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A Note To DungeonMasters

C a y zdawedisgautionsandcriticismsof non-Core prestigeclasses

| 6 beenexperimentingvith prestigeclassegPrCs)for yearsandyears T h e yober e
of thebestwaysto customizeyour D&D game But the Pathfinderflavor of Dungeons
andDragonshasde-emphasizethemin favor of classarchetypesndnewbase
classessol thinkt h e aptabeto addsomeinto the mix.

Now, | 6 anrecordsayingthatAll SplatBooksAre Bad! But herel amwriting one.
Whatgiveswith that,Doctor Hypocrisy? Well, let me offer my own advice:Take
thisbookwith agrainof salt. Readit overcarefully.Look for rulesyou dislike, and
outlawthemin your game

Tell your playersthatby usingthis
book,theyagreeto whatever
revisionsyou requireto fix things
you discover to beroken...
wheneveryou figure out something
is broken Whenyou realizethatthe
8thlevel Olde TymeBardin your
gameis way overpowerednd
needssomenerfing,the player

Y needgo grin andbearit T or don't

1 therulesin thefirst place!

Also, look for waysto personalize
the PrCsin thisbookfor your
campagn. Do you haveagodof
elementalair? Requirethat

| Wingchildrentithe to thatgod.Do
" you havearegionin yourworld
with afrontier-style, Westernfeel?
UsetheWandslingethere

. Finally, pleasedo offer feedback

. andsuggestion$or future editions
| of thisbook.Email meat
cayzle@cayzle.conor tweetto me

‘ 4 @cayzle And visit cayzle.confor
) -~

moreD&D goodies.

bongocomics.com}
T TaTeaN g

Turnsout PrCsare evenmoreunbalancedn Vikings& Vampires.
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The Whisperer in Kind

A Pathfindemrestigeclassfor charactersvith multiple companions

Note: Mostwhisperergeferto themselvedy thekind of creaturgheylove: snake
whispererpird whisperer catwhisperergetc

Somepeoplejusthavea way with animals.They havea naturalsenseof howto care
for them,communicatevith them,andcommandhem.Thisis notjustabondwith a
singleindividual creatureput deepempathywith anentirekind: ahorsewhisperer,
for example hasa knackfor all equinecreaturesfrom poniesandzebrago unicorns
andpegasi.

Role: Somewhisperersvork hardto serveasa bridgebetweeranimalsandpeople,
working astrainers teachersandhandlerdor domesticate@nimals suchasdogs,
horseshirdsof prey,andelephantsOthersscorncivilization, living outontheir own
with only wild animalsfor company Someseekadventureandfortunewith the help
of their mostloyal andpowerfulanimalfriends.

Alignment: Whisperersaredeeplyaboutthe creaturesheybefriend,andthatlove of
othermakesevil whisperergare.However,theycanbe of anyalignment.

= f
> ' 8

; ;
Her pocketis a GreyBag of Tricksthatonly summongats.

Hit die: d6

Page4| 80


http://paizo.com/pathfinderRPG/prd/magicItems/wondrousItems.html#bag-of-tricks

Requirements

1 Skills: Survival3 ranks,HandleAnimal 5 ranks.

1 Feats:Animal Affinity andoneteamworkfeat

1 Trait: oneof thefollowing -- Animal Friend,BeastBond, Child of Nature,Dedicated
Defender FrontierForged Loyalty acrosd.ifetimes, PerpetualComparon, Resilient,
SavageSavannaChild.

1 Spells:Ability to castsecondevel spells.

1 Special:Two companiorcreatureganimalcompaniongcohort,eidolon,or familiar) of
thesamekind (seebelow).

Table: The Whisperer in Kind

Lvl Att Fort Refx Wil | Special  Abilities

1 +0 +1 +1 +0 Empathy in Kind, Bonus Feat
2 +1 +1 +1 +1 Master Sharer

3 +1 +2 +2 +1 Teamster

4 +2 +2 +2 +1 Companions' Aid, Bonus Feat
5 +2 +3 +3 +2 Bonded Companions

6 +3 +3 +3 +2 Communion in Kind

7 +3 +4 +4 +2 True Link, Bonus Feat

8 +4 +4 +4 +3 Flexible Teamster

9 +4 +5 +5 +3 Aid in Kind

10 +5 +5 +5 +3 Resurrect  Companion, Bonus Feat

ClassFeatures

ClassSkills: Acrobatics(Dex), Climb (Str), Craft (Int), Diplomacy(Cha),Fly (Dex), Handle
Animal (Cha),Heal (Wis), Intimidate(Cha),Know (Nature)(Int), Know (GeographyyJint),
Perception{Wis), ProfessionWis), Ride (Dex), SenseMotive (Wis), Stealth(Dex), Survival
(Wis), andSwim (Str)

Skill Points per level: 4 + Int modifier

CompanionKind : Your companionsnustbe of the samekind. Possiblechoserkinds of
creaturesnclude amphibiansavians bats caninescetaceanlephantsequinesandotherodd-
toeungulatesfelines fish, lizardsandcrocs mustelids pinnipeds, rodents simians(not
includinghumans)snakesboars hippos.deerandothereventoedungulatesandursines
Dinosauramaybeallowedasa choserkind in campaignghatfeaturethem.Usuallyvermin are
excludedputa DM maymakeexceptionsf appropriateNotethata companionjncluding
eidolonsandanyotherswith evolutions,mustlook andbehavdike a creatureof thewhisperer's
choserkind, andcannothaveevolutionsout of charactefor its type.A catwhisperer'sidolon
cannothavewingsor tentaclesor the ability to burrowunderthe earth;subtledifferencessuch
astremorsenser spellresistanceareacceptableasthe DM allows.

Certainwhispererspecial abilitiesaffectcreature®f your choserkind, andthatincludesthoseof
othermonstertypes.For example adogwhisperercanusethe "empathyin kind" ability on blink
dogs(magicalbeastspandhell hounds(outsiders)Your DM will decideif thereis anyquestion
asto whethera creatures a certainkind.
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Weaponand Armor Proficiencies You gainno newproficiencyin anyarmor.You gain
proficiencywith whipsnets, and lassos

Whenyou usea whip againsta creatureof your choserkind, you inflict only nonlethaldamage
andyou ignorearmor,shield,andnaturalarmorbonusesWhenyou usea whip asatool to guide
andcommandcreature®f your choserkind, you addthe enhancemertionusof thewhip, if any,
to your handleanimalchecks.

When you use aetsor lassoand you succeed ientanging a creatureof your choserkind with
it, theneachroundmakea handleanimalcheck;if the creaturdails awill savevs your check
resultasthe DC, thenit will nottry to useStrengthto escaper breakfreethatround.

Spellcasting You don't advancen castng morespellsperdayor in castng higherlevel spells.
However,your whisperelevel doesstackwith otherclasslevelsfor casterdevel only, for classes
thatgrantacompanionA Druid 3/ Summone# / Whisperer5 hascastedevel (not spells per
day) of8 asadruid and9 asasummoner.

Also, you addseveralkpellsto your spelllists for classeghatgrantyou acompanionlf youare
aspontaneousasteralsoaddthemasbonusspellsto your list of spellsknown.Level 0: Speak
with Animals Level 1: Call Animal. Level 2: GreaterMagic Fang Level 3: CharmMonster
Level4: Baleful Polymorph Level 5: Awaken Thesespellscanonly speak/call/buff/awaken
creature®f your choserkind, andthe baleful polymorphmustchangeargetsinto creatureof
yourkind.

Companion: AdvancemenEverytime you gainalevel, startingwith level 1, you advancéwo
companionsasif youhadgainedalevelin theclassthatgrantsthecompanionlf you havemore
thantwo companionspick two to advancesachtime you level, andcarefullytrackwhich ones
you haveadvancedvertime.

If youadvancean animal companion,holy mount, oracle or cavaliermount, or other creature
using the druid classrules, thenaddoneto your effectivelevel of stackedclassedo advance
your animalcompanioron the Animal CompaniorBaseStatisticstable

A cohortthatis acreatureof your choserkind advanceperthe Leadershideat usingyour
experiencgointsandyour Leadershigscore.lf you alsouseyourwhispererability to advance
your cohort,it gainsthefollowing progressiorof powers,gainingoneeachtime alevelis
advanced:

=

ShareSpells
Decreasehe penaltyon leadershigor havingothercompaniongrom -2 to -1.

EmpathicLink

NaturalArmor Bonus+2

Evasion

Deliver TouchSpells

Decreasehe penaltyon leadershigor havingothercompaniongrom -1 to 0.
Devotion

. NaturalArmor Bonus+2

10. ImprovedEvasion

©CoNoGO~WDN
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If you advance youeidolon, then add one to yosummoner level to advaniteon theEidolon

Base Statistics tahl®o not advance any Special Abilities listed in the main sunemolass

table; the whisperer prestige class does not advance summoner powers such as shield ally,
maker's call, transposition, etc. Keep in mind that no companion can take an evolution that is
obviously at odds with the fundamental attributes of a creatiyyour chosen kind.

A familiar usesyour BAB, basesavesskill ranks,andgainshalf your hit points.If you alsouse
your whispererability to advanceyour familiar, it gainsthefollowing progressiorof powers:

1 Perthe Familiar Ability Descriptiondable atoddlevelsyouincreaseyour familiar's
Intelligence naturalAC bonus,andpossiblyotherspecialabilities, suchasdelivering
touchspellsandspellresistace.

1 Atlevels2,6,10,14,and18, yourfamiliar gainsafeat,freely choserfrom anyfor which
it meetsthe prerequisites.

1 Atlevels4,8,12,16,and20, yourfamiliar gaina+2 bonusto oneability score.

SpecialAbilities

Empathy in Kind (Ex): You can useyour HandleAnimal skill to improvethe attitudeof any
creatureof your choserkind. This ability functionsjustlike a Diplomacycheckmadeto improve
theattitude of a person(seeUsing Skills). If you haveWild Empathyandthe creaturehasan
Intelligenceof 1 or 2, thenyou mayaddyour Wild Empathybonusto your HandleAnimal
check.You andthecreaturego beinfluencedmustbewithin 30 feetof oneanotherundernormal
conditions.Generally,nfluencinga creaturan this way takesl minute,but you maymakethe
checkin justoneroundat a-4 penalty.You canaffectmultiple creature®f the samekind atthe
sametime with the samecheck,but you makethe checkata-1 penaltyperextracreature.

BonusFeats At 1st,4th, 7th,and10thlevels,you gainabonusfeatin additionto thosegained
from normaladvancementt 4th, 7th, and10thlevels,you canchooseo learnanewbonusfeat
in placeof abonusfeat you learnedat anearlierlevel. Thatis, you losethe bonusfeatin
exchangdor anewone.Theold featcannotbe onethatwasusedasa prerequisitgor another
feat,prestigeclass,or otherability. You canonly changeonefeatat anygivenlevel and must
choosewhetheror notto swapthe featwhenyou gaina newbonusfeatfor thelevel. Whisperer
bonusfeatsareselectedrom this list: Animal Soul, Athletic, Die Hard, EndurancgEvolved
CompanionEvolvedFamiliar, Fleet ImprovedFamiliar, LeadershipMountedCombat
MountedSkirmisher Self Sufficient Trample ToughnessTrick Riding, UndersizedMount,
UnfetteredFamiliar.

Master Sharer (Su). ANY spellor speltliike ability thatyou caston yourselfcanalsoaffect
your companionsf theyarewithin shortrange(25ft + 5ft/whisperedevel) andif theyalready
havethe standardgsharespellsability. Thesharedspelldurationis notdividedamongyou; the
usualdurationappliesto all. Instantaneouspells,suchascuringspells,alsoaffectall of you
instantly.If thespellor effecthasa durationotherthaninstantaneoust stopsaffectingthe
companionf it movesbeyondshortrangeandwill notaffectthe companioragainevenif it
returnsbeforethe durationexpires.A sharedspellaffectscompaniongvenif thespellhasa
targetof "You" andevenif the spellnormallydoesnot affectcreature®f thecompanionstype.
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Teamster (Ex): At 3rdlevel, anyteamworkfeatsyou andyour companionsaveareusableby
yourselfandthem.Thatis, you automaticallygrantyour teamworkfeatsto your companions,
andtheygranttheirsto you andto eachother,evenif you or theydo not meetthe prerequisites
of theseteamworkfeats.However,no onebut you andyour companionganeverbenefitfrom
yourteamworkfeats.

Companions'Aid (Ex): Whenacompaniorcreatureusesthe aid anotheractionin combatto
boostyour AC or attacks the companiordoesnot haveto bein a positionto attackyour
opponentsolong asthe companions in your squareor adjacento you. Also, theaid another
bonusappliesto your AC againstall meleeattacksmadeagainstyou thatround,or againstall
meleeattacksyou makethatround.

Bonded Companions(Su): As a standardaction,you may createa bondbetweenyourselfand
oneof your companionsEachroundatthe startof your turn, if thebondedcompanions
woundedfor 5 or morehit pointsbelowits maximumhit points,it healsb hit pointsandyou take
5 hit pointsof damageY ou mayhaveonebondactivepercompanionThis bondcontinuesuntil
thecompaniondies,you die, the distancebetweernyou andthe companiorexceedsnedium
range,or you endit asanimmediateaction(if you havemultiple bondsactive,you mayendas
manyasyou wantaspartof thesamemmediateaction).

Communion in Kind (Ex): You gaina+2 insightbonuson HandleAnimal, Heal, Knowledge,
Ride,SenseéMotive, andSurvivalskill checksrelatedto creature®f your choserkind. When
usingthe HandleAnimal skill with your choserkind, you canhandleananimalasafreeaction,
you canpushananimalasa moveaction,andyou canteach train,andrearananimalin one
guarterof theusualtime. You canuseyour skill on multiple creature®f your choserntype
simultaneouslyby takinga -1 onthe HandleAnimal checkpercreaturebeyondthefirst. You can
usethe HandleAnimal skill on creature®f your choserkind regardles®f their Intelligence
ability score Also, usingthe Heal skill with your choserkind, the numberof hit pointsrestored
andthe savingthrow bonuse$estowediredoubled.

True Link (Su): If your companionslreadyhavean EmpathicLink, adruidic Link, or a
summonetink, thentheynow cancommunicateemotionsandthoughtsto you andto eachother
within onemile of you. You canalsouseyour companionseyesandearsfreely, thoughnot such
specialsensesslow light vision, darkvision,blindsight,etc. Suchuseof companionssenses
doesnotinterferewith your usualsenses.

Flexible Teamster (Ex): As astandardaction,you canchooseo learnanewteamworkfeatin
placeof oneyou alreadyknow. In effect, you losetheteamworkfeatin exchangdor anewone.
You canchangeateamworkfeata numberof timesperdayequalto 1 plusyour Wisdom
modifier, minimum 1/day.

Aid in Kind (Su). Onceperday,you maymakea requesbf a creatureof your choserkind, per
theDiplomacyskill rulesfor makingarequest- you canmakethis requestasafull round
action,evenif the creaturdas unfriendlyor hostile. Thecreaturewill grantyourrequestnoroll
required.Grantingtherequestloesnot changehe creature'sittitudetowardyou (althougha
separateiseof the Empathyin Kind ability might). Operrendedgreedy,or extravagantequests
maybetwistedby thecreatureatthe DM's discretion,andno requesis grantedf it takesmore
thanonehourto grant.

8| 80


http://paizo.com/pathfinderRPG/prd/combat.html#aid-another
http://paizo.com/pathfinderRPG/prd/skills/diplomacy.html#diplomacy

Resurrect Companion (Sp): Onceperday,asaspeltlik e ability requiringa standardactionand
no materialcomponentyou mayResurreciyour deadcompanion.

DesignNotes

The Beast Master and Pack Lord options in Pathfinder failter@st me, because splitting up

your companion hit dice among several weak companions results in dead companions. | wanted
an option for multiple strong companiorut there has to be a price for that. This prestige class
sacrifices all spells per day adrcement. It does stack whisperer levels with levels of an existing
class or classes, so that the low level spells you can cast are effective and can penelitate SR.
caster level boost (applying to all caster base clafisaiscontribute a companiymndthe best

share spells rules in the game serve to compensate as well.

Thisprestige classs designed tgupportcharacterswith not justtwo, but everthreeor four
companionslf you do choose to advance more than two companions, you have to advance some
at one level and others at another, since you can only advance two per whisperer level. Since
familiars and cohorts advance to a lesser degree regardless of your advancement in a primary
class, you can spread the love without sacrificing too much suiliyab

Note that he lesser hit die and poor BAB progression is intended to suggest that you need your
companions to fight for you.

Click here for the original version.
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The Adventuring Hero

A Pathfinderprestigeclassfor the manykindsof truly heroiccharactersoutthere

Therearemanykindsof heroesn the multiverse buttheyall haveonethingin
common:heyachievegreatthingsin remarkablavays,andtheyareadmirableand
noble,by onemeasurer another.Trueheroesegularlystepbeyondthe run-of-the-
mill to achieveamazingsuccaseghatotheradventurerslo not match.

Role: Any charactecanbe heroic,althoughspellcastersendto makeunlikely heroes.
Heroesakechancesactasleadersputothersfirst, andactasexemplarof heroic
gualitiesandextraordinarydeedsTheir friendsandcomradedearnthatthey canrely
onaherowhenhopeseemdost. But one thing all heroes have in comniothe

universe smiles on them, events fall their way, and the stars align to help them achieve
greatness.

Alignment: Heroescanbelawful or chaotic,buttheyareusually goodseldom
neutra) neverevil. Dark heroesnaybe sharptonguedor evencruel, but they stepup
to takeremarkableisksi andtheydo soto saveothersNoble heroesareparagon®f
altruism,seeingheir heroicdeedsas "just doingmy job."

SuperHero, WorkingClassHero, EverydayHero, Unlikely Hero. Yeah thatlastone.T h a the&dicket..
Hit die: d10
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Requirements

1 Alignment: Any neutralor good.

1 Feat:Hero'sFortune.

1 Trait: oneof thefollowing -- Courageoud\NaturalBorn Leader Starchild,Flameof the

Dawnflower,Divine Warrior.

BAB +5.

1 Special:Your gamemastemustallow the useof heropoints andyou maynotbean
Antihero.Also seebelow,asextrarequirementsary with Archetype.

=

Table: The Adventuring Hero

Lvi Att Fort Refx Will Special  Abilities

1 +1 +1 +1 +1 Archetype, Hero Bonus Feat
2 +2 +1 +1 +1 Sidekick

3 +3 +2 +2 +2 Heroic Aura

4 +4 +2 +2 +2 Hero Bonus Feat
5 +5 +3 +3 +3 Save a Friend

6 +6 +3 +3 +3 Greater  Archetype
7 +7 +4 +4 +4 Hero Bonus Feat
8 +8 +4 +4 +4 Victory In  Defeat
9 +9 +5 +5 +5 Superheroism

10 +10 +5 +5 +5 Always a Hero

ClassFeatures

ClassSkills: Acrobatics(Dex), Climb (Str), Diplomacy(Cha),Heal (Wis), Perceptior(Wis),
Ride (Dex), SenseéMotive (Wis), Survival (Wis), andSwim (Str)

Skill Points per level: 4 + Int modifier

Weaponand Armor Proficiencies You gain proficiencyn al simpleandmartialweaponsNo
newarmorproficienciesaregained.

Ethos: If you shift to a forbidden alignmenyouloseall special abilitiesintil a shift back is
achieved and you have atoned. If you fail to meet the special requirements efyatag\hero, a
super hero, an unlikely hero, or an unsung hero, then you lose your Archetype and Greater
Archetype abilities until you once again meet them and have atoned.

SpecialAbilities

Archetype: Whatkind of heroareyou?Pick oneof thesearchetyps for which you qualify from
thelist below.Onceyou makeyour choice,you cannotchangeat. You mustmeetextra
requirements$or eacharchetypeYou gainanarchetypebenefitatlevel 1 anda greaterarchetype
benefitatlevel 6.

Action Hero: RequiresAthletic feat. Benefit:"Action Surge"(Su)-- Everytime you usea
heropoint, you addyour herolevel asa moralebonusto your Strengthandyou arehasted.
Theeffectlastsfor 1 roundperherolevel. GreateBenefit:"More Action” (Su)-- When
you usea heropointto gainanextraaction,you gainafull roundactionor two move
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actionsor amoveactionanda standardaction,ratherthanjust a singlemoveor standard
action.

EverydayHero: RequiresGoodalignment.Benefit: "Heroic Burst" (Su) -- Everytime you
usea heropoint, you areaffectedasby a Heroismspellfor oneroundperherolevel.
GreaterBenefit:"ContinuingHeroism"(Su) -- Thedurationof your heroicburstextend€o
10 minutesperlevel.

