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Spheres of Power was a magic system first introduced to the
world in 2013 as an alternate magic system for the Pathfinder
Roleplaying Game. This book introduced players to the Spheres
system: a system of concept-based magic that greatly expands
both the types of magic-users that could be played as well as the
types of worlds GMs can create.

Since that time, over 20 handbooks have been published
as well as many shorter products, each one greatly expanding
what the system can do and what sorts of characters can be
built. Ultimate Spheres of Power is a compilation book that takes
all of that material from both the original Spheres of Power book
as well as its many expansions and combines them into a single
volume, integrating errata and updates to reflect the changes
and explanations that have developed since the time of the sys-
tem’s original release.

‘While there are many more books that have been released
and will continue to be released that will further expand this
system, Ultimate Spheres of Power contains material from all of
the books listed to the side, all from Drop Dead Studios. In ad-
dition to those books listed there, there are a great many other
books, such as the Skybourne books or Wzld Magic, that are just
as usable with Ultimate Spheres of Power as they were with the
original Spheres of Power.

Creating and expanding the Spheres of Power system, as well
as its spin-oft system Spheres of Might, is a process that has taken
a great many years and has involved a whole host of authors, ed-
itors, and playtesters, all of whom have contributed their ideas,
insights, and experiences to help make the volume in your
hands what it is today. Much of the work that went into creat-
ing this volume was facilitated by Kickstarter and Patreon, and
without those backers, nothing you hold in your hands today
would have been possible.

Between the original Kickstarter for Spheres of Power, the
new Kickstarter for Ultimate Spheres of Power, and the years of
work through the Patreon, it would be impossible to list the
names of everyone who helped give this volume life, but each
one of you has been indispensable

Thank you to everyone who has helped us reach this point,
who has contributed their time, money, and ideas to bringing
the Spheres of Power system to life. It is only through your ef-
forts that this volume exists, and that it has managed to grow
as much as it has.

~Adam Meyers

Books Included in Ultimate Spheres of

Power
Spheres of Power
Spheres of Power: Expanded Options
Archetypes of Power
Items of Power
The Wraith

The Geomancers Handbook

The Telekinetics Handbook

The Enbancer’s Handbook

The Diviner’s Handbook

The Abjurer’s Handbook

The Auspician’s Handbook

The Battlemage’s Handbook

The Chronomancer’s Handbook

The Conjurers Handbook

The Creators Handbook

The Destroyer's Handbook

The Fey Binder’s Handbook

The Ilfuminator’s Handbook

The Mentalists Handbook

The Necromancer’s Handbook

The Nyctomancer’s Handbook

The Sanguinists Handbook

The Shapeshifters Handbook

The Tempestarian’s Handbook

The Trickster’s Handbook

The Vivomancer’s Handbook

The Worldwalkers Handbook

Spheres Apocrypha: Light Talents
Spheres Apocrypha: Dark Talents
Spheres Apocrypha: Destruction Talents
Spheres Apocrypha: Nature Talents, Earth
Spheres Apocrypha: Nature Package, Air
Spheres Apocrypha: Nature Talents, Fire
Spheres Apocrypha: Nature Talents, Metal, Plant, Water
Spheres Apocrypha: Nature Talents, Spirit
Sphere’s Apocrypha: Protokinests Feats



llavigating This Book

Chapter 1—Introduction: Information on the mechan-
ics of how the spheres work.

Chapter 2—Casting Traditions: This chapter explains
the casting tradition system. A caster’s tradition is a shorthand
for the rules and regulations that are associated with a partic-
ular caster’s magic style. In the core Pathfinder Roleplaying
Game, these are things akin to a wizard needing a spell book
and materials to use his magic, as well as his need to gesture and
speak in a magical language. Likewise, it is similar to a cleric’s
need to pray to her deity and use her holy symbol as a focus in
order to cast spells. Casting traditions are a powerful tool GMs
can use to customize a campaign setting, and that players can
use to better translate an idea in their head into a fun and inter-
esting Pathfinder character.

Chapter 3—Classes: Twelve base classes and one pres-
tige class give players and GMs a series of options designed
from the ground up for use with the Spheres of Power system.

Armorist: The armorist binds weapons and armor to her
service, creating items of vast power to fit her needs. With
little need for outside equipment, an armorist can tempo-
rarily create weapons and armor for her allies and summon
powerful equipment onto her own body.

Elementalist: A master of destructive magic, the elemen-
talist can summon and control raw power in a variety of
forms and can bring death to his enemies through fire, ice,
lightning, and other ways.

Eliciter: Few creatures are as adept at manipulating
minds as an eliciter, who can manipulate a creature’s emo-
tions to both empower and enslave.

Fey Adept: The secret of the fey is the mastery of illusion
magic to the point of crafting reality, and the fey adepts are
their mortal students. A fey adept manipulates perception
and reality to a startling degree, using illusions to accom-
plish tangible effects.

Hedgewitch: No two hedgewitches are exactly alike, as
this class excels at mixing and matching the powers of oth-
er classes through the use of its traditions. A hedgewitch
could be a master of herbal magic, a dealer in forbidden
arts, a charlatan, or all of the above.

Incanter: The undisputed master of magic, the incanter
gains more magic talents than any other class, and is perfect
for those who enjoy power and versatility in their casters.

Mageknight: When a warrior seeks to increase their
power through magic, they often choose the path of the
mageknight. Mageknights combine weapons and spheres
to become a deadly force on the battlefield.

Shifter: Shifters use their magic to manipulate their bod-
ies, ever-changing to suit their needs and overcome chal-
lenges. Shifters take on a variety of forms until few are sure
which is their real one, if there even is such a thing.

Soul Weawver: Masters of both life and death, soul weav-
ers are mediums, healers, necromancers, and summoners of
spirits and shades. A soul weaver may either bless or curse
the living and can enact powerful magic on those who fall
under their sway.

Symbiat: Symbiats are masters of telepathy and teleki-
nesis, using psionic magic to accomplish impressive feats.
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Symbiats use their power with a level of detail and finesse
no other caster can copy, pushing their bodies to inhuman
extremes or reading their opponent’s mind to stay one step
ahead of its movements.

Thaumaturge: There are those who seek power down for-
bidden or unsafe paths, risking their bodies and souls to lift
their magic to heights few would dare to tread. These are
thaumaturges, and few can match their raw magical might.

Whraith: The wraith mimics the powers of a ghost with
their ability to become ethereal and possess creatures and
objects.

Bokor: The bokor is a prestige class that combines the
core Pathfinder spell system with the Spheres of Power sys-
tem, representing those casters willing to study magic in all
of its forms.

Chapter 4—Class Archetypes: This chapter includes
many variant archetypes for all classes, including both the origi-
nal classes included in this book as well as other core Pathfinder
classes. Some of these archetypes help to better integrate these
classes into the Spheres of Power system, while others simply are
fun new concepts that are enabled by using the spheres.

Chapter 5—The Spheres: This chapter includes the ac-
tual magic spheres that make up the Spheres of Power system.
These spheres allow casters to choose the areas of magic they
wish to gain mastery over, as well as choosing talents to further
refine, empower, and develop their magical skill.

Chapter 6—Advanced Magic: This chapter covers a se-
ries of optional magic rules, which both players and GMs can
use to increase the scope of their adventures. This includes op-
tions for enabling world-changing magic such as resurrection,
long-distance teleportation, planar binding, and other magical
feats that, depending on play style, may or may not be part of
any given campaign or setting. This magic is divided into four
systems for ease of use:

Advanced Talents: These abilities function similarly to stan-
dard magic talents, but they have strict requirements and can
greatly increase the scope of a base sphere’s power.

Rituals: Rituals allow a caster to invest time and material
components to create magical effects. Rituals provide the utili-
ty of spells to a world of spheres.

Spellcrafting: Spellcrafting allows casters to create unique
expressions of magic such as signature spells or other abilities
outside the scope of the standard Spheres of Power system.

Incantations: Similar to incantations from older roleplaying
systems, this magic system allows creatures to use skill checks
and strict criteria to accomplish great feats of magic, often in a
campaign-centric way that adds wonder and mystery to a plot.

Chapter 7—Additional Options: This chapter includes
a great variety of feats, traits, favored class bonuses, and op-
tional racial options designed for use with the Spheres of Power
system.

Chapter 8—Magic Items: This chapter covers option-
al magic item creation rules for use with the Spheres of Power
system.

Chapter 9—Bestiary: This chapter includes sample
characters and monsters that make use of the Spheres of Power
system, as well as templates and creature information that is
needed to make use of spheres such as Death or Enhancement.
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lIsing the Spheres

Spheres of Power is a completely independent magic system
that may be used alongside or may completely replace the core
Pathfinder spell system.

Like spells, the spheres grant a magic-user the ability to
accomplish great things that would otherwise be impossible.
Bending fire, summoning angels, layering enchantments on an
unsuspecting creature’s mind: all of this and more is possible
for a master of the spheres.

Like spells, spheres require levels in a magic-using class.
Using a sphere ability with a casting time of a move action or
greater provokes an attack of opportunity (unless cast defen-
sively), requires a concentration check in difficult situations,
ceases to function in an antimagic field, and is subject to spell
resistance if it directly targets an individual. Unlike spells, how-
ever, a caster may take multiple casting classes without neces-
sarily dividing his power; caster levels, talents, and spell points
gained from multiple magic-using classes all stack with each
other.

Where the core Pathfinder magic system grants access to
spells and spell levels, magic users using the Spheres of Power
system (referred to as ‘casters’) use spheres and talents.

There are 22 spheres contained in this book, includ-
ing Alteration, Blood, Conjuration, Creation, Dark, Death,
Destruction, Divination, Enhancement, Fallen Fey, Fate,
Illusion, Life, Light, Mind, Nature, Protection, Telekinesis,
Time, War, Warp, and Weather. Blood and Fallen Fey were orig-
inally created as optional, additional spheres, but are included
in this book.

Spheres provide a caster with a broad magical focus; for
example, powers that deal with moving objects through space
are contained in the Telekinesis sphere, while powers that deal
with manipulating winds and rain are contained in the Weather
sphere. Most spheres provide the caster with an at-will ability,
which may be further refined through gaining talents associat-
ed with that sphere. Beyond the spheres themselves, there are
several terms that must be explained for use with this system:
Magic Talents, Caster Level, Casting Ability Modifier,
Casting Time, Distances, Spell Points, Saving Throw
Difficulty Class, and Magic Skill Bonus and Magic Skill
Defense.




Magic Talents

As a caster gains levels, they gain magic talents. Magic tal-
ents, like feats, may be spent to allow a caster to gain new pow-
ers and abilities.

‘Whenever a caster gains a magic talent, they may spend it
on a magic sphere. The first time a character spends a magic
talent on a sphere, they gain that sphere’s base abilities. After
a character possesses a base sphere, they may spend additional
magic talents to gain talents specifically associated with that
sphere. If a character gains a bonus sphere or talent that they
already possess (such as through a class feature), they instead
gain one talent of their choice from that sphere. If they would
gain a package from a sphere (such as a Nature package) and
they possess the sphere but not that package, they instead gain
whatever talent would allow them to gain the package in ques-
tion. If they possess a drawback that would forbid them gaining
a package or talent, they instead use the bonus talent to buy oft
that drawback.

The number of magic talents a caster gains differs between
classes, but all characters gain two bonus magic talents the first
time they gain a level in a class with the casting class feature,
regardless of which class is chosen.

Once a talent is spent, it cannot usually be changed except
through retraining, which follows the same rules as retraining
a feat.

If a magic talent is only gained temporarily (for exam-
ple, though a class feature that grants a talent for less than 24
hours), any non-instantaneous effect created with that talent
ends as soon as that talent is lost. If a temporary talent is gained
for a single casting, the talent is considered to be ‘lost’ one min-
ute after any concentration on the effect is ended.

(aster Level

Caster level is not as synonymous with class level in Spheres
of Power as it is with most of the core Pathfinder spellcasting
classes. Instead, it would be more appropriate to think of it as
akin to base attack bonus: as a creature gains levels in a casting
class, they gain caster levels at different rates depending on the
class chosen. A multi-classed caster determines his total caster
levels by adding together his caster levels from all his classes,
similar to how base attack bonus is accumulated between all
classes. A caster level of o is treated as if it were 1 when deter-
mining a caster’s capabilities. Some item, called implements,
can grant temporary bonuses to a caster’s caster level, and are
described later in the Equipment chapter.

All casting classes fall into one of three categories: High-
Casters (wizards, sorcerers, clerics, incanters, soul weavers, fey
adepts, etc.), Mid-Casters (bards, magi, inquisitors, symbiats,
eliciters, etc.), and Low-Casters (paladins, rangers, armorists,
mageknights, etc.). Each of these groups gain caster levels at
a slightly different rate, as indicated by Table: Caster Level.
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Level High-Caster Mid-Caster Low-Caster

il +I +0 +0

+3 i2)

13 +13 +9 +6

15 +I§

+IT +7

17 +17 +12 +8

19 +19 +14 +9

(asting Ability Modifier

Not every caster in the Spheres of Power system uses the
same mental ability score when determining their magical
potency. Just as with the core Pathfinder magic system, some
casteres use Intelligence, some use Wisdom, and others use
Charisma. In Spheres of Power, this is called their casting ability
modifier (CAM). Casting ability modifiers are used to deter
mine the difficulty class of sphere abilities, as well as the cast
er’s total number of spell points.

Casting ability modifier is determined by the caster’s tradi-
tion, which is explained later in chapter 2.

Spell Points

Along with gaining caster levels, casters using the Spheres
of Power system also gain a spell pool, which accumulates spell
points as they gain levels. Spell points are a measure of a spell-
caster’s capability and are spent to increase the power of their
various sphere abilities. Each caster gains a pool of spell points
equal to their class level plus their casting ability modifier. Just
like with caster level, a caster adds together all their levels in
casting classes when determining the size of their spell pool.

A caster’s spell pool refreshes once a day after roughly 8
hours of rest. These hours do not need to be consecutive.
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Saving Throw Difficulty Class

Whenever a sphere ability calls for a saving throw, the dif-
ficulty class (DC) for that saving throw is equal to 10 + 1/2 the
caster level + the caster’s casting ability modifier. If the targeted
creature meets or exceeds this number with their saving throw,
they often reduce or negate the effect. If a caster chooses to use
an effect at a lower caster level than her maximum, the DC is
also lowered.

Magic Skill Bonus and Magic Skill Defense

Sometimes, it is not a caster’s raw power that is important,
but rather his skill and experience with magic in general. This
includes concentration checks or times when a caster directly
pits his magic against that of another caster. At these times, the
caster’s magic skill bonus (MSB) and magic skill defense (MSD)
are used to determine the outcome.

A caster’s MSB is equal to his total levels in spherecasting
classes. A caster’s MSD is equal to 11 + his MSB.

Sometimes, a power or circumstance will call for a magic
skill check. At this point, the caster attempting the check rolls
ad20 and adds her MSB to the roll. If this equals or exceeds the
target’s MSD, the check succeeds. If not, the check fails.

When a spherecaster attempts a concentration check (as
called for by the Pathfinder Core Rulebook), instead of rolling
a d20 and adding his caster level + his casting ability modifier,
he rolls a d20 and adds his MSB + his casting ability modifier to
the roll. Treat an effect’s caster level/2 as the effective spell level
for this purpose. A spellcaster may always choose to manifest a
magical effect at a lower caster level than his total in order to
attempt a concentration check easier.

Example: When casting defensively, a spellcaster must attempt a
concentration check (1dzo + caster level + Int, Wis, or Cha modifier)
against a DC equal to 15 + double the spell level. In Spheres of Power,
this would instead require a check equal to 1d20 + MSB + casting abil-
ity modifier; and would be against a DC equal to 15 + the caster level
of the ability.

‘When attempting to penetrate a creature’s spell resistance,
she rolls a d2o and adds her MSB to the roll. An MSB is also
used when attempting to counter another caster’s magic, such
as when using the Counterspell feat.

Any feat or ability that would normally call for a caster lev-
el check instead calls for a magical skill check. Any feat, trait,
magic item, or other ability that normally adds to a creature’s
caster level for the purposes of one of the caster level checks
listed above instead adds to their MSB for that purpose.

Table: Spherecasting and Equivalent Spell Level
Sphere

Equivalent
Spell Level

Sphere
Caster
Level

Egquivalent
Caster Spell Level

Level

1 oth 16

8th

5 2nd 20 1oth

7 3rd 22 1rth

12th

13th

13 6th 28

14th

15 7th 30 15th
If a creature gains magic or a magic-like effect from a
source other than casting, their MSB and MSD are determined
by their Hit Dice associated with that source (for example,
their class level if the effect comes from a class, or their charac-
ter level if it comes from a feat or another class-neutral source).

Integration

(asting Time
Most sphere abilities require a standard action to use, but
there are exceptions. Certain abilities, such as metamagic feats
and some drawbacks, may increase or decrease a casting time by
a certain number of ‘steps’ as seen in Chart: Casting Times.
Note: Unless otherwise specified, a sphere ability cannot
have a shorter casting time than a swift action, nor a longer
casting time than 1 hour. Sphere effects with a casting time
of a swift or immediate action do not provoke attacks of

opportunity.



Chart: Casting Times

Casting Times

1 hour

I minute

Full-round action

Move action

Distances

Many sphere abilities and class powers use close, medium,
and long as indicators for their range. Just as with spells, close
equals 25 feet + § feet per 2 caster levels, medium equals 100 feet
+ 10 feet per caster level, and long equals 400 feet + 40 feet per
caster level. Class powers use class level instead of caster level
when determining their range.

Durations

Just as with casting times and distances, durations also can
increase or decrease by steps, according to Chart: Durations:

Chart: Durations

Durations

Permanent

1 hour per caster level

I minute per caster level

concentration/r round
Generally speaking, a duration of ‘instantaneous’ means
that the effect is no longer considered magical after it is made;
it cannot be dispelled after it has taken effect. Durations of
instantaneous are generally considered not part of the progres-
sion of durations.

(oncentration

Unlike the core Pathfinder RPG magic system, it is possi-
ble to cast a sphere ability while already concentrating on an-
other, so long as the concentration and the casting use different
actions. In all other ways, concentration is the same as used in
core spells.

You may not resume concentrating on an effect once you
have stopped concentrating on it, even if the effect lingers or
had its duration maintained through the expenditure of spell
points.
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line of Sight and Line of Effect

Just as with core magic, most sphere effects require that
you be able to perceive the target of your magic (they require
line of sight) and that you be able to draw an unimpeded line
between yourself and the target of your magic (they require line
of effect). If an effect requires an attack roll, a touch attack roll,
or affects an area, it may be used without line of sight by fir-
ing ‘blindly’ into space, just like any other attack or area-effect
power.

Teleport from Warp sphere does not require line of effect,
but still requires line of sight (except when using the Unseeing
Teleport talent).

Creating a figment from the Illusion sphere, however, re-
quires neither line of sight nor line of effect. So long as the cast-
er can pick a distance and direction, they may create a figment
at that location. If the effect has the shadow descriptor, howev-
er, its quasi-real nature means that it does require line of effect.

(asting and Observation

Using Spellcraft or Knowledge (arcana) on sphere effects
is the same as on spells; use the sphere effect’s caster level/2 as
its effective spell level. Unless a casting tradition dictates oth-
erwise, casting sphere effects from stealth does not necessarily
break stealth, although when making a magical attack, such as a
destructive blast, ghost strike, or an attack with zelekinesis, the rules
for sniping apply when attempting to maintain stealth.

‘Watching someone cast a sphere effect does not automat-
ically reveal their casting tradition, although some drawbacks
are obvious to anyone observing (if the person is using magic
by wielding a focus, using somatic or verbal components, using
magical materials, possesses magical signs, etc., anyone observ-
ing them cast can easily tell). However, when identifying a mag-
ical effect or aura with Spellcraft, if the check exceeds 15 + the
caster’s caster level you may also identify the target’s casting
tradition including drawbacks, boons, casting ability modifier,
and any other relevant information.

