat 
13th  +13/+8/+3  +4 +8  +4 Swashbuckler weapon training 3 
14th  +14/+9/+4  +4 +9  +4 Stormborn magic (shout 1/day) 
15th  +15/+10/+5  +5 +9  +5 Deeds, nimble +4 
16th  +16/+11/+6/+1  +5 +10  +5 Bonus feat 
17th  +17/+12/+7/+2  +5 +10  +5 Swashbuckler weapon training 4 
18th  +18/+13/+8/+3 +6 +11  +6 Stormborn magic (overland flight 1/day) 
19th  +19/+14/+9/+4 +6 +11 +6 Deeds, nimble +5 
20th  +20/+15/+10/+5  +6 +12  +6 Bonus feat, swashbuckler weapon mastery 



SUMMONER GENERAL (Christos Gurd)  
Oft times, kingdoms come in conflict with neighbors, invading forces, or even roving mercenary armies in search of fortune and glory. While most rulers have a 
constant military presence, they must, on occasion, call upon unorthodox forces to win their battles. Thus, such opportunities of for notoriety and military conquest have 

given birth to a truly remarkable persona, the summoner general. By establishing an pact with elite groups of monstrous creatures, the summoner general calmly leads 

these terrifying forces into the heat of battle, often to the dismay of his foes.  

Primary Class: Fighter. 

Secondary Class: Summoner.  

Alignment: Any. 
Hit Dice: d10. 

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

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

Weapon and Armor Proficiency: The summoner general is proficient with all simple and martial weapons, with light armor, medium armor, and with shields 

(except tower shields). 

Summoner Training (Ex): Starting at 2nd level, a summoner general gains a +1 bonus to his caster level when using his summon monster ability. This bonus 

increases +1 for every 4 levels beyond 2nd. This ability replaces bravery.  

Summon Monster (Sp): Starting at 3rd level, a summoner general can cast summon monster II as a spell-like ability a number of times per day equal to 3 + 

his Constitution modifier. He can cast this spell as a standard action and the creatures remain for 1 minute per level (instead of 1 round per level). At 7th level, and 

every 4 levels thereafter, the power of this ability increases, as shown on Table: Summoner general. This allows him to summon more powerful creatures (to a 

maximum of summon monster VIII at 19th level). A summoner general cannot have more than one summon monster spell active in this way at one time. If this ability is 

used again, any existing summon monster immediately ends. These summon spells are considered to be part of his spell list for the purposes of spell trigger and spell 

completion items. In addition, he can expend uses of this ability to fulfill the construction requirements of any magic item he creates, so long as he can use this ability to 

cast the required spell. When using this ability, the summoner general’s caster level is equal to 1/2 his monstrous level. This ability otherwise functions as the 

summoner’s summon monster ability and replaces armor training and armor mastery.  

Coordinated Attack (Ex): Starting at 5th level, a summoner general can improve the battle prowess of his summoned creatures. As a standard action, the summoner 

general can grant all creatures summoned by his summon monster ability that are within 30 feet of him a +1 bonus to attack rolls. The creatures retain this bonus until 

the end of the summoning. At 9th level and every four levels thereafter, this bonus increases by +1, up to a maximum of +4 at 17th level. This ability replaces weapon 

training 1 and weapon training 3. 

Imparted Methods (Ex): Starting at 9th level, a summoner general can choose one feat that he possesses from the following list: Back to Back, Blind-Fight, 

Bodyguard, Cleave, Combat Expertise, Combat Reflexes, Coordinated Charge, Coordinated Defense, Coordinated Maneuvers, Critical Focus, Dazzling Display, 

Deadly Aim, Deadly Finish, Devastating Strike, Enfilading Fire, Escape Route, Flanking Foil, Following Step, Gang Up, Great Fortitude, Improved Bull-Rush, 

Improved Critical, Improved Disarm, Improved Feint, Improved Grapple, Improved Initiative, Improved Overrun, Improved Sunder, Improved Trip, Iron Will, 

Lightning Reflexes, Look Out, Outflank, Pack Attack, Point-Blank Shot, Power Attack, Precise Shot, Quick Draw, Rapid Shot, Shake It Off, Step Up and Strike, Step 

Up, Swap Places, Target of Opportunity, Team Up, Toughness, Two-Weapon Fighting, Vital Strike, Weapon Finesse, Weapon Focus.  

As a standard action, the summoner general can grant this feat to all creatures summoned by his summon monster ability within 30 feet of him. The creatures retain 

the use of this feat until the end of the summoning. These creatures do not need to meet the prerequisites of this feat. Each creature is considered For the purpose of 

Teamwork Feats, the 

The summoner general can use this ability once per day, plus one additional time per day at 12th level and for every three levels thereafter. This ability replaces 

weapon training 2.  

Resilient Stance (Ex): Starting at 17th level, a summoner general can impart greater resilience to his summoned creatures. As a swift action, a summoner general 

can grant damage reduction 3/— to all creatures summoned by his summon monster ability within 30 feet of him. This ability replaces weapon training 4.  

War Summoner (Ex): At 20th level, whenever a summoner general confirms a critical hit, he can use his summon monster ability as an immediate action. Whenever 

the summoner general gains a flanking bonus from his summoned creatures, he can increase that bonus by an additional +2 until the end of the summoning. In addition, 

the damage reduction gained by his summoned creatures while they are within 30 feet of him increases to 5/—. The summoner general also gains damage reduction 

5/— until the end of the summoning. This ability replaces weapon mastery 

 

 

Table: Summoner General 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +2  Bonus feat 
2nd  +2  +3  +0  +3  Bonus feat, summoner training +1 
3rd  +3  +3  +1  +3 Summon monster II 
4th  +4  +4  +1  +4 Bonus feat 
5th  +5  +4  +1  +4 Coordinated attack 
6th  +6/+1  +5  +2  +5 Bonus feat, summoner training +2 
7th  +7/+2  +5  +2  +5 Summon monster III 
8th  +8/+3  +6  +2  +6 Bonus feat 
9th  +9/+4  +6  +3  +6 Imparted methods 
10th  +10/+5  +7  +3  +7 Bonus feat, summoner training +3 
11th  +11/+6/+1  +7  +3  +7 Summon monster V 
12th  +12/+7/+2  +8  +4  +8 Bonus feat 
13th  +13/+8/+3  +8  +4  +8  
14th  +14/+9/+4  +9  +4  +9 Bonus feat, summoner training +4 
15th  +15/+10/+5  +9  +5  +9 Summon monster VI 
16th  +16/+11/+6/+1  +10  +5  +10 Bonus feat 
17th  +17/+12/+7/+2  +10  +5  +10 Resilient stance 
18th  +18/+13/+8/+3 +11  +6  +11 Bonus feat, summoner training +5 
19th  +19/+14/+9/+4 +11  +6  +11 Summon monster VIII 
20th  +20/+15/+10/+5  +12  +6  +12 Bonus feat, war summoner 
 



SUPREME WARLORD 
 

Primary Class: Cavalier.  

Secondary Class: Fighter.  

Hit Dice: d10.  

Bonus Skills and Ranks: The supreme warlord may select three fighter skills to add to his class skills in addition to the normal cavalier class skills. The supreme 

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

Weapon and Armor Proficiency: The supreme warlord is proficient with all simple and martial weapons, with all types of armor (heavy, light, medium) and with 
shields (including tower shields).  

Challenge: This is exactly like the cavalier ability of the same name, except that the supreme warlord can challenge an opponent 1/day at 1s level, and an additional 

time per day at 7th level and every six levels thereafter, to a maximum of 4/day at 19th level.  
Order: The Order of the Adamant Command complements the supreme warrior multiclass archetype.  

Battle Surge (Ex): At 3rd level, a supreme warlord can enhance the reflexes of his allies while upon the field of battle. Once per day, as an immediate action at the 

beginning of an encounter, a supreme warlord can speak a few inspiring words to his allies. The supreme warlord then makes a DC 15 Diplomacy check. If successful, 
any ally  within 30 feet of the supreme warlord that can hear and understand him (including himself), gains a +1 morale bonus to initiative for a number of rounds equal 

to the 3 + the supreme warlord’s Charisma modifier. This bonus increases by +2 at 6th level and every five levels thereafter, to a maximum of +4 at 16th level. The 

supreme warlord can use this ability twice per day at 9th level, and three times per day at 18th level. This ability replaces cavalier’s charge.  
Armor Training (Ex): Starting at 4th level, a supreme warlord gains the fighter’s armor training ability, and every six levels thereafter (10th and 16th), the indicated 

bonuses increase. At 10th level, a supreme warlord can move at his normal speed while wearing heavy armor. This ability replaces challenge 2/day, 4/day, and 6/day.  

Quick March (Ex): At 4th level, the supreme warlord can compel his allies to greater speeds. Once a day, as a standard action, the base speed of any ally within 30 
feet of the supreme warlord (including himself) increases by 10 feet. This benefit applies only when the ally is not carrying a heavy load. Apply this bonus before 

modifying the ally’s speed because of any load carried. The effect of quick march lasts for a number of rounds equal to the supreme warlord’s level. The supreme 

warlord can use this ability twice per day at 10th level, and three times per day at 16th level. This ability replaces expert trainer.  

Leadership: At 6th level, a supreme warlord gains Leadership as a bonus feat, and gains a cohort as his personal body guard. This cohort is always a fighter and 

should be equipped with gear appropriate for its class, level, and duties, at the cost of the supreme warlord. The supreme warlord can try to attract a cohort of a 

particular race, gender, and alignment, if he so desires. 
Weapon Training (Ex): Starting at 6th level, a supreme warlord gains the fighter’s weapon training ability. He may select one group of weapons at 6th level, and an 

additional weapon group six levels thereafter. This ability replaces bonus feat at 6th, 12th, and 18th level.  

Battlefield Control (Ex): At 11th level, the supreme warlord is an expert at slowing the enemies advance. Any opponent that begins its turn within the supreme 
warlord’s threatened area treats all the squares that he threatens as difficult terrain. Thus, the movement of opponents affected by this ability is slowed. This threat area 

increases by 5 feet at 13th level, and every two levels thereafter, to a maximum increase of 20 feet at 19th level. This ability functions only while the supreme warlord is 

conscious, not if he is unconscious or dead. This ability replaces mighty charge.  
Hard to Kill (Ex): At 14th level, a supreme warlord can bolster his allies to resist the onset of death and remain conscious despite his grievous wounds. Once per 

day, any ally within 30 feet of the supreme warlord (including himself) gains the benefits of the Diehard feat, even if it does not qualify for it. Unlike the feat, the 

maximum number of negative hit points that an ally can sustain and remain conscious before succumbing to death is equal to the supreme warlord’s level in negative 
numbers. For example, an ally bolstered by a 14th level supreme warlord can remain conscious until he reaches -14 hit points, and dies at -15 hit points. The effect of 

hard to kill lasts until the end of the encounter in which the ability was activated. The supreme warlord can use this ability twice per day at 18th level. This ability 

replaces demanding challenge.  
Field Marshal (Ex): At 20th level, the supreme warlord becomes an indispensable and decisive front line commander. The supreme warlord gains DR 5/magic and 

adamantine, and gains immunity to all charm, compulsion, and fear effects (magical or otherwise). Each ally within 10 feet of the supreme warlord also gains a +4 

morale bonus on saving throws against charm, compulsion, and fear effects. In addition, the supreme warlord can take 10 on all Diplomacy and Intimidate skill checks, 

regardless of circumstance. This ability replaces supreme charge.   

 

Order of the Adamant Command 
A cavalier who belongs to this order devotes his life to directing others on the field of battle, bolstering allies in the heat of combat, and leading those under his 
command to victory. Cavaliers of this order tend to be charismatic, strong willed, confident, and able to command with tactical precision. This order complements the 

supreme warlord multiclass archetype.  

Edicts: The cavalier must be aware of all assets at his disposal and willing to exploit them, seek to bolster those low in spirit, and always strive for victory. He must 
always place the success of battle before the safety of his troops or of his own. The cavalier must take every opportunity to obtain battlefield intelligence, seek out the 

weakest points of an enemy’s defenses, and provide his troops opportunity to receive sufficient rest prior to their next engagement.  

Challenge: Whenever an order of the adamant command issues a challenge, he receives a +1 morale bonus on Armor Class an all attack damage rolls made against 
the target of his challenge. This bonus increases by +1 for every four levels the cavalier possesses. Furthermore, should the adamant command cavalier use Diplomacy 

or Intimidate to either change the initial attitude of or demoralize the target of his challenge, the cavalier of the adamant command gains a +2 bonus on all such skill 

checks until the end of the challenge.  
Skills: An order of the adamant command cavalier adds Knowledge (engineering) (Int) and Knowledge (nobility) (Int) to his list of class skills. In addition, an order 

of the adamant command cavalier adds his Charisma modifier to any saves against charm and compulsion spells and effects.  

Order Abilities: A cavalier that belongs to the order of the adamant command gains the following abilities as he increases in level. 
Tactical Maneuvers (Ex): At 2nd level, the cavalier can improve an ally’s ability to maneuver on the battlefield, once per day. Any ally within 30 feet of the cavalier, 

and the cavalier himself if he desires, is able to take one extra move action during the course of an encounter. The cavalier can use this an additional time per day at 

10th level, and again at 18th level. 