JukeboxHero: RequiresPerform5 ranks.Benefi: "Inspire Courage'{Su)-- If youhave
thebardicperformancebility (or gainit later),your herolevelsstackwith levelsin other
classeghatgranttheability. If not, you gainPerformasa classskill andalsobardic
performanceasabardequalto your herolevel, but you canonly InspireCourage Greater
Benefit: "Inspire Greatness(Su)-- If you havethebardicperformancebility from
anotherclass(or gainit later),you gain ExtraPerformanceasabonusfeat. If not,you may
now alsolnspireGreatnessswell asinspireCourage.

SuperHero: RequiresYou maynotweararmor, you maynot useheropointswhile using
the Disguiseskill. Benefit:"Leap Tall Buildings" (Su)-- You gaina+30enhancement
bonuson all Acrobaticschecks GreaterBeneft: "Look! Up in the Sky' (Sp)-- You may
castOverlandFlight asa speltlike ability thrice perday,usingyour herolevel asyour
casterevel.

Unlikely Hero: RequiresiYour Strength Dexterity, andConstituion modifiersadded
togethercannotexceed+2 (temporarybonuseslo not affectthis requirement)Benefit:
"Lucky Hero"-- You gainLuck of Heroesasabonusfeat.If you alreadyhaveit (or gainit
later),thenyou gainabonusequalto your herolevel onrolls to avoidexpendinghero
points.GreaterBenefit:"Amazing Luck" -- You mayuseyour Luck of the Heroesfeat
everytime you useheropointson yourself,notjustto reroll adie roll or to grantyourselfa
bonus,andevento regainoneof thetwo pointsyou useto cheatdeath.

UnsungHero: Requres:You do notreceiverewardsor recognitionfor your deedsyour
total wealthcannotexceedhreequartersof theaverageof the othermembersf your
party.Benefit: "Guile Hero" (Ex) -- You gainabonusequalto your herolevel on
Dexterity andCharismabasedskills exceptFly, Intimidate,andPerform;all thoseskills
areclassskills for you. You canearnheropointsfor doingheroicgooddeeds
anonymouslyGreateBenefit: "AnonymousSamaritan'(Su)-- You gainthe Hide In Plain
Sightability of ashadowdancer.

War Hero: RequiresFive ranksin Professior{Soldier).Benefit: "FearlesdJnderFire"
(Ex) -- You gainamoralebonusequalto your herolevel on savesss fear. GreateBenefit:
"Resolute”(Ex) -- You areimmuneto feareffects.You gainamoralebonusequalto your
herolevel minus5 on savesss the nauseatedndsickenecconditions.

Working-ClassHero: RequiresAt leastonelevel of commonertakenatfirst level.
Benefit:"Hard Life" (Ex) -- You gain EnduranceDie Hard,andSkill Focusas bonus
feats.You gainabonusequalto twice your commonetevel(s)on all savingthrowsandall
CraftandProfessiorchecks.You canearnheropointsby generoushhelpingthe poorand
thosewho laborfor their bread,andby standingup to thosewho oppressthem.Greater
Benefit: "Sourceof Inspiration”(Ex andSp)-- If you do not havethe Leadershigeat,you
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gainit. If youhaveit (or gainit later),thenyou gainabonusto your Leadershipscore
eqgualto your Hero+ Commonetevels.Your followers are alwaysfanaticallyloyal to you.
You castHeroesFeastonceperdayasa speltlike ability.

Hero bonusfeats At levelsl, 4, and7, you may pick onefrom thefollowing list, evenif youdo
not otherwisequalify for thefeat: Alertness Blood of Heroes, Heroic Defiance Heroic
Recoverylmprovedinitiative, Leadershipluck of Heroes,Toughness.

Sidekick: You maydesignatan NPCor evenawilling fellow PCasyour sidekick.The
sidekickgainsthe Hero'sFortunefeat. If you pick afamiliar, animalcompanion,eidolon,or
similar creaturejt gainsa newheropoint eachtime you level. CohortsandotherNPCsgaina
heropointeachtime theylevel. You maychangeyour sidekick(or pick anewoneif the current
onedies)aftera 24-hourwaiting period;you mayhaveonly oneat atime. Whenusingthe Aid
Anotheractionto helpyou, your sidekickgivesyou a +4 bonus,nota+2 bonus.

Heroic Aura (Su): You radiate an aura that daunts your enemiesWithin 5 feetperhero
level, enemiesattackingyou or your alliessuffera-1 moralepenaltyon attacks AC, andsaving
throws.Activatedasa swift action,your heroicauracanbe usedonceperday;this ability lasts
until combatends,atwhich pointall of the penaltiesmmediatelyend.

Savea Friend: Your ability to spendheropointsto helpfriendsgrows.You canspenda hero
pointfor anyfunction,notjustto bestowa bonus;thatis, you canuseyour heropointsto let a
friend actout of turn, gainanextraaction,evencheatdeath,andsoon. Whenyou granta friend
abonus theamountof thebonusis not halved.If you havethe Luck of Heroedfeat,you canuse
it to possiblyregainheropointsyou spendo helpyour Sidekick.

Victory In Defeat Whenyou useaheropointonareroll, if theroll fails, you do notlosethe
heropoint spent.

Superheroism You mayspendasmanyheropointsin aroundasyou choosenotjustone.

Always a Hero: Onanydaythatyou would otherwisehaveno heropoints,you starttheday
with one.This ability alsoappliesto your Sidekick. Also, you cheatdeathat a costof justone
heropoint.

DesignNotes

| 6ve been using hero points in Third Edition

mechanic of the hero point needed elaboration. This PrC explores more deeply wtan you
actually do with hero points.

| alsolike the idea that the game should offer players more and better options for playing good,
altruistic, noble characters heroes, that is. This prestige class tries to offer a little something
for everybody, becausayone can be a hero.

Well, casters do not advance their spellcasting ability at all with this PrC, so likely fewer of them
will turn out to be heroes!

Click here for the original verion.
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The Improved Assassin

A Pathfinderprestigeclassfor true killers € nowwith moremagic!

Theunseerapproachtheinnocentlook, the perfectdisguise theknife in thedark’
thesearethetoolsof thosewho haveperfectedheart of murder.Someare
mercenariesyho valuewealthoverlife. Somearedevotedio a causefighting
tyrants,theocratsandtemroristsasaguerrilla,arebel,or aninfiltrator. But noone
devotedo dealingdeathcanbe aninnocent,or goodat heart.

Role: Thosewho delightin dealingdeath thosefor whomkilling is a careerand
thosewhokill for acausé suchpeoplecomefrom all walksof life. Fightersand
magesclericsandroguesall canbe assassing althoughcharactersvith anatural
inclinationtowardstealtharemorenaturalmurdererghanothers Most assassinBave
atleasta bit of trainingasarogue.

Alignment: Somelawful charactersvith this prestigeclassmaybeassociateavith a
thievesguild, or with their own associatiorof assassingr with anothergroupi the
secrefpolice,aresistancenovementaguerrillaband.Somechaoticfreelance
assassing/ork on a contractbasisfor the highestbidder;otherspursuesolitary
vendettagmgainsthosewho havewrongedthem.Thosewhokill for payareuniformly
evil; thosewho useassassinatiofor a higherpurposemaybeneutral.

T h a dodempressival i n to& n trightdhere.

Hit die:d8
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Requirements

1 Alignment: Any neutralor evil (nongood).

Skills: Disguise? ranks,Stealth5 ranks.

Special:SneakAttack +1d6 OR take SneakAttack AssassinTrick atlevel 1.
Special:Must assassinata specificpersonto demonstrateyour intentto kill.

= =4 A

Table: The Improved Assassin

Lvl Att Fort Refx Will Special  Abilities

1 +0 +0 +1 +0 Assassin  Trick, Paralyzing Stab
2 +1 +1 +1 +1 Poison Use, +1 Save vs Poison

3 +2 +1 +2 +1 Uncanny Dodge, Assassin  Trick

4 +3 +1 +2 +1 Death Stab, +2 Save vs Poison

5 +3 +2 +3 +2 Assassin  Trick

6 +4 +2 +3 +2 Imp  Uncanny Dodge, +3 vs Poison
7 +5 +2 +4 +2 Ranged Stab, Assassin  Trick

8 +6 +3 +4 +3 Hide in Plain Sight, +4 vs Poison
9 +6 +3 +5 +3 Assassin  Trick

10 +7 +3 +5 +3 Final Rest, Quick Stab, +5 vs Poison

ClassFeatures

ClassSkills: Acrobatics(Dex), Bluff (Cha),Climb (Str), Diplomacy(Cha),DisableDevice(Int),
Disguise(Cha),EscapéArtist (Dex), Intimidate(Cha),Know Local (Int), Linguistics(Int),
Perception{Wis), SenseMotive (Wis), Sleightof Hand(Dex), Stealth(Dex), Swim (Str), and
UseMagic Device(Cha)

Skill Points per level: 4 + Int modifier

Weaponand Armor Proficiencies You gainproficiency with blowgun,crossbow(hand,light,
or heavy),daggernanytype),dart,rapier,sap,shortbow(normalandcomposite)andshort
sword. You areproficientwith light armorbut not with shields.

Spellcasting: Beginningat 1stlevel, you gainthe ability to casta numberof arcanespells.To
castaspell,you musthavean Intelligencescoreof atleastl0+ thes p e leveldyeur bonus
spellsarebasedn Intelligence andsavingthrowsagainsthesespellshavea DC of 10 + spell
level + the your Intelligencebonus Whenyou get0 spellsperdayof a givenspelllevel, you
gainsonly the bonusspellsyou would be entitledto basedon your Intelligencescorefor that
spelllevel. Theassassispelllist and spells known per levappeardelow. You castspells
spontaneous|yustasasorcereidoes.

Cantrips: You learnanumberof cantrips,or O-level spells,asnotedon thetablebelow. These
spellsarecastlike anyotherspell,buttheydo not consumenyslotsandmaybe usedagain.
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SpecialAbilities

AssassinTricks: As you gainexperienceyou learna numberof tricks thataid youin your
murderougnissions Startingat 1stlevel, you gainoneassassitrick. You gainanadditional
trick for every2 levelsof assassimttainedafter 1stlevel (at levels 3, 5, 7, 950metricks canbe
takenmorethanonce,asnoted.

Fast Stealth(Ex): This ability allowsyouto moveatfull speedusng the Stealthskill
without penalty.

Magic Stab(Su): At level 1, youcanmakea ParalyzingStabattackwith a spellthat
featuresameleetouchattack.At level 4, you canmakea DeathStabwith a meleetouch
spell. At level 7, you canmakeParalyzingand DeathStabattackswith rangedtouchattack
spells.

Masterof Skills (Ex): Pick oneof thefollowing key assassiskills: Bluff, Diplomacy,
DisableDevice,Disguise,Sleightof Hand,or Stealth.You gainabonusto checkswith this
skill equalto five plus half your assassitevel (rounddown). This trick canbetakenmore
thanonce;pick adifferentskill eachtime.

SneakAttack (Ex): Thisis exactlylike therogueability of the samename.lt adds+1d6of
damageaunderparticularcircumstancedf you get a sneakattackbonusfrom another
sourcethebonusdamagedice stack.Thistrick canbetakenmorethanonce;sneakattack
damagealice gainedstack.

SpeedyDisguise(Su): You canusetheitemsat handandseeminglyinnocuousmaterial
hiddenon your per®onto createstartlingly effectivedisguisesreducingthe amountof time
it takesto createa disguiseusingthe Disguiseskill to afull roundaction.

SurpriseAttack (Ex): During thesurpriseround,opponentsrealwaysconsiderediat-
footedto you, evenif theyhavealreadyacted.

Swift Poison(Ex): You canapplypoisonto aweaponasa moveaction,insteadof a
standardaction.

Paralyzing Stab (Ex): If you study your targdor threeroundsandthenmakea sneakattack
with ameleeweaponthatsucceskully dealsdamagethe sneakattackhasthe additionaleffectof
possiblyparalyzingthetarget.Studyingthevictim is a standardaction,andyou canundertake
otheractionsduringthe studyperiod,solong asthetargetdoesnot detectyou or recognizeyou
asanenemy.If thevictim of suchanattackfails a Fortitudesave(DC 10 + your assassikclass
level + your Int modifier) againsthe paralyzingeffect, sheis renderechelplessandunableto act
for 1d6roundsplus 1 roundperassassitevel.If thev i c t savingthsow succeedsheattack
is justanormalsneakattack.Onceyou have completedhethreeroundsof study,you must
makethe paralyzingstabwithin the nextthreerounds.If astabis attemptedandfails (thevictim
makeshersave)or if you donotlaunchtheattackwithin threeroundsof completingthe study,
then threenewroundsof studyarerequiredbeforeyou canattemptanotherparalyzingstab.

PoisonUse(Ex): You aretrainedin theuseof poisonandneverrisk accidentallypoisoning
yourselfwhenapplyingpoisonto aweapon
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SaveBonusagainstPoison(Ex): At second level, you gaia+1 savingthrow bonusvs all
poisongthatincreasedy +1 for everytwo additionalassassin levels

Uncanny Dodge(Ex): Startingat 3rd level, you retain your Dexteritybonusto AC (if any)
regardles®f beingcaughtflat-footedor struckby aninvisible attacker(You still loseany
Dexteritybonusto AC if immobilized.)If you gainuncannydodgefrom a seconcclass you
automaticallygainimproveduncannydodge(seebelow).

Death Stab (Ex): As paralyzingstab,but you canchooseo kill histarget.

Improved Uncanny Dodge(Ex): At 6thlevel,you cannolongerbeflanked.This defense
deniesenemieghe ability to useflank attacksto sneakattackyou. The exceptionto this defense
is thatan enemy withatleastfour more levels in a sneeadttacking class then you hawanflank
you (andthussneakattackyou). If you gainuncannydodge(seeabove)from asecondclass you
automaticallygainimproveduncainy dodge andthelevelsfrom thoseclassestackto determine
theminimumenemylevel requiredto flank you.

RangedStab (Ex): As paralyzingstabanddeathstab,but you canusearangedweapon.The
attackmuststill bea sneakattack,however.

Hide in Plain Sight (Su): At 8thlevel, you canusethe Stealthskill evenwhile beingobserved.
As long asyou arewithin 10 feetof somesortof shadowyou canhide yourselffrom view in the
openwithout havinganythingto actuallyhide behind.You cannothowe\er, hidein yourown
shadow.

Quick Stab (Ex): As paralyzingstabanddeathstab,butthetime of studyrequiredis two
rounds,notthreerounds.

Final Rest(Su). Onceperday,whenyou makesa successfuDeathStab,you cancausehe
target'shodyto crumide to dust. This preventsaisedeadandresurrectior(althoughtrue
resurrectiorworksasnormal).You mustdeclarethe useof this ability beforethe attackis made.
If theattackmissesor thetargetsuccessfullysavesagainsthe deathattack,this ability is not
wastedandcanbe usedagainuntil the effort succeeds.

Table: Improved AssassinSpellsKknown

Lv Oth 1st 2nd 3rd 4th 5th
1 2 2 - - - -
2 3 3 - - - -
3 3 3 2 - - -
4 4 4 3 - - -
5 4 4 3 2 - -
6 5 4 4 3 - -
7 5 4 4 3 2 -
8 6 4 4 4 3 -
9 6 4 4 4 3 2

10 7 4 4 4 4 3
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Table: Improved AssassinSpellsPer Day

Lv 1st 2nd 3rd 4th 5th
1 0 - - - -
2 1 - - - -
3 1 0 - - -
4 2 1 - - -
5 2 1 0 - -
6 3 2 1 - -
7 3 2 1 0 -
8 3 3 2 1 -
9 4 3 2 1 0

10 4 3 3 2 1

Improved AssassinSpell List

Oth Level: acidsplashdancinglights, detectmaqgic detectpoison light, lullaby, magehand
messageprestidigitation readmagic

1stLevel: acceleratg@oison chill toud, disquiseself, jump, obscuringmist, sculptcorpse delay
poison truestrike, vanish

2ndLevel alterself ¢ a racgf o0 xcuwnsing invisibility, passwithouttrace scorchingay,
spiderclimb, undetectabl@lignment

3rd Level clairaudience/clairvoyancbaste misdirection neutralizepoison nondetection
poison twilight knife.

4th Level: dimensiondoor, dimensionabnchor freedomof movementglibness greater
invisibility, locatecreature

5th Level: polymorph prying eyes scrying teleport veil.

Design Notes

| love the oiginal D&D Third Edition assassin, but isiflawed in that it frontoadsits best
powers and offer§ttle incentive to take the entire 10 levels. | tried hard to space out powers and
add compelling feares at every level, a lesson in game designrhkdfrom Pathfinder.

| especially love thahe original 3E Assassinas its owrindependenspell casting, witlits own

spells per day and caster level. Pathfinder dropped that idea entirely from all its official prestige
classes, which has seemed amsbhdomel 6 ve addeletdemamadckdve retu
idea in a number of PrCs in this book, as you have seen

Granted, a limited spell progression like the improved assassin's is an underpowered option,
because your caster level maxes out atyb@y saving throws max out at 15+Int base, your spell
penetration is poor, etc. But the buffs and miscellaneous spells remain useful, and | kind of like
offering underpowered options in splat books; lord knows most splat books go for the
overpowered opticsi

Click here forthe original verisonas well as here for a latdrhird Edition D&D versiomand a
later Pathfinder version
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The Spellspinner

A Pathfinderprestigeclassfor thedevotedarachnophile

Most peoplewho encountegiantspidersareglad-- if theysurvive-- to escapeavith
aninterestingstoryandno more.But in rarecasesthosesubjectedo thefangarealso
bittenby the bug:theydevelopa passiorfor spiderlore, andtheyseekto learnabout
creaturesvith eightlegs.At length,their studyandpracticeleadsthemto
extraordinanyskill andarcandore ... asspellspinnersEvenmorerarely,the passion
comesheforethebite -- thesewould be spellspinnerallow themselveso bebitten,
eitherin combator aspartof aninitiation ceremony.

Role: Thereis notelling who will beinspiredby a bite, but thosewho seekto learn
aboutarachnidsnaytakelevelsasrangersphards druids,or rogues sincethose
classe®ffer skills thatfit the spiderway. Spellspinnersareoften misunderstooar
evenhated.Too manypeoplefail to appreciate¢he beautyof theweb,the coordination
of movementthevital role in natue thatspidersplay. Somegoodhearted
spellspinnersry to enlightenothers,or feel forcedto hidetheir passionOtherscare
little for society,andlive off amongtheir belovedfriends.And thosewith dark
intentionsusetheir spiderlore to terrorizeandcontrolothers.

Alignment: Any, thoughneutralandchaoticalignmentsaaremorecommon since
spellspinnerseldomfit well into organizedsociety.

"Well, | for onewdcomeour newspideroverlords."

Hit die: d8
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Requirements

1 Feats:Skill Focus(Weanng)*, Exotic WeaponProficiency(Net)
1 Skills: Craft (Weaving)5 ranks, Know Nature5 ranks.
1 Special:Must havebeenbittenby a giantspider

*Note: Craft (Baskets)Craft (Cloth), and Craft (Clothing) maysubstitutan all casedor Craft
(Weaving)or functionsof this prestigeclass

Table 1: The Spellspinner

Lvi Att Fort Refx Will Special Abilities
1 +0 +1 +1 +0 Friend
2 +1 +1 +1 +1 Student
3 +2 +2 +2 +1 Poisoner
4 +3 +2 +2 +1 Rider
5 +3 +3 +3 +2 Weaver
6 +4 +3 +3 +2 Hunter
7 +5 +4 +4 +2 Crafter
8 +6 +4 +4 +3 Trapper
9 +6 +5 +5 +3 Ruler

10 +7 +5 +5 +3 Morpher

ClassFeatures

ClassSkills: Acrobatics(Dex), Climb (Str), Craft (Int), Knowledge(Arcang (Int), Knowledge
(Nature)(Int), Ride (Dex), Spellcraft(Int), PerceptionWis), Stealth(Dex), Survival (Wis).

Skill Points per level: 6 + Int modifier

Weaponand Armor Proficiencies You gainno new proficiencyin the useof eitherweapons
or armor.

Spelicasting: Beginningat 1stlevel, you gainthe ability to casta numberof arcanespells.To
castaspell,you musthavean Intelligencescae of atleastl0+ thes p e levelGsa
spellspinnemwith anIntelligenceof 10 or lower cannotcastthesespells.Spellspinnebonus
spellsarebasedn Intelligence andsavingthrowsagainsthesespellshavea DC of 10 + spell
level + the spellspimer'san Intelligencebonus.The spellspinnespelllist and other spell tables
appeabelow.