Descriptors

Some talents are tagged with the {instill}, [massl, {rangel or
[strike} descriptors. These descriptors are referenced in certain
teats and other locations, and usually share rules between them.

Additionally; in the core Pathfinder system of magic there
are many descriptors tied to various spells, allowing them to be
manipulated by class features, other spells and feats that func-
tion with specific descriptors. The Spheres of Power system does
not assign specific descriptors due to the variable nature of its
magic, although they are still treated as if they had descrip-
tors, with the GM serving as the arbiter of which sphere effects
should carry which descriptors, using the guidelines outlined
below.

Certain feats that allow the use of magic with or without
casting sphere effects may also have descriptors (such as surre-
al feats). Drawbacks may also add or remove descriptors from
a casting of a sphere effect (such as the Aligned Combatant
Destruction sphere drawback). For every new talent that
modifies the way a sphere effect can be cast with a descriptor,

the caster is considered to know an additional spell with that i

descriptor.




(hapter I: Introduction

The list of descriptors are as follows:

Acid

Acid effects include any and all sphere effects that deal acid
damage, create or manipulate acid, or any chemical opposites
to existing acids.

Examples: The Alkali Blast Destruction talent, the create
ability from Creation sphere when used to create acid.

Air

Air effects create, manipulate air, or conjure creatures from
air-dominant planes or with the air subtype.

Examples: The Air Blast Destruction talent, the (air)
package of the Nature sphere, the Weather sphere when used
to change the Wind severity:.

Chaoric

Spells that draw upon the nature of chaos or conjure crea-
tures from chaotic planes or with the chaotic subtype.

Examples: The Anarchic Form trait of the Outsider
Body talent from Alteration sphere, the Hallow word from Fate
sphere when used to defend against the lawful alignment.
Cold

Cold effects include any and all sphere effects that deal cold
damage, create or manipulate coldness or ice, sleet or snow.

Examples: The Numbing Blast Destruction talent, the
Freeze ability from the (water) package of the Nature sphere,
the Energy Weapon talent of the Enhancement sphere when
used to grant the frost weapon special ability:

Curse

Curse effects are already in use in the Spheres of Power sys-
tem, and are appropriately tagged. They are often permanent,
inhibiting effects. Curse effects cannot be dispelled by the
Counterspell feat or similar abilities, but may be removed with
the Break Enchantment talent of the Life sphere or similarly
powerful effects.

Examples: Curse effects in spheres are properly listed in
their entries, but talents such as the Curse talent of the Death
sphere apply as well.

Darkness

All effects that create darkness or reduce the amount of
light are dark effects. Sphere effects with this descriptor can
potentially be suppressed by effects with the light descriptor
with a successful magic skill check.

Examples: Most effects in the Dark sphere are darkness
effects, but certain feats that allow other sphere effects to cre-
ate areas of darkness may also have this descriptor.

Deach

Any effect that causes immediate death or draws upon the
power of a dead or dying creature is a death effect.

Examples: The Necrotic Feeding ghost strike of the Death
sphere.

Disease

Any effect that bestows a disease, which includes abnormal
internal conditions (such as a mental disorder or a cancer) and
invasive effects such as a virus or bacteria all count as disease
effects.

Examples: The Inject talent of the Blood sphere, or the
Inflict Disease talent of the Death sphere.

€arch
Any sphere effect that conjures or manipulates earth, or
conjures creations from earth-dominant planes or the earth
subtype are earth effects.
Examples: The (earth) package of the Nature sphere or
the create ability of the Creation sphere when used to create dirt
or stone.

€Electricity

Electricity effects include any and all effects that deal elec-
tricity damage, as well as those that create plasma or manipu-
late electricity in some way:

Examples: The create ability of the Creation sphere when
used to create electricity, or the Shocking Blast Destruction
talent.




€motion

Sphere effects that create, remove or manipulate a target’s
emotions all count as emotion effects. All fear effects are emo-
tion effects.

Examples: The Calm and Hostility (charm) talents of
the Mind sphere, the Fearful Darkness (darkness) talent of the
Dark sphere.
€Evil

Spells that draw upon the nature of evil or conjure crea-
tures from evil planes or with the evil subtype.

Examples: The Fiendish Form trait of the Outsider Body
talent of the Alteration sphere, the Align Object (word) talent
of the Fate sphere when aligned to evil.

Fear

Any and all sphere effects that create, enhance or manip-
ulate fear are fear effects. All fear effects are emotion effects.

Examples: The Fear charm of the Mind sphere, the Totem
Of Doom totem of the War sphere.

Fire

Fire effects include any and all effects that deal fire damage,
as well as those that create plasma or manipulate fire in some
way.

Examples: The Searing Blast talent of the Destruction
sphere, the (fire) package of the Nature sphere, the Weather
sphere when manipulating the Heat severity:

Force

Force effects create or manipulate magical force. Force ef-
fects affect incorporeal creatures normally (as if they were cor
poreal creatures).

Examples: The Force Blast (blast type) talent of
Destruction sphere, the Armored Magic (aegis) talent of
Protection sphere.

Good

Spells that draw upon the nature of good or conjure crea-
tures from good planes or with the good subtype.

Examples: The Celestial Form trait of the Outsider Body
talent of the Alteration sphere, the Align Object (word) talent
of the Fate sphere when aligned to good.
Language-dependent

A language dependant effect uses intelligible language as a
medium for communication. If the target cannot hear or un-
derstand what the caster of a language-dependent effect says,
the spell has no effect, even if the target fails its saving throw.

Examples: Mind sphere charms with the Lost In
Translation drawback.

Lawful

Spells that draw upon the nature of law or conjure crea-
tures from lawful planes or with the lawful subtype.

Examples: The Axiomatic Form trait of the Outsider
Body talent from Alteration sphere, the Hallow word from Fate
sphere when used to defend against the chaotic alignment.
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Ligbt

Light effects create significant amounts of light or attack
darkness effects. Sphere effects with this descriptor can poten-
tially be suppressed by effects with the dark descriptor with a
successful magic skill check against each other.

Examples: Most effects in the Light sphere are light ef-
fects, but certain feats that allow other spheres to create areas
of light may also have this descriptor.

(Dind-affecting

Mind-affecting effects automatically fail on mindless crea-
tures, but are otherwise spells that directly meddle with a crea-
ture’s mental faculties. All emotion and fear effects are mind-af-
fecting effects.

Examples: Most effects in the Mind sphere are mind-af-
tecting effects, but other talents such as the Classify word from
Fate sphere also qualify as mind-affecting effects.

Pain

Pain effects cause unpleasant sensations without perma-
nent physical damage; most sphere effects that deal nonlethal
damage are pain effects. Creatures that are immune to effects
that require a Fortitude save (such as constructs and undead)
are immune to pain effects.

Examples: The Pain word of the Fate sphere, the Painful
(aegis) talent of the Protection sphere.

Poison

Poison effects use poison, venom, drugs or similarly toxic
substances to disrupt and damage living creatures.

Examples: The Manipulate Alchemy talent of the Blood
sphere when used to manipulate poisons, the Corrosive Poison
(enhance) talent of the Enhancement sphere, the Stench trait
of the Odiferous talent of the Alteration sphere.

Shadow

Shadow effects manipulate shadowstuff to create quasi-re-
al effects, or manipulate matter and energy from the Shadow
Plane.

Examples: The surreal line of feats largely qualify as shad-
ow effects, as well as the Illusion sphere when used to manipu-
late shadowstuff.

Sonic

Sonic effects transmit energy to the target through fre-
quent oscillations of pressure through a medium (ground, air,
water). Sounds that are too high or too low for the humanoid
ear to detect can still transmit enough energy to cause harm,
which means even deaf creatures may not always be immune
to them. Any and all sphere effects that deal sonic damage are
sonic effects.

Examples: The Thunder Blast talent of the Destruction
sphere.

Water

Sphere effects that manipulate water or conjure creatures
from water-dominant planes or with the water or aquatic sub-
types are water effects.

Examples: The Elemental Transformation talent of the
Alteration sphere when used to grant the Water package, the
(water) package of the Nature sphere, the Drowning Blast tal-
ent of the Destruction sphere.
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[ransparency Rules
Often, when utilizing the Spheres of Power system of magic
with the base Pathfinder Roleplaying Game magic system or
other magic system, questions arise as to how they interact, and
often a GM is required to make many rulings off-the-cuff to
allow them to interact, or otherwise rule they do not. This sec-
tion will attempt to collect and outline rulings for how to allow
the two magic systems to blend together, and serve as a guide-
line for rulings relating to interactions between the systems.

(aster Levels and Magic Skill Bonus

When combining Spheres of Power with the core Pathfinder
magic system, whenever a caster level check is called for, such
as when overcoming spell resistance, the character’s MSB can
be used. Many effects in the core Pathfinder system of mag-
ic provide caster level bonuses to certain spellcasters, allowing
them to enhance their bonuses on spell resistance checks, cast-
er level checks made to dispel magic, and certain variables in
spells. In the Spheres of Power system of magic, however, the
various abilities that a spellcaster’s caster level refers to in the
core system is split into two different attributes: a spherecast-
er’s caster level and their magic skill bonus. This means that by
default, most effects that increase a creature’s caster level in the
core system do not easily translate over the two systems.

Effects that increase a creature’s caster level in the
Pathfinder system of magic can still be used, although the way
it impacts a character must be deliberated by the GM. The GM
should determine what sort of bonus an effect is attempting to
raise, and determine whether it applies to a spherecaster’s MSB
or to their caster level. As a rule of thumb, a general bonus to
a spellcaster’s caster level should apply to their MSB (such as
the bonus gained from having an Orange Prism Zoun stone), but
specific caster level bonuses to spells of a specific descriptor
or school of magic should instead apply as a caster level bo-
nus to sphere effects that have that descriptor, or belong to the
sphere(s) related to that school as shown on Table: School/
Sphere Equivalents (an example of which is the gnome’s
alternate racial trait charming diviner which would increase a
spherecaster’s caster level by 1 for the Divination sphere).

Ultimately, it should not be easy to stack several effects
that increase a caster’s caster level above their level, so at a
GM’s discretion, any bonus after the first bonus to a creature’s
caster level may instead only apply to their magic skill bonus
for that sphere. General increases to a creature’s caster level
should never apply to their caster level with any sphere, and
should instead increase their magic skill bonus.

Spell Slots and Spell Points

As the Spheres of Power magic system lacks any concept of
spell slots, many effects that modify or rely on spells of a certain
slot being spent merely do not function. To remedy that, use
the following guidelines when such abilities occur:

If an ability would require a spell slot of a certain level to
be spent to activate, instead the spherecaster may spend spell
points based on the level of the slot to do so: Level 1-2: 1 spell

point, 3-5: 2 spell points, 6-8: 3 spell points, 9: 4 spell points.

If an ability does not require a specific spell slot, but in-
stead grants a benefit based off the spell slot being cast, treat
any sphere effects being cast as if they had spell levels equal
to half (rounded down) the caster level of the sphere effect,
as shown in Table: Spherecasting and Equivalent Spell
Level. For particularly powerful effects, the GM may require
that the player spend more spell points as part of the effect,
spending a minimum amount of spell points for each spell level
as listed above.

If a class, feat or similar requires the spellcaster to be able
to cast spells of a certain level, the spherecaster is considered to
be able to do so as long as their caster level is at least twice the
spell level required, as shown in Table: Spherecasting and
Equivalent Spell Level.

Temporary increases to caster levels, as well as increases
gained from items, never count towards a creature’s maximum
spell level they can cast. However, features gained from class
abilities may, although only with the sphere effects that the
class feature enhances. For example, a sth level incanter with
the Mind specialization ability would have a caster level of 6
for the Mind sphere, allowing them to be treated as if they
can cast 3rd level enchantment spells, or 3rd level spells with
the mind-affecting, emotion or fear descriptors depending on
which talents they know.

Spheres and Schools

As the Spheres of Power system of magic does not utilize
spell schools, and instead utilizes spheres as a distinction, many
effects do not properly translate over. Many sphere effects could
easily be considered to be part of multiple schools, and the GM
should decide if this is fine for certain effects that enhance a
player’s sphere effects, or if the effect should only be treated as
if they have one school (for example, the Healing Aegis (succor)
talent of the Protection sphere could qualify as both abjuration
or conjuration (healing)) effects that increase the caster level of
spells from a certain school of magic instead increase the caster
level of spheres related to that school of magic, and effects that
require a certain spell slot of a school of magic to be cast or
otherwise spent instead require a sphere effect to be cast from
a related sphere.

Refer to the following table for which spheres or effects
should qualify as a certain school or subschool.

Spells finown and Magical Talents

Certain classes, feats and other features require a spellcast-
er to know a certain number of spells of a certain descriptor or
school. In situations like these, consider each unique magical
talent that the spherecaster knows that can be used in a way
that qualifies under a descriptor or school of magic as if they
were one individual spell each that the spherecaster knew. For
example, the Electric Blast and the Shock Blast talents of the
Destruction sphere, albeit similar, would each count as a spell
known under the evocation school of magic, as well as both
being electric descriptor spells, as would talents such as blast
shapes to one who already possesses either of these aforemen-
tioned talents.



Table: School/Sphere Equivalents

Spell School Sphere Equivalent

Abjuration Protection

Effects that create something from

Conjuration (creation) : :
J nothing, Creation sphere

Conjuration
(teleportation)

Effects that instantly relocate
creatures or objects, Warp

Various!

Evocation®

Illusion Illusion

Transmutation Enhancement, Fallen Fey?

Transmutation (earth,
air, fire, water)

"Evocation includes many different types of spells. Light spells would fall under the Light
sphere, as well as most sphere effects with the light descriptor. Darkness spells would fall
under the Dark sphere and most sphere effects with the dark descriptor. Many other
sphere effects could qualify as evocation as well; generally, any spell or effect that conjures
a magical effect that deals damage temporarily should fall under evocation (notably, most
of the Destruction sphere, but even the Weather, Mind or Creation sphere could as well).
GMs should use their own good judgement to determine which sphere effect would qual-
ify as an evocation school effect.
The Fallen Fey spheres includes various effects that could qualify as either the base trans-
mutation school without a subschool, or as the polymorph subschool. The GM is the final
arbiter of which talents and effects qualify as which.

Nature’s specific packages

Other Considerations
Battered

Battered is a condition introduced in Spheres of Might.
Certain options included in this book deal with this condition,
and as such it is reprinted below:

Battered (condition): Heavy blows have left a creature
with this condition vulnerable to further attacks, imposing a -2
penalty to the creature’s CMD and preventing them from tak-
ing attacks of opportunity provoked by a creature performing
a combat maneuver. Some talents have different effects or acti-
vation times against battered creatures. The battered condition
can be removed by taking the total defense action, or through
the restore ability of the Life sphere, the lesser restoration spell,
or similar effects. When inflicting the battered condition on a
target that is already battered, the rounds stack when deter
mining duration.
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Object Size
In the Pathfinder Roleplaying Game, sizes are measured
from Fine (which is far smaller than a single space) to Colossal
(which takes up a 30-foot square). For most purposes, creatures
and objects of Colossal size are treated the same whether they
occupy a 30-foot square or are much, much larger. In Spheres
of Power, however, certain abilities or effects scale differently
and have scaling effects that reach far beyond 30-foot squares,
and as such require sizes beyond Colossal. In Spheres of Power,
a creature or object that fills a 45-foot square is considered
Colossal+, a creature or object that fills a 70-foot square is con-
sidered Colossal++, and so on.

Table: Creature & Object Size beyond Colossal
Size

Colossal+

Space

45-ft. cube

100-ft. cube Colossal+++

225-ft. cube Colossal+++++

s00-ft. cube Colossal+++++++

Equipment is sized for the person wearing it, and does not
reflect its actual size (a Medium longsword means a longsword
sized for a Medium creature, not that the longsword is itself
Medium-sized). When dealing with equipment sizes such as
with the Creation or Telekinesis spheres, a two-handed weap-
on or tower shield counts as its size, one-handed weapons and
heavy shields count as one size smaller, while light weapons and
light shields count as two sizes smaller. Daggers and ammuni-
tion count as 3 sizes smaller, while shuriken count as 4 sizes
smaller.

Table: Weapon/Shield Sizes

Object Type
Shuriken

Size Adjustment

Four sizes smaller

Light weapons, light shields Two sizes smaller

Same size

Two-handed weapons, tower shields

flero Points

If using the hero points optional system from the Advanced
Players Guide, add the following options to those you may
choose when spending a hero point.

Empower: You can spend a hero point to gain a +2 bonus
to your caster level and MSD for one sphere effect or to your
MSB for one magic skill check.

Fuel: You can spend a hero point in place of a spell point
to power a sphere effect, class ability, or feat.

Recover: You may spend a hero point to regain a spent
spell point, kismet point, shadow point, or hypnotism use.
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(asting Iraditions

Casting traditions are the method by which a caster creates
magic. In the core magic system for the Pathfinder Roleplaying
Game a wizard, a cleric, and a druid can often create very sim-
ilar magical effects, but one does so through arcane materials
and signs, the other through a holy symbol and a prayer, and the
other through invoking a connection to nature. Each of these
and other magic-using classes possess restrictions on how they
invoke magic, an ability score that governs their magic, as well
as specific information regarding what magic spells they have
access to, and whether their magic is arcane in origin, divine in
origin, or comes from another source entirely:

While many gaming tables are content to adventure in
worlds that carry these assumptions, and indeed many great
stories have been told in these worlds, there are all manner
of stories to be told in worlds that have none of these rules.
Perhaps the story takes place in a world where magic is cast en-
tirely through written runes. Perhaps a player wants to recreate
a favorite TV, book, or movie character whose powers simply
do not fit this paradigm for how magic operates in the core
magic system.

Spheres of Power is designed to aid GMs and players in
creating whatever worlds they wish to create, be they classic
fantasy roleplaying worlds, transcriptions of worlds from litera-
ture or film, or entirely new worlds built out of their own imag-
ination. To better facilitate this creative freedom, Spheres of
Power makes use of casting traditions to allow GMs and players
a greater level of freedom when determining the whys and hows
of magic.

Whether it be a nation where government knights invoke
animal spirits and collect souls to power their magic, a charac-
ter who gains magical power from highly addictive and illegal
magical drugs, or a setting where elemental-based casters use
martial art forms to manipulate the world around them, cast-
ing traditions allow magic to be altered to fit the needs of the
game, rather than the other way around.

llsing Casting Iraditions

Casting traditions are made up of drawbacks, boons, and
casting ability modifiers

Drawbacks represent restrictions and methodologies used
by a casting tradition, while boons represent that tradition’s
particular strengths. Casting ability modifiers determine what
ability score magic-users of that tradition use when determin-
ing the strength of their magic (usually Intelligence, Wisdom,
or Charisma).

While casting traditions are a great way to customize a
world, it is possible to use Spheres of Power with no tradition
at all, either as a specific choice, or simply because a player or
GM does not wish to include them. In that instance, magic is
considered to be innate, and is treated the same as spell-like
abilities. In these cases, the magic has no restrictions on its use,
no benefits associated with it, and defaults to using Charisma
as the casting ability modifier (the ability score used to govern
spell-like abilities). If a character gains a casting ability modifier
without gaining casting (such as through a class feature) then
later gains a casting tradition, the casting tradition’s casting
ability modifier takes precedence.

Casting fbility Modifiers
The first component of a casting tradition is its casting
ability modifier: the ability score the caster uses when deter-
mining their spell points and the difficulty class of their mag-
ical effects. Unless a particular boon or magic trait is being
used, this choice must be made from Intelligence, Wisdom, or
Charisma.