Battle Prowess (Ex): At 8th level, the cavalier can greatly enhance an ally’s skill-at-arms. Once per day, as a standard action, any ally within 30 feet of the cavalier 

gains a +1 competence bonus on all attack and damage rolls, plus an additional +1 bonus every four levels thereafter, to maximum of +4 at 20th level. At 16th level, the 
cavalier can use this ability twice per day. The effects of battle prowess lasts for a number of rounds equal to 1/2 the cavalier’s level.  

Embolden the Troops (Ex): At 15th level, through reciting great deeds of heroes past, the cavalier can increase the morale of his troops, convincing them that victory 

is at hand. Once per day, as a standard action, any allies that are within 30 feet of the cavalier and can hear him gain the effects of a mass cure light wounds spell, using 
his cavalier level as the caster level. The cavalier can embolden a number of allies up to 1/2 his level. The cavalier can use this ability twice per day at 19th level.  

 

Table: Supreme Warlord  
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +0  +0 Challenge 1/day, mount, order, tactician 
2nd  +2  +3 +0  +0 Order ability 
3rd  +3  +3 +1  +1 Battle surge 
4th  +4  +4 +1  +1 Armor training 1, quick march 
5th  +5  +4 +1  +1 Banner 
6th  +6/+1  +5 +2  +2 Leadership, weapon training 1 



7th  +7/+2  +5 +2  +2 Challenge 2/day 
8th  +8/+3  +6 +2  +2 Order ability 
9th  +9/+4  +6 +3  +3 Greater tactician 
10th  +10/+5  +7 +3  +3 Armor training 2 
11th  +11/+6/+1  +7 +3  +3 Battlefield control 
12th  +12/+7/+2  +8 +4  +4 Weapon training 2 
13th  +13/+8/+3  +8 +4  +4 Challenge 3/day 
14th  +14/+9/+4  +9 +4  +4 Greater banner, hard to kill 
15th  +15/+10/+5  +9 +5  +5 Order ability 
16th  +16/+11/+6/+1  +10 +5  +5 Armor training 3 
17th  +17/+12/+7/+2  +10 +5  +5 Master tactician 
18th  +18/+8/+13/+3 +11 +6  +6 Weapon training 3 
19th  +19/+14/+9/+4 +11 +6  +6 Challenge 4/day 
20th  +20/+15/+10/+5  +12 +6  +6 Field marshal 
 

Cavalier’s charge (3) = Battle leader 

Challenge 2/day (4) = Armor training 1 
Expert trainer (4) = quick march 

Bonus feats (6) = Weapon training 1 

Challenge 4/day (10) = Armor training 2 
Mighty charge (10) = battlefield control 

Bonus feats (12) = Weapon training 2 

Demanding challenge (12) = hard to kill 

Challenge 6/day (16) = Armor training 3 

Bonus feats (18) = Weapon training 3 

Supreme charge (20) = Field Marshal 
 

  



SWAGGERING BUCCANEER (Dustyboy) 
Swashbucklers are dueling masters, ever seeking to challenge their enemies to single combat. However, some swashbucklers seek to combine their swordplay with the 
use of ranged weapons. The swaggering buccaneer employs a host of deeds to enhance both her dueling skills and their use of crossbows and pistols.  

Primary Class: Swashbuckler. 

Secondary Class: Gunslinger. 

Alignment: Any. 

Hit Dice: d10.  

Bonus Skills and Ranks: The swaggering buccaneer selects three gunslinger skills to add to her class skills in addition to the normal swashbuckler class skills, one 
of which must be Spellcraft. The eldritch brawler gains a number of ranks at each level equal to 4 + Int modifier.  

Weapon and Armor Proficiency: The swaggering buccaneer is proficient with all simple and martial weapons and one-handed firearms. She is proficient with light 

armor and with bucklers.  
Buccaneer’s Bravado (Ex): At 1st level, a swaggering buccaneer begins play with a pistol of her choice. Her starting weapon is battered, and only she knows how 

to use it properly. All other creatures treat her gun as if it had the broken condition. If the weapon already has the broken condition, it does not work at all for anyone 

else trying to use it. This starting weapon can only be sold for scrap (it’s worth 4d10 gp when sold). In addition, the swaggering buccaneer gains the benefits of 
the Weapon Finesse feat with light or one-handed piercing melee weapons, and she can use her Charisma score in place of Intelligence as a prerequisite for combat 

feats. This ability counts as having the Weapon Finesse feat for purposes of meeting feat prerequisites. This ability replaces swashbuckler finesse.  

Deeds: This is exactly like swashbuckler ability of the same name, except that the swaggering buccaneer must choose three deeds of each level from either the 
swashbuckler’s or gunslinger’s deeds. Once the deeds are chosen, they cannot be changed.  

In addition, the swaggering buccaneer may choose from the following deeds. If the swaggering buccaneer chooses crossbow as her chosen ranged weapon for her 

sword and pistol ability, she applies any gunslinger deeds she chooses that normally affects firearms to her crossbow instead.  
Melee Shooter (Ex): At 1st level, as a swift action when wielding both a light or one-handed piercing melee weapon and a one-handed firearm, the swaggering 

buccaneer can spend 1 panache point to avoid provoking attacks of opportunity with the first ranged attack made by the one-handed firearm during her turn.  

Up Close and Deadly (Ex): At 1st level, when a swaggering buccaneer hits a target with a crossbow or one-handed firearm that is not making a scatter shot, she can 

spend 1 panache point to deal 1d6 points of extra damage on her next successful one-handed piercing melee weapon attack made in the same turn. This is precision 

damage and is not multiplied if the attack is a critical hit. This precision damage increases to 2d6 at 5th level, to 3d6 at 10th level, to 4d6 at 15th level, and to 5d6 at 

20th level. This precision damage stacks with sneak attack and other forms of precision damage.  
Vigilant Loading (Ex): At 1st level, as long as a swaggering buccaneer has at least 1 panache point, she does not provoke attacks of opportunity when loading a 

crossbow.  

 Shooter's Resolve (Ex): At 3rd level, a swaggering buccaneer can spend 1 panache point when making a crossbow attack as a standard action and ignore the effects 
of concealment (though not total concealment) and cover (other than total cover) against that shot. 

Distracting Shot (Ex): At 7th level, a swaggering buccaneer can spend 1 panache point and choose to miss a target that she could normally attack within her range 

with a crossbow attack. When she does, the target loses its Dexterity bonus to AC (if any) for 1 round. 
Fire and Charge (Ex): At 7th level, as long as a swaggering buccaneer has at least 1 panache point, she can fire a crossbow or one-handed firearm, draw a one-

handed piercing melee weapon, and then charge. Both attacks are made at the swaggering buccaneer’s highest BAB with a +2 bonus to her charge attack. The 

swaggering buccaneer cannot use this deed if her movement speed is reduced by armor or encumbrance. 
Inexplicable Reload (Ex): At 11th level, loading a crossbow becomes unthinking and automatic for a swaggering buccaneer. As long as she has at least 1 panache 

point, she always starts each round of combat (even a surprise round) with her crossbow loaded. Also the amount of time needed to reload a crossbow decreases by one 

step: a standard action becomes a move action, a move action becomes a swift action, a swift action becomes a free action, and a free action becomes not an action. 
Twin Shot Knockdown (Ex): At 11th level, when a swaggering buccaneer hits a single target with two or more one-handed firearm attacks during her turn, she can 

spend 1 panache point to knock the target prone. She can choose to spend the panache point after the attacks are made. 

Pinning Shot (Ex): At 15th level, a swaggering buccaneer can spend 1 grit point while shooting a crossbow and attempt to pin down its target with the bolt. If the 

crossbow attack hits, it pins the target to a nearby object, to a wall, or to the ground, entangling and staggering the target. While pinned by the bolt, the target cannot 

move out of its space until it takes a standard action to free itself from the pinning bolt, except by means of teleportation. 

Panache (Ex): The swaggering buccaneer treats her panache as grit for the purpose of any gunslinger deeds. In addition, unlike other swashbucklers, a swaggering 
buccaneer regains panache when she confirms a critical hit or makes a killing blow with a light or one-handed piercing melee weapon or a crossbow or one-

handed firearm. 

Sword and Pistol (Ex): Starting at 2nd level, a swaggering buccaneer learns to effortlessly pair melee and ranged weaponry. She can use a light or one-handed 
piercing melee weapon with a crossbow or pistol to make a sword and pistol attack. When doing so, a swaggering buccaneer has the Two-Weapon Fighting feat when 

attacking with any combination of light or one-handed piercing melee weapons and crossbows or pistols. When making a crossbow or pistol attack as part of sword and 

pistol, the swaggering buccaneer provoke no attacks of opportunity from foes that he threatens with his light or one-handed melee weapon. She must use a light or one-
handed melee weapon and a crossbow or pistol to use this ability. 

A swaggering buccaneer applies her full Strength modifier to her damage rolls for all melee attacks made with sword and pistol, even if the attacks are made with an 
off-hand weapon. A swaggering buccaneer can substitute disarm, sunder, and trip combat maneuvers for melee or ranged attacks as part of sword and pistol. A 

swaggering buccaneer with natural weapons can't use such weapons as part of sword and pistol, nor can she make natural weapon attacks in addition to her sword and 

pistol attacks. 
Whenever the swaggering buccaneer wields a one-handed piercing melee weapon and a crossbow or one-handed firearm, he is treated as having a free hand for the 

purpose of reloading his crossbow or one-handed firearm. This applies to the Rapid Reload feat and to the Lightning Reload deed.  

At 8th level, the swaggering buccaneer gains use of the Improved Two-Weapon Fighting feat when using sword and pistol. When making a pistol attack as part of 
sword and pistol, the swaggering buccaneer gains the benefits of the Point-Blank Shot feat. At 16th level, she gains use of the Greater Two-Weapon Fighting feat when 

using sword and pistol. When making a pistol attack as part of sword and pistol, the swaggering buccaneer gains the benefits of the Point-Blank Mastery feat. This 

ability replaces charmed life 3/day, and the bonus feats gained at 8th and 16th level.  
Buccaneer Weapon Training (Ex): At 5th level, a swaggering buccaneer gains a +1 bonus on attack and damage rolls with one-handed or light piercing melee 

weapons. These attack and damage bonuses increase by 1 for every 4 levels beyond 5th level (to a maximum of +4 at 17th level). She also must select either crossbow 

or pistol. She gains a bonus equal to her Dexterity modifier on damage rolls when firing a crossbow or pistol. Furthermore, when she misfires with a pistol, the misfire 
value of that firearm increases by 2 instead of 4. Every four levels beyond 5th (9th, 13th, and 17th), the bonus on crossbow or pistol damage rolls increases by +1. At 

13th level, a swaggering buccaneer never misfires with a one-handed firearm. This ability replaces swashbuckler weapon training. 

Charmed Life (Ex): This is exactly like the swashbuckler’s ability of the same name, except that the swaggering buccaneer can use this ability once per day at 6th 
level, plus an additional time per day every four levels thereafter, to a maximum of four times per day at 18th level.  

Buccaneer Weapon Mastery (Ex): At 20th level, when a swaggering buccaneer threatens a critical hit with a light or one-handed piercing melee weapon, or a 

crossbow or pistol, that critical is automatically confirmed. Furthermore, the critical modifiers of such weapons increase by 1 (×2 becomes ×3, and so on). This ability 
replaces swashbuckler weapon mastery.  

 

 

Table: Swaggering Buccaneer 
 Base  
Class Attack Fort Ref Will  
Level Bonus Save Save Save Special  



1st  +1  +0 +2  +0 Buccaneer’s bravado, deeds, panache 
2nd  +2  +0 +3  +0 Sword and pistol (Two-Weapon Fighting) 
3rd  +3  +1 +3  +1 Deeds, nimble +1 
4th  +4  +1 +4  +1 Bonus feat 
5th  +5  +1 +4  +1 Buccaneer weapon training 1 
6th  +6/+1  +2 +5  +2 Charmed life 1/day 
7th  +7/+2  +2 +5  +2 Deeds, nimble +2 
8th  +8/+3  +2 +6  +2 Sword and pistol (Improved Two-Weapon Fighting)  
9th  +9/+4  +3 +6  +3 Buccaneer weapon training 2 
10th  +10/+5  +3 +7  +3 Charmed life 2/day 
11th  +11/+6/+1  +3 +7  +3 Deeds, nimble +3 
12th  +12/+7/+2  +4 +8  +4 Bonus feat 
13th  +13/+8/+3  +4 +8  +4 Buccaneer weapon training 3 
14th  +14/+9/+4  +4 +9  +4 Charmed life 3/day 
15th  +15/+10/+5  +5 +9  +5 Deeds, nimble +4 
16th  +16/+11/+6/+1  +5 +10  +5 Sword and pistol (Greater Two-Weapon Fighting) 
17th  +17/+12/+7/+2  +5 +10  +5 Buccaneer weapon training 4 
18th  +18/+13/+8/+3 +6 +11  +6 Charmed life 4/day 
19th  +19/+14/+9/+4 +6 +11 +6 Deeds, nimble +5 
20th  +20/+15/+10/+5  +6 +12  +6 Bonus feat, buccaneer weapon mastery 
 
  



SWALLOWTAIL BLADEMASTER (Taco Man)  
The art of the sword is often thought of as one of strength. For others however, it becomes a matter of technique. Rather than focusing on overpowering the target with 
heavy, cleaving strikes, or shredding the target with a flurry of wild steel, the swallowtail blademaster uses quick flicks of the wrist to trick a trained opponent's muscle 

memory, leaving her enemy's vitals wide open for a swift precise strike. Considered by some as deceptive and dishonorable, the way of the swallowtail blademaster and 

their signature techniques require almost as much focus and precision from them to use as it does their victim to defend against it. Thus, few are there that can survive 

the technique. 