You mustcommunewith a spiderfriend (seebelow) eachdayto preparespells,in mannerasa
witch. Your spiderfriend knowsall the spellsthatyou canprepare The friend beginsplay
knowingthe Strengthene&ilk cantripandtwo other0-level spellspinnespellsplustwo 1st
level spellsof your choice.At eachnewspellspinnetevel, addtwo newspellsof anyspelllevel
you can casto thoseyour spiderfriend knows In all otherways,you prepareandcastsspellsas
awitch does.

At 3rd, 5th, 7th, and9th level, you mayswapout a spellyour spiderfriend knowsfor a different
onefrom thespellspinnespelllist. If you replaceyour spiderfriend, the newfriend knowsall
thespellsthattheold onedid.
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Spiderkin: Certainof the spellspinnes abilitiesandspellsreferto "spidersandspiderkin."This
is shorthandor all Giant Spiders aswell asfor all PhaseSpiders SpiderSwarms Aranea
Driders LengSpiders Ettercapsandotherspiders A DM mayaddmonstergo thislist asshe
seedit.

SpecialAbilities

Friend (EXx): At first level you gairasmallor mediumgiantspiderfriend. Treatthis friend
exactlyasadruidic animalcompanion.

Small Giant Spider

StartingStatistics:SizeSmall; Speed30ft., climb 20ft.; AC +1 naturalarmor;Attack bite
(1d4pluspoison);Ability ScoresStr10,Dex18,Con12, Int (seebelow) Wis 12,Cha4;
SpecialQualitiesdarkvision60 ft.; Poison(Ex) Bite injury; saveFort DC 10+HD+Con;
frequencyl/roundfor 4 rounds;effect1d2 Strdamagerurel save.
4th-LevelAdvancementSpeed0ft., climb 40 ft.; Attack bite (1d6 pluspoisor); Ability
ScoresStr+2, Dex +2, Con+2; SpecialQualitiesWeh Poisoneffectincreases$o 1d6 Str
damagegure2 saves.

Medium Giant Spider

StartingStatistics SizeMedium; Speed30ft., climb 20ft.; AC +1 naturalarmor;Attack
bite (1d8); Ability ScoresStr12, Dex 16, Con13,Int (seebelow), Wis 14, Cha4; Special
Qualitiesdarkvision60ft.; +8 racialbonuson Acrobatics
7th-LevelAdvancementSizeLarge;Climb 30ft.; AC +2 naturalarmor;Attack bite (2d6
pluspoison);Ability ScoresStr+8, Dex -2, Con+4; SpecialQualities Poison(Ex) Bite
injury; saveFort DC 10+HD+Con;frequencyl/roundfor 4 rounds;effect 1d3 Strength
damagegurel save

Thespiderfriend hasintelligenceequalto your spellspinnetevel. It is not mindless soit is not
immuneto mind-affectingeffects.Like all spidersjt hasa+2 racialbonusvs poison.Notethat
this friend immediatelyreplacesyour familiar or animalcompanionbut all levelsfrom classes
usedto gainfamiliarsandanimalcompanionstackin determiningthe spiderfriend's
capabilities perthe Animal CompaniorBaseStatisticstable A wizard2 / druid 3/ spellspinne
2 could havea spiderfriend with the statsof a 7th level druid'sanimalcompanionplusan
Intelligenceof 2.

Student (Ex): When making Know Nature checks related to spiders and spidgokirgaina

bonus equal to halfour spellspinner level. Alsgjou can use Know Nature checks to influence
spiders and spiderkin exactly like a druid or ranger uses wild empathy checks with animals; if
you also haea wild empathy bonus, it stacks with these Know (Nature) checks.

Poisoner (Ex):You areimmune to all sgler and spiderkin poison. Once per level per gay,
can milkyour spider friend's poison as a standard actioryéor own use. Milked poison must
be used that day.

Rider (Ex): You can use Know Nature checks with spiders just like Handle Animal chettks w
animals.You gaina +4 competence bonus on Ride checks when mounted on sjioiersan
order a spider mount to hold a net ligeu can even dismount and move away, and the mount
will maintain tension on the line.
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Weaver (Ex): You canuseStrengthene&ilk (seespells,below)to weaverope,nets,andarmor,
usableonly by yourselt

Armor: Spend one hour and make a Craft (Weaving) check. On a 9 or less, all
Strengthened Silk is ruined. DC10 creates a silk outfit that offers a +1 armor bonus but has
no max Dex, no armor check penalty, and no arcane spell failure. DC20 creates an
identical outfit with a +2 armor bonus. DC 30 creates an outfit with a +3 armor bonus. DC
40, +4 armor bonus. DC 50 or better, +5 AC bonus.

Nets: Spend 30 minutes and make a €(&#eaving) check. On a 9 or less, all

Strengthened Silk is ruined. DC10 creates a standard net. DC20 creates a masterwork net
thatyou can refold as a full round action. DC30 creates a masterwork net witfoatl5

line thatyou can refold as a standardtisn. DC40 creates a masterwork net with @i

line thatyou can refold as a move action. DC 50 creates a masterwork net witfoat25

line thatyou can refold as a swift action. The range increment such anet is 10 feet.

Rope:Spendl0 minutesandmakea Craft (Weaving)check.Ona9 or less,all
Strengthene®ilk from thatcastingis ruined.DC10createsa 50 ft. ropethatcanhold 200
Ibs.andgivesa+1 bonuson skill checksto climb or bind a captive DC20 createsl00ft.
of ropethatholds400Ibs. andgivesa +2 bonus.DC30createsl50ft. of ropethatholds
600Ibs. andgivesa+3 bonus.DC40create00ft. of ropethatholds800Ibs. andgivesa
+4 bonus.DC 50+ create250ft. of ropethatholds1,000Ibs. andgivesa+5 bonus.

Hunter (Ex): You gaina+1 circumstancdonuswhenattackingfrom concealmen(plusthe
usual+2 bonusfor attackingwhile unseen)which rises ta +4 circumstancéonuswhen
attackingfrom the concealmentf webs.

Crafter (Su): You gainstheability to craft magical wovenitems,suchasrobes belts,
headbandsslings,nets,andcloth armoss, wovenfrom spidersilk, asif with theappropriatétem
craftingfeat

Trapper (Ex): You can use Strengthened Silk to create invisible sheet webs, taking a standard
actionto cast and a move action to spin asglarefoot section. These sheets can snare

creatures who fly or stumble into them if they fail a Perception check va0BGpellspinner

level; otherwise the web "attacks" the creature ugmg ranged touch attackhe enemy

becomes entangled and stuck if the attack hits. The break and escape artist DCs for the web are
also DC20+spellspinner level. Attempts to escape or burst the web gain a +5 bonus if the
trapped creature has something to walk on or grab whilagditee. Each 2Squarefoot

section has hit points equalyour spellspinner level and bhardness 5/

Ruler (Su): All spellspinnespellsyou casigainabonusto saveDC andspellpenetration
checksequalto half your spellspinnetevel whentargeing spidersandspiderkin.Also, if your
spiderfriend usesthe aid anotheractionasa standardactionwhenyou arecastinganyspellon
anytarget thenif thefriend canmakea DC10 Spellcraftcheck,yougaina+2onthes p e DG. 6 s

Morpher (Su): You can castspellsfreely while polymorphedr shapeshifteihto a spideror
spiderkin typically by using the Spider Shape spells (see beDwhations of such polymorph
effects are multiplied by 1.ou canalsothrow netsfreelyin spidershape and you camefold a
net as a swift action
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Table: SpellspinnerSpellsPer Day

Lvl 0 1 2 3 4 5
1 2 1 - - - -
2 3 1 - - - -
3 3 2 1 - - -
4 4 2 2 - - -
5 4 3 2 1 - -
6 5 3 3 1 - -
7 5 4 3 2 1 -
8 6 4 4 2 2 -
9 6 5 4 3 2 1

10 7 5 5 3 3 1

SpellspinnerSpell List
(School indicated in parentheses)
Level Zero

1 DazeSpiderkin(En)-- asDazeMonster, butwith no HD limit
ImprovedSpiderClimb (T) -- asSpiderClimb, with climbingin webs.
Jump(T)

LocateSpiderkin(D) -- asLocateCreature*

Strengthene&ilk (C) -- seebelow

Web Shelter(C)

= =4 =4 A A

Level One

1 Exoskin(T) -- asBarkskin

1 Magic Fang(T)
1 Speakwith Spiderkin(D) -- asSpeakwith Animals*
1 SpiderSwarm(C) -- asSummonSwarn¥
1 SummonSpiderl (C) -- asSNA but summonsl mediumgiantspideror 1d3small
spidersor 1d4+1tiny spiders
T Web(C)
Level Two

1 CharmSpiderkin(En) -- asCharmMonster

Phasel.essen(T) -- asBlink

Poison(N)

Spider'sMight (T) -- seebelow

Spder Shapd (T) -- asBeastShapd* (S or M giantspider)

SummonSpider2 (C) -- asSNA butsummonsl largegiantspideror 1d3medium
spidersor 1d4+1smallspiders

= =4 =4 A
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Level Three

1 Acid Web(C) -- seebelow

Baleful SpidermorpHT) -- asBaleful Polymorph butonly into atiny giantspider
Magic Fang,Greater(T)

SpiderScout(D) -- seebelow

SpiderShapdl (T) -- asBeastShapdl* (T or L giantspider)

SummonSpider3 (C) -- asSNA butsummonsl hugegiantspideror 1d3largespidersor
1d4+1mediumspiders

= =4 -4 A A

Level Four

1 DominateSpiderkin(En) -- asDominateMonster

1 ParalyticPoison(N) -- asPoison butinitial damages unconsciousnesmdsecondary
damages death.

1 Spider'sMight, Mass(T) -- seebelow

1 SpiderShapdll (T) -- asBeastShapdll* (D or H giantspider)

1 SummonSpider4 (C) -- asSNA but summonsl gargantuamgiantspideror 1d3huge
spidersor 1d4+1largespiders

1 TremorsenséT) -- asDarkvision but Tremorsenseés gainedinstead

Level Five

1 PhaseGreater(T) -- asEtherealaunt

PoisonWeb(C) -- seebelow

SpiderDoom (C) -- asCreepingDoom, but with spiderswarmsnot centipedeswarms.
SpiderSensgD) -- asForesight

SpiderShapdV (T) -- asBeas ShapdV* (phasespider)

SummonSpider5 (C) -- asSNA butsummonsl colossalgiantspideror 1d3gargantuan
spidersor 1d4+1hugespiders

=4 =4 -4 -

Notes: Spellsmarkedwith anaserisk(*) canonly affectspidersandspiderkin,or only allow the
spellspinneto assume spideror spiderkinform.

New Spell Descriptions
Acid Web (C) (SpellspinneB)

ComponentsY, S, M; CastingTime: 1 standardaction;RangeMedium (100ft. + 10ft./level);
Effect: Websin a 20-ft.-radiusspreadDuration: 10 min./level(D); SavingThrow: Reflex
negatesSpellResistancelNo

This spellis exactlylike Web, exceptthatthe strandsof the Acid Web arecoatedwith acid.In
additionto the usualeffects,eachroundon your turn, startingwhenthe spellis cast,theweb
deals2d6 pointsof acid damageo eachcreatureandobjectwithin it. Dueto theacid,thewebis
not especiallyvulnerableto fire; it canbebreachedy slow work with edgedwveaponsChopping
awayatthewebcreatesa safepassagd foot deepfor everyfull roundof work. Normalfire
cannotharmtheweb, but magicalfire burnsburnsawayfive ft. perround
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PoisonWeb (C) (Spellspinneb)

ComponentsY, S, M; CastingTime: 1 standardaction;RangeMedium (100ft. + 10ft./level);
Effect: Websin a 20-ft.-radiusspreadDuration:10 min./level(D); SavingThrow: Reflex
negatesseebelowfor Fortsaves;SpellResisance:No

This spellis exactlylike Web, exceptthatthe strandsof the PoisonWeb arecoatedwith spider
poison.In additionto the usualeffects,the poisoncoatingthewebwill automaticallykill any
living creaturewith 3 or fewerHD (nosave).A living creaturewith 4 to 6 HD is slainunlessit
succeedsn a Fortitudesave(in which caset takes1d4 pointsof Constitutiondamageon your
turn eachroundwhile in theweb). A living creaturewith 6 or moreHD takesl1d4 pointsof
Constitutiondamageon the spellspinner'surn eachroundwhile in theweb (a successful
Fortitudesavehalvesthis damage)Creaturesmmuneto poisonareunaffectedoy the poison.
Dueto the poison,thewebis not especiallywulnerableto fire; it canbe breachedy slow work
with edgedweaponsChoppingawayat theweb createsa safepassagé foot deepfor everyfull
roundof work. Normalfire cannotharmtheweb, but magicalfire burnsawayfive ft. perround

Spider's Might (T) -- (SpellspinneR)

ComponentsV, S; CastingTime: 1 standardaction;RangeTouch;Target:Creatureouched,;
Duration:1 min./level; SavingThrow: Will negategharmless)SpellResistanceYes
Thesubjectbecomegjuickerandstronger.Thespellgrantsa +4 enhancemertionusto both
DexterityandStrength addingthe usualbenefitsto meleeattacks armorclass,andotherusesof
the Dexterityand Strengthmodifiers.

Spider's Might, Mass(T) (Spellspinne#)

This spellfunctionslike Spider'sMight, exceptthatit affectsonecreature/levelno two of which
canbemorethan30 ft. apart,within closerange(25ft. + 5 ft./2 levels)of thecaster.

Spider Scout(D) (SpellspinneB)

ComponentsV, S; CastingTime: 1 standardaction; RangeTouch;Effect: onewilling spider;
Duration:10 min./level(D); SavingThrow: none;SpellResistanceYes

This spellletsyou seethroughthe eyesof afriendly spider-- onewhois charmedsummoned,
befriendedwith the Studentability, or your own spiderfriend. As afree action,you canseewhat
the spiderseesAs amoveaction,you cancompelthe spiderto moveandlook asyou desire

StrengthenedSilk (C) (Spellspinne)

ComponentsY, S; CastingTime: 1 full roundaction;Range:Touch;Effect: a strandof silk;
Duration:1 day/level;SavingThrow: none;SpellResistancenone

With this spell,you createa strandof strengthenedilk. By itself, the silk canbe gobbedupinto
aonefoot diametemassandusedto stick thingsopenor shut(much like glue or aspike),anda
Strcheckvs DC15will unstickit. More importantly,this silk canbewovenusingthe Weaver
andTrapperabilities (seeabove).
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Design Notes

You can see that I've added independent casting to a number of the prestigeioléisis book:

the Improved Assassin, the Spellspinner, the Olde Tyme Bard, the Fighting Trickster, and the
Summerkin. That's five out of 12 in the book! I think that independent casting is a great way to
add flavor without unbalancing a PrC, since cadéxel and spells per day do not stack.

However, note that for the spellspinner, | 6ve
with, say, the Improved Assassin or the Olde Tyme Bard. Sethdapells granted by this PrC

are clearly more powerfuithan their level would imply? If you assume that all first level spells

should be equally powerful, then this PrC breaks that rule: Jump and Spider Climb are cantrips

to be used at will! Barkskin is a first level spell! Ethereal Jaunt is a fifth levdl sfml is this

balanced?

Assume that a spellspinner starts life as a fifth level fighter. Well, consider the edréestter

level this spellspinner can cast a given spell and compare with the earliest a wizard or druid can
cast it: Barkskin: druid 3; fihter 5 spellspinner 1 (6 total). Ethereal Jaunt: wizardl fighter 5
spellspinner 9 (14 total). Even though the spellspinner gets more powerful spells "sooner,"

fact, the pure caster still outpaces the spellspinner. Powerful spells (for a giveroldyeiglp

the spellspinner to narrow the gap. The spellspinner's lower caster level and save DCs do not
help the PrC narrow the gap!

You see the same thing with the bard. Bards have Charm Monster as a 3rd level spell; it is a 4th
level spell for a wizardBut both first gain access to the spell at seventh level. Granting a spell at
a lowerthan-standard level is a stock tactic the game uses to help balance glovgeessing

casters.

The other class powerssuch as stacking with animal companion / faanilevels to set the
power of the spider friend serve to close the gap, | think.

Click here for the original version.
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The Olde Tyme Bard

A Pathfinderprestigeclassinspiredby thefirst editionD&D Bard

Beforetheblood of dragonganin sorcerersveins,whenbarbariansvereunknownin
theland,theonly bardsthatwalkedfar andwide werethosewho keptto theancient
naturaltraditions.Theseoldetymebardslearnedmagicfrom druidsi theyreveredthe
sun,moon,andoakasgods,andtheir equalin playingmusicalinstrumenthasnever
beenfound.

Role: Following an ancientregimen oldetyme bardstrain asfightersandrogues
beforestudyingmusicandnaturalmagic A mannishtradition,only humansandhalf-
elvesareacceptedn this bardicorder.Theyrespectandhonordruids,buttheintense
trainingregimenleavedittle or notime for adruid to becomeanoldetymebard.

Alignment:In daysnow gone,oldetyme bardsweremessengergmbassadorgand
negotiatorsandit wasforbiddento harmabardactingassuch.Thesebardswere

expectedto keepalooffrom partisanfighting. Nowadaysthattradition haslapsed put
oldetyme bardsstill tendto steerclearof extremedevotionto onesideor another.

However, these bards remember, and they keep the old ways intact, especially in their
insular tradition of ranking themselves into "collegeiseir refusal to try newfangled
inventions, such as cantrigmd theirstrict adherence to limits on the armor and
weaponry that they use.

Hit die: d8
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Requirements

1 Feat:WeaponSpecializatiorin anallowedbardweapon(seebelow)

1 Skills: Perceptior8 ranks,Perform(string,wind, or percussioh8 ranks Stealth8 ranks
Climb 4 ranks DisableDevice4 ranks Linguistics4 ranks Sleightof Hand4 ranks
Alignment: Any with aneutralcomponentN, NG, LN, CN, NE

Race:Humanor Half-EIf

1 Special:Sneakattack+3d6

= =4

Table: The Olde Tyme Bard

Lvi Att Will Refx Fort Special  Abilities

1 +0 +1 +1 +1 Bardic Music, Bardic Lore
2 +1 +1 +1 +1 Nature Sense

3 +1 +2 +2 +2 Instrument Mastery

4 +2 +2 +2 +2 Woodland Stride

5 +2 +3 +3 +3 Trackless  Step

6 +3 +3 +3 +3 Soothe the Savage Beast
7 +3 +4 +4 +4 Lesser Olde Tyme Wildshape
8 +4 +4 +4 +4 Resist Nature's  Lure

9 +4 +5 +5 +5 Resist Fire and Electricity
10 +5 +5 +5 +5 Greater Olde Tyme Wildshape

ClassFeatures

ClassSkills: Craft (Int), Knowledge(Arcana)(Int), Knowledge(History) (Int), Knowledge
(Local) (Int), Knowledge(Nature)(Int), Perform(Cha),Profession(Wis), Spellcraft(Int),
Survival (Wis).

Skill Points Per Level: 4 + Int modifier

Weaponand Armor Proficiencies Following ancientrites as amoldetymebardyou are
allowed towearonly leatherarmor,mithril chainshirts,or mithril chainmail.You mayuseonly
theseweaponsclub, daggerdart, javelin, sling, scimitar,spear staff, longsword shortsword,
andbastardsword.You areproficientwith all theseweaponsandarmors.You maynot use
shields.

Spells You gaintheability to casta smallnumberof divine spells.To casta bardspel, you
musthavea Wisdomscoreof atleast10+ thes p e leVel&®abardwith aWisdomof 10 or
lower cannotcastthesespells.Bardbonusspellsarebasedn Wisdom,andsavingthrows
againsthesespellshaveaDC of 10 + spelllevel + theb a r Wisdemmodifier. Whenyou get0
spellsperdayof agivenspelllevel, you gainonly the bonusspellsyouwould be entitledto
basedon your Wisdomscorefor thatspelllevel. The bardspelllist appearselow.You have
accesgo anyspellonthelist andcan freely choosewhich to preparejustasadruid. You
prepareandcastspellsjust asa druid does(thoughyou cannotspontaneouslgastanyspells).As
anoldetymebard following the ancient druid tradition, yaastspellsin andcanspeakDruidic.
Oldetymebardsdo not castzerolevel spells,which theyhold to be"too newfangled.”