Drawbacks

Do magic-users of this particular tradition need to gesture
to invoke magic? Must they speak in a resounding voice? Do
they require a special magical focus or magical components,
or does their magic only affect animals? If the answer to any of
these or other, similar question is ‘yes’, then that casting tradi-
tion would make use of a drawback.

Drawbacks come in two varieties: general and sphere-spe-
cific. General drawbacks define the method by which a mag-
ic-user of that tradition creates magic, while sphere-specific
drawbacks help define how that magic manifests.

General drawbacks are always considered part of a cast
ing tradition, and cannot be gained after character creation.
Sphere-specific drawbacks, however, can be gained as part of a
casting tradition, but can also be gained by a player at the time
they gain a particular magic sphere.

For example, the sample tradition “Lycanthrope” describes
a caster who draws their power from a lycanthropic curse, and
so contains the Lycanthropic Alteration sphere drawback,
which limits the Alteration sphere to only being able to affect
the caster alone. However, a character without the Lycanthrope



tradition could still choose, upon gaining the Alteration sphere,
to gain the Lycanthropic drawback to reflect that their particu-
lar caster only knows how to transform herself. In one case the
drawback is a result of the casting tradition, in another case it is
avoluntary limitation to reflect the caster’s focus, but both cas-
es are equally viable for gaining that sphere-specific drawback.

(ieneral Drawbacks

General drawbacks, as will be explained later, are the cur-
rency by which a casting tradition grants boons and bonus spell
points. The more general drawbacks a tradition has, the more
power it can grant its casters.

Some drawbacks are especially powerful; these drawbacks
count as two drawbacks when calculating potential boons and
bonus spell points. With GM permission a general drawback
might be removed after character creation, but the caster
must also lose the boon or bonus spell points gained from that
drawback.

Balancing Drawbacks: Because a player is gaining power
from a drawback, drawbacks are designed to be limiting. While
some general drawbacks provide their own balancing mechan-
ics (Extended Casting, Addictive Casting, Painful Casting, etc.),
others depend on the situation around the caster in question
(Verbal Casting, Material Casting, Focus Casting, etc.).

Casting traditions determine how magic is used, and as
such are tied integrally to a game’s setting. and as such the GM
is encouraged to use these drawbacks when crafting situations
for the characters to face.

For example, as detailed under the Material Casting draw-
back, the effects of Material Casting is heavily dependent on
how hard the materials are to obtain: Are materials expen-
sive? Are they common? Will the player run out and need to
spend time hunting for more? Whether or not materials are
core to the story, however, a player should not be able to gain
the Material Casting drawback, only to negate its requirements
through a one-time purchase of a spell pouch.

Similarly, if a character takes Focus Casting, it means he
now must invoke an item to cast his magic, an action many
enemies will notice and try to take advantage of. If this draw-
back has been incorporated into the world (for example, all
magic-users must use a wand to cast spells), then disarming an
opponent’s focus would become a common combat technique
that may be employed and must be guarded against. Indeed,
it could be argued that if no enemy ever attempts to take the
focus from the caster, then the player has gained all of the ben-
efits of the drawback with none of the detriments.

Addictive Casting

Your magic is addictive. Whenever you spend one or more
spell points, you must succeed at a Fortitude save against your
addiction DC. Your addiction DC is 10, + 1 for each roll you
have previously made, to a maximum of 15 + your caster level
(thus, your first roll would be a DC 10, the second a DC 11, the
third a DC 12, etc.). If you fail this save, you gain a minor addic-
tion, suffering a -2 penalty to Constitution. If you already pos-
sess a minor addiction and fail your Fortitude save after spend-
ing spell points, you gain a moderate addiction. This increases
the penalty to a -2 penalty to Constitution and Strength, and
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requires 3 saves to overcome. If you fail your save and already
have a moderate addiction, you gain a severe addiction, suffer-
ing instead a -2 penalty to Dexterity, Constitution, Strength,
Wisdom, and your primary casting attribute (if not Wisdom or
Constitution). All penalties from your addiction are suppressed
for 1 minute whenever you spend a spell point, whether or not
you succeeded at your Fortitude save.

Each day you do not use a spell point, you may attempt a
Fortitude save against your addiction DC. After succeeding at
a save in this fashion, your addiction DC is reduced by 2. If you
succeed at 2 consecutive saves, your addiction also reduces by
one level (or disappears, if you only have a minor addiction).
Unlike normal addictions, an addiction to magic cannot be
cured with magic, although the Heal skill can be used to help
overcome addictions similar to overcoming diseases.

This counts as 2 drawbacks when determining boons and
bonus spell points.

Area Bound

You are mystically bonded to a single notable location such
as a cave, large tree, spring, a magical laboratory or prominent
stone formation and draw your magic from it. You must remain
within a number of miles equal to your MSB to use your magic
normally. Using magic outside this area requires you to attempt
a concentration check (DC 20 + 1/2 the caster level) to produce
the desired effect. Failure means time (and any spell points) are
spent, but no effect happens. You may bond to a new site of the
same general type with an 8 hour ritual.

Center Of Power

You have an obvious physical feature which is the source of
your magical power. Whenever you cast, any creature observing
you can clearly see that your magic originates from your center
of power.

If a critical hit is confirmed on you, your center is disrupted
and you lose 1d4 spell points (if you have them) and are dazed
for 1 round. A creature can also target your center of power
with a called shot, which also causes a disruption. The center of
power is considered a challenging shot (-10).

At the GM’s discretion, certain kinds of physical restraint
might also make spellcasting require a concentration check
(DC 20 + caster level), depending on the nature of the center of
power and the restraint. An undesirable polymorph effect may
also produce the same results.

You may not select this drawback if you possess the Focus
Casting or Galvanized drawbacks.

Consciousness Linked

Your effects are linked to you even after you spend a spell
point to have them continue without concentration. If you
fall asleep or unconscious, or are dazed, stunned, confused, re-
duced to animal intelligence, or otherwise unable to take coher-
ent mental actions, all of your magical effects immediately end.
Coy Caster

Your magic is a fickle thing, or perhaps you are simply
possessed of performance anxiety. If you attempt to use magic
while you know you are being observed, you must attempt a
concentration check (DC 15 + 1/2 the caster level) to produce
the desired effect. Failure means time (and any spell points) are
spent, but no effect happens. If you believe you are hidden or
alone, even if you are not, you may use magic normally.




(hapter 2: Casting Iraditions

Diagram (Dagic

In order to perform any magical effect, either you or your
target must be entirely contained within the boundaries of a
special diagram. Creating this diagram requires a full-round
action for every 5-foot square contained within the diagram.
Once the circle has been drawn, attempt a Spellcraft check as
part of the full-round action to draw the final part of the circle
against DC 15 + the maximum caster level of any effect to be
performed within the circle to determine if it was done correct-
ly: You may take 10 on this check even if in combat or stressed.
You can increase the speed at which you draw the diagram but
at greater risk of making a mistake. Doing so prevents you from
taking 10 on the check, and for every step by which you reduce
the time required to draw the diagram, increase the spellcraft
DC by +5 to a maximum of +20 to draw the circle as a free
action.

The diagram need not be drawn with any special materials,
and can be done with sprinkled salt, paint, blood, a finger in
sand, or anything else that may be on hand so long as it is clear-
ly visible. Permanent portable diagrams are usually not possible
(as any scuff to the diagram disrupts the magic), but a diagram
may be made out of fixed, permanent material such as metal.
If a diagram is disrupted (any amount of damage dealt to the
surface it is carved upon, or sufficient force from water, wind,
or any other effect that might disperse the material the diagram
was created with) then any magic currently being maintained
by concentration via the diagram immediately ends, and no fur-
ther magic may be used until a new circle is drawn. Spells and
effects created by magic within the diagram (including sum-
moned creatures) never disrupt it even if they would otherwise.

This counts as 2 drawbacks when determining boons and
bonus spell points.

Draining Casting

Using magic saps your lifeforce. Whenever you spend one
or more spell points you are dealt 1 point of nonlethal damage
which cannot be avoided by nonlethal damage immunity, re-
duced by damage reduction, and cannot be healed through any
means except rest (a full night’s rest heals all nonlethal damage
caused by this drawback at once). This nonlethal damage in-
creases by 1 point for every 5 caster levels.

Emotional Casting

Your magic requires heightened emotional states of mind
to use. When subject to a non-harmless effect that invokes
an emotion (such as fear effects, demoralization, spells with
the emotion descriptor, or (charms) such as Fear or Hostility)
you are unable to use magic. You may use the metamagic feat
Logical Spell to overcome this drawback.
€Extended Casting

Your magic takes longer to use than normal. When using
an ability gained from a sphere or talent, increase the casting
time by one step: swift and immediate actions become move ac-
tions, move actions become standard actions, standard actions
become full-round actions, full-round actions take 1 round to
complete, and 1-round actions take 1 minute to complete. This
drawback counts as 2 drawbacks when determining boons and
bonus spell points.

You may take this drawback twice. If taken twice, your
casting takes a minimum of 1 minute to perform, regardless of

the sphere effect being used. Taking this drawback twice grants
a total of 4 drawbacks when determining boons and bonus spell
points.

Fey-Infused (Dagic

Your magic is intrinsically linked to the realm of Faerie and
shares its inhabitants aversion to iron. Any creature wearing
light armor consisting of cold iron, steel or iron gains a +1 cir-
cumstance bonus to saving throws against sphere effects origi-
nating from you. Wearing medium armor increases this bonus
to +2 and wearing heavy armor increases it to +3. Wielding a
weapon made of cold iron increases this bonus by +1.

‘When a target under the effects of one of your sphere abil-
ities takes damage from iron or steel weapons, that target is
treated as if it had been affected by the Counterspell feat, with
a magic skill check equal to 10 +1/4th the damage dealt. This
Counterspell is applied at the beginning of that creature’s turn,
adding together all damage suffered from applicable sources
since the beginning of its last turn, and ignores all effects that
do not have the Fey-Infused Magic drawback. If the target is
struck by a weapon made out of cold iron, the Counterspell is
capable of dispelling one additional sphere effect per § points
of base attack bonus that the attacker possesses.

Focus Casting

Your magic requires you to use an item such as a wand, holy
symbol, ring, or staff to create magic. The focus must be wield-
ed or equipped to be used (for example, a wand must be held, a
ring must be equipped in a ring slot, etc.) Using magic without
your focus requires you to attempt a concentration check (DC
20 + 1/2 the caster level) to produce the desired effect. Failure
means time (and any spell points) are spent, but no effect hap-
pens. If a focus is lost, stolen, or broken, the caster must cre-
ate a new focus by securing the necessary item and spending 8
hours bonding with it. At the GM’s discretion, however, anoth-
er caster’s focus may be used instead.

If you are carrying your focus when subject to a polymorph
effect that would normally meld your equipment into your new
form, your focus melds into your body as well, causing this
drawback to function as the center of power drawback for the
duration of the effect.

You may not select this drawback if you possess the Center
Of Power or Galvanized drawbacks.

Galvanized

Your magic was forged by war, and is integrated with your
fighting abilities. To use or concentrate on your abilities, you
must be wielding a martial or exotic weapon with at least some
metal components (even some metal decorations on a wood-
en weapon are sufficient). You must be able to attack with the
weapon (it cannot be tied down or otherwise unusable), and
you must have proficiency with it. The weapon itself does not
need to have any special abilities, but cannot have the broken
condition.

Being disarmed or having the weapon sundered counters
any sphere abilities you are casting or maintaining. If a poly-
morph spell causes the weapon to become part of your body
you lose your abilities, unless you can still attack with the weap-
on somehow. You can still switch between weapons while main-
taining sphere abilities.



You may not select this drawback if you possess the Center
Of Power or Focus Casting drawbacks.
(Dagjical Signs

Your magic is accompanied by tell-tale signs; for example,
your body glows brightly, the sound of tortured souls shriek
as you cast, a deep chill affects all nearby creatures, etc. Using
magic automatically breaks stealth, and whenever you use mag-
ic all creatures within 60 feet who are observing you are con-
sidered to have automatically succeeded at a Spellcraft check
to know which sphere effect, talents, and casting tradition you
used.

You may not select this drawback if you possess the
Witchmarked drawback.
(Dacerial Casting

Your magic requires the expenditure of specific materials:
precious metals, rare components, etc. The exact nature of this
material should be worked out with the GM, but as a rule of
thumb, this should cost a silver piece worth of materials per
caster level per ability used. A player who does not want to
track the cost of such material components can instead simply
spend 10 gp per caster level per month on components, which
is assumed to cover his costs for spells cast and research per
formed. You must possess a spell component pouch or other
wise have access to your components to use your magic.

The gp cost of materials listed in this drawback are cer-
tainly not the only metric that can be used to re-
flect the role of magic materials in a setting,
and GMs are encouraged to consider what
role magic materials might play in their
game.

Perhaps magic in one world re- \
quires a pearl to use per spell point, and
players must track how many pearls they
possess. Perhaps magic is fueled by a rare
mineral, the buying and selling of which is
heavily regulated by powerful kings,
merchants, and other world powers;
in such a world, Material Casting
might even be worth two drawbacks
to reflect its rare usage.

(Dental Focus

Your magic requires you to have a fo-
cus that is not always possible to achieve.
You normally have focus, but lose it when-
ever you fail a save versus mind-affecting |
magic, have a critical hit confirmed on
you, or a condition causes you to lose the
ability to concentrate (such as being nauseat-
ed or helpless or failing a forced concentration
check such as from being entangled). Using
magic without your mental focus requires you
to attempt a concentration check (DC 20 +
1/2 caster level) to produce the desired effect.
Failure means time (and any spell points) are
spent, but no effect happens. If focus is lost,
the caster can refocus by meditating as a {
full-round action that provokes attacks of

opportunity.

Narcolepric Casting
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Your magic has a pacifying effect that can lull you to sleep.
At the end of any round in which you spend 1 or more spell
points you must succeed at a Fortitude saving throw with a
DC of 10 + 1/2 your magic skill bonus (minimum DC 11) or fall
asleep standing up for 1 round. Sleeping creatures are helpless.
Slapping or wounding awakens an affected creature, but normal
noise does not. Awakening a creature without dealing damage
is a standard action (an application of the aid another action).
Creatures immune to sleep cannot gain this drawback; if a crea-
ture later becomes immune to sleep after gaining this drawback,
they must immediately retrain it for another drawback or lose
it, recalculating their spell points as appropriate.
This counts as 2 drawbacks when determining the number
of spell points gained.
Painful (Dagic
Your magic debilitates you the more you rely on it.
Whenever you spend one or more spell points, you must suc-
ceed at a Fortitude save (DC 10 + 1/2 the ability’s caster level)
or be sickened for 1 round. If you fail this save while already
sickened, you are instead nauseated for 1 round. If you fail this
save while nauseated, increase the duration of the nauseated
condition by 1 round. Creatures immune to the sickened condi-
tion cannot take this drawback.
Prepared Caster
You must prepare your magic before you can use it. After
resting to regain spell points, you must assign each of your spell
___points to a sphere you possess. You cannot spend more
B\ spell points in a given sphere in a day than you have
W assigned to that sphere. Class features and feats that
use spell points (such as the Counterspell feat) are
> considered a single unified ‘sphere’ for this purpose.
Rigorous Concentracion
Your magic requires intense amounts of
concentration to use. When attempting a
(3} concentration check (such
gy as to cast defensively or
/ while taking damage), the
/ DC increases by +10. You
may increase the casting
time by one step to take extra
time focusing and negate this
penalty.
Skilled Casting
, You must create your magic
through singing, drawing, or perform-
ing some other activity. Your magic is tied
to a particular Perform, Profession, or Craft
skill (although with GM permission an-
other skill may be substituted). You must
succeed at a skill check to use any sphere
ability. The DC of this skill check is 15 +
the ability’s caster level. For every 2 points
by which this skill check falls short of this
DC, the ability manifests at -1 caster level.
A If this reduces the ability to a caster level
below o, the manifested ability fails and
any spell points used are lost.
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A caster with Skilled Casting must be able to perform their
skill to use their magic, which is similar to but not the same as
possessing other drawbacks. For example, a caster who must
draw to create magic must have at least one hand free, although
unless he also possesses Somatic Casting he may do so while
wearing any armor without a chance of arcane spell failure.
Likewise, a caster who uses music to create magic must be able
to speak, but unless he also possesses Verbal Casting he can do
so by whispering and thus not automatically break stealth.

At the GM’s discretion, this drawback may count as two
drawbacks if the skill involved requires bulky equipment or the
use of both hands (for example, the Perform (strings) skill, or
Craft (stonework)).

Somaric Casting

You must gesture to cast spells—a process that requires
you to have at least 1 hand unoccupied. When using magic,
you cannot wear armor heavier than light without incurring a
chance of arcane spell failure.

You may select this drawback twice. If taken a second time,
you cannot wear any armor or use a shield without incurring a
chance of arcane spell failure.

Note: With GM permission, it is possible to modify this
drawback so that, when taken once, the caster may wear ei-
ther light or medium armor but cannot use a shield without
incurring a chance of arcane spell failure, mimicking the core
bloodrager.

Gerrain Casting

Your magic draws upon the primal energy and nutrients
of the terrain. Whenever you use a sphere talent or ability you
must either spend an additional spell point or increase your
casting time by one step, else your magic drains and corrupts
your space and all adjacent squares. Terrain that has been blight-
ed in such a manner prevents those who possess the Terrain
Casting drawback from using sphere talents or abilities as if
it were a dead magic zone. Areas that have had its nutrients
drained are affected in different ways depending upon location
(water may turn brackish or stagnant, while soil may become
barren or salted); regardless of location, blighted areas will gen-
erally heal naturally after a year.

Verbal Casting

You must speak in a loud, clear voice to cast spells. Using
magic alerts all nearby hearing creatures to your presence and
location, effectively breaking stealth. You cannot cast in an area
of magical silence, or in any other situation where you are un-
able to speak clearly.

Wild (Dagic

Your magic is not entirely stable and can result in a variety
of unwanted effects. You have a base wild magic chance of 10%
(whenever you cast a spell or magical sphere ability, you have
a 10% chance of activating a wild magic event). When you ac-
tivate a wild magic event, roll as if you had activated a rod of
wonder, then add that effect to those you produce with your
magic. GMs may always use their own wild magic tables to de-
termine the nature of a wild magic event.

Witcbmarked

Some aspect of your visage is a dead giveaway about your
magical nature. This could be any purely cosmetic modifica-
tion or sensation that is hard to hide such as a vestigial tail

(or tails), glowing eyes, an aura visible to the naked eye or the
stench of death clinging to you. The intensity of this trait grows
proportional to your power. Anyone who sees you may attempt
a Knowledge (arcana) check (DC 20 - your MSB, minimum DC
0) to learn your magic skill bonus, caster level and what base
magic spheres you possess.

You may attempt to hide your witchmark trait, but doing
so requires a successful Disguise check (DC 10 + your MSB,
roll is hidden). Alternatively, if attempting to hide your witch-
mark as part of a more elaborate disguise, this gives a penalty
to that Disguise check equal to your MSB. Using an illusion,
shapechange, or other magical disguise to hide your witchmark
automatically succeeds, but any use of magic that does not ex-
plicitly hide your witchmark instead immediately reveals your
witchmark to all observers.

You may not select this drawback if you possess the Magical
Signs drawback.

Sphere -Spedific Drawbacks

Rather than granting boons and bonus spell points,
sphere-specific drawbacks grant the target an extra magic tal-
ent in their prerequisite sphere. The prerequisites of the select-
ed talent must be fulfilled. A creature does not gain this bonus
magic talent until they gain the sphere-specific drawback’s pre-
requisite sphere. A sphere-specific drawback may be removed
by spending a magic talent, in essence ‘paying back’ the talent
gained from the drawback.

It is possible to have multiple sphere-specific drawbacks
from the same sphere, but some drawbacks are incompatible
with each other. These are listed under each drawback as ‘in-
compatible’. Occasionally a sphere-specific drawback grants a
bonus feat in place of a bonus magic talent. Such sphere-specif-
ic drawbacks must be bought off with a feat instead of a talent,
and may only be bought off in this fashion if the caster meets
the bonus feat’s prerequisites.