Primary Class: Swashbuckler. 

Secondary Class: Samurai. 
Alignment: Any.  

Hit Dice: d10. 

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

Weapon and Armor Proficiency: The swallowtail blademaster is proficient with all simple and martial weapons, plus the katana, naginata, nodachi, and wakizashi. 

She is also proficient with light armor and with bucklers.  
Swallowtail Finesse (Ex): At 1st level, a swallowtail blademaster gains an unparalleled expertise with his chosen weapons. At 1st level, the swallowtail blademaster 

selects either the katana, naginata, or nodachi. The swallowtail blademaster treats the selected weapon as a light or one-handed melee weapon for the purpose of any 

class feature, ability, or feat that has light or one-handed melee weapon as a requirement.  
A swallowtail blademaster also gains the benefits of the Weapon Finesse feat with light or one-handed piercing melee weapons (including her selected weapon), and 

she can use her Charisma score in place of Intelligence as a prerequisite for combat feats. This ability counts as having the Weapon Finesse feat for purposes of meeting 

feat prerequisites. This ability otherwise functions as and replaces swashbuckler finesse.  
Deeds: A swallowtail blademaster swaps seven deeds for the following deeds. 

Deceptive Slash (Ex): At 1st level, a swallowtail blademaster can spend 1 panache point when she makes an attempt at a feint combat maneuver to roll 1d6 and add 

the result to the check. She can do this after she makes the roll, but before the result is revealed. If the result of the d6 roll is a natural 6, she rolls another 1d6 and adds it 

to the check. She can continue to do this as long as she rolls natural 6s, up to a number of times equal to her Dexterity modifier. This deed replaces the derring-do deed. 

Returning Blade (Ex): At 1st level, as long as she has at least 1 panache point, the swallowtail blademaster can make an attack of opportunity at her highest attack 

bonus against any opponent she performs a successful feint against. If the attack is successful, she adds her swallowtail blademaster level to the damage roll of the 
attack. This deed replaces the opportune parry and riposte deeds. 

Swift Blade (Ex): At 3rd level, as long as the swallowtail blademaster has at least 1 panache point, she is treated as having the Quick Draw feat with her selected 

weapon chosen with her swallowtail finesse  ability. This deed replaces the kip-up deed. 
Guarding Edge (Ex): At 7th level, as long as the swallowtail blademaster has her selected weapon chosen with her swallowtail finesse  ability drawn and in hand, 

started and ended her turn in the same space, and has at least 1 panache point, she gains a +2 shield bonus to AC and CMD until the start of her next turn. This deed 

replaces the swashbuckler's grace deed. 
Immovable Blade (Ex): At 15th level, if a swallowtail blademaster has started and ended her previous turn in the same space, as a swift action, she can spend 1 

panache point to negate any attempt to knock her prone or forcibly move her, including any attempts to do so through mind-affecting or teleportation spells and effects. 

This deed replaces the swashbuckler's edge deed. 
Tsubame Gaeshi (Ex): At 19th level, a swallowtail blademaster can expend 2 panache points to attempt a feint combat maneuver on a target within reach as a move 

action. If the feint is successful, she gains an attack of opportunity against the target at her highest attack bonus. If the attack is successful, she is automatically confirms 

a critical hit with attack. The swallowtail blademanster’s weapon critical multiplier is treated as x4 for the purpose of determining the damage of this attack, and she 
adds her Dexterity modifier to the total damage before adding any bonuses from Strength, damage from weapon abilities (such as flaming), precision damage, or other 

damage bonuses. This deed replaces the stunning stab deed. 

Feinting Mastery Feat (Ex): At 2nd level, a swallowtail blademaster  is skilled at making feints and adds her Dexterity modifier to all Bluff skill checks for the 

purpose of making feint combat maneuvers. In addition, the swallowtail blademaster 's expertise manifests in the form of bonus feats at 2nd, 6th, 10th, 14th, and 18th 

level. She can choose feats from the list of combat feats below, even if she does not have the normal prerequisites. The benefits of the swallowtail blademaster 's 

feinting mastery feats apply only when he wears light or no armor, and wields a light or one-handed melee weapon. She loses all benefits of her feint mastery feats 
when wearing medium armor, heavy armor, or wielding any other weapon. Once a swallowtail blademaster  selects a bonus feat, it cannot be changed. 

A swallowtail blademaster can choose from the following list whenever she gains a feinting mastery combat feat: Improved Feint, Reverse Feint, Wave Strike, Witty 

Feint. At 6th level, she adds Disengaging Feint and Greater Feint to the list of feats she can select. At 10th level she adds Disengaging Flourish and Disengaging Shot to 
the list of feats she can select. This ability replaces charmed life. 

Swallowtail Training (Ex): At 5th level, a swallowtail blademaster gains a +1 bonus on attack and damage rolls with her selected weapon chosen with her 

swallowtail finesse  ability. While wielding the selected weapon, she gains the benefit of the Improved Critical feat. The attack and damage bonuses increase by 1 for 
every four levels beyond 5th level (to a maximum of +4 at 17th level). Finally, her swallowtail blademaster levels stack with any fighter levels she possesses for the 

purposes of meeting the prerequisites for feats that specifically focus on her selected weapon, such as Weapon Specialization. This ability replaces swashbuckler 
training.  

Swallowtail Mastery (Ex): At 20th level, when a swallowtail blademaster threatens a critical hit with he selected weapon chosen with her swallowtail finesse  

ability, that critical is automatically confirmed. Furthermore, the critical modifier of any selected weapon is increased by 1.  
 

 

Table: Swallowtail Blademaster  
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +0 +2  +0 Deeds, panache, swallowtail finesse 
2nd  +2  +0 +3  +0 Feint mastery feat 
3rd  +3  +1 +3  +1 Deeds, nimble +1 
4th  +4  +1 +4  +1 Bonus feat 
5th  +5  +1 +4  +1 Swallowtail weapon training 1 
6th  +6/+1  +2 +5  +2 Feint mastery feat 
7th  +7/+2  +2 +5  +2 Deeds, nimble +2 
8th  +8/+3  +2 +6  +2 Bonus feat 
9th  +9/+4  +3 +6  +3 Swallowtail weapon training 2 
10th  +10/+5  +3 +7  +3 Feint mastery feat 
11th  +11/+6/+1  +3 +7  +3 Deeds, nimble +3 
12th  +12/+7/+2  +4 +8  +4 Bonus feat 
13th  +13/+8/+3  +4 +8  +4 Swallowtail weapon training 3 
14th  +14/+9/+4  +4 +9  +4 Feint mastery feat 
15th  +15/+10/+5  +5 +9  +5 Deeds, nimble +4 
16th  +16/+11/+6/+1  +5 +10  +5 Bonus feat 



17th  +17/+12/+7/+2  +5 +10  +5 Swallowtail weapon training 4 
18th  +18/+13/+8/+3 +6 +11  +6 Feint mastery feat 
19th  +19/+14/+9/+4 +6 +11 +6 Deeds, nimble +5 
20th  +20/+15/+10/+5  +6 +12  +6 Bonus feat, swallowtail weapon mastery 
 
  



TAVERN KNIGHT (Apraham Lincoln) 
In every adventurer’s tavern can be found a gathering of drunken comrades who have traveled the long roads, and bled alongside one another. Ruling over this rowdy 
court of misfits is the tavern knight, who keeps the faithful singing and his companion’s drinking long into the night. Swift to exact her own kind punishment against 

perceived wrong doers, the tavern knight is quite capable of inflicting great harm upon her victims. However, most reprisals consist of humiliation, with the victim 

suffering no long term injuries. Unfortunately, due to the tavern knight’s antics, it is all too common for the innocent and not-so-innocent bystanders to get dragged into 

a bar room brawl. Should someone make the mistake of taking things too seriously, the tavern knight can readily hold his own against any singular foe. 

Primary Class: Brawler. 

Secondary Class: Skald.  
Alignment: Any.  

Hit Dice: d10.  

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

Weapon and Armor Proficiency: The tavern knight is proficient with all simple weapons, plus the handaxe, short sword, and weapons from the close fighter 

weapon group. She is proficient with light armor, but not with shields. 
Brawler’s Smile (Ex): If the tavern knight’s Charisma score is less than 13, it counts as 13 for the purpose of raging song and meeting the prerequisites of combat 

feats. This modifies Brawler’s Cunning. 

Catch Off-Guard (Ex): A tavern knight gains Catch Off-Guard as a bonus feat.  
Inspired Rage (Su): At 1st level, a tavern knight gains the skald’s inspired rage ability. 

Raging Song (Su): At 1st level, a tavern knight gains the skald’s raging song ability, and functions as that ability except as noted here. She can start a raging song as 

an immediate action as she makes a melee attack. Allies (and enemies) must wait until their initiative before benefitting from this ability. This version of raging song 
does not count as bardic performance and she may not learn masterpieces. This ability, inspired rage, song of the long knight, and contagious rage replace martial 

flexibility.   

Improved Dirty Trick (Ex): At 2nd level, a tavern knight gains Improved Dirty Trick as a bonus combat feat. She does not need to meet the prerequisites for this 

feat. This feat cannot be re-trained when later bonus combat feats are learned. This ability replaces the bonus combat feat gained at 2nd level. 

Bonus Feats: This is exactly like the brawler ability of the same name, except that the tavern knight may select one of the following rage powers in place of a bonus 

feat: boasting taunt, focused liberation, good for what ails you, greater hurling, hurling, internal fortitude, lesser hurling, liquid courage, moment of clarity, noxious 
belch, perfect clarity, roaring drunk, savage dirty trick, staggering drunk, staggering stupor, strength surge.   

Damage Reduction (Ex): At 4th level a tavern knight becomes more resistance to the type of damage sustained in a bar room brawl. At 7th level, a tavern knight 

gains damage reduction. Subtract 1 from the damage the barbarian takes each time she is dealt damage from a weapon or a natural attack. At 9th level, and again at 13th 
and 18th level, this damage reduction increases by 1 point. This damage reduction doubles against nonlethal damage. Damage reduction can reduce damage to 0 but not 

below 0. This replaces the AC bonus of a brawler. 

Improvised Weapon Mastery (Ex): This functions like the brawler’s close weapon mastery ability, except that it applies to any improvised weapon she uses. If the 
tavern knight has (or later learns) the Improvised Weapon Mastery combat feat, she does not increase the damage dice by one step, but instead uses her full level 

(instead of her level –4) to determine the damage dealt. She may also select “improvised weapon” as a weapon type when choosing feats that reference a weapon (such 

as weapon focus).  
Song of the Long Knight (Su): At 6th level, a tavern knight can keep her allies alert and active long after others have succumbed to exhaustion. She can suppress 

the effects of fatigue or exhaustion for the next hour. The tavern knight must continue to perform the song for the remainder of the hour, otherwise its effects end, but 

only 1 round of raging song is expended for that hour. However, this alertness does come with a price. When the song ends, if the effects of fatigue were suppressed, 
then those who benefited from the song are sickened for 10 minutes for each hour that is was suppressed. If the effects of exhaustion were suppressed, then they are 

nauseated for 10 minutes for each hour that it was suppressed. Nobody can benefit from this ability if they are already sickened or nauseated. 

Contagious Rage (Su): At 10th level, a tavern knight’s inspired rage is altered. Her allies are affected as normal, but her enemies maybe caught up in the fracas. All 

foes within 30 feet of the tavern knight must make a Will save (DC 10 + 1/2 the tavern knight’s level + her Charisma modifier) or be affected as by the rage spell and 

confusion spell (treating the attack self result as 1d8 accidental, non-lethal damage). This effect lasts as long as the raging song continues. If the save is successful, foes 

may choose to benefit from the rage spell. However, even those that initially make their save are not safe for long. If a foe is damaged from a non-lethal source, he must 
make a new Will save to avoid the effects, even if they have previously made a successful save against this ability.  

Supreme Dirty Trick (Ex): At 11th level, whenever a tavern knight deals non-lethal damage with a melee attack, she may also attempt a dirty trick as a free action. 

This ability replaces the bonus feat gained at 11th level. 
Master Skald (Su): At 20t level, a tavern knight gains the skald’s master skald ability. This ability replaces the bonus feat gained at 20th level.  