Ethos and Organization: Thesebardshold closelyto thetraditionsof the past,includingan
organizationnto rankstheycall “colleges."At first andsecondevel, bards areconsidered
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"probationers,’belongingto no college.Thereafterwith eachnewlevel, theyjoin anewcollege:
FochlucanMacFuirmidh,Doss,Canaith Cli, Anstruth,andOllamhatninth level. At tenthlevel,
theoldetymebardagainbelongsto no college,butis considereda MagnaAlumnus(if male)or
MagnaAlumna(if female).As NPCs,bardsof a highercollegetendto condescentb thoseof a
lower, andthoseof alower treatthoseof a higherwith greatrespectAn Alumnusor Alumna
tendsto treatall with friendshipandawillingnessto helpandadvise.

Any oldetymebardwho usesprohibitedarmoror weaponswho teacheslruidic to outsiderspr
who changedo a prohibitedalignmentjosesall spellcastingandsupernaturadbilitiesgranted
by this prestigeclass,until appropriateatonemenandreparation@remade,anda Magna
Alumnusor Alumnareadmitsthe offendingbard.

SpecialAbilities

Bardic Music (Suor Sp): You havethe samebardicmusicability asa modernbard,starting
with CountersongDistraction,FascinateandinspireCouraget1 atlevel 1; InspireCompetence
+2 atlevel 3; InspireCouraget2 atlevel 5; Suggestiorat level 6; InspireCompetence-3 at

level 7; Dirge of Doomatlevel 8; andInspireGreatnesstlevel 9. Therarecharacer with
modernbardlevelsstackall bardlevelsfor this ability.

Bardic Lore (Ex): You havethe samebardicknowledgeability (starting at level 1andlore
masterability (at level 5)asa modernbard. Therarecharactexith modernbardlevelsstackall
bardlevelsfor this ability.

Nature SensgEX): At level 2, you gaira+2 bonuson Knowledge(Nature)andSurvival
checks.

Instrument Mastery (Su): At level 3, you gaira bonuson all Perform(string,wind, and
percussiohchecksequalto half your bardlevel. Whenusinga magicalstring,wind, or
percussionnstrumentyou use pur own Charismaandrelevantfeatsto setthe saveDCsfor
item effects.Also, all magicaleffectscreatedwith thesemagicalinstrumentsaareEmpoweredand
Extendedasthe metamagideats,but with no extracostor restrictionto activate.

Woodland Strid e (Ex): You maymovethroughanysortof undergrowthat level 4(including
naturalthorns,briars,overgrownareasandsimilar terrain)at your normalspeedandwithout
takingdamageor sufferinganyotherimpairment.However thorns,briars,andovergrown areas
thathavebeenmagicallymanipulatedo impedemotionstill affectyou.

Trackless Step (Ex): You leavenotrail in naturalsurrounding@ndcannotbetracked.You may
choosdo leaveatrail if sodesired.

Soothethe SavageBeast(Su). You canusea Perform(string,wind, or percussiongheckto
influenceanimals.This workslike thedruidic wild empathyability, exceptthat youmustplay
your instrumento influencethe creaturelf you alreadyhave wild empathyfrom anotherclass,
addthewild empathybonusto your Performcheckto influencetheanimal.You suffersno
penaltyto influencemagicalbeasts.

LesserOlde Tyme Wildshape (Su): You canwildshapeusingthedruid rulesthreetimesper
day;onceeachinto theform of amammal bird, andreptie. Thesizerangeallowedis from Tiny
to Large asBeastShapdl. Otherwiseusethe standard?athfindemwildshaperules.
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ResistN a t u LueedBEx): You gaina+4 bonuson savingthrowsagainsthe speltlike and
supernaturahbilities of thefey. This bonusalsoappliesto spellsandeffectsthatutilize or target
plants,suchasblight, entandge, spikegrowth,andwarpwood

ResistFire and Electricity (Ex): You gaina+2 bonuson savingthrowsagainstfire and
electricalattacks.

Greater Olde Tyme Wild shape(Su). As thelessermbility, butwhenyou returnto your normal
form, 10 percento 60 percentof total hit point damageyou have sufferedis healed.

Table: Olde Tyme Bard Spells Per Day

Lvl 1st 2nd 3rd 4th 5th
1 0 - - - -
2 1 - - - -
3 1 0 - - -
4 2 1 - - -
5 2 1 0 - -
6 3 2 1 - -
7 3 2 1 0 -
8 3 3 2 1 -
9 4 3 2 1 0

10 4 3 3 2 1

Spell List

1stLevel: CharmAnimal, DetectMagic, DetectAnimalsor Plants DetectSnaresandPits,
Entangle FaerieFire, Hide from Animals, Passwithout Trace,Purify FoodandDrink, Read
Magic, Shillelagh,Speakwith Animals.

2nd Level: Barkskin,CharmPersof, CreateWater,CureLight Wounds Fire Trap,FogCloud,
HeatMetal, Meld into Stone ProduceFlame,Spike Growth, WarpWood, Wood Shape.

3rd Level: Call Lightning, Hold Animal, NeutralizePoison Plant Growth,Poison,Protection
from Energy,RemoveDiseaseSnare StoneShape SummonSwarm,TreeShape Water
Breathing.

4th Level: CommandPlants,CureSeriouswWounds DispelMagic, FlameStrike, Hallucinatory
Terrairt, RemoveCursé, RepelVermin, Scrying, Speakwith Plants,SpikeStonesSummon
Nat uAlle\d SreeStride.

5th Level: Animal Growth, Antiplant Shell, Communewith Nature,ControlWinds, CureCritical
Wounds,InsectPlague Spellstaff, SummonN a t uAllye \dls TransmuteéMud to Rock,
TransmuteRockto Mud, Transportvia PlantsWall of Fire.

*Note: All oldetymebardspellscanbefoundonthe CoreDruid SpellList, asidefrom afew
wizardspellsmarkedabove.
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Design Notes

This is as straight a conversion as | could make it from the first edition Players Handbook. In
that ancient tome of lore, a bard started as a fighter, then switched to thief, then got bard/druid
powers. The weapon specialization regment forces four levels of fighter. The sneak attack
requirement echoes the old thiefdsspebidckstab
abilities are intended to strongly echo the abilities of that very first bard. The race, armor,
weapons, aligment, and racial limits are all lifted from the old rules too.

It makes for a PrC that you most likely cannot take until tenth level, but that too echoes the first
edition bard, which took a notoriously long time to achieve.

Click here for the original version.
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The Wingchild

A Pathfinderprestigeclassfor aerial warriors

Riderof StormsandMistressof the EastWind. Hero of FliersandMasterof the Air.
Thewingchild is a devotedchampionof creatureghatfly. In tunewith nature,
wingchildrenserveasknightsdedicatedo the serviceof the powersof theair.

Role: Wingchildrenarefighting heroestakingto theair to fight for a causeto prove
their might, or to delightin battle. Theyareoften swornto servegodsof the sky,
princesof elementahir, or certainimmortalfey powersin leaguewith sylphsand
sprites.Otherwingchildrenservenature worshippingthewind, stars,sun,andmoon.
A few selfishor evil wingchildrenserveonly themselveshutthosemaybethe most
dedicatedf all. Adventuringwingchildrenoftenemphasizehe sheerjoy of flight,
andtheyfeel oppressedh confinedspacesandunderground.

Alignment: All wingchildrenaredeeplyalignedwith theforcesof nature sothey
generallyareatleastpartly neutral. Theyareoftendruids,high-level rangersand
clericswith theanimaldomain.Theyarefriendsto all wingedanimals fey, and
magicalbeastsSomerareracesof humanoidfiers taketo this prestigeclassmost
naturallyandeasilyof all.

Somewith divineleaningstendto fly ona wing anda prayeri theyservea highercause.

Hit Die: d8
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Requirements

1 BaseAttack Bonus:+6

1 Skills: Fly 6 ranks Notethe corePathfinderulesstate:"You cannottakeranksin this
skill withoutanaturalmeansof flight or gliding. Creatureganalsotakeranksin Fly if
theypossessa reliablemeansf flying everyday (eitherthrougha spellor otherspecial
ability)." This PrCrequiressomereasonablexplanatiorfor your ability to takeranksin
Fly atall.

Knowledge(Nature)3 ranks

1 Alignment: Any with aneutralcomporent:N, NG, LN, CN, NE

=

Table: The Wingchild

Lvl BAB  Fort Ref Will Special  Abilities

1 +1 +0 +2 +0 Wing Cousin , Wind Master
2 +2 +0 +3 +0 Smite Earthbound 1/day
3 +3 +1 +3 +1 Bonus Feat

4 +4 +1 +4 +1 Air  Master

5 +5 +1 +4 +1 Smite Earthbound 2/day
6 +6 +2 +5 +2 Bonus Feat

7 +7 +2 +5 +2 Storm Master

8 +8 +2 +6 +2 Smite Earthbound 3/day
9 +9 +3 +6 +3 Bonus Feat

10 +10 +3 +7 +3 Spells of the Skies

ClassFeatures

ClassSkills: Acrobatics(Dex), Climb (Str), Craft (Int), Fly (Dex), HandleAnimal (Cha),Heal
(Wis), Knowledge(geography)Int), Knowledge(nature)(Int), Perceptior(Wis), Profession
(Wis), Ride (Dex), Spellcraft(Int), andSurvival (Wis).

Skill Points at Each Level: 4 + Int modifier.

Weaponand Armor Proficiencies: You gain proficiercy with all simpleandmartialweapons,
aswell asBolasandShuriken.You gainno proficiencywith anyarmor.

Spellcasting: You stackyour wingchild levelswith your castellevel whenevelyou casta spell
or activatea speltlike ability with at leasoneof thefollowing characteristics:

1 Thespellhasthe[air] descriptor

Thespellis adomainspel of the Air or WeatheiDomains,or their subdomains
Thespellgrantsafly speedo targets

The spellsummons creatures that can fly

Thetitle of the spellincludesthewords"air,” "storm" "weather,"or "wind"

= =4 A A

SpecialAbilities

Wing Cousin (Su):You can speak with any creature that has a fly speed. You gain a bonus
equal to your wingchild level using Diplomacy, Sense Motive, or Wild Empathy with such
creatures.
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Wind Master: You becaneamasterof oneof the four winds. Chooseonefrom theseoptions:

Masterof the North Wind (requireswildshapeclassability) i Your wildshapeduration(in
hours)andnumberof changegerdayis increasedy your wingchild level. You mayonly
wildshapeinto formswith afly speedandphysicalwings.

Masterof the SouthWind (requireswings andpermanenpersonaflight speed) Your
maneuverabilityclassincrease®y onestep,andyour fly speedncreasesby 20 per
wingchild level. If you couldonly glide before,now you canfly.

Masterof the EastWind (requiresspecialmount,animalcompanioror eidolonclass
ability) i Your wingchild levelsstackwith classeghatimproveyour companionYour
companiomusthavephysicalwingsandbe ableto serveyou asa mount

Masterof the WestWind (no requirement) You grow physial wings (your pick:
featheredbatlike, draconic butterfly, dragonfly,etc). Your maneuverabilitystartsat
Clumsyatlevel 1, rising to Pooratlevel 4, Averageatlevel 7, andGoodat level 10. Your
fly speedstartsat 30 atlevel 1 andincrease$y 10 perwingchild level.

Smite Earthbound (Su):. As aswift action,chooseonetargetwithin sightto smite.If thistarget
is standingon the ground("earthbound™andyou arein theair, then addyour Charismabonus(if
any)to your attackrolls andaddyour wingchild level to all meleedamageolls madeagainsthe
targetof your smite.These mite attacksbypassall DR. Smite bonusesemainuntil yourtargetis
deador until the nexttime you restandregainusesof this ability. You maysmiteearthbound
onceperdayat secondevel, twice perdayatfifth level, andthriceperdayateighthlevel.

BonusFeat Pick afeatfor which you qualify from this list: Acrobatig Animal Affinity , Death
from Above Dodge Flyby Attack, Hover, Improvedinitiative, Mobility, MountedArchery,
MountedCombat MountedSkirmisher Trick Riding, WeaponFocus Wingover.

Air Master (Su): Airbornecreaturesakea -2 penaltyon attackrolls, damageandsaving
throwsmadeagainstyou. You neversufferfalling damagesincethevery air supportsyoui treat
this asthe FeatherFall spell.

Storm Master (Su): You areimmuneto all effectsof normalwind andweatherjncludingall
associatedFly skill penaltiesYou arealsoimmuneto all magicaleffectswith thewords"wind"
or "storm"in thename including Gustof Wind, Stormof VengeanceandSleetStorm.

Spellsof the Skies(Sp): You gaintheability to activatethefollowing speltlike abilitiesonce
eachperdaysolong asyou areunderthe opensky: Communegonly with agodor powerrelated
to flight, air, weatherstorms.etc), Communewith Nature ControlWeatheyandStormbolts It
takesa standardactionandno componentst all to activatetheseabilities.

Design Notes

Thisprestigeclasswasinspiredby a postby anotherauthoron a messag®oardin 2007.Alas,
theauthor, his post,themessag®oard,andtheverysite on whichit wasfoundhavenowall
sunkinto thedark recesse of Internetpagesof yore.Not eventhe WaybackMachinewasableto
workits magic.All thatremainsis myanalysisandnotes alongwith an early versionof this
PrC, whichyoufind in this screedon myownsite
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The Wandslinger

A Pathfinderprestigeclassfor casterswhoare fastonthedraw

Aiming truein serviceto theforcesof good,wandslingerarefamedfor their speed,
accuracyanddeterminationTheydo not shirk from helpingtheweakandrighting
wrongs,anddo notfearopponent®ithernumerousr hideous.They offer frontier
justicewherethereis no otherjusticeto befound.

Role:Wandslingerarespellcasterspftenwith a bit of rogueor monkexperiencehat
givesthema dashof speedIn civilized realms,othercastersnaylook downonthem,
butin frontiersandwild placeswandslingenersatilityandprowessnspiresa
differentkind of respectCombininglightning speedwith adeepintuition for right
andwrong,theyactasskteriffs, marshalsandjudges settingthingsto right that
villains havegotwrong

Alignment: Vowing to championvictims of oppressionsomewandslingerslly with
agodof protectionwhile othersignorethedivine, following only the promptingsof
therr heartsWandslingeraremostoftenwanderersSomequestfor alofty goal;
othershaveno moredirectionthanthe paththewind blows.But all wandslingers
bringamoralcodeto placeswhereoutlawsrunwild. Wandslingerslealin magicand
justice.

"Meetmywands,Abraand Cadabrai two are twiceaswanderful®

Hit die: d8
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Requirements

1 FeatsLightning ReflexesCraft Wand

1 Skills: Acrobatics3 ranks,Perceptior8 ranks,SenseViotive 3 ranks,Spellcraft5 ranks,
UseMagic Device5 ranks

1 Alignment: Any good

Table: The Wandslinger

Lvl  Att Will Refx Fort Special  Abilities

1 +0 +2 +2 +0 Wand Lore , Lock & Load, S| i nge Eyws
2 +1 +3 +3 +0 Lucky Draw, Evasion, Uncanny Dodge
3 +2 +3 +3 +1 Wandfighting , S| i n g e duétise

4 +3 +4 +4 +1 Dual Trigger 0, +1 Spellcasting

5 +3 +4 +4 +1 Improved Wandfighting , Wand Accuracy
6 +4 +5 +5 +2 Dual Trigger 1, +1 Spellcasting

7 +5 +5 +5 +2 Greater Wandfighting , Recharge Wand
8 +6 +6 +6 +2 Dual Trigger 2, +1 Spellcasting

9 +6 +6 +6 +3 Wand Focus, Wand Precision

10 +7 +7 +7 +3 Dual Trigger 3, +1 Spellcasting

ClassFeatures

ClassSkills: Acrobatics(Dex), Craft (Int), Knowledge(Arcana)(Int), Knowledge(Religion)
(Int), PerceptionWis), Stealth(Dex), Perform(Cha),SenseMotive (Wis), Spellcraft(Int),
Survival (Wis), UseMagic Device(Cha).

Skill Points Per Level: 2 + Int modifier

Weapon andArmor Proficiencies:You gainno newproficiencyin theuseof eitherweapons
or armor.

Spelicasting At levels4, 6, 8, and10, you gainnewspellsperdayasif you hadalsogaineda
levelin aspellcastinglassyou belongedo beforeyou addedthe prestigeclass.You doesnot,
however gainanyotherbenefita characteof thatclasswould havegained(betterwildshape,
metamagior item creationfeats,andsoon). If you havemorethanonespellcastinglass,you
mustpick oneclasswith whichto stackthesebonusspellcastindevels.

SpecialAbilities

Wand Lore (EX): At first level, you gaina bonusequalto your wandslingeitevel on spellcraft
checkso identify the magical propertiesof awand,includingthe spellit caststhe numberof
chargegemaining,andthetriggerneededo activateit. You gainthe samebonuson spellcraft
checkgo craftwands.And you gainthe samebonuson Knowledgechecksto know about
famousor historicalwands,andyou treatsuchknowledgerolls astrainedchecks.

Lock & Load (Ex): At first level, you candrawandsheatheertainwandsasa freeaction You
specify(i.e., "lock") thesewandsby carefullystowing("loading™) themin plain sightin your belt
or holsters The numberof lockedwandsyou areallowed at a singletime is equalto threeplus
your Dexteritymodifier. Thosewands whethertheyarein your handsor holsteregcountas
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lockedfor the lock & loadability aswell asfor otherabilitiesbelow. You canswap("reload™”)up
to two wandsout of andin to yourlockedselectionasa full roundaction.

S| i n gy (Sg:At first level, with amoveaction,you canconcentrat®n a singleitem or
individual within 60 feetanddetermindts alignment,includingthe strengthof its aura You also
gainabonuson sensamotive checksequalto your wandslingetevel.

Lucky Draw (Su). Sometimedooklearningholdsyou back,andyourinstinctiveuseof wands
is morepowerful,thoughmoreunpredictablewhenyou areshootingfrom the hip. At second
level, the baseDC to activatea wandwith the UseMagic Deviceskill decreasefom DC20to
DC18.In addition,if your UMD roll resulthits evenhigherDCs,randommetamagicaéffects

apply.

1 If youmeetaDC28, thenroll 1d10 andapplyoneof thefollowing to the spell: Bouncing
Disruptive Elemental Enlarge Extend FocusedLingering Merciful, Piercing
Selective

1 If youmeeta DCA40, thenroll ad4 andapplyoneof thefollowing to thespell: Empower
PersistentSickening Thundering

1 If youmeetaDC52, thenroll ad3andapplyoneof thefollowing to thespell: Dazing
Maximize, Widen

If therandommetamagieffectcamot applyto the spell,thennothinghappensYou canpick the
targetandothercasterdeterminedrariablesof the spellafteryou know the metamagieffect.
You cannotutilize UseMagic Deviceto triggerwandsof spellsthatappeaton your classspell
list (or lists, if you aremulticlass).

Evasion(Ex): At secondevel, if you makeasuccessfuReflexsavingthrow againstanattack
thatnormallydealshalf damageon a successfusave you insteadtakesno damageEvasioncan
beusedonly if youarewearinglight armoror no armor.If you alreadyhaveevasionfrom a
differentclass,you automaticallygainimprovedevasioninstead.

Uncanny Dodge(Ex): At secondevel, you canreactquickly to danger.You cannotbe caught
flat-footed,nor do you loseyour Dex bonusto AC if the attackeris invisible. You still loseyour
Dexteritybonusto AC if immobilized.You canstill loseyour Dexteritybonusto AC if an
opponensuccessfullyusesthefeint action(seeCombat)againstyou. If you alreadyhave
uncannydodgefrom a differentclass,you automaticallygainimproveduncannydodgeinstead.

Wandfighting (Ex): At third level, you candrawand uselockedwandsasmeleeweaponsTreat
thesewandsaspunchingdaggerghatinflict bludgeonng damageYou gainthe Two-Weapon
Fightingfeatwhenusingtwo wandsin melee Whenyour BAB reaches+6, you gainImproved
Two-WeaponFighting; at BAB +11, you gain GreaterTwo-WeaponFightingwhenusinglocked
wands

S| i n dusticeqSp): At third level, you cancastArcaneMark andMark of Justce eachonce
perdayasaspeltlike ability. A wandslingermight punisha minor crimeby brandingwith an
ArcaneMark, sinceit wearsoff in 30 days.A wandslingemmight punisha majorcrimewith a

Mark of Justice Finally, anycreaturemakinganoathwhile touchingawandheld by the
wandslingesimply cannotbreakthatoathwillingly, or actin anywaythatwill leadtotheo at h 6 s
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violation; anoathis valid evenif givenunderduressputnotif coercedoy magicalcompulsion
or anIntimidateskill check.Only a Limited Wish, Miracle, or Wishi or thewandslingemwho
witnessedhevow i canrevokethe oath.