You cannot gain sphere-specific drawbacks when gaining a
sphere through temporary talents (such as those that are only
gained for a single casting or that last less than 24 hours), nor
use a temporary talent to buy off a sphere-specific drawback
you possess.

flteration

Beast Soul

You cannot bestow the Blank Transformation, including
through the Anthropomorphic Transformation talent. You
must select a (transformation) talent with the bonus talent
gained from this drawback.

Flesbwarper

You may not target yourself with shapeshift.

Incompatible: Lycanthropic

Lycantbropic

You can only target yourself with your shapeshift ability. You
cannot gain the Mass Alteration nor Ranged Alteration talents.
Incompatible: Fleshwarper, Rebound



Rebound

If an unwilling creature succeeds on a save to resist your shape-
shift effect, you must save against the same effect at the same
DC. On a failed save, you receive all the traits and forms you
would have granted the target. This effect lasts for 1d4 rounds.

You must select Animal Mind or Twisted Shapeshift with the
bonus talent gained from this drawback.

Incompatible: Lycanthropic

Gransformative Brew

You must select the Instill Shapeshift talent with the bonus
talent granted by this drawback, and you can only use your
Alteration sphere abilities through this talent.

Unnacural Gransformacion

Creatures under the effect of your shapeshift bear irrepressible
signs (coloration, visual aura, glowing sigil or similar) of their
true identity. Your shapeshift never grants a bonus to Disguise
checks due to the obviously unnatural nature of the transfor
mation. When touched by silver (such as being hit with a sil-
ver weapon or even touched by a silver piece) a creature un-
der the effect of your shapeshift must attempt a Will save with
a DC equal 5 + any damage dealt or have the shapeshift end
immediately.

blood
Nemokineric
You cannot use blood control. You must select the Hemokinesis
talent with the bonus talent from this drawback. You may use
the blood arc option on creatures within 6lood control range (and
may take the Improved Range talent) even when they are not
under your &lood control. You may use the Hemokinesis options
dependant on the Manipulate Alchemy and Manipulate Health
talents, but only when the necessary ability has been used by
another creature.
Incompatible: Limited Acceleration, Self-controlled
Humors
You must select the Instill Blood Control talent with the bo-
nus talent granted by this drawback, and you can only use your
Blood sphere abilities through this talent.
Limited Acceleracion
Choose either (quicken) or (still). You can only use this ability
and cannot use abilities of the other type.
Incompatible: Hemokinetic
Self-Concrolled
You may only target yourself with blood control. You must se-
lect the Self Control talent with the bonus talent from this
drawback.

Incompatible: Hemokinetic

(onjuration
Caller

You do not gain the summon ability of the Conjuration sphere.
You must select the Call Planar Creature advanced talent with
the bonus talent gained from this drawback. This drawback
may not be selected if the Call Planar Creature advanced talent
is not permitted in your campaign.
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Incompatible: Any Conjuration drawback that affects the
summon ability or companions granted by it.

Constant Link

Maintaining your companion’s presence requires concentration.
You may not spend a spell point to continue the duration of
summon without concentration nor take any talents that would
allow you to maintain the summon without concentration.

Divided Soul

Your Conjuration sphere companions share a single pool of Hit
Dice. The Hit Dice of all your companions combined is equal
to your caster level (with a minimum of 1 Hit Die per compan-
ion). When you gain a caster level, you may choose which com-
panion gains the additional Hit Die, but no single companion
can have Hit Dice exceeding 2/3 your caster level. If this cal-
culation would result in companions with less than 1 Hit Die,
such a companion instead has 1 Hit Die, but has their hit points
reduced by half and takes a -1 penalty on all d20 rolls. Calculate
the companion’s Hit Dice prior to applying the effects of any
companion template. You must take Extra Companion with
the bonus talent gained from this drawback.

€longated Summoning

Summoning a creature requires 1 minute of concentrated effort,
rather than only a standard action.

Figment Companion

Your companions are only semi-real projections. The first time
each round a creature is affected by an effect originating from
your companions, such as attacks or sphere effects, it may at-
tempt a Will save versus your Conjuration sphere DC to negate
the effect and any others originating from your companion be-
fore the start of the creature’s next turn. Succeeding on this
save grants a +2 bonus on future saves made against that same
companion for the next 24 hours. (As usual, this bonus does not
stack with itself.)

(Dacerial Weakness

Choose cold iron, silver, or wood (or another special material
with GM’s explicit approval). When touched by an object pri-
marily composed of the chosen material, your companion must
attempt a Will save with a DC equal to 10 + any damage dealt
by the object or be dismissed from the plane. The companion
may not be summoned again for 1 hour.

Object Bound

Choose an object you possess for each companion you gain
(for example: a small oil lamp, a ring, or a sword). Such objects
count as magic items of the Conjuration sphere using your cast-
er level for the item’s caster level, though you may still enchant
them with other effects normally. If enchanted separately, the
other effects on the item may be suppressed using dispel effects
separately from the magic property granted by this drawback,
using the caster level of those enchantments for determining
the MSD of those effects.

You must drop or throw this object as part of summoning the
companion. This does not affect the casting time, though addi-
tional actions may be required to draw the object.

If this object is broken or destroyed, you cannot summon the
corresponding companion. While the companion is present,
the object is visible on the companion and may be targeted
with the sunder maneuver, dispel effects, and other effects that
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can target attended magical items. While part of the compan-
ion, the object emits a sign that draws attention to itself, usu-
ally glowing. If the object is broken, destroyed, or has its magic
suppressed, the companion immediately disappears and may
not be summoned again until the object is repaired or replaced.

Attuning a new object requires a 24 hour ritual. Any damage
dealt to the object is also dealt to the companion without being
further affected by damage reduction, immunity, resistance, or
vulnerability.

You may choose to have a single item for any or all of your com-
panions, but no more than one companion can be summoned at
a time using a single item.

(reation
Fission
When creating objects, you do so by splitting off part of your
body: this inflicts 1d4 points of damage + 1d4 per size category
of the object or objects above Small to be created. This damage
bypasses temporary hit points, and cannot be healed as long
as the object or objects exist. However, you may reabsorb the
created object by touching it as a free action, causing you to
heal damage equal to that expended to create it. If an object
has the broken condition when it is reabsorbed
you only gain 1/2 the hit points back. If the
object is destroyed you cannot reabsorb it ¥
but may heal normally. You may dismiss any
object created in this way regardless of ——=
distance. Doing so does not restore the

mally as if the object was destroyed. Even
through Distant Creation or other options,
you cannot create objects further away from
you than adjacent spaces. You must take
either the Created Momentum, Exquisite
Detail, or Practiced Creation talent with the
bonus talent gained from this drawback.
Incompatible: Limited Creation (alter)
Limited Creation

Choose either alter or create. You can only use this
ability.

(Dacerial Focus
You may only create or alter objects of a single, spe-
cial substance such as wood, stone, bones, gas, etc.
If the material in question would require a (mate-
rial) talent to use, you must choose that (materi-
al) talent as the talent gained from this drawback.
You cannot gain any other (material) talent. If you
choose a material not available from 1st caster level
(for example: iron or gold), this does not allow you
to create or alter that material before your caster lev-
el is high enough.
Incompatible: Water Wizard
(Macerial Dimic

In order to create or alter objects you must be in phys-
ical contact with another object that is composed of
the material that will result from the effect and no
more than three size categories smaller (e.g. to create

a Medium iron object, you would need to be touching another
iron object of Diminutive size or larger). If you possess Change
Material then this restricts the materials you can change the
targeted object into. You may not use your own body as a blue-
print, but you may use other creatures, if applicable.

Warter Wizard

You may only create or alter water, ice, and steam. You lose the
ability to create or alter vegetable matter and instead can cre-
ate or alter water in its solid, liquid, or gaseous forms. You gain
Gaseous Generation as the bonus talent gained from this draw-
back, but can only use it to affect steam. You cannot gain any
other (material) talents.

Incompatible: Material Focus

Dark

Black Spot

Your area of darkness is only a 5-foot radius, and cannot be
increased in any way. You cannot select talents that change
the area of your darkness (such as Greater Darkness, Shifting
Shadows, or Wall Of Darkness). You must select a (darkness)
talent as your bonus talent for this drawback.

Incompatible: Meld Into Dark, Penumbra, Shadow Master,
Shadowed Brew

Cloaking Darkness

You are adept at turning a tar-
get’s own shadow against them,
but your ability to craft areas of
darkness from nothing is lack-
ing. You must select Ranged
Darkness as the bonus talent
gained from this drawback. You
may use (shadow) talents at this
increased range, but you cannot
form and maintain areas of dark-
ness or blot unless you are stand-
ing within their area of effect.
Incompatible:  Meld Into
Dark, Penumbra, Shadow Master,
Shadowed Brew

Crepuscular

Your magic draws on the interplay of
darkness and light and the contrast of
shadows rather than pure blackness.
You may not use Dark sphere talents
when you are positioned within light-
ing conditions of darkness or bright
light, even if they were created by
your own magic.

(Deld Into Dark

You cannot create darkness, and
cannot select (darkness) talents.
You gain the Greater Meld talent
as the bonus talent gained by
this drawback.

Incompatible: Black Spot,
Cloaking Darkness,



Penumbra, Shadow Dependance, Shadow Master, Shadowed
Brew, Subtle Shade

Penumbra

You cannot create darkness, and cannot select (darkness) tal-
ents. You must select the Dampen Light talent as your bonus
talent for this drawback.

Incompatible: Black Spot, Cloaking Darkness, Meld Into
Dark, Shadow Dependance, Shadow Master, Shadowed Brew,
Subtle Shade

Personal (Deld

You cannot grant a meld to another creature; you can only use
them on yourself. You must select Quick Meld with the bonus
talent gained by this drawback.

Shadow Dependance

Rather than summon darkness from nothing, you draw upon
your own shadow to produce your magic. You stretch and ma-
nipulate your shadow to create areas of darkness or blot, and may
only have one active at any given time. When your darkness or
blot is active you do not cast a shadow and cannot use or be the
target of abilities or talents that depend on possessing a shadow.
You may otherwise use (shadow) and (meld) talents normally.

Incompatible: Meld Into Dark, Penumbra, Shadow Master,
Shadowed Brew

Sbadow (Daster

You cannot create darkness, and cannot select (darkness) tal-

ents. You must select a (shadow) talent as your bonus talent for
this drawback.

Incompatible: Black Spot, Cloaking Darkness, Meld Into
Dark, Penumbra, Shadow Dependance, Subtle Shade

Shadowed Brew

You must select the Instill Dark talent with the bonus talent
granted by this drawback, and you can only use your Dark
sphere abilities through this talent. You must possess either
the Meld Into Dark or Shadow Master drawback to select this
drawback.

Incompatible: Black Spot, Cloaking Darkness, Crepuscular,
Penumbra, Shadow Dependence.

Subtle Shade

You must select the Insinuate talent with the bonus talent
granted by this drawback. You cannot create darkness except for
blots, and must use the Insinuate talent when creating blots.

Incompatible: Meld Into Dark, Penumbra, Shadow Master,
Shadowed Brew.

Death
Deatb Go Gbe Living

The only actions undead you reanimate understand are “attack”,
“fall” (causing them to fall prone as a free action), and “rise”
(causing them to stand up from prone). While prone, they will
still attack creatures within reach and will spend their move
action to move § feet, but will not rise until commanded. If
you do not direct your undead to attack a creature each round,
they act as though confused (you are considered part of their
“self”, but other allies are not). You may not select talents that
increase your ability to communicate with your undead, such
as Undead Whisperer or Master’s Presence. You must select
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Reanimated Warriors as the bonus talent gained through this
drawback.

Incompatible: Flesh Artisan, Necromantic Limit (ghost strike)

Deathful Gouch

You may only use ghost strike as a melee touch attack. If you
use the Cryptic Strike talent, you can only do so with melee
attacks. You must take a talent that augments ghost strike with
the drawback.

Incompatible: Flesh Artisan, Necromantic Concoction,
Necromantic Limit (reanimate),

Favored Undead

You gain the Expanded Necromancy talent with the bonus tal-
ent gained by this drawback. Choose one variant undead (such
as bloody skeleton, burning skeleton, fast zombie, or plague
zombie). Whenever you reanimate a creature, you must use this
talent and may only reanimate creatures as the chosen variant.

Incompatible: Flesh Artisan, Necromantic Limit (ghost strike)
Flesb Artisan

You do not gain ghost strike nor reanimate. You gain both Corpse
Manipulation and Tomb Of Flesh with the bonus talents grant-
ed by this drawback. This drawback counts as two drawbacks,
and ghost strike and reanimate must be bought back separately.

Incompatible: Death To The Living, Deathful Touch, Favored
Undead, Necromantic Limit, Necromantic Concoction,
Undead Trainer

Necromantic Concoction

You must select the Instill Death talent with the bonus tal-
ent granted by this drawback, and you can only use your Death
sphere abilities through this talent.

Incompatible: Deathful Touch, Flesh Artisan

Necromancic Limic
Choose either ghost strike or reanimate. You can only use this
ability and cannot use the one not chosen.

Incompatible: Flesh Artisan
Undead Grainer

Choose a creature type (other than undead) from the ranger fa-
vored enemies table. You may only reanimate dead creatures of
the chosen type (and subtype, if applicable). For every 5 caster
levels you possess, you may choose an additional creature type.
You may choose ‘construct’ for a creature type, in which case
it allows you to reanimate necrotic marionettes. You must select
Undead Whisperer with the bonus talent gained through this
drawback.

Incompatible: Flesh Artisan, Necromantic Limit (ghost strike)

Destruction
Aligned Combatanc

Choose an end of the alignment spectrum that you possess
(good, evil, lawful, or chaotic). Your destructive blast deals no
damage to creatures who possess this alignment and full dam-
age to creatures of the opposite alignment (evil for good, lawful
for chaotic, etc.). Neutral creatures (those who possess neither
your selected alignment nor its opposite) suffer only half dam-
age from your destructive blast.
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Destructive Gouch
Your destructive blast’s range decreases from close to touch; you
cannot use it to make ranged attacks. While you may still apply
(blast shape) talents to your destructive blast, they cannot ex-
tend further than your natural reach (or the reach of your melee
weapon, if using Energy Strike; you cannot use Energy Strike to
make ranged attacks).

Incompatible: Shape Focus
€nergy Focus

Choose a blast type group. You may only make destructive blasts
from that blast type group. You must select a (blast type) talent
from the chosen blast type group with the bonus talent granted
by this drawback. You may not select any other (blast type) tal-
ents outside the chosen blast type group.

Shape Focus

You may only make a destructive blast of a single shape. You must
select a (blast shape) talent with the bonus talented granted by
this drawback, and cannot make destructive blasts except when
using that (blast shape). You may not select any other (blast
shape) talents.

Incompatible: Destructive Touch

Divination
Divining Concoction
You must select the Instill Divination talent with the bonus
talent granted by this drawback, and you can only use your
Divination sphere abilities through this talent.
Limited Divinaction
Choose either sense or divine. You can only use this ability and
cannot use the other type.
Limiced Penecration
‘When using Divination talents or abilities to dfvine you cannot
penetrate solid objects. You must select a (divine) talent with
the bonus talent granted by this drawback.

Incompatible: Limited Divination (sense)

hidden (Dagic

You do not gain the base d7vine ability to detect magic, nor the
base sense ability to decipher magical text. You may still gain
other senses through magic talents and gain the ability to detect
other things (undead, charms, etc.) through the d7vine ability.
Shaped Divination

Your divine area changes to a cone rather than a sphere cen-
tered upon yourself. You may take this drawback a second time,
limiting your ability to only dfvine targets inside a line instead
of a cone. This drawback does in no other way change the range
at which you may divine targets. In regards to this drawback,
your divination shape (be it cone or line) remains fixed pointing
in one direction, and once each round as a free action you may
change the direction of the shape. You must select (divine) tal-
ent(s) with the bonus talent(s) granted by this drawback.

Incompatible: Limited Divination (sense)

Enhancement
Bodily Enbancement

You cannot enhance equipment and objects, only creatures.
You can only take talents which can affect creatures. You must

choose an (enhance) talent or Natural Enhancement with the
bonus talent gained by this drawback.

Incompatible: Constructor

Constructor

You cannot use any effect of the Enhancement sphere that does
not create a creature or mind. You must use the bonus magic
talent from this drawback to select either Animate Object or
Bestow Intelligence.

Incompatible: Bodily Enhancement, Personal Magics
(Darking €Enbancements

A mark appears on any creature or object you enbance. This
mark always appears on a body part or portion of the object
where it is easily visible. The mark can be easily removed; it can
be rubbed away as a standard action (which requires a touch
attack and provokes an attack of opportunity if the creature
is not willing), or fades away after being exposed to water or
another solvent for one minute. Once the mark has been re-
moved, the enbancement ends prematurely.

Personal (Dagics

You may only enbance yourself and your own equipment. You
cannot take the Ranged Enhancement talent, and any enhance-
ment bestowed on an object ceases to function unless you are
carrying, wearing, or wielding that object. You cannot take tal-
ents such as Bestow Intelligence or Animate Object that give
life or minds to objects.

Incompatible: Constructor

Special Delivery

You must choose the Instill Enhancement talent with the bo-
nus talent gained from this drawback. You cannot create en-
hancements except by using Instill Enhancement.

fate
Cursed Brew

You must select the Instill Fate talent with the bonus talent
granted by this drawback, and you can only use your Fate sphere
abilities through this talent. You must possess the Tongue Of
Ages drawback to gain this one.

Luckless

You cannot use the Serendipity consecration. You must choose
a (consecration) talent with the bonus talent gained from this
drawback.

Incompatible: Tongue Of Ages

DNeucralicy

You lack a strong connection to any alignment type. You can-
not use the Hallow word. You must choose a (word) talent with
the bonus talent gained from this drawback.

Incompatible: Sanctified

Personal Fate

You may only target yourself with your words and motifs, and
your consecrations only affect you. You cannot take Echoing




Word or any other talent that would increase the range or ex-
pand the targets for your Fate sphere effects.

Sancrified

You may not create words.
Incompatible: Neutrality
Gongue Of Ages

You may not create consecrations.

Incompatible: Luckless

lllusion
Disappearance
You cannot create #//usions or tricks, except to make suppres-

sions. You must select the Suppression talent as your bonus tal-
ent for this drawback.

Incompatible: Theme Fixation
Glamered Brew

You must select the Instill Glamer talent with the bonus talent
granted by this drawback, and you can only use your Illusion
sphere abilities through this talent. You must possess the
Obscura Mage drawback to select this one.

Incompatible: Personal Illusion, Theme Fixation

Limited Sensation

You may not take additional (sensory) talents from the Illusion
sphere. Your #//usions lose the sight descriptor granted by the
base Illusion sphere. You must take a (sensory) talent as the
bonus talent granted by this drawback. If you select Illusionary
Touch as the bonus talent granted by this drawback you are not
prohibited from taking it a second time.

Obscura (Dage

You may not create figments with your #ricks and #/lusions. You
must select a (glamer) talent as your bonus talent for this draw-
back, unless you possess the Disappearance drawback in which
case you must select a (sensory) talent.

Personal Illusion

Your /lusions are directly connected to your body. You can only
apply glamers to yourself, and the range of your figments and
tricks that target an area is reduced to o feet; you may only
target squares that you currently occupy and must spend an
immediate action any time your location changes to direct all
figments and #ricks you are currently maintaining to move with
you.

To use tricks that target unwilling creatures or objects you must
first make a successful melee touch attack. The duration of
tricks targeting creatures or objects immediately ends the round
you are no longer maintaining physical contact with the target.
Incompatible: Glamered Brew

Gbeme Fixacion

You may only create figments and glamers within a specific and
narrow theme such as dragons, cubes, insects, cards, weapons,
hands, etc.