 

 

Table: Tavern Knight 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Damage Special  
1st  +1  +2 +0  +0   1d6 Brawler’s smile, inspire rage +1, martial training, raging song,  
      unarmed strike 
2nd  +2  +3 +0  +0   1d6 Brawler’s flurry (Two-Weapon Fighting), improved dirty trick, 
3rd  +3  +3 +1  +1   1d6 Maneuver training 1 
4th  +4  +4 +1  +1   1d8 Damage reduction 1/—, inspired rage +2, knockout 1/day 
5th  +5  +4 +1  +1   1d8 Bonus combat feat, brawler’s strike (magic), improvised weapon mastery 
6th  +6/+1  +5 +2  +2   1d8 Song of the long knight 
7th  +7/+2  +5 +2  +2   1d8 Maneuver training 2 
8th  +8/+3  +6 +2  +2  1d10 Bonus feat, brawler’s flurry (Improved Two-Weapon Fighting),  
      inspired rage +3 (+4 Str/Con) 
9th  +9/+4  +6 +3  +3  1d10 Brawler’s strike (cold iron and silver), damage reduction 2/— 
10th  +10/+5  +7 +3  +3  1d10 Contagious rage, knockout 2/day 
11th  +11/+6/+1  +7 +3  +3  1d10 Maneuver training 3, supreme dirty trick 
12th  +12/+7/+2  +8 +4  +4   2d6 Brawler’s strike (alignment), inspired rage +4 
13th  +13/+8/+3  +8 +4  +4   2d6 Damage reduction 3/— 
14th  +14/+9/+4  +9 +4  +4   2d6 Bonus combat feat 
15th  +15/+10/+5  +9 +5  +5   2d6 Brawler’s flurry (Greater Two-Weapon Fighting), maneuver training 4 
16th  +16/+11/+6/+1  +10 +5  +5   2d8 Awesome blow, inspired rage +5 (+6 Str/Con), knockout 3/day 
17th  +17/+12/+7/+2  +10 +5  +5   2d8 Bonus combat feat, brawler’s strike (adamantine) 
18th  +18/+8/+13/+3 +11 +6  +6   2d8 Damage reduction 4/— 
19th  +19/+14/+9/+4 +11 +6  +6   2d8 Maneuver training 5 
20th  +20/+15/+10/+5  +12 +6  +6  2d10 Improved awesome blow, inspired rage +6, master skald 



TRENCH INFANTRYMAN (Alfray Stryke) 
 

Primary Class: Fighter. 

Secondary Class: Gunslinger. 

Hit Dice: d10. 

Bonus Skills and Ranks: The trench infantryman may select three gunslinger skills to add to his class skills in addition to the normal fighter class skills. The trench 

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

Weapon and Armor Proficiency: The trench infantryman is proficient with all simple and martial weapons, and with all firearms. They are proficient with light 
armor, but not with shields. 

Gunsmith: At 1st level trench infantryman gains the gunslinger’s gunsmith ability. This ability and grit replace the bonus feat gained at 1st level. 

Bonus Feats: This functions as the fighter class ability, except that a trench infantryman may also select grit feats. 
Deeds: At 2nd level, a trench infantryman gains the gunslinger’s deeds ability, and gains access to 1st level deeds. Every four levels beyond 2nd, the trench 

infantryman gains access each subsequent level of deeds (3rd, 7th, etc.), up to 15th level deeds at 18th level. This ability replaces the bonus feats at 2nd, 6th, 10th, 14th, 

and 18th level. 
In addition, a trench infantryman swaps three gunslinger deeds for the following deeds. 

Concealment Expert (Ex): At 3rd level, as long as the trench infantryman has 1 grit point, he gains a +5% circumstance bonus to the missed chance granted by 

concealment or total concealment. This increases to +10% at 11th level, and +15% at 19th level.  This deed replaces the utility shot deed.  
Prone Shot (Ex): At 7th level, a trench infantryman that has been prone since the end of his last turn can spend 1 grit point as an immediate action to improve his 

prone fighting expertise with his firearm. Until the beginning of his next turn, his penalty on melee attack rolls decreases to –2. Also, his bonus to Armor Class against 

ranged attacks increases by +1, and his penalty to AC against melee attacks decreases by –1. At 11th level and every four levels thereafter, his bonus increases and his 
penalty decreases by 1, to a maximum of +4 and –4 (minimum 0) at 19th level. This deed stacks with the Prone Shooter feat. This deed replaces the startling shot deed. 

Camouflage (Ex): At 15th level, a trench infantryman can spend 1 grit point to craft simple but effective camouflage from the surrounding foliage. The trench 

infantryman needs 1 minute to prepare the camouflage, but once he does, it is good for the rest of the day or until the trench infantryman fails a saving throw against an 

area effect spell that deals fire, cold, or acid damage, whichever comes first. The trench infantryman gains a +4 bonus on Stealth checks while within terrain that 

matches the foliage used to make the camouflage. This deed cannot be used in areas without natural foliage. This deed replaces the slinger’s luck deed.  

Grit (Ex): At 2nd level the trench infantryman gains the gunslinger’s grit ability. 
Infantryman's Crawl (Ex): At 3rd level, a trench infantryman may move at half his base speed while prone. This movement provokes attacks of opportunity as 

normal. In addition he can take a 5-foot step while crawling. This ability replaces armor training 1.  

Trench Warfare (Ex): Starting at 5th level, a trench infantryman can select one specific type of firearm (such as a blunderbuss, musket, or pistol). He gains a bonus 
equal to his Dexterity modifier on damage rolls when firing that type of firearm. Every 4 levels thereafter (9th, 13th, and 17th), the trench fighter picks up another type 

of firearm, gaining these bonuses for those types as well. Furthermore, when behind partial, normal, or improved cover, a trench fighter gains an additional +2 AC 

bonus from the cover. This ability replaces weapon training. 
Considered Shot (Ex): At 11th level, a trench infantryman can make a ranged attack that ignores concealment (but not total concealment), soft cover, and partial 

cover as a standard action. This ability replaces Armor Training 3.  

Cover Mastery: At 19th level, a trench infantryman may treat cover as one step greater. Partial cover is treated as normal cover, and normal cover is treated as 
improved cover. This ability replaces armor mastery. 

Master Infantryman: At 20th, a master infantryman chooses a single firearm. Any attacks made with that firearm automatically confirm all critical threats. In 

addition he selects one deed. He can perform this deed for 1 grit point fewer (minimum 0) than usual. If the number of grit points to perform a deed is reduced to 0, the 
trench infantryman can perform this deed as long as he has at least 1 grit point. If a deed could already be performed as long as he had at least 1 grit point, he can now 

perform that deed even when he has no grit points. This ability replaces weapon mastery. 

 

Table: Trench Infantryman 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +2  +0  Gunsmith  
2nd  +2  +3  +3  +0  Bravery, deeds, grit 
3rd  +3  +3  +3  +1 Infantryman’s crawl 
4th  +4  +4  +4  +1 Bonus feat 
5th  +5  +4  +4  +1 Trench warfare 1 
6th  +6/+1  +5  +5  +2 Deeds 
7th  +7/+2  +5  +5  +2 Armor training 1 
8th  +8/+3  +6  +6  +2 Bonus feat 
9th  +9/+4  +6  +6  +3 Trench warfare 2 
10th  +10/+5  +7  +7  +3 Deeds 
11th  +11/+6/+1  +7  +7  +3 Considered shot 
12th  +12/+7/+2  +8  +8  +4 Bonus feat 
13th  +13/+8/+3  +8  +8  +4 Trench warfare 3 
14th  +14/+9/+4  +9  +9  +4 Deeds 
15th  +15/+10/+5  +9  +9  +5 Armor training 2 
16th  +16/+11/+6/+1  +10  +10  +5 Bonus feat 
17th  +17/+12/+7/+2  +10  +10  +5 Trench warfare 4 
18th  +18/+13/+8/+3 +11  +11  +6 Deeds 
19th  +19/+14/+9/+4 +11  +11  +6 Camouflage mastery 
20th  +20/+15/+10/+5  +12  +12  +6 Bonus feat, master infantryman 
 



UNSEEN MARKSMAN 

Among the most dangerous wielders of two-handed firearms is the unseen marksman, for he is one who carefully watches and when the moment is right strikes quickly 
from a distance with deadly precision. Unseen marksmen take tremendous pride in their abilities, which allow them to take life quickly and efficiently in the blink of an 

eye.  

Primary Class: Gunslinger.  

Secondary Class: Rogue.  

Hit Dice: d10.  

Bonus Skills and Ranks: The unseen marksman selects three gunslinger skills to add to her class skills in addition to the normal rogue class skills, one of which 
must be Stealth. The unseen marksman gains a number of ranks at each level equal to 6 + Int modifier. 

Weapon and Armor Proficiency: The unseen marksman is proficient with all simple and martial weapons, and two-handed firearms. The unseen marksman must 

take Exotic Weapon Proficiency (firearm) to gain proficiency with one-handed firearms and firearm siege engines. The unseen marksman is proficient with light armor, 
but not with shields. 

Gunsmith: An unseen marksman must take a musket when she chooses a battered firearm at 1st level. 

Deeds (Ex): An unseen marksman swaps three deeds for the following deeds. 
Steady Aim (Ex): At 1st level, as long as a unseen marksman has at least 1 grit point, he can take a move-equivalent action to increase the accuracy of a two-handed 

firearm. When he does, he increases the range increment of the firearm he is firing by 10 feet. This stacks with other abilities that increase his range increment. This 

deed replaces the gunslinger’s dodge deed. 
Fast Musket (Ex): At 3rd level, as long as the unseen marksman has 1 grit point, he can reload any two-handed firearm as if it were a one-handed firearm.  

This deed replaces the utility shot deed. 

Piercing Shot (Ex): At 15th level, whenever an unseen marksman confirms a critical hit with a musket, the bullet pierces the target and strikes another creature 
directly behind it. The unseen marksman must be able to trace a line starting at his space and passing through both targets to make this additional attack. The secondary 

attack is made at a –4 penalty, in addition to any modifiers for added range. If this attack is also a critical hit, the bullet pierces the second target and strikes a third 

creature behind it, and so on. This piercing effect continues as long as critical hits are confirmed, but the penalties stack. This deed replaces the menacing shot deed.  

Sneak Attack (Ex): At 2nd level, an unseen marksman gains the rogue’s sneak attack ability, except that the extra damage is 1d6 at 2nd level, and increases by 1d6 

at 6th level and every four unseen marksman levels thereafter. This ability replaces nimble. 

Rogue Talent: At 4th level and every four levels thereafter, an unseen marksman gains a rogue talent for which she qualifies. At 12th level, the unseen marksman 
can choose an advanced rogue talent whenever she could choose a rogue talent, or when she selects the extra rogue talent feat. The unseen marksman adds the following 

rogue abilities to the list of advanced talents she may select: evasion, uncanny dodge, and improved uncanny dodge. An unseen marksman must select uncanny dodge 

before selecting improved uncanny dodge. In the case of the improved evasion talent, the unseen marksman must have evasion to select it. An unseen marksman treats 
her level as her rogue level for the purpose of qualifying for talents with level-dependent requirements and calculating the effects of any talent or rogue ability she's 

chosen. This ability replaces bonus feats gained at 4th, 8th, 12th, 16th, and 20th level.  

Musket Expert (Ex): Starting at 5th level, a unseen marksman increases his skill with two-handed firearms. He gains a bonus on damage rolls equal to his 
Dexterity modifier, and when he misfires with a two-handed firearm, the misfire value increases by 2 instead of 4. At 15th level, an unseen marksman never misfires 

with a two-handed firearm. This ability replaces gun training 1. 

Deadly Accuracy (Ex): At 9th level, an unseen marksman halves all range increment penalties when making ranged attacks with a musket. This ability replaces gun 
training 2.  

Improved Dead Shot (Ex): At 13th level, whenever an unseen marksman makes a Dead Shot, she can make one additional attack at her highest attack bonus. This 

ability replaces gun training 3.   
Greater Dead Shot (Ex): At 17th level, whenever an unseen marksman makes a Dead Shot, she can make two additional attacks at her highest attack bonus. This 

ability replaces gun training 4.  

True Strike (Ex): At 20th level, an unseen marksman gains a bonus to her initiative roll equal to 1/2 her unseen marksman level, but only in the first round of the 

encounter. If her initiative score is 10 or more than the next highest initiative, she gains a surprise round and uses her normal initiative roll for the remainder of the 

encounter. During this surprise round, as long as she has 1 grit point, she can make a musket attack against a single target at her highest attack bonus. If she hits, the 

target is subject to the Deaths Shot deed. Once a creature has been the target of a true strike, regardless of whether or not the save is made, that creature is immune to 
that unseen marksman’s true strike for 24 hours. 

In addition, when an unseen marksman is hit with a ranged attack, she can shoot her musket at her attacker as an immediate action if it is loaded. This ability replaces 

true grit.  
 