Dual Trigger (Ex): At fourthlevel, you canactivatetwo wands(onein eachhand)asafull -
roundaction,solong asthe spellsin thewandsareonly zerolevel. At level 6, thewandscanbe
upto lstlevel; atlevel 8, upto 2ndlevel; andatlevel 10, up to 3rdlevel.

+1 Spellcasting At fourth, sixth, eighth,andtenthlevel, you gainnewspells perdayand+1
castellevel asif you hadalsogainedalevelin aspellcastinglass.

Improved Wandfighting (Su): At fifth level, wandscountasmagicweapondor the purposeof
bypassinglamageeductionwhenyou usethemasmeleeweaponsif thespell in thewandhas
the Good,Evil, Lawful, or Chaoticdescriptorthenthewandcountsasthatalignmentaswell for
the purposeof bypassind®R. Whenyou makeyour own wands,you canaddsilver or coldiron
to your wandat no extracost,or you canmakeanadamantinevandfor anextral,000gpin cost;
thesewandsactassilver, cold iron, or adamantindor the purpose®f bypassingOR.

Wand Accuracy (Ex): At fifth level, you gaina bonuswhenmakingtouchspellattacks(both
rangedandmelee)andmeleeattackswith lockedwands.Thebonusis your Wisdommaodifier for
divine wands,andeitheryour Intelligenceor your Charismamodifier for arcanevands,
whicheveris higher.

Greater Wandfighting (Su): At seventHevel, aspartof anymeleeattackactionyou makewith
alockedwand,you canusea chargeof thewandto grantthewandanenhancemertionusequal
to 1 plusthespelllevel of thewand,from +1 to +5. This bonuslastsfor oneminute.

RechargeWand (Su): At seventhevel, requiringoneminute of labor,you canaddfive chargs
to awandby castinga spellof the saméevelinto thewandandspending35gpx w a n dp&ls
levelx w a n dastedevel. To rechargea divine wandyou haveto casta divine spell;for an
arcanewvand,anarcanespel. You canonly rechargevandsthathaveatleastonecharge
remaining;onceall the chargeof awandareused thewandlosesall magicalpower.

Wand Precision (Ex): At ninthlevel, you gainthe PreciseShotandlmprovedPreciseShotfeats
whenmakingrangedattackswith alockedwand

Wand Focus(Su). At ninthlevel you useyour ability scoremodifier (Wis for divine wandsand
Int or Chr for arcanewands whichevers better)andrelevantfeatsandpowersto setthe DC for
wandsaung throws You alsouseyour own casterlevel whenactivatingthe wandif it is higher
thanthe casterdevel of thewand.You mayalsouseoneto five extrachargesvhenactivatinga
wandto boostthe saveDC by oneperextrachargeexpended.

Design Notes

One excellent use of prestige classes is to take an underutilized game option and make it more
attractivetop | ayer s . Here, wand use becomes the <char
underappreciated addn. Note that wands are limited to 4th level in power, so some of this

class's powers are intended to break through that ceiling.

Click here for the original versian
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The Fighting Trickster

Unorthodoxstrategy, played for laughs, can be extremely effettargd annoying

From Odysseuso BugsBunny,the cannywarrior is a stapleof talesof adventure.
Usingclevernesandguile to outsmartandoutmaneuvehis foes, thefighting
tricksterlives by wits and speedbutdiesif hisjokesfall flat.

Role: Gnomesclericswho honortrickstergods,andthosewho makea studyof
martialtrickery areall idealfighting tricksters Most havelevelsasfighters,andmany
areroguesaswell. But anevenmoreimportant characteristiof thefighting trickster
is adelightin practicaljokes,a senseof humor,andawillingnessto go anextramile
for alaugh.

Alignment: Fighting trickstersflout authorityandscornconventionnonearelawful.
Theyarerebels,sometine anarchistspftenjokers.Many havetheir heartsn theright
placeandaredevotedriendsandallies. Still, it is wiseto havea senseof humorwhen
encounterindgheir antics.

Fighting tricksters often defy conventibnvith clever tactics and shamgbjects.

Hit die: d10
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Requirements

1 BaseBAB: +5

1 Skills: Acrobatics 4 rankBluff 4 ranks,DisableDevice4 ranks,Sleightof Hand4
ranks Stealth 4 ranks

Feas: Dodge Combat Expertise

WeaponProficiency:All martialweapons

Alignment: NorLawful

Speci& One of the following: Rac&nome Trickery Domain ImprovedFeintfeat
Ninja Trick; Fey Bloodline; Trick Shot (Archer Archetype); or Quick Disable Rogue
Talent

= =4 -4 A

Table: The Fighting Trickster

Lvl  Att Will Refx Fort Special  Abilities

1 +1 +0 +1 +0 Chicanery

2 +2 +0 +1 +0 Sneak Attack +1d6
3 +3 +1 +2 +1 Fancy Footwork +1
4 +4 +1 +2 +1 Tomfoolery, Dirty

5 +5 +1 +3 +1 Hooliganism

6 +6 +2 +3 +2 Fancy Footwork +2
7 +7 +2 +4 +2 Sneak Attack +2d6
8 +8 +2 +4 +2 Hijinks, More Dirty
9 +9 +3 +5 +3 Fancy Footwork +3
10 +10 +3 +5 +3 Shenanigans

ClassFeatures

ClassSkills: Acrobatics (Dex), Bluff (Cha), Climb (Str), Craft (Int), Disable Device (Int),
Disguise (Cha), Escape Artist (Dex), Intimidate (Cha), Perception (Wis), Perform (Cha),
Profession (Wis), Stealth (Dex), Sleight of Hand (Dex), and Use Magic Device (Chr).

Skill Points Per Level: 4 + Int modifier

Weaponand Armor Proficiencies: You gainno newproficiencyin theuseof eitherweapons
or armor.

Spellcasting Beginning at 1st leveljou gainthe ability to cast a number of arcane spells. To
castaspelyoumustha e an I ntelligence score of at | east
are based on Intelligence, and saving throws against these spells have a DC of 10 + spell level +
Intelligence bonus. Wheyou getO spells per day of a given spell lewgbugain anly the bonus
spellsyouwould be entitled to based gour Intelligence score for that spell level. Whgu

getsO spells per day of a given spell leyelugain only the bonus spef®uwould be entitled

to based onour Intelligence score for that sbéevel. The fighting trickster spell list appears

below.You castspells spontaneously, just as a sorcerer does.

Cantrips: You learn a number of cantrips, oilével spells, as noted on the table below. These
spells are cast like any other spell, butytde not consume any slots and may be used again.
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SpecialAbilities

Chicanery (Ex): At first level, cmmceperencounteasa standardaction,you canattemptanactof
sabotagefirst, makeatouchattackusinga piercingor slashingweaponor with anunarmedor
naturalattack.This attackdoesno damageThenimmediatelyfollow with a DisableDevice
checkto disablethe target itenyou have touchedChicanerycannotbe attemptedvhile
burdenedwvith heavyarmor.Typical DCsandresults:

1 Belt: DC20- Belt falls off.

1 Armor: DC25- Armor losesld4 pointsof protection.

1 SaddleDC20- Saddleis nonfunctionalandrider mustmakeDC20ride checkto stay
mounted.

1 ScabbardDC25- Weaporfalls out.

1 Pouchor pack:DC20- 1d4itemsfall out.

SneakAttack (Ex): This ability, gainedat secondevel, is like therogueability of thesame
name.Theextradamagencreasedy +1d6everyfifth level beyond2nd (thatis, at 7th level). If
you geta sneakattackbonusfrom anotherclassthe bonusdamagelice stack.

Fancy Footwork (Ex): Your dodgebonusto AC grantedby your Dodgefeatincreasedy +1 at
third level. Thebonusincreasegurtherby +1 everythird level beyond3rd (thatis, at 6th and9th
levels).

Tomfoolery (Ex): At fourth level, f anyattackbringsyou belowhalf your total hit points,you
canimmediatelydropproneasa freeaction,playingdead.lf you succeedvith aBluff or

Perform (Acting)checkopposedy Sense Motivehecksfrom your attackerandanyothersin

line of sight thenthosewho losethe check arefooledinto believingthatyou aredeador dying,
andactaccordingly.You also gain the ability to stand from prone as a swift action that does not
provoke attacks of opportunity.

Dirty (Ex): At fourth level, you can use th&rty Trick rulesfrom the Pathfinder Advanced
Player Guide, and yogain Improved Dirty Trickas a bonus feat.

Hooliganism (Ex): Onceperencounteat fifth level as a swift actiommmediatelyfollowing a
successfuineleesneakattackmade with one hand fregou mayuseyour off handto lift asmall
objectfrom the creature gu sneak attacked you makethe usualSleightof Handcheck.You
caninsteadchoseto placea smallobjectonthecreature This Sleight of Hand check isnraade
with a bonus equal to the amount of sneak attack damage you inflicteliganismcannotbe
attemptedvhile burdenedvith mediumor heavyarmor,or while usinga shieldor weaponin the
off hand.

Hijinks (EXx): At eighth level, f you beginaroundthreatening foe, andthenyou useamove
actionto successfullfumblearoundto the othersideof your foe using Acrobatics skijJlyou can
thenmakea standardattackasif you wereflanking the foe with yourself(in your original spot)
astheotherflanker, including a +2 flanking bonus

More Dirty (Ex) : At eighth level you gaiGreater Dirty Trickas a bonus feat.
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Shenanigang Ex): This ability, gainedat tenth levelletsyou duckameleeattacksothatthe
blow hits your attacker'sally. If afoe missesyou, thenthefoe appliesthe sameattackroll to an
ally of histhathealsothreatensChoosetheally closesto youif thefoe threatensnorethan
one.You cannotbe burdenedvith anyarmorwhile usingshenanigangndcannotbe carryinga
medum or heavyload.

Table: Fighting Trickster Spells Known

Lv Oth 1st 2nd 3rd 4th 5th
1 1 - - - - -
2 2 1 - - - -
3 2 2 - - - -
4 3 2 1 - - -
5 3 3 2 - - -
6 4 3 2 1 - -
7 4 3 3 2 - -
8 5 4 3 2 1 -
9 5 4 3 3 2 -

10 6 4 4 3 2 1

Table: Fighting Trickster Spells Per Day

Lv 1st 2nd 3rd 4th 5th
1 - - - - -
2 0 - - - -
3 1 - - - -
4 1 0 - - -
5 1 1 - - -
6 2 1 0 - -
7 2 1 1 - -
8 2 2 1 0 -
9 3 2 1 1 -

10 3 2 2 1 0

Fighting Trickster Spell List

Othlevel Dancing Lights, Ghost Sound, Lullaby, Mage Hand, Message, Prestidigitation, Read
Magic, Spark Unwitting Ally

1stlevel: Alarm, Beqguiling Gift, Disguise Self, Minor Image, Obscuring Mist, Shocking Grasp,
Stumble GapVanish

2ndlevel Blur, Cat's Grace, Eagle's Splendor, Fox's Cunrimmcence Invisibility, Mirror
Image

3rd level:Blink, Explosive Runes]ester's JaunRustingGrasp, Shrink Item, Suggestion
4th level: Bestow Curse, Fire Shield, Glibness, Greater Invisibility, Major Image
5thlevel Fire Seeds (Holly Berry Bobs only),Foe to FriendMislead, Modify Memory

(spells above are from the core Pathfinder rules except where linked)
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Design Notes

The fighting trickster is designed to avecharacters off of armor entirely. As you reach higher
levels, thespecial abilitiesrequire lighter and lighter armor. (The class's Dodge bonuses help
make up for that.)

| know this is a fighting PrC, but | could not resist giving this guy a few ntagks up his

sleeve. Fighting tricksters often refer to Shocking Grasp as "Joy Buzzer." Rusting Grasp is a
great trick spell to put in your weapon of spell storing. The idea of the Holly Berry Bombs is to
slip them in enemy pockets and then get away délowing them up!

Click here for the original vesion.
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The Mentalist

The powers of the mind are amazing and esofeaied also those who master them

Hidden knowledgandrigorous mental discipline, spread from mind to mind to mind,
make for a heady mix of poweaspracticedby the mentakts With disdain for their
physical bodiesthey focus keenly on developing the remarkable powers of their own
brains And taking to heart the need to communicate their potent lore, mentalists
stretch their mindandthe minds obthersby practicingstrict regimenghat unleash

the power of théd, ego, and superego

Role:Mentalists ararcanespell castergthough not alchemistsyho pushinto the

minds of others$o sharetheir secretsTheyperfectmentalist techniquethrough

contact with the Colleote Subconscioudentalists meet in pairs, each reading the
otherdéds thoughts, communicating abstract
Divine casters do n@enerallyhave the rigt mindset to master the artowever,
somementalistdind that the nental disciplineof monks is relevant to tireart.

Alignment: Mentalists may be any alignment, although their code, devoted to the
sharingtheir lore, isin its way admirableMentalists tend to look down on lesser
minds,with scorn and contempt, if evidy with benevolentondescension, if gooth
general, their focus on strict discipline pushes them towards law, rather than chaos.

A Tower of Iron Will will prevent anyone else from learning about gegretobsession with donuts.

Hit Die: d4
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Requirements

1 Spell Casting: Can cast Detect Thougigsan arcangpell (not extract)
Skills: Know (Arcana)(5 ranks)

Feats:Iron Will, Spell Faus

Special: Must make direct mental contact with another mentalist

= =4 A

Table: The Mentalist

Lvl Att Will Refx Fort Special Abilities
1 +0 +1 +0 +0 Mindcasting , Major , Ki Pool
2 +1 +1 +0 +0 +1 Spellcasting , Thinkmodes
3 +1 +2 +1 +1 Split Brain |, Telepathy
4 +2 +2 +1 +1 +1 Spellc asting , Minor
5 +2 +3 +1 +1 Split Brain Il , Thinkmodes
6 +3 +3 +2 +2 +1 Spellcasting , Mind Meld
7 +3 +4 +2 +2 Split Brain 11, Minor
8 +4 +4 +2 +2 +1 Spellcasting ,  Think modes
9 +4 +5 +3 +3 Split Brain IV, Clairsentience
10 +5 +5 +3 +3 +1 Spellcasting , Precognitive Hunch

Class Features

Class Skills Bluff (Chr), Diplomacy (Chr), Heal (Wis), Intimidate (Chr), Knowledge (All) (Int),
Peception(Wis), Sense Motive (Wis), Spellcraft (Int).

Skill Points Per Level: 2 + Int modifier
Weaponand Armor Proficiencies: You gain no new proficiency in using armor or weapons.

Ethos: Mentalists are obliged to seek out and train new mentalistscaimot advance to level

5 in this prestige class unless you have trained another mentalist, and you cannot advance to
level 10 unless you have trained two more. Mentalists who kill another mentalist, or aid in killing
one, lose lh special abilitieauntil they atone.

Spellcasting At everyeven mentalistevel (2, 4, 6, 8, and 1Qyou gain new spells per day as if
you had also gained a level in an arcane spellcasting class you belonged to before becoming a
mentalist. You do not, however, gainyeother begfit of that classpther tharspells per day,

spells known (if you are a spontaneous spellcaster), and an increased effective level of
spellcastingcasterevel). If you had more than one arcane spellcasting class before becoming a
mentalist, you must @&de to which class you addentalistievels for purposes of determining

spells per day.

To become a mentalist, a qualified arcane caster, calledvice,; meets an experienced
mentalist, called a "mentor.” Both cast Detect Thoughts, and then the reaxdoes the novice
the secrets of mentalism through the mimihd link. Not least of these is tlability to tap the
Collective Urtonscious. Tapping theourceof inherited psychic structures and predispositions
gives mentalists access to a common pbspells, regardless of their base cla3sere are
special rules for differerkinds ofarcanists who become mentalists:
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Book castemrmentaliss (wizards, arcanists, magi) learn all theientalistspells just as they
learn Read Magiavithout spellbooksThey do, however, still need to prepare spedish
day,from those they have learnéthese casters can learn a number of spells per level
equal tohalf their Intelligencescore (round down)A 17 Int wizard 5 / mentalist 4 has the
spells per day of @th level wizard, and has leged 8(17/2)spellsper level forevels 0
through 4(40 spells total)lf you have the spell mastery feat, add your Int mod in spells to
that total, chosen freely from the mentalist [i&pping into the Collectivelnconscious
theseformer book castersan unlearn and relearn their spells guane they gain more
spells per day after levellingt every wizard level and at mentalist levels 2, 4, 6, 8, and
10).

Communing castementalists(witches)function exactly as do boolasters, except that

the mentalistdés familiar | earns a nhuimadedsof
Intelligencescore. The familiacan unlearn and relearn gespells each time tliremaster

advance spells per day upon levelling.

Spontaneas castementaliss (sorcerers, bards, skalds, summahenlearn all their

spells known when they become mentalists, and decide on new spells known from the
mentalist spell listThey do this only once, at level 1, not each time they gain new spells
perday. Instead, tven a spontaneous caster gains new spells per day on levelling, they add
spellsas usual to their known spells list. They may unlearn a single spell and learn a new
one as allowed normally by their base class (for example, as sorceretevidsad, 6, 8,

etc).

Casters with special spetlsat are availablas aspecial ability linked to other levelas with

patron spells or bloodline bonus spells, retain those spells and the ability to cast them as usual.
Access to spell completionandesp | t ri gger items i s based, as ¢
spell list, including both mentalist spells and these special class feature.

Mentalist spells are grouped irfige disciplines Biofeedback, Extrasensory Perception,
Mesmerism, Pyrokinesiand TelekinesisThere is also a group of Metamagic spells available to
mentalists that are not considered to be a discipgWieatalists always have one major discipline
and may have one or more minor disciplines. I8apr and Minor, below

Special Abilities

Mindcasting: At first level, you gain the Eschew Materials feat. You also do not need any focus
that has a cost less tha@ gp per mentalist level. When you cast spells from the mentalist spell
list, it requires no somatic or material componentf @svith the Silent Spell and Still Spell

feats, but with no increase in spell level or casting time.

Major : At first level, pck onedisciplineto be your major disciplineehosen from Biofeedback,
ESP, Mesmerism, Pyrokinesis, and Telekineé@u gaina +1insight bonus to caster level,
concentration checks, spell penetration cheakd saving throw DOshen casting spells from
your major.

Ki Pool (Su): At first level, you gaima pool of ki pointsThe number of points in thgur ki
pool is equal tayour mentalistevel +your Intelligencemodifier. As long ayou haveat least 1
point inyour ki pool, you gain a +2 bonus on knowledge and spellachéicks By spending 1
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point from your ki pool, you cagain a +4insightbonus oronetouch attack made deliver a
spell,or onall concentration cheskfor one round, or to increase your speed by 20 feet for 1
round, or to gain a +4 dodge bonus to AC for 1 rodath of these powers is activated as a
swift action.You gain additional powers that consup@nts from your ki pool as you gain
levels.

Your ki pool is replenished each morning after 8 hours of rest or meditation; these hours do not
need to be consecutive. If the you possess levels in another class that grants points to a ki pool,
add all poing together to make a combined pdmit only one ability score modifier is added to

the total (your choice)You canusepoints from this pool to power the abilities of every class

you possess that grants a ki pool.

+1 Spellcasting At even levels, you adnce your spells per day, caster level, and spells known
as if you had gained a level in yquimaryarcaneclass. If you prepare spells (you are not a
spontaneous caster), then you can unlearn and relearn all your spells.

Thinkmodes (Su) At second, fith, and eighth levels you gain the ability to use attack and
defense modes, collectively called thinkmodes. The use dntlsides depends on ki: some
modes cost ki to use; others are available whenever you have 1 or 2 points of ki in your pool
Choosawo thinkmodeseach time you gain this abilitfjwo defenses, two attacks, or one of
each There are five attack modes and five defense modes.

Attacks All attackmodes require a swift action to launch. The save DC for all attacks that
require them is 10 +meriist level +Int modifier.

Ego Whipi As long as you have at least 1 point in your ki pool, you can use this attack
mode, which affects one caster in short range. Make a ranged touch attack, using Int
instead of Dex tonodify the attack roll. If you hit, yo inflict 1d3Chadamage and 1 Wis
damage.

Id Insinuationi At a cost of 1 ki point, you release a 20 ft. diameter burst within medium
range that forces casters and those with digellabilities to make aeflex save or lose one
prepared spell, uncastedpslot, or use of a spelike ability, chosen at random.