The exact nature of this concept should be worked out with the
GM, but as a rule of thumb, this should consist of a consistent
singular theme; you might only be able to create figments or
glamers of dragons, or be able to create a figment of fire if it
originated from the mouth of a dragon glamer. The GM is the
final arbiter on whether an image or idea fits into the dedicated
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theme. You must take a (sensory) talent as the bonus talent
granted by this drawback.

Incompatible: Disappearance, Glamered Brew

Gricksters Grudge

Your 7/lusions only work on one specific type of creature. When
you select this drawback you must select a creature type. If you
select humanoid or outsider you must also select a subtype. All
other creature types automatically disbelieve your #/usions and
any non-shadow effects that would persist even if disbelieved
have no effect on them.

Life
Glorious
You are not a healer, you are a soldier, and life cannot be giv-
en before it is taken. You cannot use your Life sphere abilities
without successfully attacking a worthy enemy first. You gain
the Taste Of Victory talent as your bonus talent for this draw-
back, but you can only use your Life abilities when Taste Of
Victory is triggered.
Incompatible: Medicinal
Inbuman Nealing
Your cure effects cannot heal living creatures. You gain Esoteric
Healing with the bonus talent gained through this drawback.
Limited Restoration
Choose either restore or cure/invigorate. You can only use this
ability or abilities and lose the ability to use the ones not chosen.
(Dedicinal
You must select the Instill Life talent with the bonus talent
granted by this drawback, and you can only use your Life sphere
abilities through this talent.
Incompatible: Glorious, Sympathetic

Regenerate

You may only target yourself with your Life sphere abilities.
Incompatible: Sympathetic

Slow Recovery

You lack the ability to cause rapid healing. You must select
the Revitalize talent with the bonus talent granted by this
drawback, and cannot use cure unless you use it through the
Revitalize talent.

Incompatible: Limited Restoration (restore)

Sympazchetic

You may only restore others by taking their afflictions unto
yourself. You must select the Empathic Healing talent with the
bonus talent gained from this drawback and can only use the
restore ability with the Empathic Healing talent.
Incompatible: Limited
Medicinal, Regenerate,

Unnacural Remedy
Your healing magic may be cold, eerie, harsh, or pervasive.
Whenever you use cure, restore, or invigorate on a target (even
yourself), they reflexively resist (even while unconscious), and
must attempt a Will saving throw against the effect as if they
were an unwilling target. On a success, restore is negated and any
healing or temporary hit points bestowed by cure or invigorate
are halved. Targets cannot choose to fail this saving throw.

Restoration  (curelinvigorate),
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Light
Flexible Lens
You cannot create a Telescope /ens. You must choose a (lens)
talent with the bonus talent gained from this drawback.
Incompatible: Light Focus
Glowing Brew
You must select the Instill Glow talent with the bonus talent
granted by this drawback, and you can only use your Light
sphere abilities through this talent.
Incompatible: Nimbus Focus, Roving Glow, Touch Of Light
Lens Focus
You cannot create glow effects.
Incompatible: Light Focus, Nimbus Focus, Roving Glow,
Subtle Light, Touch Of Light
Ligbt Focus
You cannot create lenses.
Incompatible: Flexible Lens, Lens Focus
Nimbus Focus
You may only cause your glows to shed light in a specific shape.
You must select a (nimbus) talent with the bonus talent granted
by this drawback, and must always apply that (nimbus) talent
to your glows. You may not select any other (nimbus) talents.
Incompatible: Glowing Brew, Lens Focus
Roving Glow
You cannot place glow effects on objects or creatures. You must
select the Dancing Lights talent with the bonus talent gained
from this drawback.
Incompatible: Glowing Brew, Lens Focus, Touch Of Light
Subrle Light
You must select the Black Light talent as the bonus talent
gained from this drawback, and must use this talent on every
glow you create.
Incompatible: Lens Focus
Goucb Of Light
You cannot cause objects to glow as a ranged touch attack,
nor create /enses at a range greater than touch. You cannot take
Ranged Light, and you may only apply Solar Strike to melee
attacks.
Incompatible: Glowing Brew, Lens Focus, Roving Glow

Mind
Addling Brew
You must select the Instill Charm talent with the bonus tal-

ent granted by this drawback, and you can only use your Mind
sphere abilities through this talent.

Animal Shaman

You may affect animals with your Mind sphere effects, but
not creatures of your own creature type. You must choose the
Recondite Stimuli advanced talent as the bonus talent gained
from this drawback, and must choose vermin with that talent.

Incompatible: Kindred Knack

Blatant Side-€ffects
Your mind-affecting magic acts more like a hammer than a
scalpel, and produces odd, unintended changes in your target,
effectively giving your mind-affecting effects a signature, recog-
nizable trait. Deadpan speech patterns accompanied by an
echo and a change in vocabulary, strange glowing halos, curious
tremors in the earth whenever the target draws near, the tem-
porary growth of horns or antlers, or even inexplicably vibrant,
sometimes swirling, eyes are just some of the traces that your
magical mind-affecting effects might leave on their targets.

These side effects vanish without a trace when a target is no
longer under the effect of one of your mind-affecting effects,
making it incredibly obvious when you are influencing some-
one’s mind and when you are not. Whatever the nature of the
signs, a person speaking to or observing a target so affected
will recognize the creature’s signs with a DC 10 Perception
check, and may know (either through personal history or a DC
10 Spellcraft check) that the target is under mental control. In
addition, a DC 15 Sense Motive check will suggest mental coer-
cion and allow someone to detect the enchantment at work, as
will a DC 5 Sense Motive check for incredibly blatant mind-af-
fecting effects (such as the Enthrall or Mind Control talents or
the dominate person spell).

Emparch

You do not gain the Suggestion charm. You must select a (charm)
talent with the bonus talent granted by this drawback.
KRindred Knack

You may not affect creatures of your own creature type, and the
Expanded Charm talent does not allow you to affect creatures
of your own creature type. The bonus magic talent gained from
this drawback must be the Recondite Stimuli advanced talent.
Incompatible: Animal Shaman

Lost In Granslacion

Your charms become language dependent effects; the targets of
your (charm) talents must share a language with you in order
for the charms to take effect, and the language must be properly
spoken to them as part of the casting. Creatures incapable of
hearing you cannot be affected by your charms. You may not
select or use (cloud) talents.

Gactile Charm

The range of your Mind sphere effects such as charms and clouds
decreases from close to touch. Using a charm on a target re-
quires you to touch them first, which usually requires a melee
touch attack as part of using the charm. You must select the
Charming Strike talent as the bonus talent from this drawback,
and can only use that talent when making melee attacks.

llature
Dolistic Brew
You must select the Instill Spirit talent with the bonus talent
granted by this drawback, and you can only use your Nature

sphere abilities through this talent. You must possess the
Limited Nature talent twice to gain this drawback.

Limited Nacure

You gain only a single geomancing ability of your starting
Nature package. For example, if you have the (plant) package,
you gain only Entangle, Harvest, or Pummel. You must take



a (geomancing) talent with the bonus talent gained from this
drawback.

You may take this drawback twice. If taken twice, you cannot
use geomancing powers at all, only (spirit) talents. Instead of
a (geomancing) talent, you gain the Master Of Elements tal-
ent and one (spirit) talent of your choice as the bonus talents
gained from this drawback.

Protection
Alternace Aegis

You do not gain the Deflection zegis. You must use the talent
gained with this drawback to acquire an (aegis) talent.
Incompatible: Limited Protection (ward)

Aligned Protection

Choose an end of the alignment spectrum that you possess
(good, evil, lawful, or chaotic). Your aegises and wards only pro-
vide protection against creatures of the opposite alignment
(evil for good, lawful for chaotic, etc.). Creatures who possess
your selected alignment or are neutral (those who possess nei-
ther your selected alignment nor its opposite) are not stopped
by your barriers, hindered by your wards, and your aegises pro-
vide no protection against effects that originate from those
creatures.

Circle Of Symbols

Your wards consist of circles of glowing symbols and runes with
no true physicality. You cannot use the barrier ward and can-
not take talents that augment barriers, such as Greater Barrier,
Buttressing, Barrier Maze, or other, similar talents. You must
use the bonus talent gained from this drawback to select a
(ward) talent.

Incompatible: Limited Protection (zegs)

Crystalline

Your aegis abilities create a physical lattice of crystal around
the creature bearing the zegis. It can not be removed without
destroying it, and any part that is broken off disappears. A
Spellcraft check against a DC equal to 15 + 1/2 your caster level
can identify what the lattice is. This requires some means of

perceiving magic (such as the Divination sphere’s divine ability). 8

The lattice can be sundered as if it were a piece of armor. It
has a hardness equal to 5 + 1 for every 4 caster levels, and hit
points equal to 4 + your caster level. In addition, it provides no
defense from touch attacks by incorporeal creatures or light-
based attacks.

You must use the talent gained with this drawback to acquire
an (aegis) talent.

Incompatible: Limited Protection (ward), Luminous, Second
Skin, Shielding

Limiced Protection

Choose either zegis or ward. You lose the other ability and can-
not take talents that only grant or alter the lost ability.
Luminous

Your Protection sphere abilities take on the form of an aura
or field of light. The light is not powerful enough to be used
as a light source, but makes the presence of the protection
ability obvious to anyone within 30 feet. Creatures wearing an
aegis you created can not benefit from stealth, invisibility, or

concealment. Effects that dispel light (such as Dark effects)
dispel your Protection sphere abilities as well. You must use
the bonus talent gained from this drawback to gain an (aegis)
talent.

Incompatible: Crystalline, Limited Protection (ward), Second
Skin, Shielding

Protected Soul

You cannot target other creatures with your wegzs, only yourself.
You must use the bonus talent gained from this drawback to
gain an (aegis) talent.

Incompatible: Limited Protection (ward)

Protective Brew

You must select the Instill Aegis talent with the bonus talent
granted by this drawback, and you can only use your wegises
through this talent.

Incompatible: Limited Protection (ward)

Second Skin

Your zegis not only surrounds creatures, it enchants their skin
directly. You may only apply an «egis to a creature who is wear-
ing no armor, and wearing armor suppresses its effects. You
must use the bonus talent gained from this drawback to gain
an (aegis) talent.

Incompatible: Crystalline, Luminous, Limited Protection
(ward), Shielding

(hapter 2: asting Iraditions



(hapter 2: Casting Iraditions

Shielding

Your aegis takes the form of an energy shield that you use to
intercept attacks. You can not create any wegss that protects a
creature from the environment (such as Breathless), and crea-
tures lose the benefit of your wegis against attacks that would
bypass a shield or when they are flat-footed. You must use the
bonus talent gained from this drawback to take the Shared
Aegis talent.

Incompatible: Crystalline, Luminous, Second Skin

[elekinesis

Directional Control

Choose either directly towards you or directly away from you.
When you affect targets with zelekinesis, you can only move
them in the selected direction. You cannot affect yourself and
you cannot perform actions such as lifting targets or creating
sustained forces unless the movement is entirely in the selected
direction. You must choose Acceleration as the talent gained
from this drawback.

Incompatible: Flight, Gravity, Orbit

Flight

You can only use zelekinesis to lift creatures. You must select the
Flight talent with the bonus talent gained from this drawback,
and cannot use telekinesis unless it also uses that talent.

Incompatible: Directional Control, Gravity, Limited

Telekinesis, Orbit

Gravity

You have power over gravity. You can only gain Telekinesis tal-
ents that affect gravity such as Gravity Shift, Gravity Ward, or
Gravity Well, and must choose one such talent as the bonus tal-
ent gained from this drawback. You cannot use telekinesis except
through one of those talents.

Incompatible: Directional Control, Limited Telekinesis,
Flight, Orbit

Limited Gelekinesis

You may only use your zelekinesis on one type of material (water,
metal, stone, etc.) chosen when you gain this drawback. If you
are an armorist, you may select weapons or equipment you have
made with your bound equipment and summon equipment
class features as your ‘material type’. If you possess the Blood
sphere and have selected ‘blood’ as your material, you may use
your telekinesis abilities on creatures under the effects of your
blood control.

Incompatible: Flight, Gravity

Orbic

You must choose Orbit as the bonus talent gained from this
drawback. You may only use telekinesis to place objects in, re-
move them from, or use objects contained within your orbit.
Incompatible: Directional Control, Flight, Gravity, Passive
Telekinesis

Passive Gelekinesis

You possess the ability to maneuver your telekinesis in delicate
ways, but find direct force difficult. You cannot use your teleki-
nesss to perform a Bludgeon attack. You must select Telekinetic
Tools as the bonus talent gained from this drawback.
Incompatible: Flight, Gravity, Orbit

[ime
Alcered Gime
Choose either Haste or Slow. You lose this ability. You may take
this drawback twice, losing both Haste and Slow.

Personal Gime

You may only affect yourself when using a/ter time abilities that
affect creatures. You cannot gain the Ranged Time or Mass
Time talents. You must select a (time) talent or Improved Haste
with the bonus talent gained from this drawback.
Incompatible: Temporal Blade

Gemporal Blade

You must select the Time Strike talent with the bonus talent
gained from this drawback. You cannot use any a/ter time ability
except through the use of the Time Strike talent.
Incompatible: Personal Time, Temporal Brew

Gemporal Brew

You must select the Instill Time talent with the bonus talent
granted by this drawback, and you can only use your Time
sphere abilities through this talent.

Incompatible: Temporal Blade

War
Alcernate Rally

You cannot use the Commanding Aid 7#//y. You must choose a
(rally) talent with the bonus talent gained from this drawback.

Incompatible: Commando
Alternate Gotem

You cannot use Totem Of War. You must choose a (totem) tal-
ent with the bonus talent gained from this drawback.

Incompatible: Battle Manipulation, Small Unit Strategist
Battle (Danipulation

You cannot create fotems. You must select Eternal Vigilance
with the bonus talent gained through this drawback, unless you
also possess Solo Combatant, in which case any War talent you
qualify for can be selected.

Incompatible: Alternate Totem, Personal Conflict, Small
Unit Strategist, Squadron Elite

Commando

You cannot use rzllies. You must select a (mandate) talent or a
(momentum) talent with the bonus talent gained through this

drawback.

Incompatible: Alternate Rally, Battle Manipulation, Solo
Combatant

Personal Conflict

You can only create toterns attached to creatures. You must
choose Totemic Aura as the bonus talent gained from this
drawback. Turning any zotem you create into a fixed totem (such
as through the use of the Redeployment talent) dispels it. You
can create mandates and rallies normally.

You may take this drawback twice. If taken twice, you may only
attach totemic auras to yourself. If taken twice, you must choose
Call To Arms with the bonus talent gained from this drawback.

Incompatible: Battle Manipulation, Small Unit Strategist



Small Unic Scrategist
You cannot create fotems. You must select a (mandate) talent or

a (momentum) talent with the bonus talent gained through this
drawback.

Incompatible:
Personal Conflict

Solo Combatant

You cannot target other creatures with your 7z//zes, only your-
self. You must select Eternal Vigilance with the bonus talent
gained through this drawback, unless you also possess Battle
Manipulation, in which case any War talent you qualify for can
be selected.

Alternate Totem, Battle Manipulation,

Incompatible: Commando, Squadron Elite

Squadron €lite

Your War magic only works for those in your squadron.
Creatures outside your squadron cannot be affected by your zo-
tems, be rallied, use momentum, or be in mandates. When you take
this drawback, you do not gain a bonus talent. Instead, you gain
the Squadron Commander feat.

Incompatible: Battle Manipulation, Solo Combatant

Warp

Bender

You cannot teleport, you may only bend space. You must select
a (space) talent with the bonus talent gained through this
drawback.

Incompatible: Inanimate Teleport, Personal Warp, Short
Teleport, Splintering Teleport, Taxing Teleport

Inanimate Geleporc

You cannot teleport creatures, only objects. You must select

Teleport Object with the bonus talent you gain from this
drawback.

Incompatible: Bender, Personal Warp

Limited Warp

You may only teleport or bend space when within an area that
meets a specific condition and can only choose a destination
for teleport that also matches that condition. Choose one of the
following conditions or speak with your GM about finding an-
other appropriate one: you can only teleport or bend space in areas
of dim light or darkness; you can only teleport or bend space in a
body of water; you can only teleport or bend space when touching
fire; you can only teleport or bend space when touching a living
tree.

Personal Warp

You may only target yourself with your zeleport ability. You can-
not gain talents that specifically target others such as Mass
Teleport, Swap Placement, or Unwilling Teleport, and cannot
gain a (space) talent as the talent gained from this drawback.

Incompatible: Bender, Inanimate Teleport
Short Geleport

The range of your teleport is limited to 10 feet plus an addition-
al 5 feet per 4 caster levels. You may not spend a spell point
to increase your feleport range. If another talent would alter
the range of your teleport, use the shorter of the two ranges.
You cannot take Distant Teleport. You must select Emergency
Teleport, Quick Teleport or Swap Placement as the bonus tal-
ent from this drawback.
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Incompatible: Bender, Taxing Teleport
Splintering Geleport

Whether due to the style of your teleportation, incomplete train-
ing, or some other phenomenon, whenever you teleport a sub-
ject they suffer damage in transit. You must select Splinter with
the bonus talent you gain from this drawback and must always
apply its effects to your teleport.

Incompatible: Bender

Gaxing Geleport

When you teleport, you must always pay a spell point to increase
your teleport range, even if you are teleporting a shorter distance.

You must select Distant Teleport as the bonus talent from this
drawback.

Incompatible: Bender, Short Teleport
Warping Brew
You must select the Instill Teleport talent with the bonus tal-

ent granted by this drawback, and you can only use your Warp
sphere abilities through this talent.

Weather

Atmospberic Brew

You must select the Instill Weather talent with the bonus
talent granted by this drawback, and you can only use your
Weather sphere abilities through this talent. You must possess
the Localized Weather drawback to select this one.

Incompatible: Limited Weather, Small Weather

Limiced Weather

You may only affect one weather category: Aridity, Ash, Cold,
Heat, Precipitation, Vog, or Wind. If you choose Aridity you
may lower the severity of Precipitation but cannot increase it.
If you choose Cold you may lower the severity of Heat but can-
not increase it. If you choose Heat you may lower the severity
of Cold but cannot increase it. If you choose Precipitation you
may lower the severity of Aridity but cannot increase it. You
cannot take talents that alter an aspect of weather you cannot
affect. If the chosen category requires an additional talent to be
used, you must select the appropriate talent as the bonus tal-
ent, otherwise you must select Severe Weather with the talent
gained from this drawback.

Incompatible: Atmospheric Brew, Localized Weather.
Localized Weatber

You do not gain the ability to control/ weather and you cannot
take talents that improve this ability. You must select a (shroud)

or (mantle) talent with the bonus talent gained from this
drawback.

Incompatible: Limited Weather, Small Weather
Personal (Dantle

You cannot place your mantle on other creatures. When you
take this drawback, you do not gain an additional talent.
Instead, you gain the Mantled Caster feat, even if you do not
meet its prerequisites.

Small Weatber

The size of your weather is very limited; the maximum size
area you can control weather has a close range-sized radius. You
must select Focused Weather with the talent gained from this
drawback.

Incompatible: Atmospheric Brew; Localized Weather
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Boons

Boons are the opposite of drawbacks: instead of adding limita-
tions and requirements to a caster’s magic, they add bonuses
and benefits.

Boons are ‘purchased’ through general drawbacks; a caster
must possess 2 general drawbacks for each boon gained. Any
general drawbacks that have not been exchanged for a boon
instead grant the caster bonus spell points, according to the
table below:

Number of
Drawbacks

Bonus Spell Points

+1, +1 per 6 levels in casting classes

+1 per odd level in a casting class (1, 3, 5, etc.)