 

Table: Unseen Marksman 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2 +2  +0 Deeds, grit, gunsmith 
2nd  +2  +3 +3  +0 Sneak attack +1d6  
3rd  +3  +3 +3  +1 Deeds 
4th  +4  +4 +4  +1 Rogue talent 
5th  +5  +4 +4  +1 Musket expert 
6th  +6/+1  +5 +5  +2 Sneak attack +2d6 
7th  +7/+2  +5 +5  +2 Deeds 
8th  +8/+3  +6 +6  +2 Rogue talent 
9th  +9/+4  +6 +6  +3 Deadly accuracy 
10th  +10/+5  +7 +7  +3 Sneak attack +3d6 
11th  +11/+6/+1  +7 +7  +3 Deeds 
12th  +12/+7/+2  +8 +8  +4 Advanced talents, rogue talent 
13th  +13/+8/+3  +8 +8  +4 Improved dead shot 
14th  +14/+9/+4  +9 +9  +4 Sneak attack +4d6 
15th  +15/+10/+5  +9 +9  +5 Deeds 
16th  +16/+11/+6/+1  +10 +10  +5 Rogue talent 
17th  +17/+12/+7/+2  +10 +10  +5 Greater dead shot 
18th  +18/+8/+13/+3 +11 +11  +6 Sneak attack +5d6 
19th  +19/+14/+9/+4 +11 +11 +6 Deeds 
20th  +20/+15/+10/+5  +12 +12  +6 Rogue talent, true strike 
 

 
  



WILD PUGILIST (Christos Gurd) 
Some people train their bodies to emulate animals, while others use magic to do the same. On the other hand, wild pugilists essentially cheat, forcing their bodies to 
change without magic or emulation. 

Primary Class: Brawler. 

Secondary Class: Hunter.  

Alignment: Any. 

Hit Dice: d10.  

Bonus Skills and Ranks: The wild pugilist selects three hunter skills to add to her class skills in addition to the normal brawler class skills. The wild pugilist gains a 
number of ranks at each level equal to 4 + Int modifier. 

Weapon and Armor Proficiency: The wild pugilist is proficient with all simple weapons, plus the hand axe, short sword, and all weapons from the close fighter 

weapon group. She is also proficient with light armor, but not with shields.  
Animal Focus (Su): At 1st level, a wild pugilist gains the hunter’s animal focus ability. This ability, second animal focus, and unleash the beast replace martial 

flexibility. 

Animal Soul: At 1st level, a wild pugilist gains Animal Soul as a bonus feat, even if she does not meet the prerequisites. This ability replaces martial training. 
Bestial Claws (Ex): At 2nd level, a wild pugilist gains Aspect of the Beast as a bonus feat, even if she does not meet the prerequisites. She must choose the claws of 

the beast manifestation. Whenever she gains a new bonus feat, she may instead choose an additional manifestation from those listed in the Aspect of the Beast feat. This 

replaces the bonus feat gained at 2nd level. 
Wild Weapon Mastery (Ex): This is exactly like the close weapon mastery ability, except that it functions only with natural weapons. If the wild pugilist has (or 

later gains) the Improved Natural Attack combat feat he does not increase the damage dice by one step and instead uses her full level (instead of her level –4) to 

determine the damage dealt. 
Second Animal Focus (Su): At 10th level, a wild pugilist gains the hunter’s second animal focus ability.  

Unleash the Beast (Su): At 20th level, a wild pugilist no longer has a daily duration for either of her animal foci.  

 

 

Table: Wild Pugilist 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Damage Special  
1st  +1  +2 +0  +0   1d6 Animal focus, animal soul, brawler’s cunning, unarmed strike 
2nd  +2  +3 +0  +0   1d6 Bestial claws, brawler’s flurry (Two-Weapon Fighting) 
3rd  +3  +3 +1  +1   1d6 Maneuver training 1 
4th  +4  +4 +1  +1   1d8 AC bonus +1, knockout 1/day 
5th  +5  +4 +1  +1   1d8 Bonus combat feat, brawler’s strike (magic), wild weapon mastery  
6th  +6/+1  +5 +2  +2   1d8  
7th  +7/+2  +5 +2  +2   1d8 Maneuver training 2 
8th  +8/+3  +6 +2  +2  1d10 Bonus combat feat, brawler’s flurry (Improved Two-Weapon Fighting) 
9th  +9/+4  +6 +3  +3  1d10 AC bonus +2, brawler’s strike (cold iron and silver) 
10th  +10/+5  +7 +3  +3  1d10 Knockout 2/day, second animal focus 
11th  +11/+6/+1  +7 +3  +3  1d10 Bonus combat feat, maneuver training 3 
12th  +12/+7/+2  +8 +4  +4   2d6 Brawler’s strike (alignment) 
13th  +13/+8/+3  +8 +4  +4   2d6 AC bonus +3 
14th  +14/+9/+4  +9 +4  +4   2d6 Bonus combat feat 
15th  +15/+10/+5  +9 +5  +5   2d6 Brawler’s flurry (Greater Two-Weapon Fighting), maneuver training 4 
16th  +16/+11/+6/+1  +10 +5  +5   2d8 Awesome blow, knockout 3/day 
17th  +17/+12/+7/+2  +10 +5  +5   2d8 Bonus combat feat, brawler’s strike (adamantine) 
18th  +18/+8/+13/+3 +11 +6  +6   2d8 AC bonus +4 
19th  +19/+14/+9/+4 +11 +6  +6   2d8 Maneuver training 5 
20th  +20/+15/+10/+5  +12 +6  +6  2d10 Bonus combat feat, improved awesome blow, unleash the beast 



WITCH BLADE 
Warriors rely on their sword arm to solve whatever conflict they may face, though there are some who have been gifted with a keen mind and propensity for greater 
learning. These knowledgeable warriors can often be found serving as councilors of war, tacticians, even battle mages, in an attempt to nurture their malnourished 

intellectual capacities. However, even among these, there are those with a predisposition for what is seen as the forbidden arts–the powers of soothsaying, foretelling, 

and witchcraft. Viewed as pariahs among their peers, these witch blades give their life in service to fell powers in the service of a great witch and her coven. Witch 

blades offer their loyalty to a particular patron, sacrificing a portion of his martial training. In turn, they gain mystical powers that allow them to cast a small number of 

spells and enhance their prowess in battle. It is only a warrior with nothing to lose, or one with a powerful sense of self that seeks the path of a witch blade, for it brands 

them ever after as a pariah, an outcast of normal society.  
Primary Class: Fighter. 

Secondary Class: Witch.  

Hit Dice: d8.  
Bonus Skills and Ranks: The witch blade may select three witch skills to add to his class skills in addition to the normal fighter class skills. The witch blade gains a 

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

Weapon and Armor Proficiency: The witch blade is proficient with all simple and martial weapons, with light and medium, and with shields (except for tower 
shields). A witch blade can cast witch spells while wearing light and medium armor or using a shield without incurring the normal arcane spell failure chance. Like any 

other arcane spellcaster, a witch blade wearing heavy armor incurs a chance of arcane spell failure if the spell in question has a somatic component. A multiclass witch 

blade still incurs the normal arcane spell failure chance for arcane spells received from other classes. 
Athame Bond (Sp): At 1st level, a witch blade forms a close bond with his weapon. This weapon, called an athame, must be chosen from the heavy blade or light 

blade fighter weapon groups. The athame is of masterwork quality, semi-sentient, and functions like a witch’s familiar, serving as a vessel for the witch blade’s witch 

spells and a conduit for communication with his patron. Just as a witch must commune with her familiar to learn her spells, a witch blade must commune with his 
athame each day to prepare his spells. Athames store all of the spells that a witch blade knows, and a witch blade cannot prepare a spell that is not stored by his athame. 

The athame stores all of his witch spells that the witch blade knows and cannot cast any spell that is not stored within it. If a witch blade fails to commune with his 

athame, he may not cast any spells until he has done so. A witch blade adds his patron spells to his athame at the indicated level, as shown on Table: Witch Blade. A 

witch blade cannot learn spells from another athame.  

An athame has an equivalent Intelligence score as a familiar of a witch equal to the witch blade’s level, and starts with Common as its language. As its intelligence 

increases, it gains bonus languages as normal. The primary purpose of the athame’s sentience is to allow communion between the witch blade and his athame. The 
athame also has the Alertness, empathic link, store spells, deliver touch spells, speak with master, and the speak with animals of its kind special abilities, though this 

only applies to other sentient weapons. It does not have the natural armor adjustment, spell resistance, or the scry on familiar abilities.  

A witch blade can add magic abilities to his athame bond weapon as if he has the required Item Creation Feats and if he meets the level prerequisites of the feat. For 
example, a witch blade with a bonded longsword must be at least 5th level to add magic abilities to the longsword (see Craft Magic Arms and Armor feat). The magic 

properties of an athame bond weapon, including any magic abilities added to the weapon, only function for the witch blade who owns it. If an athame bond weapon’s 

owner dies, or the weapon is replaced, the weapon reverts to being an ordinary masterwork weapon of the appropriate type. 
If an athame is damaged, it is restored to full hit points the next time the witch blade rests for 8 hours or to prepares his spells. If the athame is lost or destroyed, it 

can be replaced after 1 week in a special ritual that costs 500 gp per witch blade level plus the cost of the masterwork item. This ritual takes 8 hours to complete. 

Weapons replaced in this way do not possess any of the additional enchantments of the previous athame. A witch blade can designate an existing magic weapon as his 
athame. This functions in the same way as replacing a lost or destroyed item except that the new magic weapon retains its abilities while gaining the benefits and 

drawbacks of becoming an athame. This ability and patron replace the bonus feat gained at 1st level. 

Patron Spells: At 1st level, a witch blade gains the witch’s patron ability and must select a patron. He adds his patron spells to his spell list as shown on Table: 
Witch Blade.  

Battle Tactics (Su): Starting at 2nd level, a witch blade can, as an immediate action, gain a +1 competence bonus to a single combat maneuver, gain a +1 deflection 

bonus to his Armor Class, or increase the save DC of a single hex until the end of his next turn by 1. This bonus increases by +1 every four levels beyond 2nd level. The 

witch blade can use this ability a number of times per day equal to 3 + his Intelligence modifier. This ability replaces bravery. 

Bonus Feats: This is exactly like the fighter ability of the same name, except that the witch blade gains a bonus feat at 2nd level and at 4th level and every four 

levels thereafter. In addition, a witch blade may select the Extra Hex feat, or a Metamagic or Item Creation feat that he qualifies for in place of a bonus feat. 
Hex: At 3rd level, the witch blade gains the witch’s hex ability and can choose a hex at 3rd level and every four levels thereafter. This ability replaces armor training 

and armor mastery. 

Spellcasting: Beginning at 4th level, a witch blade gains the ability to cast a small number of arcane spells, which are drawn from the witch spell list, and adds detect 
magic, read magic, and stabilize to his list of 1st–level witch spells. Only witch spells of 4th level and lower are considered to be part of the witch blade’s spell list. A 

witch blade must choose and prepare his spells in ahead of time. 

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

Like other spellcasters, a witch blade can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table: Witch 
blade. In addition, he receives bonus spells per day if he has a high Intelligence score. When Table: Witch Blade indicates that the witch blade gets 0 spells per day of a 

given spell level, he gains only the bonus spells he would be entitled to based on his Intelligence score for that spell level. 

A witch blade may know any number of spells. He must choose and prepare his spells ahead of time by getting 8 hours of sleep and spending 1 hour communing 
with his athame. While communing, the witch decides which spells to prepare. 

Athame: At 4th level, a witch blade's athame begins by storing three 1st level spells of the witch blade's choice. The witch blade also selects a number of additional 

1st-level spells equal to his Intelligence modifier to store in his athame. Every witch blade level beyond 4th. he adds two new spells of any spell level or levels that he 
can cast (based on his new witch blade level) to his athame. A witch blade can also add additional spells to his athame through a special ritual. 

Athame Training (Su): This is exactly like the fighter’s weapon training ability, except that the bonuses only apply when wielding his athame bond weapon.  

Major Hex: At 11th level, whenever the witch blade could choose a hex, he can choose a major hex instead.  
Athame Mastery (Su): At 20th level, any attacks made with the witch blade’s athame bond weapon automatically confirms all critical threats and has its damage 

multiplier increased by 1 (×2 becomes ×3, for example). In addition, the witch blade make a singel attack against a target at his highest attack bonus as a standard 

action. If the attack hits, the target takes damage normally and must make a Will save (DC 10 + 1/2 the witch blade’s level + the witch blade’s Intelligence modifier). If 
the save fails, the target takes 2d6 points of temporary ability damage to his Strength and gains the exhausted condition. A successful Will save negates half this damage 

and the exhausted effect is reduced to fatigued. Once a creature has been the target of the athame mastery’s secondary effect, regardless of whether or not the save is 

made, that creature is immune to that witch blade’s athame mastery for 24 hours. Creatures that are immune to ability damage or fatigue are also immune to this ability. 
This ability replaces weapon mastery. 

 

HEX  
Maligned Eye (Su): As a standard action, the witch can afflict one target within 30 feet, causing it to take a –2 penalty on all saving throws against the witch’s spells. 

The effect lasts for 1 round for every 2 levels the witch possesses, or until the target hits the witch with an attack.  