Mind Thrusti As long as you have at least 1 point in your ki pool, youussthis attack
mode which affects one caster in short range. Make a ranged touch attack, using Int
instead of Dex todjust the attack roll. If you hit, you inflict 1d&t damage and 1 Wis
damage.

Psionic Blast' At a cost of 2 ki points, you attack all creatures within a 40 ft. cone to
make awill save or suffer 1d8 nonlethal damage +1 ppigt mentalist levednd be dzed
for 1 round Those who make the save suffer half damage and are not dazed. Only
mindless creatures are unaffectsdthis attack mode

Psychic Crush This attackmode targets disciplined mind within short rang&he target
must nake a fortitude savor lose one ki point, which is added to your total. You can
launch this attacknodeso long as you have at least 2 points in yayool.

Defenseslo erect a defense modeguires a swift action, but once erected, it remains in place
until youerect a Bw one, or until yosleep or lose consciousness
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Intellect Fortres§ This defense mode requires using 2 ki points to erect it. It extends
outward from you in a teft. radius, protecting all within. It offers immunity to possession,
compulsion, andPsionic Blast attacks. The tallect Fortress also g those within it a +2
bonusto savews all other minehffectingattacks

Mental Barrieri You can erect this defense mode so long as you hpuet in your ki
pool. Mental Barrier grants an AC bonus ddoayour Int modifier against all incorporeal
attacks and force effects. It also gives immunity to Ego Whip.

Mind Blanki You can erecMind Blankso long as you havepoint in your ki poollt
grants an AC bonus equal to your Int modifier against atthattacks made to deliver
spells or spellike abilities.It also gives immunity to Mind Thrust.

Thought Shield You can erect this defense mode so long as you have 2 points in your ki
pool. The defense mode remains active even when you are asleeghTBbieldgrants a
+1 bonus vs all will saves amtimunity told Insinuation

Tower of Iron Willi This defense mode requires using 1 ki point to erect it. It offers
immunity to all divination spells and to Psychic Crush.

Split Brain | (Ex): At third levd, you can use one half gour brain to give a +2 Aid Another
bonus to the other half when attemptinGla-, Int-, or Wisbasedskill check. When the use of
sucha skill is attempted, make two skill checks: if the first beats DC10, then add +2 to the
seond check.

Telepathy (Su) At third level,so long as you have at least 1 point in your ki pgal, can
communicate via telepathy with any creature in short range that has a mind.

Minor : At fourth level, pick one discipline to be a minor discipline,sgrofrom Biofeedback,

ESP, Mesmerism, Pyrokinesis, and Telekinesis (excluding disciplines previously chosen as
major or minor).You gain a +1 insight bonus to caster level, concentration checks, spell
penetration checks, and saving throw DCs when cagtigltssrom youminor. In addition,

each time you gain a minor discipline, your bonus to your major increases by 1. At level 1, your
major bonus is +1; at level four, it rises to aBgdat level 7, to +3.

Split Brain Il ( Su): At fifth level, youcan use ne half ofyour brain to concentrate on a spell or
effect with a duration of "concentratior’'ou may act normally and still concentrate on the
effect with a successful concentration check vs DC 15 + spell level] mlkry round of
concentration. If thd roll fails, concentration ends.

Mind Meld (Sp): At si xth | evel, you can-lkpabititptlkat a cr eat u
requires one minute of physical contact to establish; it persists for up to one minute after

activation (so long as physical dant is maintained). The target must be willing or helpless,

because of the time required. The mind meld lets you use the Aid Another action to boost a
willing creatureods Kn eaffectagisgped yoo dast after establishen@gg any
mind med automatically succeeds, as if the mind melded target had rolled a natural 1 on the

saving throw. If costs 1 ki point to establish a mind meld.

Split Brain 11l (Ex) : At seventhevel, if you suffera mindaffectingspell or spellike ability,
make two aving throws. The attack succeeds only if both saves fail.
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Clairsentience (Sp) At ninth level, you can cast cast Clairaudience/Clairvoyance as dikpell
ability, but with no range limit, and both sights and soundpareecived Use your mentalist
level as the caster level. It requires only a standard action and 2 ki points to activate this power.

Split Brain 1V (Su): At ninthlevel, & a single standard actigrgu can cast two spells, one with
each half ofyour brain. Both spells must have a castiimge of a standard action. One must be
from your majordiscipline the other must be fromminor. These spells cannot be cast on the
defensive, and both are losydu areinterrupted.You must also make a concentration check,
with the DC equal t@0 plus theproductof the two spell levelsmultiplied if this concentration
check fails, both spells are loktse only your minor +1 insight bonus on the concentration
check, not your major bonuisor example, casting two second level spells invlaig hasa
concentration DC of 20+2x2=2C€astingafifth and a sixth levespell has a DC ad20+5x6= 50.
You can use this ability a number of times per day equal to three plus your Int modifier.

Precognitive Hunch(Su): As a free action, at tenth level, you cgersd 1 ki point in order to
reroll a single attack, saving throw or other d20 roll that you just made.

Mentalist Spell List
Mentalist Cantrips

ESP

Light (Ev) Object shines like a torch.

Ray of Fros{Ev) Ray deals 1d3 cold damage.
Spark(Ev) Ignites flammable objects.

Detect Charn{D) As detect magic, for charm,
compulsion, and possession.

Detect MagiqD) Detects magic in 60 ft.
Read MagiqD) Read scrolls and spellbooks.
Sift (D) See areat rangeasif examining it.

Telekinesis

Floating Disk(Ev) Creates 3t.-diameter disk
thatholds 100 Ibs./level.

Mage HandT) 5-pound telekinesis.
Open/Closd€T) Opensgcloses smathings.

Biofeedback Unseen Servar(C) Invisible force obeygou.

Detect PoisorfD) Reveals poisom one
creature or object.

Diagnose Diseadd®) Detect andD diseases.
Stabilize(C) Dying creature stabilize

Touch of Fatigu€N) Touch fatigues target.

Metamagic

Prestidigitaion (U) Performminor tricks.

First Level Mentalist Spells
Mesmerism ESP

Confusion, LessgEn) Confused for 1 round.

Residual TrackingD) Tell creature's

Memory Laps€En) Subject forgets events.
Sleep(En) Puts 4 HD of creaturés sleep
Unwitting Ally (En) Subjecbecomesnally
for 1 round.

Pyrokinesis

Flare(Ev) Dazzles one creature.

appearance hiys footprint.

Share Languag@®) Subject understands
chosen language.

Speak with AnimalgD) Talk with animals.
Timely Inspiration(D) Helpson failedrolls.
True Strike(D) +20 on your next attack roll.
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Biofeedback Second Level MentalistSpells

Cure Light WoundgC) Cures 1d8 1/level ESP
Endure ElementA) Exist comfortably in hot
or coldenvironments

Keen Sensefl) +2 Perceptionpw-light
vision.

Remove Sickneg<) Suppress disease,
nausea, and the sickened condition.
Restful SleegN) Gain morenp while

Detect Thought¢ D) Al | ows Al i st eni
surface thoughts.

Eagle EygD) Creates a magical sensor high

above you.

Locate Objec{D) Senses direction toward

object (specific or type).

See Invisibility(D) Revealgheinvisible.

sleeping. Share MemoryD) Share one memory with
Mesmerism target|
Call Animal (En) Callsan animal to you. Biofeedback

Charm Animal(En) Makes animal &iend.
Charm Perso(En) Makes person your friend.
Murderous Comman(En) Target is compelled
to kill its ally.

Remove FeafA) Counterdear.

Cure Moderate Wound€) Cures 2d8 +

1/level.

Perceive CuefTl) +5 Perception and Sense

Motive 10 min./level.

Remove Paralysi&C) Frees creatures from

paralysis or slow effect.

Restoration, Less€€) Dispels magical ability

Burning Disarm(T) Makes a metal object red penalty or repairs 1d4 ability damage.

hot, so you drop it or take damage. Shield Othef A) You take half of
Frostbite(T) Inflict cold damage and fatigued. damage.

Prodwce FlamgEv) 1d6+ 1/Ivl, touch,thrown.

PyrotechnicgT) Turns fireto flashor smoke. Mesmerism

Resist EnergyA) Ignores 10 (or more) points
of damage/attack from specified energy type.

Pyrokinesis

Calm EmotiongEn) Calms creatures, negating
emotion effects.
Hold Animal (En) Paralyzes onenanal for 1

Telekinesis

round/level.
Cushioning Band§C) Force protestvs Oppressive BoredorfEn) Target loseaction.
crushing. Qualm(En) Targetgains penalties on checks
Mage Armor(C) Gives +4 armor bonus. until it spends an entire round doing nothing.
Magic Missile(Ev) 1d4+1 damage; +1 missile Tactical Acumer(En) gain anextra +1 on
per two levelsaabove 1st (max 5). attacksor AC due to battlefield positioning.
Pilfering Hand(Ev) You may seize an object
or manipulate it from afar. Pyrokinesis

) N i missiles.
Shield(A) +4 to AC, blocks magic missiles Chill Metal (T) Cold metahurts on touch

Frigid Touch(Ev) Target takes coldamage
and is staggered.

Arcane Mark(U) Inscribes a personal rune on Frost Fall(Ev) The area is covered in frost.
an object or creature (visible or invisible). Heat Metal(T) Hot metal hurts on touch
Spontaneous Immolatidiiev) Target takes 3d6
points of fire damage and catches on fire.
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Telekinesis Heroism(En) Gives +2 on attack rolls, saves,
skill checks.

Hold Persor{En) Paialyzes one humanoid for
1 round/level.

Rage(En) Gives +2 to Str and Con, +1 on Will
saves] 2 to AC.

Unadulterated Loathin(En) Target is
compelled to avoid another creature.

Levitate(T) Subject moves up and down at
your direction.
Returning Weapo(C) Grants a weapon the
returning special weapayuality.
Spiritual WeaporfEv) Magic weapon attacks
on its own.
Tiny Hut (Ev) Createshelter for 10 creatures.
Twisted Spacé€T) Targeted creaturattacks a p L
’ . yrokinesis
random square instead of the intended target.
Blinding Ray(Ev) Rays of light blind targets.
Metamagic Continual Flamg€Ev) Makes a permanent,
Dispel Magic(A) Cancels one magical spell Orr[])?sactloe\/sesr\l/lql'h(;[.rck(Ev) Object glows, grants
effect. : )
Perception and Sense Motive bonuses.
Third Level Mentalist Spells Fury Of The SurfT) Target suffers unbearable
heat, nonlethal damage, fatigue.
Unshakable Chil(N) Target is afflicted with

Clairaudience/Clairvoyare (D) Hear or see at severe cold.

a distance for 1 min./level.

Nondetectior(A) Hides subject from Telekinesis

divination, scrying. o Chain of Perditior{Ev) Floating chain of
Seek ThoughtéD) Detects thinking creatures' force.

thoughts.

Speak with PlantéD) You can talk to plants
and plant creatures.

TonguegD) Speak and understand any

ESP

Force Hook Chargéev) Hook of force drags
you to the target.

Guiding Star(D) Know approximate distance
from where you cast this spell.

language. Jester's Jaurf€) Teleport targefor 30 ft
. Twilight Knife (Ev) Floating knife attacks with
Biofeedback

you.

Cure Serious Wound€) Cures 3d8 1/level

Nap StacKN) Decreases need for sleep, extrdVletamagic
sleep gives benefits.
RemoveBlindness/Deafneq¥) Cures normal
or magical blindness or deafness.

Remove DiseasgC) Cures all diseases Fourth Level Mentalist Spells
affecting subject. sp

Witness(D) See through the target's eyes andE

Arcane Concordand&v) Grants metamagic to
arcane spells.

ears. Arcane Sigh({D) Magicauras become visible.
Detect ScryindD) Warns of spying
Mesmerism Discern LiegD) Spell reveals falsehoods.

Locate Creatur€D) Showswayto creature.
Scrying(D) Spies on subject from a distance.

Dominate AnimalEn) One animal obeys your
silent mental commandshd orders.
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Biofeedback

Age Resistance, Less@r) Ignore penalties
from middle age.

Cure Critical Wound¢C) Cures 4d8 4/level.
Neutralize PoisoifC) Immunizes subject
against poison, detoxifies venom.
Restoration(C) Restores levegbility scores.
True Form(A) Removes polymorph effects.

Mesmerism

Charm Monste(En) Makes monstex friend
Confusion(En) Confusedor 1 round/level.
Fear(N) Subjects within cone flee for 1
round/level.

Overwhelming Grie{En) Grieving target can
take no actions and is denied its Dex bonus.
Phantasmal Kille(l) Fearsome illusion kills
subject or deals 3d6 damage.

Pyrokinesis

DaybreakArrow (Ev) Targeted ammunition
exudes radiant energy.
Daylight (Ev) 60+t. radius of bright light.

Firefall (T) Fire bursts upwartbr 2d6 damage.

Firestrean(Ev) Createsnovingline of fire.
Sleet Storn{C) Hampers vision and
movement.

Telekinesis

Dimension Doo(C) Teleports you a short
distance.

Dimensional AnchofA) Bars
extradimensional movement.

Fifth Level Mentalist Spells
ESP

Arcane EydgD) Invisible floating eye moves
30 ft./round.

Minor Dream(l) Like Dream for 20-words.
Modify Memory (En) Changes 5 minutes of
subject's memories.

Prying EyeqD) 1d4 + 1/level floating eyes
scout for you.

Telepathic BondD) Link lets allies
communicag.

Biofeedback

Astral Projection, Less€N) Offers imited
astral travel.

Breath of Life (C) Cures 5d8 damage + 1/level
and restores life to recently slain creatures.
Cure Light Wounds, Madq€C) Cures 1d8
damage + 1l/level, affects 1 subjesukl.

Planar AdaptatioT) Resist harmful effects of
other plane.

Raise DeadC) Restores life to subject who
died as long as one day/level ago.

Mesmerism

Break EnchantmerfA) Frees subjects from
enchantments, transmutations, and curses.
Dominate Perso(En) Controls humanoid
telepathically.

FeeblemindEn) Subject's IntCha dop to 1.
Magic Jan(N) You possesanother creature.
Phantasmal Wef) Illusory web.

King's CastlgC) Instantly swith places with a Pyrokinesis

single ally.

Resilient SpheréEv) Force globe protects but

traps one subject.
Telekinetic Charg€Ev) Launches an ally
through the air.

Metamagic

Mnemonic EnhancgiT) Wizard only. Prepare
extra spells or retain one justst.

Cone of ColdEv) 1d6/level cold damage.
Ice Storm(Ev) Hail deals 5d6 damagn
cylinder 40 ft. across.

Icy Prison(Ev) Thick ice holds and damages
the target.

Wall of Fire (Ev) Deals fire damage to those
nearby and those passing through.

Wall of Ice (Ev) Ice plane creates wall or
hemisphere creates dome.

52| 80


http://www.d20pfsrd.com/magic/all-spells/a/age-resistance
http://www.d20pfsrd.com/magic/all-spells/c/cure-critical-wounds
http://www.d20pfsrd.com/magic/all-spells/n/neutralize-poison
http://www.d20pfsrd.com/magic/all-spells/r/restoration
http://www.d20pfsrd.com/magic/all-spells/t/true-form
http://www.d20pfsrd.com/magic/all-spells/c/charm-monster
http://www.d20pfsrd.com/magic/all-spells/c/confusion
http://www.d20pfsrd.com/magic/all-spells/f/fear
http://www.d20pfsrd.com/magic/all-spells/o/overwhelming-grief
http://www.d20pfsrd.com/magic/all-spells/p/phantasmal-killer
http://www.d20pfsrd.com/magic/all-spells/d/daybreak-arrow
http://www.d20pfsrd.com/magic/all-spells/d/daylight
http://www.d20pfsrd.com/magic/all-spells/f/firefall
http://paizo.com/pathfinderRPG/prd/advancedRaceGuide/featuredRaces/ifrits.html#firestream
http://www.d20pfsrd.com/magic/all-spells/s/sleet-storm
http://www.d20pfsrd.com/magic/all-spells/d/dimension-door
http://www.d20pfsrd.com/magic/all-spells/d/dimensional-anchor
http://www.d20pfsrd.com/magic/all-spells/k/king-s-castle
http://www.d20pfsrd.com/magic/all-spells/r/resilient-sphere
http://www.d20pfsrd.com/magic/all-spells/t/telekinetic-charge
http://www.d20pfsrd.com/magic/all-spells/m/mnemonic-enhancer
http://www.d20pfsrd.com/magic/all-spells/a/arcane-eye
http://paizo.com/pathfinderRPG/prd/advancedRaceGuide/coreRaces/gnomes.html#minor-dream
http://www.d20pfsrd.com/magic/all-spells/m/modify-memory
http://www.d20pfsrd.com/magic/all-spells/p/prying-eyes
http://www.d20pfsrd.com/magic/all-spells/t/telepathic-bond
http://www.d20pfsrd.com/magic/all-spells/a/astral-projection
http://www.d20pfsrd.com/magic/all-spells/b/breath-of-life
http://www.d20pfsrd.com/magic/all-spells/c/cure-light-wounds
http://www.d20pfsrd.com/magic/all-spells/p/planar-adaptation
http://www.d20pfsrd.com/magic/all-spells/r/raise-dead
http://www.d20pfsrd.com/magic/all-spells/b/break-enchantment
http://www.d20pfsrd.com/magic/all-spells/d/dominate-person
http://www.d20pfsrd.com/magic/all-spells/f/feeblemind
http://www.d20pfsrd.com/magic/all-spells/m/magic-jar
http://www.d20pfsrd.com/magic/all-spells/p/phantasmal-web
http://www.d20pfsrd.com/magic/all-spells/c/cone-of-cold
http://www.d20pfsrd.com/magic/all-spells/i/ice-storm
http://www.d20pfsrd.com/magic/all-spells/i/icy-prison
http://www.d20pfsrd.com/magic/all-spells/w/wall-of-fire
http://www.d20pfsrd.com/magic/all-spells/w/wall-of-ice

Telekinesis Cold Ice Strikg(EV) Ice sliversdeal 1d@evel.
Fire SnakgEv) Creates aath of fire 5 ft.
long/level, inflicts1d6 fire damagel/level.
Freezing Spherév) Freees,deals damage.
Sirocco(Ev) Hot wind does 4d6 damage,
fatigue, and knocks creatures prone.

Dismissal(A) Forcesfoe backto native plane.

Interposing HandEv) Hand provides cover

against 1 pponent.

TelekinesiqT) Moves object, attacks creature

or hurls object or creature.

Telepat (C) Instantmove,100 mileslkevel.

Wall of Force(Ev) Wall is immune to damage.
ForbiddancgA) Blocks planar travel, damages

Metamagic creatures of different alignment.

Forceful HandEv) Pushes creatures away.

Getaway(C) Teleportgpreselectedllies and

Sixth Level Mentalist Spells creatures to a predetermined location.

Leashed Shacklg&v) Target is resicted to a

specific location.

Analyze Dweome(D) Revealsll magic. Plane Shifi{C) Up to 8travel to another plane.

Commune with NaturéD) Learn about terrain.

Dream(l) Sends message to anyone sleepingMetamagic

Legend LorgD) Lets you learn tales about a Dispel Magic, GreatefA) Works as dispel

p(_arson, place, _o_r thi_ng._ _ magic, but can affect multiple targets.
Nightmare(l) Vision inflicts 1d10, fatigue.

Telekinesis

PermanencyU) Makessomespellslast

ESP

Seventh Level Mentalist Spells

Biofeedback ESP
Cure Moderate Wounds, Mag3) Cures 2d8
damage + 1l/level, affects 1 subject/level.
Flesh to Ston€T) Turns creature into statue.
Heal(C) Cures 10 points/level damage, all
diseases and mental conditions.

Stone to FlesliT) Restores petrified creature.

Transformatior(T) You gain combat bonuses.

Battlemind Lirk (D) You and an ally gain
attack and AC bonuses.

Contact Other Plan@®) Questiors gods.

Find the Patt{D) Showsbestway tolocation.
Stone Tell(D) Talk to natural or worked stone.
True SeeindD) Revealsall as they really are.

] Biofeedback
Mesmerism

Age Resistanc€rl) Ignoreold agepenalties
Cure Serious Wounds, Ma3) Cures 3d8
damage + 1/level, affects 1 subject/level.
Planar Adaptation< Mag3) As planar
adaptation, but affects multiple creatures.
Restoration, Greaté€) As restoration, plus
restores all levels and ability scores.
Statug(T) Subject can become a statue at will.

Awaken(T) Animal or tree gains intellect.
Envious UrggEn) Targets steal from or
disarm others.