5 +1 per level in a casting class

Atmoturgy

Choose a weather category (Aridity, Cold, Heat, Precipitation,
or Wind). While in weather of this type of severity level 3 or
higher, you gain a +1 competence bonus to your caster level. At
severity level 6 or higher, this bonus becomes +2.

Bound Creature

Your magic is tied to a magical creature, who shares essence
and power with you.

You gain the Conjuration sphere (or the Extra Companion
talent if you already possess the Conjuration sphere), and a
companion who serves as the source of your power. Your com-
panion can possess companion archetypes and gain (form) tal-
ents as a normal companion, but does not gain the extraplanar
subtype; it cannot be summoned, dismissed, or banished, and
costs no spell points to use. (Form) talents that require the ex-
penditure of spell points when a companion is summoned can
be activated by spending those points after you rest to regain
spell points, in which case the benefit lasts until the next time
you rest to regain spell points. Bound creatures cannot benefit
from talents gained from implements or that you do not per-
manently possess.

You do not suffer a chance of failure from the Focus Casting
drawback so long as your bound creature is on the same plane
as you and is within medium range (100 feet + 10 feet per caster
level). If your bound creature dies, you suffer a chance of spell
failure as outlined in the Focus Casting drawback until you gain
another bound creature or bring the previous one back to life
somehow. You cannot bond with a new creature for 30 days or
until you gain another level, whichever comes first.

A caster must possess the Focus Casting drawback to select this
boon.

Deacbful (Dagic

The closer you are to death, the more powerful your magic.
‘While you are at half hit points or less, you gain a +I competence

bonus to your caster level. While you are at 1/4th your total hit
) Y 4thy
points or less, this competence bonus increases to +2.

Draw (Dagic

You gain a +1 competence bonus to your caster level whenever
at least 3 creatures under the effects of your sphere abilities are
within 30 feet of you. This competence bonus increases to +2 if
there are at least 6 such creatures within 30 feet.

Drawback Feat

You gain a (drawback) feat, chosen when this casting tradition
is created.

€asy Focus

‘When maintaining a sphere ability through concentration, ef-
fects that normally require a standard action to concentrate on
only require a move action for you. This does not decrease the
sphere ability’s casting time, only the action used to maintain
concentration.

€mbodiment

You have come to mentally embody some substance in spirit.
Select some substance to which you have a mental or philo-
sophical kinship. Magic that can only affect that substance or
work through that substance can still affect you if you wish to
be so affected.

This does not allow you to use talents or abilities that only af-
fect items of a particular nature on yourself, but allows you to
use abilities that could reasonably apply to you apart from a
material limitation. For instance, you could not use the Nature
sphere to use Towering Growth on yourself via Embodiment
(trees), but you could use Limited Telekinesis (ice) to move
yourself via Embodiment (ice). Similarly, having Embodiment
(trees) would allow another with Limited Warp (trees) to tele-
port to your location if you knew they wished to and allowed
it to happen.

E€mpowered Abilities

Your magic grows in strength the more you use it. While your
current number of spell points is half your total spell points or
less, you gain a +I competence bonus to your caster level. While
your current number of spell points is o, the competence bonus
to your caster level becomes +2.

Fortified Casting

You may use your Constitution as your casting ability modifier
if it is higher than your usual casting ability modifier. You must
possess the Draining Casting drawback to select this boon.
(Detamagic Experc

Your sphere abilities are cast with a +1 competence bonus to
caster level whenever you augment it with a metamagic feat.
Overcharge

You may overcharge your magic, giving yourself great power at
the cost of your own strength. Whenever you use a sphere abil-
ity, you may give yourself a +2 competence bonus to your caster
level for that ability, but you become fatigued afterward. If you
are already fatigued, you become exhausted. If you are exhaust-
ed, you collapse to the ground unconscious for 1d4 rounds.
Creatures immune to fatigue cannot benefit from this boon.

Overwhelming Power

Creatures under the effects of at least 1 of your sphere abili-
ties suffer a -1 penalty to their saves against your other sphere



abilities. This penalty increases to -2 if they are under the ef-
fects of at least 3 of your sphere abilities.

Sanguine Empowerment

At the beginning of your turn when you take damage from an
ongoing bleed effect, you gain a +1 competence bonus to your
caster level until the start of your next turn.

Virtuoso

Your magic is blended into your performance making it more
difficult to identify. Observers must attempt a Perception or
Sense Motive check opposed by your Skilled Casting check
to realize that you are even invoking magic. You must possess
the Skilled Casting drawback to select this boon, and cannot
possess drawbacks such as Center of Power, Magical Signs, or
‘Witchmarked that specifically reveal the nature of your casting.
Wild Will

Choose an environment from the ranger’s favored terrain list.
Animals, vermin, and magical beasts commonly found in your
selected environment are especially susceptible to your magic;
your talents are treated as 2 caster levels higher when affecting
these creatures. Vermin common to these environments are
treated as animals with an Intelligence score of 1 for the pur
poses of affecting them with your mind-affecting talents.

This boon may be taken multiple times, each time using a dif-
ferent environmental setting.

Magic lype: fircane, Divine,
and Psychic Maqic

One aspect of core magic use in Pathfinder is magic type;
whether a particular casting tradition uses arcane, divine, or
psychic magic. In the core magic system these serve much the
same purpose as a casting tradition: individual classes may use
different casting abilities and even sometimes possess their
own unique drawbacks, but for the most part arcane, divine,
and psychic magic represent the three major casting traditions
of the core Pathfinder magic system, each with their own asso-
ciated drawbacks and rules regarding learning spells, preparing
spells, chances for failure, etc.

In the core Pathfinder magic system this distinction is
important when determining whether or not a caster can do
things such as use a spell completion item (such as a scroll),
which in the core Pathfinder system requires that the caster be
of the proper magic type (arcane, divine, or psychic) as well as
have the spell on their class spell list. However, this distinction
is not discussed in detail here as part of casting traditions be-
cause it only serves such a purpose when interacting with that
very specific core magic rule; as casting traditions already cover
things such as arcane spell chance failure and specific manifes-
tation, no other benefit is gained by deciding if a casting tradi-
tion is arcane, divine, or psychic in nature.

If a GM so desires, they may completely ignore magic type,
or decide that every casting tradition must be either arcane,
divine, or psychic in nature (and indeed, such distinctions are
listed in the ‘standard traditions’ section below for ease of ref-
erence). Alternatively, they may invent their own magic types
to reflect how magic works within their world (which could

include arcane, divine, psychic, occult, primal, blood, draconic,
etc.), or treat each custom tradition as if it were its own sepa-
rate magic type. The choice, ultimately; is up to them.

Multiple Iraditions

As a variant rule, a GM may permit a player to follow
two traditions (similar to creating a wizard/cleric in tradition-
al Pathfinder). When gaining a level in casting classes beyond
their 1st, the caster may apply that casting level to a new tra-
dition. They gain an entirely separate set of spheres, talents
(including the +2 bonus talents gained from a character’s first
level in casting classes), caster level, spell points, drawbacks,
and boons, which are determined similarly to but completely
separate from the first set. When creating a magical effect,
they must choose which of these traditions (and its associated
spheres, talents, spell points, etc.) they will use; they cannot use
aspects of one tradition to empower the other.

‘Whenever the caster gains a level in casting classes, they
must decide which of their traditions that casting class level
will be applied to for gaining spell points, casting level, and
talents.

Standard Iraditions

Every core magic-using class in Pathfinder has its own cast-
ing tradition: wizards cannot use armor and must be able to
speak and gesture, while clerics can wear armor but must of-
ten handle a holy symbol. When using Spheres of Power, some
players and GMs may wish to keep these classical traditions,
especially when using a pre-published campaign setting that
assumes them.

Unless the GM says otherwise, it is reasonable to assume
that a game set in a traditional tabletop RPG setting will use
standard traditions. When using standard traditions, each
Pathfinder class comes with the tradition listed below.

Alcbemist

Magic Type: Arcane

Casting Ability Modifier: Intelligence

Drawbacks: Extended Casting x2, Material Casting;
Transformative Brew (Alteration), Humors (Blood), Meld Into
Dark and Shadowed Brew (Dark), Necromantic Concoction
(Death), Shape Focus (Energy Bomb) (Destruction), Divining
Concoction (Divination), Special Delivery (Enhancement),
Cursed Brew and Tongue Of Ages (Fate), Glamered Brew
and Obscura Mage (Illusion), Medicinal (Life), Glowing Brew
(Light), Addling Brew (Mind), Holistic Brew and Limited
Nature x2 (Nature), Limited Protection (aegis) and Protective
Brew (Protection), Temporal Brew (Time), Warping Brew
(Warp), Atmospheric Brew and Localized Weather (Weather).

Boon: -1 spell point per level gained in casting classes.

Arcanist
Magic Type: Arcane
Casting Ability Modifier: Intelligence
Drawbacks: Material Casting, Prepared Caster, Somatic
Casting x2, Verbal Casting
Boon: +1 spell point per level gained in casting classes.
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Bard

Magic Type: Arcane

Casting Ability Modifier: Charisma

Drawbacks: Somatic Casting, Verbal Casting

Boon: +1 spell point, +1 per three levels gained in casting
classes.
Bloodrager

Magic Type: Arcane

Casting Ability Modifier: Charisma

Drawbacks: Somatic Casting (alternate), Verbal Casting

Boon: +1 spell point at 1st level, +1 per 3 levels in casting
classes.
Cleric

Magic Type: Divine

Casting Ability Modifier: Wisdom

Drawbacks: Focus Casting, Prepared Caster, Verbal
Casting; Aligned Combatant (Destruction), Aligned Protection
(Protection)

Boon: +1 spell point per odd level in casting classes.
Druid

Magic Type: Divine

Casting Ability Modifier: Wisdom

Drawbacks: Focus Casting, Prepared Caster, Verbal
Casting; Animal Shaman (Mind)

Boon: +1 spell point, +1 per odd level in casting classes.
Nuncer

Magic Type: Divine

Casting Ability Modifier: Wisdom

Drawbacks: Focus Casting, Verbal Casting; Animal
Shaman (Mind)

Boon: +1 spell point, +1 per three levels in casting classes.
Inquisitor

Magic Type: Divine

Casting Ability Modifier: Wisdom

Drawbacks: Focus Casting, Verbal Casting

Boon: +1 spell point, +1 per three levels in casting classes.
(Magus

Magic Type: Arcane

Casting Ability Modifier: Intelligence

Drawbacks: Material Casting, Prepared Caster, Somatic
Casting, Verbal Casting

Boon: +1 spell point, +1 per one and a half levels in casting
classes.
Medium

Magic Type: Psychic

Casting Ability Modifier: Charisma

Drawbacks: Emotional Casting, Rigorous Concentration

Boon: +1 spell point, +1 per three levels in casting classes.
(Desmerist

Magic Type: Psychic

Casting Ability Modifier: Charisma

Drawbacks: Emotional Casting, Rigorous Concentration

Boon: +1 spell point, +1 per three levels in casting classes.

Occulzist

Magic Type: Psychic

Casting Ability Modifier: Intelligence

Drawbacks: Emotional Casting, Rigorous Concentration

Boon: +1 spell point, +1 per three levels in casting classes.
Oracle

Magic Type: Divine

Casting Ability Modifier: Charisma

Drawback: Verbal Casting

Boon: +1 spell point, +1 per six levels in casting classes.
Paladin

Magic Type: Divine

Casting Ability Modifier: Charisma

Drawbacks: Focus Casting, Prepared Caster, Verbal
Casting; Aligned Combatant (Destruction), Aligned Protection
(Protection)

Boon: +1 spell point per odd level in casting classes.
Psycbic

Magic Type: Psychic

Casting Ability Modifier: Intelligence

Drawbacks: Emotional Casting, Rigorous Concentration

Boon: +1 spell point, +1 per three levels in casting classes.
Ranger

Magic Type: Divine

Casting Ability Modifier: Wisdom

Drawbacks: Prepared Caster, Verbal Casting; Animal
Shaman (Mind)

Boon: +1 spell point, +1 per three levels in casting classes.
Shaman

Magic Type: Divine

Casting Ability Modifier: Wisdom

Drawbacks: Prepared Caster, Verbal Casting

Boon: +1 spell point, +1 per three levels in casting classes.
Skald

Magic Type: Arcane

Casting Ability Modifier: Charisma

Drawbacks: Somatic Casting, Verbal Casting

Boon: +1 spell point, +1 per three levels in casting classes.
Sorcerer

Magic Type: Arcane

Casting Ability Modifier: Charisma

Drawbacks: Somatic Casting x2, Verbal Casting

Boon: +1 spell point per odd level in casting classes.
Spiritualist

Magic Type: Psychic

Casting Ability Modifier: Wisdom

Drawbacks: Emotional Casting, Rigorous Concentration

Boon: +1 spell point, +1 per three levels in casting classes.
Summoner
Magic Type: Arcane
Casting Ability Modifier: Charisma
Drawbacks: Somatic Casting, Verbal Casting
Boon: +1 spell point per three levels in casting classes.



Warpriest

Magic Type: Divine

Casting Ability Modifier: Wisdom

Drawbacks: Focus Casting, Prepared Caster, Verbal
Casting; Aligned Combatant (Destruction), Aligned Protection
(Protection)

Boon: +1 spell point per odd level in casting classes.
Witch

Magic Type: Arcane

Casting Ability Modifier: Intelligence

Drawbacks: Material Casting, Prepared Caster, Somatic
Casting x2, Verbal Casting

Boon: +1 spell point per level in casting classes.
Wizard

Magic Type: Arcane

Casting Ability Modifier: Intelligence

Drawbacks: Material Casting, Prepared Caster, Somatic
Casting x2, Verbal Casting

Boon: +1 spell point per level in casting classes.

(ustom Iraditions

By combining drawbacks and boons, a truly unique casting
tradition can be created and used to breathe life into a setting
or concept. It is also entirely possible for a player to ask a GM
if he can create his own custom tradition to reflect a particu-
lar character concept; however, it must be remembered that
custom casting traditions are a GM tool first and a player tool
second.

Example: Joke the GM is creating a campaign centered around
the conflict between four groups of magic users; wizards (who use the
Traditional Magic tradition), clerics (who use the Divine Petitioner
tradition), druids (who use the Druidic tradition), and cultists (who
use the Blood Magic tradition). He informs the players that they
are free to use whatever classes they wish, but that their char-
acter should pick one of those four traditions to use. One of the
players approaches the GM and asks if they can use a custom
tradition; their character is an alchemist who gains power by
ingesting custom brews, transforming into a magical alter-ego not
unlike Dr. Jekyll and Mr. Hyde. After thinking it over, the GM decides
this is awesome and agrees, telling the player that bis tradition will be
considered a subset of the Traditional Magic tradition and will count as
Traditional Magic for all purposes.

Sample (ustom Casting Iraditions
Addled

Hidden within the ramblings of the insane, one word is of-
ten repeated. Some healers theorize that this word is the name
of the hidden god of madness, gaining power from—and grant-
ing power to—those who surrender their minds to him. There
must be some truth to this theory, because sometimes, when
those with this word on their lips are displeased with their sur-
roundings, they possess the ability to change them.

Casting Ability Modifier: Charisma
Drawbacks: Addictive Magic, Verbal Casting, Wild Magic
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Boons: Easy Focus, +1 spell point, +1 per 6 levels in casting
classes.
Apothecary

Apothecaries are masters of tinctures and tonics, who are
capable of turning mere bottles of water or pinches of salt into
potions and magic powders. Unlike the academic alchemists of
the larger cities, apothecaries usually set up shop in country
towns, learning as much from experimentation and tradition as
they do from their teachers.

Casting Ability Modifier: Intelligence

Drawbacks: Material Casting, Skilled Casting (Craft (alchemy)
or Profession (apothecary)); Special Delivery (Enhancement)

Boon: +1 spell point, +1 per six levels in casting classes.
Artificery

Artificers construct magical implements (known as an ar-
tificer’s focus) to direct and control their magic. Each sphere
they know requires a different focus, and foci can be created by
spending 8 hours in a magic lab or alchemist’s lab. While some-
what unstable, these items make directing power easy.
Casting Ability Modifier: Intelligence
Drawbacks: Focus Casting (artificer’s focus), Wild Magic
Boon: Easy Focus
Bardic (Dagic

Bardic magic is a holistic style of magic that transforms
the natural magic of music into powerful magical force. While
rather physically demanding, those who have trained in bardic
magic often have more power at their call than others.

Casting Ability Modifier: Charisma
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Drawbacks: Skilled Casting (Perform (any)), Somatic Casting,
Verbal Casting
Boon: +1 spell point per odd level in casting classes.
Beast Charming

It is often said that music can soothe the savage beasts of
the world, but the knack for doing so is a difficult, and often
dangerous, skill to develop. Many practitioners develop special-
ties that cause them to become more comfortable with certain
kinds of animals, but whether they choose to catch rats, charm
snakes, or divert locusts from crops the ability to pacify, guide,
or otherwise enchant animals remains the same.

Casting Ability Modifier: Charisma

Drawbacks: Skilled Casting (Perform (any)), Somatic Casting
x2; Animal Shaman (Mind)
Boon: +1 spell point per odd level in casting classes.
Bloodletting

Casters of the bloodletting tradition use their ornate ritual
knife to make precise incisions, drawing forth trickles of blood
that is smeared, thrown, or otherwise manipulated to cast their
spells. Casters of this tradition usually use the Blood Price op-
tional ritual pricing.
Casting Ability Modifier: Constitution
Drawbacks: Draining Casting, Focus Casting (ritual knife),
Magical Signs, Painful Magic, Somatic Casting
Boons: Fortified Casting, Sanguine Empowerment, +1 spell
point, +I per 6 levels in casting classes.

Blood (Dagic

One of the most dangerous forms of magic, blood mag-
ic, promises great power to its practitioners, but with a price.
Blood magic is difficult, lengthy, complicated, and draining, but
for its practitioners the promise of insurmountable power is
worth the mere price of their life force. Blood mages are con-
stantly performing a dangerous dance, for the closer they are to
death’s door, the greater their power.

Casting Ability Modifier: Constitution

Drawbacks: Draining Casting, Extended Casting, Somatic
Casting x2, Verbal Casting

Boons: Deathful Magic, Fortified Casting, Overcharge

Bonneteur

This method of fast talking con artistry has been devel-
oped to the point where it is undeniably supernatural in nature.
A tradition closely guarded by many thieves guilds until they
can monopolize a region, it has nevertheless spilled out into the
world. Only a small number of true magicians employ this style,
but rogues, bards, and other dabblers in mental magic will often
focus their studies on this magical tradition.

The fast-talking and wild gesticulating arm movements are
similar enough to the actions of street hawkers that the magic
can often go unnoticed by those who are not expecting it, and
its effectiveness at the negotiating table makes the draining ef-
fect on the caster’s psyche worth the trouble.

Casting Ability Modifier: Charisma

Drawbacks: Draining Casting, Somatic Casting, Verbal
Casting; Lost In Translation (Mind)

Boon: +1 spell point per odd level in casting classes.

Cartomancy

Most commonly practiced by itinerant fortune-tellers, car-
tomancy is the art of divining by cards. Many casters extend
this to manipulating the myths the cards symbolize to empow-
er themselves and others.

Casting Ability Modifier: Wisdom

Drawbacks: Extended Casting, Focus Casting (deck of cards),
Skilled Casting (Profession (fortuneteller)); Limited Divination
(sense) (Divination), Sanctified and Tongue Of Ages (Fate)
Boons: Easy Focus, +1 spell point, +1 per six levels in casting
classes.