 

 

Table: Witch Blade 
 Base  
Class Attack Fort Ref Will    Spells per Day 



Level Bonus Save Save Save Special  1st 2nd 3rd 4th 
1st  +1  +2  +0  +2  Athame bond, patron  —  —  —  — 
2nd  +2  +3  +0  +3  Battle tactics +1, bonus feat  —  —  —  — 
3rd  +3  +3  +1  +3  Hex  —  —  —  — 
4th  +4  +4  +1  +4  Bonus feat   0  —  —  — 
5th  +5  +4  +1  +4  Athame training 1, patron spell   1  —  —  — 
6th  +6/+1  +5  +2  +5  Battle tactics +2   1  —  —  — 
7th  +7/+2  +5  +2  +5  Hex   1   0  —  — 
8th  +8/+3  +6  +2  +6  Bonus feat, patron spell   1   1  —  — 
9th  +9/+4  +6  +3  +6  Athame training 2   2   1  —  — 
10th  +10/+5  +7  +3  +7  Battle tactics +3   2   1   0  — 
11th  +11/+6/+1  +7  +3  +7  Hex, major hex, patron spell   2   1   1  — 
12th  +12/+7/+2  +8  +4  +8  Bonus feat   2   2   1  — 
13th  +13/+8/+3  +8  +4  +8  Athame training 3   3   2   1   0 
14th  +14/+9/+4  +9  +4  +9  Battle tactics +4, patron spell   3   2   1   1 
15th  +15/+10/+5 +9  +5  +9  Hex   3   2   2   1 
16th  +16/+11/+6/+1  +10  +5  +10  Bonus feat   3   3   2   1 
17th  +17/+12/+7/+2  +10  +5  +10  Athame training 4   4   3   2   1 
18th  +18/+13/+8/+3  +11  +6  +11  Battle tactics +5   4   3   2   2 
19th  +19/+14/+9/+4  +11  +6  +11  Hex   4   3   3   2 
20th  +20/+15/+10/+5  +12  +6  +12  Athame mastery, bonus feat   4   4   3   3 
 
Bonus feat (1) = Athame bond (permanent) + patron 
Bravery = Battle tactics 
Bonus feats (6/10/14/18) = Spellcasting 
Armor training/armor mastery  = Hex 
Weapon training = Athame training 
Weapon mastery = Athame mastery 
 

Table: Fighter 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +1  +2  +0  +0  Athame bond, patron 
2nd  +2  +3  +0  +0  Battle tactics +1, bonus feat 
3rd  +3  +3  +1  +1 Hex 
4th  +4  +4  +1  +1 Bonus feat 
5th  +5  +4  +1  +1 Athame training 1 
6th  +6/+1  +5  +2  +2 Battle tactics +2, patron spell 
7th  +7/+2  +5  +2  +2 Hex 
8th  +8/+3  +6  +2  +2 Bonus feat 
9th  +9/+4  +6  +3  +3 Athame training 2, patron spell 
10th  +10/+5  +7  +3  +3 Battle tactics +3 
11th  +11/+6/+1  +7  +3  +3 Hex, major hex 
12th  +12/+7/+2  +8  +4  +4 Bonus feat, patron spell 
13th  +13/+8/+3  +8  +4  +4 Athame training 3 
14th  +14/+9/+4  +9  +4  +4 Battle tactics +4 
15th  +15/+10/+5  +9  +5  +5 Hex, patron spell 
16th  +16/+11/+6/+1  +10  +5  +5 Bonus feat 
17th  +17/+12/+7/+2  +10  +5  +5 Athame training 4 
18th  +18/+13/+8/+3 +11  +6  +6 Battle tactics +5 
19th  +19/+14/+9/+4 +11  +6  +6 Hex 
20th  +20/+15/+10/+5  +12  +6  +6 Athame mastery, bonus feat 
 
 

 

Free = Patron/Patron spells 

Bonus feats (1) = Athame Bond 
Bonus feats (6, 10, 14, 18) = hexes 

Bravery = Battle tactics 

Armor training & armor mastery = Hex, major hex 
Weapon training = Athame 

Weapon mastery = Athame mastery  

 
 

 

Table: Bonded Blade 
Master  Natural 
Class Level  Armor Adj.  Intelligence Special 
1st-2nd  +1  6  Alertness, empathic link, improved evasion, share spells 
3rd-4th  +2  7  Deliver touch spells 
5th-6th +3  8  Speak with master 
7th-8th  +4  9  Speak with animals of its kind 
9th-10th  +5  10  — 
11th-12th  +6  11  Spell resistance 
13th-14th  +7  12  Scry on familiar 
15th-16th  +8  13  — 



17th-18th  +9  14  — 
19th-20th  +10  15  — 

 

 

WITCH BLADE 
Warriors rely on their sword arm to solve whatever conflict they may face, though there are some who have been gifted with a keen mind and propensity for greater 

learning. These knowledgeable warriors can often be found serving as councilors of war, tacticians, even battle mages, in an attempt to nurture their malnourished 

intellectual capacities. However, even among these, there are those with a predisposition for what is seen as the forbidden arts–the powers of soothsaying, foretelling, 
and witchcraft. Viewed as pariahs among their peers, these witch blades give their life in service to fell powers in the service of a great witch and her coven. Witch 

blades offer their loyalty to a particular patron, sacrificing a portion of his martial training. In turn, they gain mystical powers that allow them to cast a small number of 

spells and enhance their prowess in battle. It is only a warrior with nothing to lose, or one with a powerful sense of self that seeks the path of a witch blade, for it brands 
them ever after as a pariah, an outcast of normal society.  

Primary Class: Fighter. 

Secondary Class: Witch.  
Hit Dice: d8.  

Bonus Skills and Ranks: The witch blade may select three witch skills to add to his class skills in addition to the normal fighter class skills. The witch blade gains a 

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

shields).  

Blade Bond (Sp): At 1st level, a witch blade forms a close bond with his weapon instead of a familiar. This bonded weapon is semi-sentient and functions like a 
witch’s familiar, serving as a vessel for the witch blade’s eldritch arcanum spells and a conduit for communication with his patron. Just as a witch must commune with 

his familiar to learn her spells, a witch blade must commune with his bonded weapon. The bonded weapon stores all of his eldritch arcanum spells that the witch blade 

knows and cannot cast any spell that is not stored within it. If a witch blade fails to commune with his bonded weapon, he may not cast any spells until he has done so. 

A witch blade starts with only his eldritch arcanum spells (see Eldritch Arcanum), and adds his patron spells at the indicated level, as shown on Table: Witch Blade. A 

witch blade cannot learn spells from another bonded weapon.  

A bonded weapon has equivalent Intelligence score as familiar of a witch equal to the witch blade’s level, and starts with Common as its language. As its intelligence 
increases, it gains bonus languages as normal. The primary purpose of the weapon’s sentience is to allow communion between the witch blade and his weapon. The 

bonded weapon also has the Alertness, empathic link, store spells, deliver touch spells, speak with master, and the speak with animals of its kind special abilities, 

though this only applies to other sentient weapons. It does not have the natural armor adjustment, spell resistance, or the scry on familiar abilities.  
If a bonded weapon is damaged, it is restored to full hit points the next time the witch blade prepares his spells. If the bonded weapon is lost or destroyed, it can be 

replaced after 1 week in a special ritual that costs 500 gp per witch blade level plus the cost of the masterwork item. This ritual takes 8 hours to complete. Weapons 

replaced in this way do not possess any of the additional enchantments of the previous bonded weapon. A witch blade can designate an existing magic weapon as his 
bonded weapon. This functions in the same way as replacing a lost or destroyed item except that the new magic weapon retains its abilities while gaining the benefits 

and drawbacks of becoming a bonded weapon. This ability and athame replace bonus feat gained at 1st level and weapon training. 

Eldritch Arcanum (Sp): Beginning at 1st level, a witch blade can cast a small number of arcane spells as a spell-like ability. A witch blade’s selection of eldritch 
arcanum spells is limited to those from the witches spell list, and his patron spells. A witch blade casts arcane spells drawn from his eldritch arcanum spells, with a 

caster level equal to his witch blade level. To cast a spell, a witch blade must have an Intelligence score equal to at least 10 + the spell level. The save DC against a 

witch blade’s spell is 10 + the spell level + the witch blade’s Intelligence modifier. A witch blade gains no bonus spells per day for a high Intelligence score. 
At 1st level, a witch blade gains one spell slot with which to cast his 1st–level eldritch arcanum spells. Each day, a witch blade can cast one of the spells from his 

eldritch arcanum in that slot. At 5th level and every four levels thereafter, the witch blade gains one spell slot with which to cast each subsequent level of spells, up to 

his 5th-level arcanum at 17th level. 

A witch blade’s selection of eldritch arcanum spells is extremely limited. At 1st level, a witch blade may select one 1st–level spell from the witch’s spell list as his 

1st–level arcanum, and adds detect magic, read magic, and stabilize to his list of 1st–level arcanum. At 5th level, a witch blade may select one 2nd–level spell from the 

witch’s spell list as his 2nd–level arcanum. At 9th level, a witch blade may select one 3rd–level spell from the witch’s spell list as his 3rd level arcanum. At 13th level, a 
witch blade may select one 4th–level spell from the witch’s spell list as his 4th level arcanum. At 17th level, a witch blade may select one 5th–level spell from the 

witch’s spell list as his 5th level arcanum. 

Upon reaching 5th level, and at every level he gains his next level of eldritch arcanum spells (9th, 13th, and 17th level), a witch blade can choose to learn a new 
witch spell in place of an eldritch arcanum spell already stored in his bonded weapon. In effect, the witch blade 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. A witch blade may swap only a single spell at any given level, and must choose whether or not to 

swap the spell at the same time that he gains new eldritch arcanum spells for the level. 
In addition, a witch blade of 13th level or higher gains one additional spell slot of 1st to 3rd level, allowing him to cast two spells of those levels per day. This ability 

replaces armor training and armor mastery.  
Patron: At 1st level, a witch blade gains the witch’s patron ability and must select a patron, and adds his patron spells to his list of eldritch arcanum as shown on 

Table: Witch Blade.  

Hex: At 2nd level, the witch blade gains the witch’s hex ability and can choose a hex at 2nd level and every four levels thereafter. At 10th level, whenever the witch 
blade could choose a hex, he can choose a major hex instead. This ability replaces bonus feats gained at 2nd, 6th, 10th, 14th, and 18th level. 

Bonus Feats: This is exactly like the fighter ability of the same name, except that the witch blade gains a bonus feat at 3rd level and every four levels thereafter. In 

addition, a witch blade may select the Extra Hex feat, or a Metamagic or Item Creation feat that he qualifies for in place of a bonus feat. 
Athame (Su): Starting at 4th level, the witch blade’s bonded weapon becomes imbued with eldritch energy through the power of his patron and is thereafter 

considered a +1 weapon (+1 enhancement bonus on attack and damage rolls). For every four levels beyond 4th, the weapon gains another +1 enhancement bonus, up to 

+4 at 16th level. These bonuses can be added to the bonded weapon, stacking with existing weapon bonuses to a maximum of +5. These bonuses apply to only one end 
of a double weapon. The bonded weapon imparts no bonuses if the weapon is held by anyone other than the witch blade but resumes giving bonuses if returned to the 

witch blade. A witch blade cannot have more than one bonded weapon at a time.  

A witch blade can add additional magic abilities to his bonded weapon as if he has the required Item Creation Feats and if he meets the level prerequisites of the feat. 
For example, a witch blade with a bonded longsword must be at least 5th level to add magic abilities to the longsword (see Craft Magic Arms and Armor feat). The 

magic properties of a bonded weapon, including any magic abilities added to the weapon, only function for the witch blade who owns it. If a bonded weapon’s owner 

dies, or the weapon is replaced, the weapon reverts to being an ordinary masterwork weapon of the appropriate type. 
Athame Tactics (Su): Starting at 6th level, a witch blade can, as an immediate action, sacrifice the enhancement bonus from his bonded weapon to gain a tactical 

advantage. The witch blade can sacrifice 1 point of enhancement bonus to gain a +1 competence bonus to a single combat maneuver, gain a +1 deflection bonus to his 

Armor Class, or increase the save DC of a single hex until the end of his next turn by 1. The witch blade can sacrifice any portion of his enhancement bonus up to a 
maximum of +5. This ability replaces bravery. 

Athame Mastery (Ex): At 20th level, the enhancement bonus of the witch blade’s bonded weapon increases to +5, and gains a +4 bonus to rolls to confirm a critical 

hit with that weapon. In addition, a witch blade can, as a standard action, make a single attack at his highest full attack bonus. If the attack hits, the target takes damage 
normally and must make a Will save (DC 10 + 1/2 the witch blade’s level + the witch blade’s Intelligence modifier). If the save fails, the target takes 2d6 points of 

temporary ability damage to his Strength and gains the fatigued condition. A successful Will save negates half this damage and the fatigue effect. Once a creature has 

been the target of athame mastery, regardless of whether or not the save is made, that creature is immune to that witch blade’s athame mastery for 24 hours. Creatures 
that are immune to ability damage or fatigue are also immune to this ability. This ability replaces weapon mastery. 



 

HEX  
Maligned Eye (Su): As a standard action, the witch can afflict one target within 30 feet, causing it to take a –2 penalty on all saving throws against the witch’s spells. 

The effect lasts for 1 round for every 2 levels the witch possesses, or until the target hits the witch with an attack.  