Foe to FriendEn) Redirect an enenattack.
Heroism, GreatefEn) Gives +4 on attacks,
saves, skill cheks; immundo fear; temgp.
Hold Monster(En) Paralyzesny creature.

Pyrokinesis .
y Mesmerism

Chains of FirgEv) Like chain lightning, but

with fire. Hold Person, MasfEn) Paralyzes nay.

Insanity(En) Subject continuolisconfused
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Serenity(En) Peaceful feelings harm those  Biofeedback
attempting violence.

Utter Contemp{En) Target's attitude worsens
by two categories.

Waves of EcstasfEn) Pleasure stuns and
staggers creatures.

Age Resistance, Great@r) Ignore penalties

from venerable age.

Cure Critical Wounds, Mag€) Cures 4d8

damage + 1/level for many creatures.

Iron Body(T) Your body becomes living iron.

Regenerat¢ C) Subj ectds sever ec
back, cures 4d8 damage +1/level (max +35).

Pyrokinesis

Firebrand(T) Allies gain flaming weapons,
immuneto your fire spells, a orese fire ray. Mesmerism
Ice Body(T) Your body becomes living ice.
Incendiary CloudC) Cloud deals 6d6/round.
Prismatic SprayEv) Rays hit subjects with
variety of effects.

Sunbean{Ev) Beam blindsdeals 4d6 damage.

Charm Monster, Magd&n) As charm monster,
but all within 30 ft.

Euphoric TranquilitEn) Makes a single
creature peaceful and friendly.

Irresistible Danc€En) Forces subject to dance.
Mind Blank (A) Subject is protected from
mentl/emotional magic and scrying.

Telekinesis

BanishmentA) Banishes 2 HD/level of

extraplanar creatures. Pyrokinesis
Create Demiplane, Les Create your own _. ,
demiplane b S0) y Fire Storm(Ev) Deals 1d6/level fire damage.

Polar Ray(Ev) Ranged touch attack deals cold
damage and Dexterity drain.

Prismatic Wall(A) Colors have array of
effects.

Sunburs{Ev) Blindsfoes deals 6d6 damage.

ForcecagdEv) Cube or cagmakes prison
Grasping HandEv) Hand provides cover,
pushes, or grapples.

Teleport, GreatefC) As teleport, but no range
limit and no offtarget arrival.

Metamagic Telekinesis

Contingency(Ev) Sets trigger condition for
another spell.

Clenched Fis(Ev) Large hand provides cover,

pushes, or attacks your foes.

Create DemiplanéC) As lesser create

Eighth Level Mentalist Spells demiplane, but larger and with planar traits.

ESp Dimensional LockA) Teleportation and
interplanar travel blocked for 1 day/level.

Arcane Sight, GreatdD) As arcane sight, but Telekinetic Spher¢Ev) As resilient sphere, but

also reveals magic effects on creatures and you move the sphere telekitically.

objects.

Cloak of DreamgEn) Creatures irb ft. fall Metamagic

asleep.

Prying Eyes, Great€D) As prying eyes, but

eyes have true seeing.

Scrying, Greate(D) As scrying, but faster,

longer.

Mage's LucubratioT) Recallspreparedspell.
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Ninth Level Mentalist Spells Mesmerism

ESP Dominate Monste(En) Dominates any.

: : . Hold Monster, Mas¢En) Paralyzes many
Discern Location{D) Reveals exact location of\eird () Phantasmal killer, but affectsany.

creature or object.
Foresght( D) ASixth sense Byro%naesrisn s of

impending danger.

Moment of Presciend@®) You gain +1/level  Fiery Body(T) Gain fire-related powers.
insight bonus on single attack roll, check, or Icy Prison, Mas$EV) Ice prison, affectsnany
save. Prismatic SpheréA) Prismatic wall all sides.

Biofeedback Telekinesis

Astral Projection(N) Projects you and others Crushing HandEv) Large hand mvides

onto Astral Plane. cover, pushes, or crushes your foes.

Heal, MasgC) As heal, but affects 1 Maze(C) Traps subject idimensional maze.
subject/level. Teleportation CircléC) Teleports creatures.
Soul Bind(N) Traps newly dead soul to

prevent resurrection. Metamagic

Limited Wish(U) Alters reality (within limits).

Designer notes

Someprestige classelsoost casting by starlg with existing base classes. Others (in D&D 3.5
and in this book, like the spellspinner) grant their own spells per day and spell list. In the
mentalist, | tried to boost existing spells per day with a brand new spghdistising a prior
base castig class.

| also tried to give a feel for the psionics of D&D editions past, but using magic and the existing
Pathfinder rules. And | added a few of my own touches, like the ethos and the split brain. And my
plans were too rich for balance with full progaon, so | cut it to spells per day advancement

only at even levels.

Note that the spell list for this prestige class deserved a fuller, detailed treatment, because the
spells on the list are from widely diverseurces, because many are unfamiliar, aedduse the
grouping into disciplines needed to be made super clear.

Click here for the original version.
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The Commander

Inspired by Erfworld, thifathfinderPrC aims to create the perfect warlord

In the fantastidand of Erf, commanders lead stacks of umitsoss a hexgrid terrain

into batle at the whims of rulers, nobles, and titans. Observed by some amused D&D
god, the Erfish mode of war proved intriguing. Perhaps to try a new style of battle
leadership, or perhaps just for laughs, that god taught a version of the strategy and
tactics @ Erf to mortalnobles, heroes, aratlventurers

Role:As the leader of a group of powerful characters, the commander inspires others
to amazing heights of achievemeniey benefit from strange magical traditions
unknown elsewheréobles and aristocrabelieve they make natural and ideal
commander$ indeed, althagh some of common birth disagree, most aristocags

they have a divine mandate to command.

Alignment: Since respect fdollowing and giving orderss a fundamental
characteristic of the comander prestige class, a commander cannot be chaotic in
alignment. Moreover, commanders follow a strict code of duty and loyalty: duty to
obey those to whom they owe fealty, and loyalty to their side and their comrades in
arms.

Commanders are often nob)dsit some come from baser stock and show somewhat less respect for authority.

Hit die: d10
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Requirements

1 FeatslLeadershipor atleastonelevel of the AristocratNPC class

1 BaseAttack Bonus:+5

1 Skills: Profession (Soldier§ ranks,Perceptior8 ranks,SenseMotive 3 ranks Know
(Nobility) 3 ranks

1 Alignment: Norchaotic

Table: The Commander

Lvl  Att Will Refx  Fort Special  Abilities

1 +1 +0 +1 +1 Leadership  Bonus, Purse
2 +2 +1 +1 +1 Natural ~ Signa mancy

3 +3 +1 +2 +2 Regent

4 +4 +1 +2 +2 Natural ~ Thinkamancy

5 +5 +2 +3 +3 Screening

6 +6 +2 +3 +3 Natural  Dollamancy

7 +7 +2 +4 +4 Fighting Retreat

8 +8 +3 +4 +4 Natural ~Rhyme o- mancy

9 +9 +3 +5 +5 Improved Screening

10 +10 +3 +5 +5 Chief Warlord, Natural Healomancy

ClassFeatures

ClassSkills: Diplomacy(Cha),Intimidate(Cha),Knowledge(Engineering)Int), Knowledge
(Geography)Int), Knowledge(Local) (Int), Knowledge(Nobility) (Int), Perceptior(Wis),
Perfform (Cha),Profession(Wis), Ride (Dex), SenseMotive (Wis).

Skill Points Per Level: 4 + Int modifier

Weapon andArmor Proficiencies You gainproficiencyall simpleandmartialweapmsand
all armorexcepttowershields

Spelicasting Commandetevelsdo notadvance anyspellcastingatall. Moreover,a casteis
leadership bonus is +0, not half commander |ledéw castercanapplyaleadershigonusto
selectunit typesand no othes. Thesecastersactuallydouble the usudéadershigponuswhen
stackedwith thefollowing: clerics with outsidersof the samealignment;druidswith animals;
summonersandconjurerwizardswith creaturesheyhavesummonednecromancewizardswith
undeadtheyhavecreatedandanycastemwith golemsandconstructsheyhavecreated These
castecommandersnly benefitfrom their own leadershipvhenstackedwith unitswho benefit
from it aswell.

Ethos: Duty compels commanders to use their own initeiiv the service of those above them
in the chain of command. It also makes them reluctant to withhold information from allies or to
conspire against them. They accept thay may beexecuedif theyfail to do their duty.

SpecialAbilities

Leadership Bonus (Ex): At first level, you candesignateup to eightwilling creatureg"units")
to serveunderyour personacommandTheseeightplusyourself(ninein all) form a"stack and
are"stackedunits:" Theymustbein mediumrangeof you (100ft. plus10ft. percommander
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level). Units canleaveyour stackby movingout of rangeor atwill asafreeaction.Each round,
as a swift actionyou declare your stack arghare youteadershiponuswith stacked units
Your bonus applies tattackrolls, damageolls, savingthrows,or armorclass as you decide
You cangive ordersto unitsin your stack,andif theydisobey,you canchooseo revokeyour
leadershigbonus.Your bonusis equal to half your commander leygdund down, minimum
+1). If you are an aristtrat, your leadership bonus is half your combined commander and
aristocrat levelsYour bonusappliesto yourselfaswell asyour units if you are stacked with at
least oneotherunit.

Purse (Su): You havea pursethatcannotbetakenfrom you. At first level,you canstoreup to
1,000gp percommandetevelin your purse which cannotbe takenagainstyour will. Your
purse and its contents do not count against your encumbimeeanchooseo deductgold
from your purseatdawnto "buy" ad a yw@rth of food anddrink (at standardates)for you and
your stackedunitsi suchrationspopinto existencdrom thin air.

Natural Signamancy (Su): You look like aleader!You appearformidable,competentandfit.
At secondevel, you gaina+2 racialbonuson DiplomacyandIntimidatechecks andon your
Leadershigscoreif you havethe Leadershigdeat.If you are an aristocrat, your racial bonus is
eqgual to double your aristocrat levels +2.

Regent(Ex): You canmanageanenterprisefort, tradingpost,village, port, or town. At third
level, whenyou spendime asaregent performingno otherduties,you lower costsfor city
improvementandproductionof equipmentandfood, you increasdax revenueandyou reduce
the costof upkeepof unitsunderyour managemt. The mechanicatletailsof thesebonusesre
left to thegame refere&o determine

Natural Thinkamancy (Su): At fourth level, you knowtherace,class level, special abilities,
maximumhit points,andcurrenthit pointsof anyunit in your stack.You cantelepathicallysend
ordersto anyunit in your stack.You cangive oneof your stackedunitsthe"scout"special
ability as a move action. Yowcoutcantravelup to onemile awayfrom you andsendyou
reportstelepathically remainingstackedbutlosing your leadershighonusoutsidemedium
range).

Screening(Ex): At fifth level, asa swift action,pick onestackedunit. For eachattacklaunched
againsthatunit until your nextturn, roll d100.0n aresultof 1-50, the attackinsteadaffectsan
adjacentstackedunit, choserrandomlyfrom amongadjacenunits.On a51-100, the attackis
resolvednormally.

Natural Dollamancy (Su): At sixth level, you cancreateasigil / coatof armsfor yourself.

Armor, shields,andclothingworn by you or thosestacledwith you magicallytakeon thelook

of auniformwith your sigil. Eachdayatdawn,all your gearandthatof your stackedunitsis
magicallycleanedandall damaggincluding hit point damage to weapons and arrtwthat
equipmenis mendedIf you have aristocrat levels, units wearing your sigil (including you) gain
a morale bonus vs fear attacks equal to your aristocrat levels.

Fighting Retreat (Su). At seventHevel, whenyou usethewithdrawaction,you canorderyour
entirestackto alsousethewithdrawaction.Until your nextturn, no stackedunit usingthe
withdrawactionprovokesattacksof opportunityby movingout of threatenegquaresMoreover,
anydamageakenby withdrawingunits beforetheir nextturnis dividedamongall stackedunits
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as you designateHowever,withdrawingunits mustendtheir movecloserto you, and farther
from enemiesthantheywerewhenthe movestarted.

Natural Rhyme-o-mancy (Sp): At eighthlevel, you cansingmarchingtunes tauntenemiestell
stories,andgive speecheshatraisethe moraleof your alliesanddemoralizeyour foes.As a
standardspeltlike action,you cancastBaneandBlessatwill. Thesavingthrow DC for the
Baneis 10 + your commandetevel + your Charismabonus.Your commandelevelis the caster
level. If you havelevelsin aristocrat and/opard,theystackwith commandetlevelsto setcaster
levelandDC.

Improved Screening(Ex): At ninthlevel, asa swift action,pick onestackedunit. Foreach
attacklaunchedagainsthatunit until your nextturn, roll d100.0n aresultof 1-90, the attack
insteadaffectsan adjacenstackedunit, choserrandomlyfrom amongunitswithin tenfeet.Ona
91-100,theattackis resolvednormally.

Natural Healomancy(Su). At tenthlevel, eachdayatdawn,all your hit pointandability score
damages cured.

Chief Warlord (Ex): At tenthlevel, yourleadershiponusapplies to two of the following, not
one: attack rolls, damage rolls, saving throws, armor.did@eover,one half of your bonus
(round down)apdies outsideyour stackto all allieswithin line of sight. Your Regentabilities
double,andcanbeappliedto cities, provincesandsmallkingdoms.

Design Notes

This PrC is intended as a homageadworld, the wécomic by Rob Balder. In terms of party
role, it serves as both a buffer and a combat specialist. Most of the unfamiliar terms and magical
gualities emulate Erfworld mechanics.

| like the idea of taking subptimal choices and making them viablsee thavandslinger

design notes for example. Also see how one of the adventuring hero archetypes requires one or
more levels of commoner, a deeply underpowered NPC class. With the commander, | have given
decent bonuses and stacking to a character who takes ievbEs aristocrat NPC class, which

is also underpowered (though less so than the commoner!). The idea is to give characters
reasons to explore more of the game space.

Also note that the aristocrat stacking plays into a central theme in Erfworld, thabte rulers

vs nonroyal sidesSome observers speculate that Erfwaodgals make more natural
commanders than nemoyals, leveling faster andaining better stats. | tried to echo that idea by
giving aristocrat/commanders some extra perks.

This prestige class was created for this little splat book. No other version exists online
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The Flibbertigibbet

For wild magic andricks aplenty, try thisPathfinderprestigeclass

Mortals have always been entranced by the fey, and the feeling is mutual. To mortal
races, fey live eternal, carefree, magical lives that are full of gold and wishes. To the
fey, mortals are blinding bright candles, soon burnt out, but amazing in action and
vibrancy, fascinating in heartfelt drama and raw emotion. Sometimes, in an odd
couple pairing, a mortal becomes friends and partners with a daiopting a fey

outlook thatis whimsical,wonderful and wild Those are thiéibbertigibbets

Role: Aflibbertigibbet can be a warrior, a magiser, a sneak, or a nurtuiewhat
motivates the flibbertigibbet Bn ongoing quest for novelty, beauty, and fun. They
havea profound dérgy to the seriouandthe pretentious. That can make them

effective when adventuring, since they offer unexpected capabilities that keep foes off
guard. On the other hand, it can drive more strdmtdd comrades to distraction.

Alignment: Flibbertigilbets are always chaotic, although they can be good, neutral, or
evil. However, neutral and especially evil flibbertigibbets often sabotage themselves
and their groups, so they do not end up a part of any one band of heroes for long.
Depending on how flibbiigibbets acts, NPCs in general may not know what to make
of them, and may view them with affection and tolerance, or persecute them for
consorting with malicious spirits.

"Ahh, you've done grand, laddie. Now you know what you have to do. Burn thelbaus®urn ‘em all!

Hit die: db
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Requirements

1 Skills: Diplomacy 4 ranksPerform(Percussion, String, Wind, or Song) 4 ranks
1 Feat: Magical Aptitude
1 Language: Sylvan

Table: The Flibbertigibbet

Lvl  Att Will Refx  Fort Special Abilities

1 +0 +1 +1 +0 Fey Magic 0, Unearthly Fate , Fair Folk
2 +1 +1 +1 +1 Fairy Gift 1d6

3 +1 +2 +2 +1 Fey Magic 1, Sidhe Sense

4 +2 +2 +2 +1 Fairy Gift 1d8

5 +2 +3 +3 +2 Fey Magic 2, Enchan t ed Lullaby
6 +3 +3 +3 +2 Fairy Gift 1d10

7 +3 +4 +4 +2 Fey Magic 3, Gossamer Wings
8 +4 +4 +4 +3 Fairy Gift 1d12

9 +4 +5 +5 +3 Fey Magic 4, Wee

10 +5 +5 +5 +3 Lucky Charm , Unearthly Magic

Class Features

Class Skills: Acrobatics(Dex), Bluff (Chr), Climb (Str), Craft(Int), Diplomacy (Cha)Disguise,
Escape Artis{Dex), Fly (Dex), Knowledge Arcang (Int), Knowledge Nature (Int),

Knowledge (Geography) (Int), Knowledgedgal) (Int), Knowledge (Nobility) (Int), Perception
(Wis), Perform (Cha), Sense Motive (WiS)eight of HandDex), Stealth(Dex), Swim (Str),
Use Magic DevicéCha).

Skill Points Per Level: 6 + Int modifier

Weapon and Armor Proficiencies:You gain profieencywith short swordslong swords, short
bows and long bowsYou can use onlpadded, leather, hidand woodemrmorand shields.

Spellcasting:You gain no spellcasting ability or advancemétawever, you do gain the use of
a number of spelike abiities, which all activate as a standard acti®he saving throw DC for
all speltlike abilities (and for all fey gifts) is 10 +flibbertigibbet level +Cha modifidre caster
level is yourflibbertigibbetlevel. In all other ways, these follothe rules for spellike abilities

Special Abilities

Fey Magic 0(Sp): Each morning, rollLd12five times, to pick five spells from thilist: 1)

dancing lights, 2) daze, 3) detect chaos, 4) detect evil, 5) detect good, 6) detect law, 7) ghost
sound,8) lesser confusion,)9nage handl0) mending, 1) prestidigitation, 12) ventriloquism.
Reroll as often as it takes to diee different pells. You can activate each of these spells as a
speltlike ability as often as you lik&oll for new spells the next day.

Unearthly Fate (Su). At first level, youbecome similar to the feY.ou gain lowlight vision if
you did not have it alreadY.ou gaina +2 bonus on saves against miaffectingmagic You
gaincold and electricityesistance equal to your flibbertigibbet level, and you BériX/cold
iron, where X is half your flibbertigibbet level, round down, minimum 1.
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Fair Folk: You befriend a fg creature: either sprite abrownig or anatomie(your choice).

Your friend useshewizard familiar rulesincluding gaining youalignmenthit dice and half

your hit points; using your BABsaves, and skill ranksranting you the Alertness featndyour
friend gainsimproved evasiorg natural AC bonus, empathic link, etc. In addition, the deep bond
between you acts as if you were both weafirend shield ringslf you have other classes that
grant familiarsyou can have only one familiar, hilioselevelsstack to determine your fey

f a mi Icapabititiéss

Fey Gift: At second level, rolLld6 and gain the use of the gift rolled on the table below. At
fourth level, roll 1d8 in addition, and gain the use of a second gift as well. At sixth level, roll
1d10 for a third gift. At eighth level, roll 1d12 for a fourth gift. Reroll as often ak#s to get
different gifts.Reroll your gifts every day.

Table: Fey Gifts

1. Sprite'sLuminosty (Su)You naturally shedight equal to that provided by a torcfou
can control the color and intensity of the light as a swift action, reducing it to thesimn
of a candle or even extinguishing its luminosity entirelyoifi wish. For the purpose of
countering magical diness, treat the level of the effect as equal to your flibbertigibbet
level.

2. Dryad'sTree Meld (Su)You can meld with any tree, similar toW the spell meld into
stone functionsYou can remain melded with a tree as longy@swish.

3. Quicking Trick (Ex) You may make a Dirty Trick combat maneuver as a move action.
You donot provoke AoOs while doing so, if you are wearing no armor.

4. Korred's Hair §u) Youcan animatgour hairlike a korredfor oneround As a swift
action, you cause your hair to lengthen, reaching out to enemies in adjacent squares and
interfering with them, tugging at clothes and weapons, tangling feet and arms, tickling,
etc. Tagets you pick must make a Reflex save to avoid becoearitangledEntangled
creatures cannot move away from y¥ou can use this ability a number of times per day
equal to 3+ your Charismamodifier.