Chi Gracer

Considered a subset of the monastic casting tradition,
monks who train their minds as well as their body and spir-
it have a greater endurance for performing their techniques,
though their feats of mentalism require a knowledge of an en-
emies’ (or allies’) pressure points and chi lines, giving them the
ability to deliver crippling nerve pinches (or helpful chiroprac-
tic alterations) to impart their charms.
Casting Ability Modifier: Wisdom
Drawbacks: Somatic Casting x2; Lycanthropic (Alteration),
Meld Into Dark (Dark), Deathful Touch (Death), Destructive
Touch (Destruction), Bodily Enhancement and Personal
Magics (Enhancement), Personal Fate (Fate), Personal Illusion
(Illusion), Touch Of Light (Light), Regenerate (Life), Tactile
Charm (Mind), Nature Spirit (Nature), Limited Protection
(Protection), Personal Time (Time), Solo Combatant (War),
Personal Warp (Warp)
Boon: Easy Focus
Cholmic Graditionalist

A tradition that dates back to the long dead Cholmic civi-
lization, the methods of their cultural magic have been lost to
all but a few liches and fragments of old, rotten tomes. While
the methods themselves are cursed by the very gods, that curse
has also decayed over the years — while the magic would have
originally hideously harmed the caster and the recipient, now-
adays most of the curse decays into simple pain, grey light, and
the noise of vast bells.
Casting Ability Modifier: Intelligence

Drawbacks: Addictive Casting, Magical Signs, Painful Magic,
Somatic Casting x2, Verbal Casting

Boons: Overwhelming Power, +1 spell point per level in cast-
ing classes.

Contaminated

Somewhere in the bowels of the criminal underworld,
an alchemist cracked the code of magic and created Essence.
This powerful, addictive powder would grant magical ability to
anyone who consumed it. The crime lord who first distributed
Essence sold it everywhere, eager to gain a dedicated follow-
ing of addicted ‘wizards’, but he underestimated the power of
the addiction— and of the addicted. The lab was destroyed as
magic users descended on it to increase their supply and steal
the secret of its creation. Now Essence can be found virtual-
ly anywhere people are rich enough—and foolish enough—to
seek it out.




Casting Ability Modifier: Intelligence
Drawbacks: Addictive Casting, Material Casting, Wild Magic
Boon: +1 spell point per odd level in casting classes.
Divine Peticioner

A divine petitioner gains their magic through service and
prayer to a divine source, such as a deity. A divine petitioner
must pray every day to regain their spell points, petitioning not
only for their magic, but specifying how they intend to use it
that day. Divine petitioners do everything in the name of their
deity and find it difficult to even manifest their power unless
they have their holy symbol in hand.
Casting Ability Modifier: Wisdom

Drawbacks: Focus Casting, Prepared Caster, Verbal Casting;
Aligned Combatant (Destruction), Aligned Protection
(Protection)
Boon: +1 spell point per odd level they gain in casting classes.
Dream Casting

Dream casters are aloof individuals often viewed as ex-
tremely odd by other types of magic users. Wielding strange
implements and prone to torporic trances, dream casters typ-
ically draw their power from esoteric and poorly understood
spheres such as Mind and Time. Walking the far borders of re-
ality, dream casters are able to call upon amazing strength but
do so at significant risk.

Casting Ability Modifier: Wisdom

Drawbacks: Focus Casting, Magical Signs, Narcoleptic
Casting

Boons: Overcharge, +1 spell point, +I per three levels in casting
classes.

Druidic

A druid gains their magic through communion with nature
and the spirits contained therein. While many casters band to-
gether for mutual study and protection, druids take this a step
further, possessing their own secret language that identifies one
druid to another. The hierarchy of the druids is a very sacred
thing for them, and there are only so many high-level druids in
the world at any one time. Indeed, a druid rising through the
ranks often times must claim their new title by taking it from
another druid through a demonstration of superior magic. A
druid gains +1 spell point, +1 per three levels gained in a spell-
casting class.
Casting Ability Modifier: Wisdom
Drawbacks: Focus Casting, Prepared Caster, Verbal Casting;
Animal Shaman (Mind)
Boon: +1 spell point, +1 per odd level in casting classes.
Fey agic

To the fey, magic is simply a part of life - and those who
study their styles often find that their emotions are a problem,
but magic is stronger and easier to control.
Casting Ability Modifier: Charisma
Drawbacks: Emotional Casting, Fey-Infused Magic, Somatic
Casting, Wild Magic
Boons: Easy Focus, Overcharge
Flame-Blooded

There exist those who bear in their blood a touch of pure
fire. Details of their origin are spotty at best, but the tale is told
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of a tryst between a mortal woman and the elemental spirit of
fire itself, granting the power of fire to all her descendants. The
flame-blooded are often as brash and volatile as the element
that powers their magic; to cross one is to invite a swift and
deadly response.

Casting Ability Modifier: Charisma

Drawbacks: Energy Focus (fire) (Destruction), Limited Warp
(requires fire) (Warp), Focused Weather (Heat) (Weather)
Boon: None
Gadgeteer

Not often thought of as a mentalist or magician (even
amongst themselves), gadgeteers have a knack for constructs,
magic devices, and machinery. Armed with a favored tool or
set of tools (such as a specially designed burin or wrench), they
tinker with clockwork and other bits of artifice to transform
the world around themselves and bring mental might to bear on
creatures such as golems. Teammates often dislike their magic
due to suddenly having clockwork gears or strange gadgets in-
corporated into them, but apart from that they can bring great
gifts to those they assist.
Casting Ability Modifier: Intelligence
Drawbacks: Focus Casting (artisan tools), Magical Signs,
Material Casting, Rigorous Concentration, Skilled Casting
(Craft (mechanical)); Unnatural Transformation (gadgets and

gears) (Alteration), Elongated Summoning (Conjuration),
Kindred Knack (construct) Mind)
Boon: +1 spell point per level in casting classes.
Rypnotism

Often unsettling and always mysterious, the art of hypno-
tism, sometimes called mesmerism, has its roots in the magic of
the mind, but a flick of the wrist, sway of a pendulum, and pen-
etrating stare of a master has allowed magicians of all stripes to
unlock their truest potential. Wielding a specially prepared am-
ulet, pocket watch, gemstone, or other lustrous item that can
be held aloft or swayed with a practiced hand, hypnotists and
those who use their methods to unlock magical power are often
feared as insidious or enthralling masterminds, but can also be
celebrated as entertainers and practitioners of skills that make
the mysterious appear whimsical and mundane.
Casting Ability Modifier: Intelligence
Drawbacks: Extended Casting, Focus Casting, Skilled Casting
(Profession (hypnotist)), Somatic Casting
Boon: +1 spell point per level in casting classes.
Inberent Divinicy

For some, the source of divine power does not come from
without, but from within. With nothing more than a word and
their will, they can impose their desires on the world.
Casting Ability Modifier: Charisma
Drawbacks: Emotional Casting, Verbal Casting
Boon: Easy Focus
Ley-line Gapper

Ley-line tappers draw their power from the innate mystic
potential of the leylines connected to notable natural locations.
Doing so takes great effort, but once the power is drawn, it is in
some measure self-sustaining.
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Casting Ability Modifier: Intelligence
Drawbacks: Area Bound, Extended Casting

Boons: Easy Focus, +1 spell point, +1 per six levels in casting
classes.
Lycantbrope

Curses are terrible things and lycanthropy more so than
most. For some casters, however, lycanthropy is the begin-
ning of a long journey to power. These souls not only learn to
control their animalistic natures, but to expand them, pulling
power from their curse and turning it into a source of magic.
Practitioners of this magic should beware however; curses are
not trivial things, and a lycanthrope’s magic is unpredictable at
best.
Casting Ability Modifier: Charisma
Drawbacks: Wild Magic; Lycanthropic (Alteration)
Boon: +1 spell point, +1 per six levels in casting classes.
Mind

For some people, magic is an expression of their will, and a
little mental focus is enough to call it into being.
Casting Ability Modifier: Intelligence
Drawbacks: Emotional Casting, Rigorous Concentration
Boon: +1 spell point, +1 per three levels in casting classes.

(Donastic

‘When the power of the spirit is properly cultivated through
physical discipline and meditation, it can elevate itself to a form
of magic. There are orders of monks who practice this form of
magic, using their monastic traditions to guide their pursuit
of magical awakening. Renowned for their versatility of power,
casters of these monastic orders are often solitary, as the very
source that gives them such great power also makes it difficult
to manifest that power outside of their own bodies.
Casting Ability Modifier: Wisdom
Drawbacks: Somatic Casting x2; Lycanthropic (Alteration),
Meld Into Dark (Dark), Deathful Touch (Death), Destructive
Touch (Destruction), Bodily Enhancement and Personal
Magics (Enhancement), Personal Fate (Fate), Personal Illusion
(Illusion), Touch Of Light (Light), Regenerate (Life), Nature
Spirit (Nature), Protected Soul (Protection), Personal Time
(Time), Solo Combatant (War), Personal Warp (Warp)
Boon: Easy Focus
(Dysticism

Mysticism is less about strict hierarchies and more about
learning from the divine forces that empower the world. As stu-
dents of the magical arts, those who follow the path of the mys-
tic tend to have very obvious displays of magic as they channel
the might of various spirits and deities.
Casting Ability Modifier: Wisdom
Drawbacks: Focus Casting (any), Magical Signs, Verbal
Casting, Wild Magic
Boon: Empowered Abilities, Metamagic Expert
Nomad Shamans

An oral magical tradition, the nomad shamans are mem-
bers of nomadic tribes who have honed their connection to
the natural world through ritual deprivation. Their long and
harsh training is often necessary for the survival of their tribe,

allowing their people to subsist in areas too harsh for normal
survival.

Casting Ability Modifier: Charisma
Verbal
Enhancement and Restricted Enhancement (tribe members)
(Enhancement), Nature Spirit (Nature)

Drawbacks: Magical Signs, Casting; Bodily

Boon: Draw Magic
Pact (Dagic

Pact Magic focuses on summoning beings to cast magic on
the user’s behalf. Having another entity managing the power
makes it easy to control, but it can be hard to resist the pull
they have over the caster...
Casting Ability Modifier: Charisma
Drawback: Addictive Casting
Boon: Easy Focus
Runist

Runists study the first language—the language of creation
itself. With this knowledge, they can create magical effects by
writing out the appropriate runes—a time-consuming process,
but a powerful one. Runists spend their lives mastering true
names and meditating on the meaning of the runes, for once a
runist has mastered a rune’s essence, they master that aspect of
creation itself.

Casting Ability Modifier: Intelligence

Drawbacks: Extended Casting, Skilled Casting (Craft (callig-
raphy)), Somatic Casting x2

Boon: +1 spell point per level in casting classes.

Scion Of Gbe Crown

In a small Western kingdom, the princes and princesses are
taught a unique casting tradition that draws on the symbolism
of permanence through ponderous recitations of their family
line back generations and straight-backed demonstrations of
their authority. Throughout centuries of marriages, alliances,
and usurpations, this tradition has spread throughout the land
—however, competition with foreign traditions and the require-
ment of noble blood has left it as more of a curiosity than any-
thing else.
Casting Ability Modifier: Charisma

Drawbacks: Extended Casting, Focus Casting (crown or cor
onet), Skilled Casting (Knowledge (nobility)), Verbal Casting
Boons: Drawback feat (Careful Magic, Magical Focus), +1 spell
point per six levels in casting classes.
Song-Wielder

Born of ancient royalty, a song-wielder makes magic
through the power of their voice. It is an ancient art and dif-
ficult to master, but very rewarding. Because a song-wielder’s
magic is tied to their voice, they grow in strength the longer
they sing. Often, it is only when a song-wielder has sung himself
hoarse that his true power manifests.
Casting Ability Modifier: Intelligence
Drawbacks: Skilled Casting (Perform (sing)), Verbal Casting

Boon: Empowered Abilities



Sorcerous Blood

For some individuals, magic is truly in the blood, and all it
takes to use it is a flick of the wrist and a quick chant of arcane
words.

Casting Ability Modifier: Charisma
Drawbacks: Somatic Casting x2, Verbal Casting
Boon: +1 spell point per odd level in casting classes.

Sword-Bound

Sometimes, when a magic-user dies, a part of their spirit
(called an echo) remains attached to the objects they wielded
in life. This is the case with a particular ancient house, where
the heir apparent inherits the house’s sword on their fifteenth
birthday. Not only does this ancient sword still cut as well as
the day it was forged, but it also carries the echo of the family’s
founder, granting its owner access to the ancestor’s famed mag-
ical power. Wielding the sword is exhausting, but it is a small
price to pay to access its magic.

Casting Ability Modifier: Charisma
Drawbacks: Draining Casting, Focus Casting (sword)
Boon: Fortified Casting

Graditional (Dagic

Traditional magic is the study of the natural world, astron-
omy, alchemy, and ancient learning to create magic through
a combination of gestures, words, and magical components.
Traditional magic is based on performing specific rites and ob-
serving various taboos, meaning its practitioners must decide
each morning what magic they will use that day so they may
perform the appropriate rituals. Traditional magic is the realm
of academics, making it a long and grueling course of study but
granting wisdom and power in equal amounts.
Casting Ability Modifier: Intelligence

Drawbacks: Material Casting, Prepared Caster, Somatic
Casting x2, Verbal Casting

Boon: +1 spell point per level in casting classes.
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Water-(Dagi
There exists an order of monks who pull power from an an-

cient pact formed with the spirit of the moon. These water-ma-

gi are born with the power to bend water to their will, pulling

it as the moon pulls the tides. Through dedicated practice, they

use their movements to control this liquid and bring its power

to bear against their enemies.

Casting Ability Modifier: Wisdom

Drawbacks: Somatic Casting x2; Water Wizard (Creation),

Energy Focus (cold) (Destruction), Limited Telekinesis (re-

quires water) (Telekinesis), Focused Weather (Precipitation)
(Weather)

Boon: Easy Focus
Wild-Born

A wild-born is someone who was raised by magical crea-
tures: the adopted children of dragons, fey beings, or other
creatures of natural inborn magic. While being raised by such
beings does not grant the adopted child their parent’s magic, a
wild-born might develop a connection with a magical sibling,
drawing their power through this familiar bond.
Casting Ability Modifier: Charisma
Drawbacks: Focus Casting, Verbal Casting
Boon: Bound Creature

Considered a subset of traditional magic, wizardry takes
a lot of study, using magic wands and exotic materials to bend
natural powers to the user’s will in very obvious displays of
power. Wizards often carry a signature when they use magic, as
it manifests in a particular color and shape that grows as they
gain power to reflect their own personal styling. The path of
wizardry is hard, but those who master it learn to manipulate
their power with great skill, becoming masters of metamagic.
Casting Ability Modifier: Intelligence
Drawbacks: Focus Casting, Magical Signs, Material Casting,
Prepared Caster, Somatic Casting x2, Verbal Casting
Boons: Metamagic Expert, +1 spell point per level in casting
classes.

-
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Armorist

Armorists are among the most direct masters of the
spheres, and indeed, tend to see magic as only the first step in
resolving a situation. Their ability to call forth whatever equip-
ment a situation requires makes them more flexible than many
of their opponents realize.

Role: Armorists are masters of combat who use items, rather
than simple brute force, to dominate their enemies.
Alignment: Any

Hit Die: dro

Starting Wealth: 5d6 x 10 gp (average 175 gp). In addition,
each character begins play with an outfit worth 10 gp or less.
Class Skills

The armorist’s class skills are Acrobatics (Dex), Climb (Str),
Craft (Int), Intimidate (Cha), Knowledge (arcana) (Int),
Knowledge (engineering) (Int), Knowledge (nobility) (Int),
Perception (Wis), Profession (Wis), Ride (Dex), Spellcraft
(Int), Swim (Str), and Use Magic Device (Cha).

Skill Ranks Per Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: An armorist is profi-
cient with all simple and martial weapons, light armor, medium
armor, and shields (except tower shields).

Casting: An armorist may combine spheres and talents to
create magical effects. An armorist is considered a Low-Caster.
(Note: All casters gain 2 bonus talents and a casting tradition
the first time they gain the casting class feature.)

Spell Pool: An armorist gains a small reservoir of energy
she can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to her
class level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: An armorist gains a magic talent at 2nd
level and every 2 levels thereafter, according to Table: The
Armorist.

Summon Equipment (Su): An armorist may spend /

a spell point as a swift action or move action to conjure a
weapon, shield, or suit of armor into her hands or directly
onto her body, which stays for 1 minute per class level before
disappearing.

The armorist must be proficient with the weapon or
type of shield or armor to summon it, and in the case of exotic

weapons, she must have studied a pre-existing version of the
weapon for at least 1 week. This weapon, shield, or suit of ar-
mor is masterwork quality, and while antimagic barriers may
prevent the armorist from summoning these items, the items
themselves are not considered magical creations and so may
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Table: The Armorist

Max Caster
Bonus Level

Level BaseAttack Fort
Bonus Save

Ref Will
Save Save

Special

Magic
Talents

Ist +1 +2 +0 +2  Bound equipment (+1), casting, spell pool, summon  +1 +0@®  oG2)

equipment

3rd +3 Armor training, bound equipment (+2)

5th +5 Bind implement, bound equipment (+3, 2x) +2 2

7th +7/+2 Armor training, bound equipment (+4) +3 3

oth +9/+4 +6 +3 +6 Bound equipment (+5)

+4 4

11ith

+11/+6/+1 +7 +3 +7 Armor training, bound equipment (+6) +4 +5 5

Bound equipment (+7) +5 +6 6

13th

+13/+8/+3 +8 +4 +8

15th Armor training, bound equipment (+8, 4x), quick +5 +7 7

summons

+15/+10/+5 +9 +5 +9

7th  +17M12/+7/+2  +10 45 +10 Bound equipment (+9) +5 +8 8

19th  +19/+14/+9/+4  +11 +6 +11 Armor training, bound equipment (+10) +6 +9 9

not be dispelled. Ranged weapons come with 50 pieces of basic
ammunition.

When summoning armor, the armorist may also summon
the suit directly onto a willing touched target’s body as a stan-
dard action. When summoning armor onto her own or another
target’s body directly, their current armor disappears in favor
of the new armor until the duration is over and the old armor
returns. Dismissing a piece of summoned equipment is a free
action.

Summoned equipment is always considered masterwork
quality and gains a +1 enhancement bonus for every 3 armorist
levels the creator possesses, to a maximum of +6 at 18th level.
These bonuses may be traded for special abilities according to
Table: Bound Equipment. A piece of summoned equipment
cannot have higher than a +5 enhancement bonus; enhance-
ment bonuses beyond this amount must be traded for special
abilities.

Bound Equipment (Su): An armorist gains a bond with
a specific weapon, shield, or suit of armor that is far greater
than with her other summoned equipment. Bound equipment
is summoned and treated just like summoned equipment, ex-
cept it does not cost a spell point to summon, cannot be used
by anyone other than the armorist herself (the item’s magic
does not function in another’s hands), comes with limitless

ammunition, and disappears 1 round after leaving the armorist’s
hands. She gains another piece of bound equipment at 5th level,
1oth level, 15th level, and 20th level, and may bond implements
beginning at 5th level.

Bound equipment is masterwork quality, and gains a +1
enhancement bonus for every odd armorist level possessed. A
piece of bound equipment’s enhancement bonus cannot exceed
+1, +1 per 3 armorist levels (maximum +5); all enhancement bo-
nus beyond this must be traded for special abilities.

An armorist may give her bound weapon special abilities
from Table: Bound Equipment, trading enhancement bo-
nus for other benefits. Bound equipment cannot be enchanted
through any other means than gaining armorist levels and must
retain at least a +1 enhancement bonus. Bound implements
use the rules presented in the Magic Items chapter, granting
the armorist enhancement bonuses to her caster level with
one sphere, chosen when the implement is created. A piece of
bound equipment may be an implement or a weapon/shield/suit
of armor, but not both at the same time.