 

 

Table: Witch Blade 
 Base  
Class Attack Fort Ref Will 
Level Bonus Save Save Save Special  
1st  +0  +2  +0  +2  Blade bond, eldritch arcanum (1st), patron 
2nd  +1  +3  +0  +3  Hex, patron spell 
3rd  +2  +3  +1  +3 Bonus feat 
4th  +3  +4  +1  +4 Athame 1 
5th  +3  +4  +1  +4 Eldritch arcanum (2nd) 
6th  +4  +5  +2  +5 Athame tactics, hex, patron spell 
7th  +5  +5  +2  +5 Bonus feat  
8th  +6/+1  +6  +2  +6 Athame 2 
9th  +6/+1  +6  +3  +6 Eldritch arcanum (3rd) 
10th  +7/+2  +7  +3  +7 Hex, major hex, patron spell 
11th  +8/+3  +7  +3  +7 Bonus feat 
12th  +9/+4  +8  +4  +8 Athame 3 
13th  +9/+4  +8  +4  +8 Eldritch arcanum (4th) 
14th  +10/+5  +9  +4  +9 Hex, patron spell 
15th  +11/+6/+1  +9  +5  +9 Bonus feat  
16th  +12/+7/+1  +10  +5  +10 Athame 4 
17th  +12/+7/+2  +10  +5  +10 Eldritch arcanum (5th) 
18th  +13/+8/+3 +11  +6  +11 Hex, patron spell 
19th  +14/+9/+4 +11  +6  +11 Bonus feat 
20th  +15/+10/+5  +12  +6  +12 Athame mastery  

 

 

Blade Bond (Sp): At 1st level, a witch blade forms a close bond with his weapon instead of a familiar. This bonded weapon functions like a familiar and serves as a 
vessel for the witch blade’s eldritch arcanum spells and a conduit for communication with his patron. Just as a witch must commune with his familiar to learn her spells, 

a witch blade must commune with his bonded weapon. The bonded weapon stores all of his eldritch arcanum spells that the witch blade knows and cannot cast any spell 

that is not stored within it. If a witch blade fails to commune with his bonded weapon, he may not cast any spells until he has done so.  
A witch blade starts with only his eldritch arcanum spells (see Eldritch Arcanum), and adds his patron spells at the indicated level, as shown on Table: Witch Blade. 

A witch blade cannot learn spells from another bonded weapon. This ability replaces bonus feat gained at 1st level. 

 

Eldritch Arcanum: A witch blade casts arcane spells drawn from his eldritch arcanum spells, with a caster level equal to his witch blade level. To cast a spell, a 

witch blade must have an Intelligence score equal to at least 10 + the spell level. The save DC against a witch blade’s spell is 10 + the spell level + the witch blade’s 

Intelligence modifier. A witch blade gains no bonus spells per day for a high Intelligence score. 
A witch blade’s selection of eldritch arcanum spells is extremely limited. At 1st level, a witch blade knows a limited number of cantrips or 0-level spells, and are cast 

like any other witch blade spell. He can prepare a number of cantrips per day equal to equal to 3 + the witch blade’s Intelligence modifier. At 3rd level, the witch blade 

can cast 1st-level eldritch arcanum spells and each subsequent level of spells every four levels thereafter, up to a maximum of 5th-level spells at 19th level.  
A witch blade of 1st level or higher gains detect magic, read magic, and stabilize as his eldritch arcanum cantrips. A witch blade also gains one eldritch arcanum 

spell slot for each level of eldritch arcanum spell he can cast, from 1st on up. Each day, a witch blade can cast one of the spells from his eldritch arcanum in that slot. At 

3rd level, a witch blade may select one 1st–level spell the witch’s spell list as his 1st–level arcanum. At 7th level, a witch blade may select one 2nd–level spell from the 
witch’s spell list as his 2nd–level arcanum. At 9th level, a witch blade may select one 3rd–level spell from the witch’s spell list as his 3rd level arcanum. At 13th level, a 

witch blade may select one 4th–level spell from the witch’s spell list as his 4th level arcanum. At 17th level, a witch blade may select one 5th–level spell from the 

witch’s spell list as his 5th level arcanum. 
Upon reaching 7th level, and at every level he gains his next level of eldritch arcanum spells (11th, 15th, and 19th level), a witch blade can choose to learn a new 

witch spell in place of an eldritch arcanum spell already stored in his bonded weapon. In effect, the witch blade 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. A witch blade may swap only a single spell at any given level, and must choose whether or not to 
swap the spell at the same time that he gains new eldritch arcanum spells for the level. 

In addition, a witch blade of 12th level or higher gains one additional spell slot of 1st to 3rd level, allowing him to cast two spells of those levels per day. This ability 

replaces armor training and armor mastery.  

 

Eldritch Arcanum: A witch blade casts arcane spells drawn from his eldritch arcanum spells, with a caster level equal to his witch blade level. To cast a spell, a 

witch blade must have an Intelligence score equal to at least 10 + the spell level. The save DC against a witch blade’s spell is 10 + the spell level + the witch blade’s 

Intelligence modifier. A witch blade gains no additional spells per day for a high Intelligence score. 

A witch blade’s selection of eldritch arcanum spells is extremely limited. At 1st level, a witch blade knows a limited number of cantrips or 0-level spells, and are cast 
like any other witch blade spell. He can prepare a number of cantrips per day equal to equal to 3 + the witch blade’s Intelligence modifier. At 3rd level, the witch blade 

can cast 1st-level eldritch arcanum spells and each subsequent level of spells every four levels thereafter, up to a maximum of 5th-level spells at 19th level.  

A witch blade of 1st level or higher gains detect magic, read magic, and stabilize as his eldritch arcanum cantrips. A witch blade also gains one eldritch arcanum 
spell slot for each level of eldritch arcanum spell he can cast, from 1st on up. Each day, a witch blade can cast one of the spells from his eldritch arcanum in that slot. At 

3rd level, a witch blade may select one 1st–level spell the witch’s spell list as his 1st–level arcanum. At 7th level, a witch blade may select one 2nd–level spell from the 

witch’s spell list as his 2nd–level arcanum. At 9th level, a witch blade may select one 3rd–level spell from the witch’s spell list as his 3rd level arcanum. At 13th level, a 
witch blade may select one 4th–level spell from the witch’s spell list as his 4th level arcanum. At 17th level, a witch blade may select one 5th–level spell from the 

witch’s spell list as his 5th level arcanum. 

Upon reaching 7th level, and at every level he gains his next level of eldritch arcanum spells (11th, 15th, and 19th level), a witch blade can choose to learn a new 
witch spell in place of an eldritch arcanum spell already stored in his bonded weapon. In effect, the witch blade 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. A witch blade may swap only a single spell at any given level, and must choose whether or not to 

swap the spell at the same time that he gains new eldritch arcanum spells for the level. 
In addition, a witch blade of 12th level or higher gains one additional spell slot of 1st to 3rd level, allowing him to cast two spells of those levels per day. This ability 

replaces armor training and armor mastery.  



Patron: At 1st level, a witch blade gains the witch’s patron ability and must select a patron, and adds his patron spells to his list of eldritch arcanum as shown on 

Table: Witch Blade.  
Bonus Feats: This is exactly like the fighter ability of the same name, except that the witch blade gains a bonus feat at 2nd level and every four levels thereafter. In 

addition, a witch blade may select the Extra Hex feat, or a Metamagic or Item Creation feat that he qualifies for in place of a bonus feat. 

Hex: At 4th level, the witch blade gains the witch’s hex ability and can choose a hex at 4th level and every four levels thereafter. At 12th level, whenever the witch 

blade could choose a hex, he can choose a major hex instead. This ability replaces bonus feats gained at 4th, 8th, 12th, 16th, and 20th level. 

Athame (Su): Starting at 5th level, the witch blade’s bonded weapon becomes imbued with eldritch energy through the power of his patron and is thereafter 

considered a +1 weapon (+1 enhancement bonus on attack and damage rolls). For every four levels beyond 5th, the weapon gains another +1 enhancement bonus, up to 
+4 at 17th level. These bonuses can be added to the bonded weapon, stacking with existing weapon bonuses to a maximum of +5. These bonuses apply to only one end 

of a double weapon. The bonded weapon imparts no bonuses if the weapon is held by anyone other than the witch blade but resumes giving bonuses if returned to the 

witch blade. A witch blade cannot have more than one bonded weapon at a time.  
A witch blade can add additional magic abilities to his bonded weapon as if he has the required Item Creation Feats and if he meets the level prerequisites of the feat. 

For example, a witch blade with a bonded longsword must be at least 5th level to add magic abilities to the longsword (see Craft Magic Arms and Armor feat). The 

magic properties of a bonded weapon, including any magic abilities added to the weapon, only function for the witch blade who owns it. If a bonded weapon’s owner 
dies, or the weapon is replaced, the weapon reverts to being an ordinary masterwork weapon of the appropriate type. 

If a bonded weapon is damaged, it is restored to full hit points the next time the witch blade prepares his spells. If the bonded weapon is lost or destroyed, it can be 

replaced after 1 week in a special ritual that costs 500 gp per witch blade level plus the cost of the masterwork item. This ritual takes 8 hours to complete. Weapons 
replaced in this way do not possess any of the additional enchantments of the previous bonded weapon. A witch blade can designate an existing magic weapon as his 

bonded weapon. This functions in the same way as replacing a lost or destroyed item except that the new magic weapon retains its abilities while gaining the benefits 

and drawbacks of becoming a bonded weapon. This ability replaces weapon training. 
Athame Tactics (Su): Starting at 6th level, a witch blade can, as an immediate action, sacrifice the enhancement bonus from his bonded weapon to gain a tactical 

advantage. The witch blade can sacrifice 1 point of enhancement bonus to gain a +1 competence bonus to a single combat maneuver, gain a +1 deflection bonus to his 

Armor Class, or increase the save DC of a single hex until the end of his next turn by 1. The witch blade can sacrifice any portion of his enhancement bonus up to a 

maximum of +5. This ability replaces bravery. 

Athame Mastery (Ex): At 20th level, the enhancement bonus of the witch blade’s bonded weapon increases to +5, and gains a +4 bonus to rolls to confirm a critical 

hit with that weapon. In addition, a witch blade can, as a standard action, make a single attack at his highest full attack bonus. If the attack hits, the target takes damage 
normally and must make a Will save (DC 10 + 1/2 the witch blade’s level + the witch blade’s Intelligence modifier). If the save fails, the target takes 2d6 points of 

temporary ability damage to his Strength and gains the fatigued condition. A successful Will save negates half this damage and the fatigue effect. Once a creature has 
been the target of athame mastery, regardless of whether or not the save is made, that creature is immune to that witch blade’s athame mastery for 24 hours. Creatures 

that are immune to ability damage or fatigue are also immune to this ability. This ability replaces weapon mastery. 

 

HEX  
Maligned Eye (Su): As a standard action, the witch can afflict one target within 30 feet, causing it to take a –2 penalty on all saving throws against the witch’s spells. 

The effect lasts for 1 round for every 2 levels the witch possesses, or until the target hits the witch with an attack.  

  



WUSHU WARRIOR 

The wushu warrior is foremost a well trained and disciplined warrior. But due to an obsessive desire to hone both body and mind, the wushu warrior has garnered the 
secrets of unarmed combat taught by ancient monastic orders. A wushu warrior’s tenacity is unparalleled, and when combined with increased speed, unarmed combat 

training, and the martial training of a samurai, he becomes a versatile and formidable foe. He relies on his ability to challenge others to draw his enemies close, and then 

unleashes a torrent of unarmed blows to subdue or crush them. There are few who follow the path of the wushu warrior, for it is a difficult and arduous process. But 

those who choose to do so find they can focus their training on aspects most suited to them, whether the body, mind, or inner energies that give life to all things. 

Primary Class: Samurai. 

Secondary Class: Monk. 
Alignment: Any lawful. 

Hit Dice: d8. 

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

Weapon and Armor Proficiency: The wushu warrior is proficient with all simple and monk weapons, plus the katana, naginata, and wakizashi. The wushu warrior 

is proficient with light armor, but not with shields. When wearing medium or heavy armor, using a shield, or carrying a heavy load, a wushu warrior loses his fast 
movement and flurry of blows abilities. (†Ultimate Combat; also see the same book for additional monk weapons) 

Order: The Order of the Five Flowers, Order of the Four Winds, and Order of the Sacred Temple complement the wushu warrior multiclass archetype.  

Unarmed Strike: At 2nd level, a wushu warrior gains the monk’s unarmed strike ability, and uses the damage progression shown on Table: Wushu Warrior. This 
ability replaces mounted archer.  

Fast Movement (Ex): At 3rd level, a wushu warrior’s land speed is faster than the norm for his race by +10 feet. This benefit applies only when he is wearing no 

armor or light armor, and not carrying a heavy load. Apply this bonus before modifying the wushu warrior’s speed because of any load carried or armor worn. This 
bonus stacks with any other bonuses to the wushu warrior’s land speed. This ability replaces weapons expertise.  

Bonus Feats: Whenever the wushu warrior could select a bonus feat, he can select a bonus feat from those listed in the monk class or a style feat of his choice 

instead of a combat feat. 

Flurry of Blows (Ex): Starting at 4th level, the wushu warrior gains the monk’s flurry of blows ability, allowing him to make one additional attack using any 

combination of unarmed strikes or attacks with a special monk weapon 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, his attack bonus with is equal to his normal base attack bonus –3. This ability otherwise functions as the monk ability of the same 
name. This ability replaces mount. 