5. Gremlin'sSabotage (SWVhen using the Disable Device skill, you treat all devices as one
category simplewhendeterminingtime neededo use the skill. Thus, difficult devices
count as tricky, tricky devices count as simplej aimple devices can be dismantled as a
free action. You may attempt to open a lock as a move action. Moreover, you gain an
insight bonus on disable device checks equaBt® your Charismamodifier.

6. Hidden Trick (Ex) If you are invisible, you may mak®uaty Trick combat maneuver
and still remain invisiblé theuse of the trick does not count as an attack.

7. Dryad's Woodcraft (Su) You gain a bonus equal to your flibbertigibbet level on Craft
checks involving wood, and you may shape wood with your bareshas it they were
masterwork artisan's woodworking tools when making such checks. It only takes you one
hour to make any wooden object.

8. Nereid'sUnearthly Grace (Swou addyour Charisma bonus as a deflection bonus to
your Armor Class and CM@vhen weaing light or no armor.
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9. Nymph's Inspiration (Suyou can choose an intelligent creature to inspire and serve as a
muse by giving that creature some tokeyair affection (typically a lock ofour hair).
As long as thegou desireand as long as the creegicarriesyour token, the creature
gains a +4 insight bonus on all Will saving throws, Craft checks, and Perform checks. A
bard who hagou for a muse in this way can use his bardic performance for an additional
number of rounds per day equaltmur Chaisma modifier.You retaina link toyour
token and its carrier asybu had cast a status spell on the cariYeu can end this effect
at any time as a free actioviou may only inspire one creature at a time in this mgnner
you cannot inspire yourself gour familiar.

10.Redcap Stomp (Ex) You can stomp to deadly effect in combat like a redcap. You gain a
kick attack (1d8 for a medium creature, bludgeoning, crit x3) that you can make as a
secondary attack as part of a fattack action; or as a secondattack as part of your
movement just as if you had the Spring Attack feat.

11.Nymph's Stunning Glance (Su) As a standard action, you can stun a creature within 30
feet with a look. The target must succeed on a Fortitude save or be stunned for 2d4
rounds.

12.Pixie's Invisibility (Su) You are continually invisible. You remain invisible even when
you attack. This ability is constant, but you can suppress or resume it as a free action.

Fey Magic 1 (Sp) Each morning, roll @10 four times, to pick four spells from ¢Hist: 1)
charmanimal 2) charm person, 3)olor spray4) disguise self5) entanglef) faerie fire, 7)

shield, 8) shillelagh, 9) shocking grasp, 10) speak with animals. Reroll as often as it takes to get
four different spells. You can activate eactiridse spells as a spéke ability once per day

Roll for new spells the next day.

Sidhe Sense (Ex)At third level, your study of the fey grants you a bonus equal to your
flibbertigibbet level when you make saving throws against fey creattioesgainthe same
bonus withskill checksto interactwith fey, to know about fey, and to posefeg.

Fey Magic 2 (Sp) Each morning, rollLd8 three times, to pick three spells from this list: 1)
glitterdust, 2heatmetal, 3) invisibility, 4) mirror image, 5) lead, 6) shatter, 7) suggestion, 8)
tree shapeReroll as often as it takes to get three different spells. You can activate each of these
spells as a spelike ability once per dayRoll for new spells the next day.

Enchanted Lullaby (Sp): At fifth level, you can make a Perform (Percussion, String, Wind, or
Song) check tput a target in short range into a magical sleep (as a sleep Kpe#)target can

hear your performance,ntust make a will save; the save DC is your Perform check. This is a
speltlike ability that requires a full round action along with the actual performance to trigger, so
you cannot use it if silenced or under water or if you are entangp@opled, or otherwise

unable to perform freelyfou can use this ability a number ohes per day equal to 3 + your
Charismamodifier.

Fey Magic 3 (Sp) Each morning, roll 1d6 two times, to pick two spells from this list: 1)
confusion,2) dispel magic3) fabricate 4) fear,5) major image6) speak with plants. Reroll as
often as it taket get two different spells. You can activate each of these spells as-bkspell
ability once per dayRoll for new spells the next day.
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Gossamer WinggEXx): You gain fairylike wings that grant you a fly speed of 60 ft., with
average maneuverability.od can only fly while wearing light or no armor and carrying only a
light load.

Fey Magic 4 (Sp) Each morning, roll 1d4 once, to pick osgellfrom this list: 1) dimension
door, 2) irresistible dance, 3) rusting grasp, 4) tree stride. You can actigadpeh as a spell
like ability once per day. Roll for a new spell the next day.

Wee (Sp): You can reduce yourself to fairy size as a constant-Bkelability, similar to a
reduce person spelfou canshrinkby one or twesize categoriesas you prefe For each
categoryyou choose to shrink, you gain a +2 size bonus to Dexterity eéhdiae penalty to
Strength.

Lucky Charm (Su): You find a four leaf clover that acts asugkstone If you lose your lucky
charm, it takes a day of searching in a-desert, natural temperate environment to find a new
one.

Unearthly Magic (Su): Thrice per day, you can activate one of your slied abilities as a sift
action instead of a standard action, and with a caster level equal to your character level instead of
your flibbertigibbet level.

Design Notes

Since its first edition roots, the game has held a slightiandul bias, as evidenced by the monk
and the pladin. Since then, the barbarian and the bard have beedavail alternatives, but

there just has not been an option as glwogor chaos as the paladin and monk have been for
law. This prestige class aims to change all that. From the flavor text tadghkanics, | designed

the PrC to be chaotid®Required baotic alignment only, of course. Special abilities and dpel
powers are rolled randomly every day. And the link to the fey is intended to emphasize a flavor
of trickery, mischief, and madcap dniity.

| did not include an ethos or code of conduct, however, because | wanted players to be able to
interpret their chaotic tendencies in their own ways. Some will play this PrC as a collection of
abilities. But | hope most willse this game option as @nvitation tolook for ways to bring out
theHomsar, the Luna Lovegood, and fRalph Wiggunthat capers madly aboir all of us.

Note that mechanically, spdike abilities are interestinfpecausehey are still and silent. That
means you can use thémarmor freely. So the poweoptimizing flibbertigibbet may be tempted

to armor up. However, thatés not the flavor
especially the gossamer wingslesigned to nudge the player towards light or no armor.

This prestige class was created for this little splat book. No other version exists online
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The Summerkin

A Pathfinderprestigeclassfor liontaurs and other primitives.

Across open plains and savannah, or from town to village to thorp, a cult-of sun
worshipping humans arlbntaurshunt, tra@, and roam. Among these primitiyése
summerkinbask inthe sun's rays, and they caargleep internal heatith them all
year long, bringing light, life, andblarmthto the dark and the cold.

Role:Following an ancient liontaur tradition that believes theawveto be a god,
summerkin ardeacons of light wo radiate sustenance and hope. In times of plenty,
they are joyful and peaceful. In adversity, they areldiiegers. They are gentle as
sunbeams, and do n@&vel incombat; on the other hand, they are glad when the
chance comes to defeat the forcedarknessSummerkin tend to be druids, clerics
with the sun domain, rangers, and barbarians.

Alignment: Summerkin are always good, and ttiegk those who live in the
darknessanddeal in shadovaremisguided at best, or evil, more likely. Summerkin

like to live under the sky, away from civilized folk, widwvell under roofs and in

cities They are not pacifists, but they value life and enter combat thoughtfully, after
weighing the pros and cons. They accept heavy restrictions on their behavior as part
of their devotion to the old ways of their ancient fawith sunny dispositions, they

live lightly on the land, and they strive to always look on the bright side of life.

/3 t:xrti.
Summerkirare upbeatiovers of the outdoors who grow full beards dmsh hairto honor the sun.

HD: d12
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Requirements

1 Feats: Toughness, Endurance

Skills: Survival6 ranks, Knowledge (Natur@ranks,Perception 3anks.
Base Attack Bonus: +5

Languageliontaur

Alignment: Must be good

Special: Must wear a full beafdee Ethos belw).

= =4 -4 A A

Table: Summerkin

Lvl Att Fort Refx Will Special Abilities

1 +0 +1 +0 +1 Touch of Light

2 +1 +1 +1 +1 Aura

3 +1 +2 +1 +2 Sun Healing

4 +2 +2 +1 +2 Radiant A ura

5 +2 +3 +2 +3 Walking on Sunshine

6 +3 +3 +2 +3 Daylight Aura

7 +3 +4 +2 +4 Summerstrike

8 +4 +4 +3 +4 Spiritual Aura

9 +4 +5 +3 +5 Calming Pres ence
10 +5 +5 +3 +5 Life Aura

Class Features

Class Skills: Acrobatics(Dex), Craft (Int), Diplomacy (Chr), Heal (Wis), Knowledge (Nature)
(Int), Knowledge (Geography) (Intperceptior(Wis), Perform (Chr), Sense Motive (Wis),
Spellcraft(Int), Survival (Wis).

Skill Points Per Level: 4 + Int modifier

Weapon and Armor Proficiencies:Summerkin are proficient in all simple and martiahtig
weapons, and in light armor.

Ethos: Asasummerkin, you ardevoted to spreading warmth, life, ang.j¥ou also battle the
forces of darkness when they crgssir path, butyou arenot necessarily a crusader.

You must wear a full beard as well as a mane drhkehd of hair. Your beard and hair symbolize
the rays of the light shining out from the stlihe most common summerkin styleaighin

curtain beargdwith no moustache (as exemplified AgrahamLincoln and some Amish men).

At first level, your hair and beard gradually chantgeabrightgolden or red color, angbu never
feargoing bald.

Because of the beard requirement, the prestige class is most often taken by liontaur, human, and
halfling males. Dwarf males and females may meet the beard requirement naturally, but these
dark-dwelling race seldom harbor a true love of the sun. Elves and gnomes generally cannot
grow the required beards; ha&lfves and halbrcs might. The possibility of other races growing
beards is | eft to the DMO6s discretion.

Some rare summerkinmho cannot grow beards hajoined by wearing a false beard. Also, a
limited wish will grant any character the ability to grow a beard, as will a bestow curse spell.
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Summerkn must not use any metals other than gold, copper, and bsihegher metals are
taboo.You may use onlypronze weapons and arm¥iou may not use magic items made from
taboo metalsYou can use nonmetal items freely. Taboo metals can be tiathaddled with
blessed leather gloveall summekin must keep their heads uncovergdu cannot use items
that fill theeyes, head, and headbasidts.You may not honor any other god than the sun.

If yourhair is cut,youloseall special abilities ul your hair grows back. If you perform an evil
act,use taboo metal, or worship another ggal) lose all special abilities until you have atoned.

Spelicasting Beginning at 1st leveljou cancast a number of divine speliacluding cantrips

just like clerics do, but with no spontaneous casting. Simmerkinspell list appears belowor

all your spellcasting classes, you cast spells with the light descriptor with your character level
used as your caster level, and with a +1 sacred bonus on lighb§seNote that summerkin
cannot make or use scrolls based on their spellcasting.

Special Abilities

Touch of Light (Sp): At first level, you can cause your hand to shimmer with diViglkt, as a
free actionjlluminating as a torch. You cabestow theight ona creatureas amoveaction The
creature gaina bonus equal to yosummerkinevel on a single Charismar Wisdombased
skill or ability checkof their choice Thisbonuslasts for 1 hour or untilsed You canactivate
this abilityanumber otimes per day equal to 3 + your Wisdom modifier

Aura (Su): At secondevel, you glow with a satisfying lightYour aura illuminates clearly

within short range (2&. + 5ft. per 2levels), and withshadowy illuminatiorio twice that far

This illuminationdispels any lesser darkness it touches and cancels out any darkness of equal
level within the area of overlap. The aura of a 3rd |&whmerkindispels a 2nd level Darkness

spell and nullifies a 3rd level Deeper Darkness where it overlaps. The auralvammmed off,

so that in dim or dark areas the aura makes it practically impossible to hide. In direct sunlight the
aura seems to disappear, since the sun oaslit, but its effects remain.

Sun Healing(Su): At third level, when outdoors in the diteays of the sufnot reflected,
gathered, or produced by a spgi)u gain fast healing equal to one third of your summerkin
level, round down.

Radiant Aura (Su): At fourth level, when underground, at night, or in windowless rog/sy
aura radiatephysical warmthYou and allyour allieswithin short rangeain cold resistance
equal to half your summerkin level, round down, as wedl aacred bonusqual to half your
level on saves and AC against spells and attacks that use the cold and darkregsinan
oozes andreatures with the cold and dark folk subtypes.

Walking on Sunshine(Sp): At fifth levelyou can walk on sunbeams at will as@stant spell
like ability, but only inbright natural daylighfnot reflected, gathered, or produced byall3.
Treat this exactly like thair Walk spell, except that if the sun is no longer available (due to
shadow, cloudetc), thenyou descendat 60 feet per round untibu gently reaclhe ground

Daylight Aura (Su): At sixth level, your aura has the same effect as sunlight against creatures
with light sensitivity, light blindness, vampire weaknesslight powerlessnesstc. That is,
treat your aura as actual daylighbut not for your own summerkin powers that require true light
to function, such as sun healing and walking on sunshine.

67| 80


http://paizo.com/pathfinderRPG/prd/ultimateCombat/combat/primitiveArmorAndWeapons.html#bronze
http://paizo.com/pathfinderRPG/prd/spells/airWalk.html#air-walk

Summerstrike (Sp). At seventHevel, as a spellike ability, youcan blesalight melee or

thrown weponso thatt takes on the billiant energy special abilityOnce blessed, the weapon
remains radiant for onm®undper level You can use this ability a number of times per day equal
to 3 + yourWisdommodifier.

Spiritual Aura (Su): At eighthlevel, when underground, at night, omimdowless roomsyour
aura radiates spiritualarmth.You and allyour allieswithin short rang@ain a sacred bonus

equal to half your level on saves and AC against spells and attacks that use the death or fear
descriptors, and against the undead.

Calming PresencgSp): At ninthlevel, youcan radiate positive emotions through yaurathat
pacify creatures within ifor one roungdin manner similar to a Cal@motionsspell This speH
like ability affectsall creatures, friend and foe, withli® feet ger level| unless they are immune
to mind-affecting magicThere is no saving throw, although spell resistance applescan use
this ability a number of times per day equal to 3 + wiisdommodifier.

Life Aura (Sp): As aconstanspeltlike ability that can be deactivated and reactivated as a swift
action,your aura becomeasorelife affirming. Plants within your aura arefefted as if by an

entangle spell, but the plants ignore you and your allies. Living creatures selected by you convert
all lethal damage to nonlethal damage when they suffer damage within yaur aura

Table: Summerkin Spell Progression

Lvl 0 1 2 3 4 5
1 2 0 - - - -
2 3 1 - - - -
3 3 1 0 - - -
4 4 2 1 - - -
5 4 2 1 0 - -
6 5 3 2 1 - -
7 5 3 2 1 0 -
8 6 4 3 2 1 -
9 6 4 3 2 1 0

10 7 5 4 3 2 1

(When 0 spells are gained, only Wisdom bonus spells are granted.)
Summerkin Spell List

Oth Level Bless Color SprayDancing LightsEndure Element$lareBurst Light, Spark Sun
Metal

1st Level Continual FlameCure Light WoundsDiscovery TorchFaerie FireHypnotic
Pattern Produce FlameResist Energy

2nd Level:Daybreak ArrowDaylight Heat Meta] Remove Blindness/Deafne&earing Light
Summon Monster [+

3rd Level Fire Shield Plant Growth Protection fom Enegy*, Summon Monster I¥*,
Wandering Star Motes
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4th Levet Pillar of Light Rainbow Patten, Summon Monster ¥, Sunbeam

5th Levetl Mass Cure Light Wound$&cintillating PatternSunburst

* effective only vs fire or cold
** [antern archons only

Design Notes

| designed this prestige class for an online contest, and | intended to link it specifically to
liontaurs. The themes of sun and light and outdoors meshwithision of liontaurs in general.

The lack of scrolls, the sun worship, and the taboo on iron are meant to link liontaurs to the idea
of primitive traditions carried down to the current day.

Hitting the right powetevelin this onewas toughl wanted astrong character that was focused

on life, light, warmth, and even with some strains of pacifism and finding ways to solve problems
that do not require killing. And so | ended up making the summerkin a bit of a defense monster.
Twelvesided hit dice. Decermlefensive abilities, like fast healing and air walk. But stealth is not
an option for this character!

It is also a weirdPrC, with the required liontaur language and beards. Beards! The taboo on

iron, adamantingand mithril is unusual. And no magic itemsrn on the head. Those not only

fit the theme | was going for, but are balancers for the powerful spells and abilities it has. A poor
BAB progression is another balancéhope | struck it right.

| did enjoy creating this PrC this a bit too much, | agr@king the "light" themeerhapstoo
far. Summerkin are proficient in dight weapons. The only curing spell they have is tigre
wounds (and mass light wounds)Not to mention the flavor text sunny dispositions
looking on the bright sidef life!

Originally, this was created a@mn organizatiorandan associated prestige clasthe PrC
offered lere melds ideas from those originrconcepts.
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Liontaurs

Four paws, two hands, one great rdceules for playing liontaurs iflPathfinder

A nomadic, primitive folk, liontaurs are often represented as barbaric, illiterate, and
uncivilized; they are famous for being highly superstitious. Gthruld describe

liontaurs as natureriented people with a rich tradition of oral histerghey live

close to the earth and are in tune with the magical forces around them. As is often the
case for cultures that live on the edge of survival, under tonsliof harsh

competition, in which wits and strength are paramount, they make necessity into
virtue. Liontaurs must hunt and fight to stay alive, so they glorify brapengjstence

and aggression. Their success at carving out a niche and thrivindastan their

proud nature.

Physical Descriptiohiiontaurs are creatures that resemble lions from the waist down
and humans from the waist up. They look like centaurs from far off, but at closer
distances their feline natures becommenistakableTheirlower portions are leonine;

their short fur is tawny; they sport a lion's tail with a tuft of black fur at the end. Their
upper portions are human, although the males grow long,-hkaneair, and both

sexes have cdike eyes and larger canine teeth thamang which partly explains

their heavy accent when speaking the common tongue. Liontaurs dress mostly in furs
and leather, and many braid totems or beads into their hair as clan and pride markers.
They stand six to seven feet tall, and they averagéett long from head to rump.

These largesize creatures weigh 400 to 700 pounds.

Relations To Otherkiontaurs are forced to be nomadic by their need to follow herds

or prey, so they tend to scorn settled folk as lazy, slow, and filthy (and in trugt, mo
cities visited by liontaurs are dirty and unsanitary). They usually look down on settled
folk, such as humans, as degenerate and soft. But that doesn't stop them from trading!
Liontaurs are usually happy to trade, especially for metal blades, fronsknive
greatswords. Beads, mirrors, combs and brushes, fine cloth, and tools are all very
welcome. Liontaurs usually trade in furs and ivory, but liontaur crafts are often
considered valuable.

Alignment Liontaurs are generally neutral, taking sides only vilein own interests
are involved. Individual liontaurs can be any alignment, though as wandering people,
they tend slightly toward chaos rather than law.

Liontaur Landd_iontaurs follow the herds they depend on for food, so they are often
found in savanrtg following antelope and zebra; or in the plains, following wild

horses and bison; or even in the tundra, following caribou. Some have great flocks of
domesticated animals. Liontaurs view these grazing grounds as their own land, and
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they react violentlyd encroachment and competition. However, they tolerate passers
through and welcome merchants.

ReligionGenerally liontaurs worship racial gods (or liontaur aspects of gods that
govern nature, hunting, and war). Some also honor Nature, especially Ramjers an
Druids. Being superstitious, liontaurs will often honor many gods, just to be on the
safe side. A few follow ancient traditions, worshipping the sun as a god.

Language Liontaurs speak a racial language that includes a more limited range of
sounds than ber languages. Common sounds include: ch, f, fr, h, t, I, m, n, and
especially r. The language has no written form.

NamesLiontaurs believe that their names reflect their individuality, so no two names
are ever identical. Their names do not have any mga@nse; they are not words in
theliontaurlanguage. Liontaur males and females have the same kinds of names.
Here are some examples: Nijeo, Tomerj, Eojal, Nonowla, Fraweol, Vythao, Fawynth,
Vauwerf, Ferfi, Eowyf, Aweth, and Liram.

Adventurerd.iontaurs ofen becomdighters, rangers, clerics, druids, sorcerers, and
bards They almost never learn the artsozardry, becauskontauss are not a literate
culture. The urban arts obgues are not useful to most liontaurs, although some are
scouts.Those raisedn human lands may possibly becopadadins, butiontaur
monksare vanishingly rare

Mostliontaurslove the outdoors and protect the environment, but a few may shirk their duty to Mother Nature.
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