At 11th level, the wushu warrior can make two additional attacks when he uses flurry of blows, as if using Improved Two-Weapon Fighting (even if he does not meet 

the prerequisites for the feat). 
At 18th level, the wushu warrior can make three additional attacks using flurry of blows, as if using Greater Two-Weapon Fighting (even if he does not meet the 

prerequisites for the feat). 

Limbs of Iron (Ex): At 9th level, a wushu warrior’s arms become as tough as iron and can be used to deflect blows with an active defense. If the wushu warrior 
starts and ends his turn in the same space, he gains a +2 shield bonus to AC and CMD until the start of his next turn. If he has a ki pool (from his order or another 

source), he can spend 1 ki point to increase this bonus to +4, as a swift action. This ability replaces greater resolve. 

Mighty Strikes (Ex): At 11th level, a wushu warrior’s multiple weapon attacks become more deadly. The wushu warrior doubles the threat range of any weapons 
wielded as part of his flurry of blows. This increase does not stack with other effects that increase the threat range of the weapon. In addition, if the wushu warrior 

makes a successful unarmed strike during a flurry of blows, he can make a free bull rush, disarm, sunder, or trip combat maneuver as part of his full attack action. This 

free combat maneuver does not provoke an attack of opportunity. This ability replaces honorable stand. 
Uncanny Initiative (Ex): At 17th level, a wushu warrior does not need to roll for initiative. He always treats his initiative roll as if it resulted in any number of his 

choosing (from 1 to 20). This ability replaces true resolve. 

Last Strike (Su): At 20th level, a wushu warrior can make a perfect strike. He can, as a standard action, make a single unarmed or melee attack against the target of 

his challenge at his full attack bonus. He gains a +20 insight bonus to this attack roll and is not affected by the miss chance that applies to attackers trying to strike 

a concealed target (as the true strike spell). If the attack hits, the target takes triple damage. If the attack scores a critical hit, the damage is multiplied as normal. A 

wushu warrior can use this ability once per day against each target of his challenge, but not against the same creature more than once in a 24-hour period. In addition, 
while the challenge is in effect, the wushu warrior gains damage reduction 10/chaotic, which allows him to ignore the first 10 points of damage from any attack made 

by a nonchaotic weapon or by any natural attack made by a creature that doesn't have similar damage reduction. This ability replaces last stand. 

 
 

MONASTIC ORDERS 
The following orders are monastic-based, and the most common orders chosen by wushu warriors. Members of these orders are not necessarily bound together, but 

some organizations do exist that are comprised of wushu warriors that all belong to one specific order.  
 

Order of the Five Flowers 
A cavalier who belongs to the order of the five flowers has dedicated himself to meditation and training in the ancient arts of unarmed combat. Cavaliers of this order 

seek peace and serenity within, oneness with the inner being, and establish mental barriers against controlling influences. This order complements the wushu warrior 
multiclass archetype and is among those most commonly chosen by them. 

Edicts: The cavalier must be of lawful alignment, adhere to the strictures of his monastic training, exercise strong mental discipline, control and manipulate the 

energies within known as ki, and resist the influence of others who oppose their morality.  
Challenge: Whenever an order of the five flowers cavalier issues a challenge, he receives a +1 morale bonus to his Armor Class against attacks made against him by 

the target of his challenge. This bonus lasts for 1 minute. The bonus increases by +1 for every four levels the cavalier possesses. Furthermore, the cavalier gains a +2 

morale bonus on opposing Perception and Sense Motive checks against the target of his challenge.  
Skills: An order of the five flowers cavalier adds Knowledge (religion) (Int) and Perception (Ws) to his list of class skills. An order of the five flowers cavalier can 

make Sense Motive skill checks untrained. If he has ranks in these skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum +1).  

Order Abilities: A cavalier belonging to the order of the five flowers gains the following abilities as he increases in level. 
Still Mind (Ex): At 2nd level, the cavalier gains a +1 bonus on saving throws against enchantment spells and effects, and an additional +1 bonus every four level 

thereafter, to a maximum of +5 at 18th level.  
Ki Pool (Su): At 8th level, the cavalier a pool of ki points, supernatural energy he can use to accomplish amazing feats. The number of points in the cavalier’s ki pool 

is equal to 1/4 his level + his Wisdom modifier (or 1/2 his level + his Wisdom modifier if he has levels in monk). As long as he has at least 1 point in his ki pool, and 

the unarmed strike feat (including the monk’s unarmed strike ability), he can make a ki strike. At 8th level, ki strike allows his unarmed attacks to be treated as magic 
weapons for the purpose of overcoming damage reduction. Ki strike improves with the character's monk level. At 12th level, his unarmed attacks are also treated as 

lawful weapons for the purpose of overcoming damage reduction. At 18th level, his unarmed attacks are treated as adamantine weapons for the purpose of overcoming 

damage reduction and bypassing hardness.  
If the cavalier has the flurry of blows monk ability, by spending 1 point from his ki pool, he can make one additional attack at his highest attack bonus when making 

a flurry of blows attack. In addition, he can spend 1 point to increase his speed by 20 feet for 1 round. Finally, the cavalier can spend 1 point from his ki pool to give 

himself a +4 dodge bonus to AC for 1 round. 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. If the cavalier does not have the Improved 

Unarmed Strike feat or the monk’s unarmed strike ability, this ability has no effect.  



Quivering Palm (Su): At 15th level, by spending 4 points from his ki pool, the cavalier can set up vibrations within the body of another creature that can thereafter be 

fatal if the cavalier so desires. He can use this quivering palm attack once per day, and he must announce his intent before making his unarmed attack roll. Creatures 
immune to critical hits cannot be affected. Otherwise, if the cavalier strikes successfully and the target takes damage from the blow, the quivering palm attack succeeds. 

Thereafter, the cavalier can try to slay the victim at any later time, as long as the attempt is made within a number of days equal to 1/2 his cavalier level. To make such 

an attempt, the cavalier merely wills the target to die (a free action), and unless the target makes a Fortitude saving throw (DC 10 + 1/2 the cavalier's level + the 

cavalier's Wis modifier), it dies. If the saving throw is successful, the target is no longer in danger from that particular quivering palm attack, but it may still be affected 

by another one at a later time. A cavalier can have no more than 1 quivering palm in effect at one time. If a cavalier uses quivering palm while another is still in effect, 

the previous effect is negated. If the cavalier does not have the unarmed striek feat or the monk’s unarmed strike ability, this ability has no effect. 
 

Order of the Four Winds 
A cavalier who belongs to the order of the four winds has dedicated himself to meditation and training in the ancient arts of unarmed combat. Cavaliers of this order 

seek to harmonize both body and mind, obtain a symbiotic relationship with the mystic energy of the outer world, and gain subtle control over those energies which he 
can call upon in times of need. This order complements the wushu warrior multiclass archetype and is among those most commonly chosen by them. 

Edicts: The cavalier must be of lawful alignment, adhere to the strictures of his monastic training, exercise discipline of both body and mind, manipulate the external 

energies that surround him, and enhance their martial skills both in armed and unarmed combat.  
Challenge: Whenever an order of the five flowers cavalier issues a challenge, he receives a +5 feet bonus to his speed during combat against the target of his 

challenge. This bonus lasts for 1 minute. The bonus increases by +5 feet for every four levels the cavalier possesses. Furthermore, the cavalier gains a +2 morale bonus 

on Acrobatics and Stealth checks made against the target of his challenge. 
Skills: An order of the four winds cavalier adds Acrobatics (Dex) and Stealth (Dex) to his list of class skills. An order of the four winds cavalier can make Stealth 

skill checks untrained. If he has ranks in these skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum +1).  

Order Abilities: A cavalier belonging to the order of the four winds gains the following abilities as he increases in level. 
Slow Fall (Ex): At 2nd level, whenever the cavalier is within arm's reach of a wall, he can use it to slow his descent. When first gaining this ability, he takes damage 

as if the fall were 20 feet shorter than it actually is. The cavalier's ability to slow his fall (that is, to reduce the effective distance of the fall when next to a wall) 

improves by +10 feet every four cavalier levels, up to a maximum of 60 feet at 18th level. 
High Jump (Ex): At 8th level, the cavalier adds his level to all Acrobatics checks made to jump, both for vertical jumps and horizontal jumps. In addition, he always 

counts as having a running start when making jump checks using Acrobatics. At 16th level, whenever the cavalier makes an Acrobatics check to jump, he can take 10, 

even if he normally wouldn’t be able to.  
Abundant Step (Su): At 15th level, the cavalier can slip magically between spaces, as if using the spell dimension door once per day. His caster level for this effect is 

equal to his cavalier level. He cannot take other creatures with him when he uses this ability. The cavalier can use this ability twice per day at 19th level.  

 

Order of the Sacred Temple 
A cavalier who belongs to the order of the sacred temple has dedicated himself to meditation and training in the ancient arts of unarmed combat. Cavaliers of this order 

views their bodies as a temple of the divine, seek to master the body’s response to disease, injury, and the ravages of time, and perfect the concept of mind over body. 

This order complements the wushu warrior multiclass archetype and is among those most commonly chosen by them. 
Edicts: The cavalier must be of lawful alignment, adhere to the strictures of his monastic training, maintain a healthy and able body, put himself in a complete 

meditative state, and overcome his own physical form through consistent mental discipline.  

Challenge: Whenever the sacred temple cavalier issues a challenge, he gains a number of temporary hit points equal to 1/2 his cavalier level. Any temporary hit 
points disappear after a number of rounds equal to 3 + the cavalier’s Charisma modifier. Furthermore, the cavalier gains a +2 bonus on all checks based on a physical 

attribute (Strength, Constitution, or Dexterity). 

Skills: An order of the sacred temple cavalier adds Acrobatics (Dex) and Heal (Wis) to his list of class skills. An order of the sacred temple cavalier can make Heal 
skill checks untrained. If he has ranks in these skill, he receives a bonus on the check equal to 1/2 his cavalier level (minimum +1).  

Order Abilities: A cavalier belonging to the order of five flowers gains the following abilities as he increases in level. 
Purity of Body (Ex): At 2nd level, the cavalier gains immunity to all diseases, including supernatural and magical diseases. 

Wholeness of Body (Su): At 8th level, the cavalier can heal his own wounds as a standard action. Once per day, he can heal a number of hit points of damage equal to 

his cavalier level. Alternatively, the cavalier can use this ability to remove any toxins within his body as neutralize poison. At 14th level, the cavalier can use this ability 
twice per day.  

Timeless Body (Su): At 15th level, the cavalier no longer takes penalties to his ability scores for aging and cannot be magically aged. Any such penalties that he has 

already taken, however, remain in place. Age bonuses still accrue, and the monk still dies of old age when his time is up. 
 

 

Table: Wushu Warrior 
 Base  
Class Attack Fort Ref Will   Unarmed 
Level Bonus Save Save Save Special  Flurry of Blows  Damage 
1st  +1  +2 +2  +0 Challenge 1/day, order, resolve —   — 
2nd  +2  +3 +3  +0 Order ability, unarmed strike —  1d4 
3rd  +3  +3 +3  +1 Fast movement —  1d4 
4th  +4  +4 +4  +1 Challenge 2/day, flurry of blows  –1/–1  1d6 
5th  +5  +4 +4  +1 Banner +0/+0  1d6 
6th  +6/+1  +5 +5  +2 Bonus feat +1/+1/–4  1d6 
7th  +7/+2  +5 +5  +2 Challenge 3/day +2/+2/–3  1d8 
8th  +8/+3  +6 +6  +2 Order ability +3/+3/–2  1d8 
9th  +9/+4  +6 +6  +3 Limbs of iron +4/+4/–1  1d8 
10th  +10/+5  +7 +7  +3 Challenge 4/day +5/+5/+0  1d8 
11th  +11/+6/+1  +7 +7  +3 Mighty strikes +6/+6/+1/+1/–4 1d10 
12th  +12/+7/+2  +8 +8  +4 Bonus feat, demanding challenge +7/+7/+2/+2/–3 1d10 
13th  +13/+8/+3  +8 +8  +4 Challenge 5/day +8/+8/+3/+3/–2 1d10 
14th  +14/+9/+4  +9 +9  +4 Greater banner +9/+9/+4/+4/–1 1d10 
15th  +15/+10/+5  +9 +9  +5 Order ability +10/+10/+5/+5/+0  2d6 
16th  +16/+11/+6/+1  +10 +10  +5 Challenge 6/day +11/+11/+6/+6/+1/–4  2d6 
17th  +17/+12/+7/+2  +10 +10 +5 Uncanny initiative +12/+12/+7/+7/+2/–3  2d6 
18th  +18/+8/+13/+3 +11 +11 +6 Bonus feat +13/+13/+8/+8/+3/+3/–2  2d6 
19th  +19/+14/+9/+4 +11 +11 +6 Challenge 7/day +14/+14/+9/+9/+4/+4/–1  2d8 
20th  +20/+15/+10/+5  +12 +12 +6 Last strike +15/+15/+10/+10/+5/+5/+0  2d8 
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