Once a piece of bound equipment has been selected, or
once its special abilities have been chosen, they may only be
changed if the armorist spends 8 hours (1 day) meditating to
dismiss the old piece of bound equipment and create a new
piece of bound equipment to take its place.
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Table: Bound Equipment

Enbance. Shield Special Enbance. (i) Enbance. I mplen.zent Enbance.
Bonus Abilit Bonus Abilit Bonus Special Bonus
Value ey Value ey Value Ability Value

Weapon Special

Ability

Advancing +2bonus  Arrow catching  +1 bonus Anti-ballistic +1 bonus Abjuring +1 bonus

Anchoring +2 bonus Bashing +1 bonus Benevolent +1 bonus Aiming +1 bonus

Avalanche +1 bonus Clangorous +1 bonus Brawling +1bonus  Capacitance ~ +2 bonus

Energy
Blast vessel +2 bonus Focusing +4 bonus resistance (10, one +3 bonus Equitable +I bonus
element)

Fortification Exeray
Corrosive Burst +2 bonus (Uicht) +1 bonus  resistance, greater 30,  +5 bonus Girding +2 bonus
8 one element)

Cruel + 1 bonus Ghost touch +3bonus  Fortification (heavy)  +5 bonus Mesmerism +3 bonus

Fortification
(moderate)

Destructive focus +1 bonus Mirrored +1 bonus Grinding +1 bonus Watchful +2 bonus

Decisive +2 bonus Impervious +1 bonus +3 bonus Sustaining +2 bonus

Dimensional +4 bonus Reflecting +5 bonus

Impervious +1 bonus

Spell

resistance (15)

Driving +1 bonus +3 bonus Mirrored +1 bonus

Spell

Fey-Forged +1 bonus resistance (19)

+5 bonus Stanching +1 bonus

Flaming Burst +2 bonus Spell resistance 13) ~ +2 bonus

Fortuitous +1 bonus Spell resistance (17)  +4 bonus

Ghost touch +I bonus Titanic +3 bonus



(hapter 3: Classes
N T e T e e PR

Enbance.
Bonus
Yalue

Enbance.
Bonus
Yalue

Enbance.
Bonus
Value

Implement
Special
Ability

Enbance.
Bonus
Yalue

Weapon Special
Ability

Shield Special
Ability

Armor Special
Ability

Hypochondriac +1 bonus

+I bonus

Impervious

Keen

+I bonus

Menacing +1 bonus

Mighty cleaving

+I bonus

+I bonus

Quenching

Reposition +3 bonus

+I bonus

Shadow wake

Shock

+I bonus

+I bonus

Skeptical

Thundering +1 bonus

+I bonus

Umbral edge

Vorpal +5 bonus

+2 bonus

Wounding

The armorist’s bound equipment can be damaged and sun-
dered, but always returns to full health the following day.

A bound double-weapon must divide its enhancement bo-
nuses and special abilities between the two ends (for example,
a +5 bound quarterstaff could have a +3 bonus on one end and
a +2 bonus on the other). Alternatively, the armorist may bind
each end of the double weapon as a separate piece of bound
equipment, thus granting full bonuses to each half. If one end
of the double weapon has no bonuses, it is still considered
masterwork.

Arsenal Trick: At 2nd level and every even-numbered
level thereafter, the armorist gains an arsenal trick, represent-
ing the ways she has chosen to focus her study of equipment
and its uses. Unless otherwise specified, an individual arsenal
trick can only be gained once.

Additional Binding (requires bound equipment): The armorist
may bind an additional piece of equipment.

Ammunition Specialist: When the armorist summons a
ranged weapon or calls a bound ranged weapon, she may sum-
mon non-basic ammunition. If it is a firearm it can be sum-
moned with paper alchemical cartridges. Additionally, the
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armorist may summon up to 10 gp per armorist level of spe-
cialist ammunition; this ammunition replaces pieces of normal
ammunition such that the summoned amount is still 0.

This arsenal trick can be taken twice. If taken a second
time, increase the value of summoned non-basic ammunition
to 25 gp per armorist level.

Arms of the Outer Planes: The armorist adds anarchic (+2), axi-
omatic (+2), boly (+2), and unboly (+2) to the list of special abilities
she may add to her bound and summoned weapons.

Battle Magician (requires armorist 5): The armorist’s imple-
ments gain the exacting and meditation special abilities.

Bloody Equipment: All the armorist’s bound and summoned
weapons gain the &lood dowsing special ability. The armorist
adds thirsty (+1) to the special abilities she can add to her bound
or summoned weapons. Blood stored in a piece of bound equip-
ment with either blood dowsing or thirsty perseveres even if the
equipment is dismissed and resummoned.

Bonded Boost (requires armorist 10, boost equipment class feature):
The armorist may boost their bound equipment. The armorist
may use the same action to both summon a piece of bound
equipment and boost that piece of bound equipment.

Bound Companion (requires natural materials or horseman’s ma-
terials): The armorist gains an animal, plant, or vermin compan-
ion, treating her armorist levels as druid levels for that purpose.

Combat Feat: The armorist may select a combat feat as a
bonus feat. She must meet the prerequisites for this feat. This
arsenal trick can be selected multiple times, choosing another
combat feat each time.

Combat Implementation (requires armorist 6, bind implement
class feature): When the armorist creates a bound weapon they
may allow that bound weapon to also function as an implement.
The bound weapon grants its enhancement bonus to one sphere
while wielded (chosen when the bound equipment is created) as
well as to attack and damage rolls, and the bound weapon can
be given implement special abilities, although its combined en-
hancement and weapon/implement special abilities still cannot
exceed its total bonus as a bound weapon.

Crafter: The armorist gains an item creation feat of her
choice. She must meet the prerequisites to gain an item cre-
ation feat in this manner. She may gain this arsenal trick multi-
ple times. Each time it is selected, she gains another item cre-
ation feat.

Cut Magic: The armorist adds dispelling (+1), dispelling burst
(+2), and skeptical (+1) to the list of special abilities she may grant
their bound and summoned weapons. The armorist can store
her own spell points into weapons with dispelling or dispelling
burst as part of the process of summoning them.

Cut Minds: The armorist adds conscription (+3) to the list of
special abilities she can add to bound and summoned weapons,
and jamais vu (+2) to the list of special abilities she can add to
bound and summoned armor. If she is wielding this equipment,
she may use her own Mind sphere save DC in place of the save
DC listed in these special abilities.

Dancing: The armorist adds dancing (+4), flying (+5), and an-
imated (+2) to the list of special abilities she may add to her
bound and summoned weapon and shields, respectively. A
bound weapon or shield with the dancing, flying, or animated

special ability does not disappear until after it has finished its 4
rounds of independent action.

Dark Materials: The armorist’s bound and summoned
weapons gain the tenebrous special ability. Her bound and sum-
moned armor gains the shaded and shadow special abilities. The
armorist may choose to give its bound and summoned weapons
the shade-hexed special ability.

Energy Equipment: The armorist adds brilliant energy (+4)
and plasma blade (+3) to the list of special abilities she may add
to her summoned and bound weapons.

Extradimensional Storage (Sp): The armorist gains the
Extradimensional Storage Warp sphere talent, even if she does
not possess the Warp sphere. She may use her armorist level
as her caster level for this ability if it is higher, and she may
choose to summon items from her extradimensional storage with
the same action and with the same rules (such as replacing one
suit of armor with another) as her other summoned equipment.

She may take this arsenal trick twice, which upgrades
her spell-like ability to have the effect of two purchases of
Extradimensional Storage.

Fighter Armor Training (requires armor training or greater armor
training, armorist 3): The armorist gains the Advanced Armor
Training feat, treating her armorist levels as fighter levels when
meeting its prerequisites and determining its effects. She may
take this arsenal trick multiple times, but this does not allow
her to take Advanced Armor Training more than the feat usual-
ly allows (once per 3 fighter levels).

Greater Armor Training (requires armorist 3): The armorist’s
armor check penalty is reduced by 1 (minimum o) and increases
the maximum Dexterity bonus allowed by her armor by 1. This
arsenal trick may be taken multiple times, its effects stack with
itself and the armor training class feature.

Group Summons: The armorist may summon (or boost, if
she is capable) multiple pieces of equipment at once, +1 per 2
armorist levels she possesses (minimum 1. The armorist may
summon or boost multiple pieces of equipment on the same
creature or onto multiple creatures, but the armorist must
still be touching the creature or creatures to affect them. The
armorist may grant different benefits to each summoned or
boosted piece of equipment, but still spend a spell point for
each summon or boost.

Heroic Equipment: The armorist adds sacrificial (+1) and self-
less (+2) to the list of special abilities she can add to her sum-
moned and bound armors.

Hide Equipment: The armorist’s bound and summoned gear
gain the glamered special ability.

Horsemans Materials: The armorist’s bound and summoned
armor gains the jousting and hosteling special abilities. Creatures
contained within hosteling equipment are harmlessly ejected
when the equipment is dismissed.

Additionally, the armorist can summon or boost equip-
ment for her mount (such as summoning or boosting barding)
with the same speed which she may use for her own equipment.
The armorist may even create bound equipment usable by her
mount (such as barding), although the armorist dismounting
counts as the item leaving her hands, causing it to disappear
one round later if the armorist does not remount.



Hunter (requires armorist 10): The armorist adds bane (+1) and
defiant (+1) to the special abilities she may add to her bound and
summoned weapons and armor/shields respectively.

Imbued Arsenal (requires bound equipment): The armorist
can add her casting ability modifier instead of her Strength or
Dexterity modifier to attack rolls when she is wielding a bound
or summoned weapon.

Improved Equipment: The armorist chooses one piece of
bound equipment she possesses. That piece of equipment gains
an additional +1 enhancement bonus, to a maximum total of +11.
If she permanently dismisses this piece of bound equipment,
she may transfer this bonus to another piece of bound equip-
ment she possesses. She may take this talent multiple times.
Each time it is taken, increase the bonus granted by another
piece of bound equipment by 1. She cannot increase an individ-
ual item more than once with this arsenal trick.

Improved Materials (requires armorist 6): The armorist may
summon equipment or create bound equipment out of cold
iron, silver, or mithril. At roth level, the armorist may summon
equipment and create bound equipment that is made from ada-
mantine or stable shadowstuft. This can also affect ammunition.

Lightning Weapon: The armorist’s bound and summoned
weapons gain the crackling special ability.

Morphic Weapon (Sw): When summoning a weapon or a
bound weapon, as part of the action required to summon it the
armorist may merge that weapon with a limb capable of wield-
ing a weapon as per the Graft Weapon trait of the Morphic
Weapon Alteration talent.

Movement: The armorist adds the following special abilities
to those she may grant to a suit of armor: +20 feet base speed
(+1), waterbreathing (+1), 30 feet swim speed (+1), 30 feet climb
speed (+1), 30 feet fly speed (maneuverability average, +2), 15
feet burrow speed (+2). She may grant movement-altering spe-
cial abilities multiple times to the same suit of armor. When
granting the same movement type multiple times, multiply the
granted speed by the number of times given. The maneuver-
ability of the fly speed increases by one step for every time cho-
sen after the first.

Natural Materials: The armorist may summon equipment
or create bound equipment out of darkwood, darkleaf cloth,
greenwood, or normal wood treated with the ironwood ritual.
The armorist adds wéld (+3) and green-touched (+1) to the special
abilities she may add to her bound and summoned armor and
shields, and w#/d fang (+1) to those she may add to bound and
summoned weapons.

The armorist may make a natural attack she possesses or
her own unarmed strike into a bound weapon, granting it the
bonuses associated with being a bound weapon. The armorist
may use her boost equipment class feature on unarmored crea-
tures or on natural weapons and unarmed strikes.

Oiled Equipment: The armorist’s bound and summoned ar-
mors gain the creeping and slick special abilities.

Ranged Summons: The armorist may summon (or boost, if
she is capable of doing so) equipment directly onto a willing
ally anywhere within 60 feet to which she has both line of sight
and line of effect.

Normal: The armorist must be touching a target to sum-
mon equipment directly onto them.
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Rigorous Equipment: The armorist’s bound and summoned
gear gains the impervious special ability.

Shadow Armory (Sp): The armorist gains the Shadow Stash
Dark sphere talent, even if she does not possess the Dark
sphere. She may use her armorist level as her caster level for
this ability if it is higher.

She may take this arsenal trick twice, which upgrades her
spell-like ability to have the effect of two purchases of Shadow
Stash.

Share Bond: The armorist may cause a piece of summoned
or bound equipment to appear on or in the possession of a
Conjuration sphere companion that she has summoned. The
companion must be within 25 feet + 5 feet per two armorist lev-
els. The companion may be treated as the armorist for the pur-
poses of maintaining the bound equipment in its possession.
Additionally; if she possesses the Variable Armaments feat, she
may apply the benefits of any equipment tricks granting addi-
tional weapon special ability options to those available to her
companion.

Shifting Weapon: The armorist’s bound and summoned
weapons gain the #ransformative and adaptive special abilities.
She may take this arsenal trick twice. Doing so grants her
bound and summoned weapons the greater transformative spe-
cial ability.

Skillful Implementation (requires armorist 10): The armorist’s
implements gain the erudite special ability.

Space-Bending Equipment: The armorist’s summoned and
bound armors gain the collapsible special ability. The armorist
adds zntercepting (+1) to the list of special abilities she can add to
summoned and bound shields, and adds phasic (+2) to the list of
special abilities she can add to summoned and bound weapons.

Store Magic: The armorist adds spell stealing (+3), and spell
storing (+1), to the list of special abilities she may grant their
bound and summoned weapons, and spe// storing (+1) to the list
for its summoned and bound armor. The armorist can store her
own spells or sphere effects into weapons with spe// storing as
part of the process of summoning them.

Wand Implementation (requires armorist 5): The armorist’s im-
plements gain the wand-chambered special ability. Only imple-
ments that can be wielded gain this benefit. The armorist can
add wand turret (+2) to the list of special abilities it can add to
summoned and bound armor.

Armor Training (Ex): Starting at 3rd level, an armorist
learns to be more maneuverable while wearing armor. Whenever
she is wearing armor, she reduces the armor check penalty by 1
(minimum o) and increases the maximum Dexterity bonus al-
lowed by her armor by 1. Every four levels thereafter (7th, r1th,
15th, and 19th) these bonuses increase by +1, to a maximum —5
reduction of the armor check penalty and a +5 increase of the
maximum Dexterity bonus allowed.

In addition, an armorist can also move at her normal speed
while wearing medium armor. At 7th level, an armorist can
move at her normal speed while wearing heavy armor.

Boost Equipment: Beginning at 1oth level, instead
of summoning equipment, the armorist may touch a piece
of magical equipment and spend a spell point to increase its
enhancement bonus by half the bonus she may grant to sum-
moned equipment (minimum +1). This has the same duration
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as summoned equipment and causes the item to count as sum-
moned equipment for the purpose of arsenal tricks. This re-
quires a standard action to boost equipment being wielded by
another, but can be done with the same action cost as summon-
ing equipment if the armorist is already touching or wielding
the piece of equipment. The armorist must be able to summon
a type of equipment (weapons, shields, or armor) in order to
boost a piece of similar equipment.

Just as with summoned equipment, a boost cannot raise a
piece of equipment’s enhancement bonus higher than +5, but
can be traded for special abilities. Boosting an item a second
time replaces the first boosting, and pieces of bound equip-
ment cannot be boosted.

Quick Summons: At 15th level, the armorist may sum-
mon or switch equipment onto herself as an immediate action
or free action.

Infinite Arsenal (Su): At level 20, the armorist no longer
needs to spend a spell point to summon equipment, and the
duration of summoned equipment and boosted equipment in-
creases to 1 hour per class level.

Table: The Elementalist

Fort

Base Attack

Level Ref will

[lementalist

Elementalists specialize in the command and control of el-
emental magic, using it to control the battle area, protect allies,
and rain destruction down upon their foes.

Role: Elementalists are magical warriors, wielding elemen-
tal damage with the same skill and tactical precision a fighter
might wield their sword or bow.

Alignment: Any

Hit Die: d8

Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.

Class Skills

The elementalist’s class skills are Acrobatics (Dex), Bluff
(Cha), Climb (Str), Craft (Int), Escape Artist (Dex), Fly (Dex),
Intimidate (Cha), Knowledge (arcana) (Int), Knowledge
(nature) (Int), Knowledge (planes) (Int), Perception (Wis),
Profession (Wis), Spellcraft (Int), Stealth (Dex), Survival (Wis),
and Swim (Str).

Skill Ranks Per Level: 4 + Int modifier.

Caster  Magic

Special

Bonus Save Save Save

Ist +0 ED) +2 2/

3rd

Casting, spell pool, weave energy

Level Talents

+o (1) o (+2)

Favored element

+4 Elemental defense +3 3

sth +3 +4 +4

7th +5 +5 +5 +5 Elemental movement +5 5

oth +6/+1 +6 +6 +6 Favored element +6 6

1rth +8/+3 Elemental defense, improved evasion +8 8

W &7

13th +9/+4 +8 +8 Elemental movement +9 9

15th +I1/+6/+1 +9 +9 Favored element +IT I

17th +12/+7/+2 +10 +10 Elemental defense +12 12

19th +14/+9/+4 +I1 +I1 +11 Elemental movement +14 14




Class Features
Weapon and Armor Proficiency: An elementalist is
proficient with all martial and simple weapons and light armor.
Casting: An elementalist may combine spheres and tal-
ents to create magical effects. An elementalist is considered a
Mid-Caster. (Note: All casters gain 2 bonus talents and a casting
tradition the first time they gain the casting class feature.)
Spell Pool: An elementalist gains a small reservoir of en-
ergy he can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to
his class level + his casting ability modifier (minimum 1). This
pool replenishes once per day after roughly 8 hours of rest.
Magic Talents: An elementalist gains 3/4ths of a magic
talent per level, according to Table: The Elementalist.
Weave Energy: An elementalist gains the Destruction
sphere as a bonus magic talent and uses his class level as his
caster level with the Destruction sphere. This stacks normally
with caster levels gained from other sources.
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Evasion (Ex): At 2nd level an elementalist learns to avoid
damage from many area-effect attacks. If an elementalist suc-
ceeds at a Reflex saving throw against an attack that normally
deals half damage on a successful save, he instead takes no dam-
age. Evasion can be used only if the elementalist is wearing light
armor or no armor and carrying no more than a light load. A
helpless elementalist does not gain the benefit of evasion.

Combat Feat: An elementalist’s martial focus grants him
a bonus combat feat at 2nd level and every 4 levels thereafter,
chosen from those for which he qualifies.

Favored Element (Su): At 3rd level, the elementalist
chooses one blast type group from the Destruction sphere.
When creating a destructive blast from this blast type group, it
deals an additional +1/2 damage per elementalist level.

At 9th and 15th level, the elementalist chooses an addition-
al favored element, gaining the same bonus. In addition, the
bonus granted by his previous favored elements increase by an
additional +1/2 damage per elementalist level.

Dodge Bonus: At 4th level, an elementalist gains a +1
dodge bonus to his AC. This increases by one for every 4 levels
thereafter, to a maximum of +5 at 20th level.

Elemental Defense (Su): At 5th level, an elementalist
gains resistance § to acid, cold, fire, and electricity. At 11th lev-
el, this resistance increases to 10. At 17th level, this resistance
increases to 15.

Elemental Movement: At 7th level, the elementalist
gains one of the following: a 30 feet swim speed, a 20 feet fly
speed with maneuverability (average), a 15 feet burrow speed, or
a +20 feet bonus to his base speed. At 13th and 19th levels, the
elementalist gains an additional elemental movement and all
elemental movements possessed increase by 1o feet.

Improved Evasion (Ex): At 11th level, an elementalist’s
evasion ability improves. He still takes no damage on a success-
ful Reflex saving throw against attacks, but henceforth he takes
only half damage on a failed save. A helpless elementalist does
not gain the benefit of improved evasion.

Energy Body: At 20th level, the elementalist’s body has
become one with the energy he weaves. His elemental defense
increases to resistance 20, and he gains immunity to sneak at-
tacks and critical hits, and gains DR 10/magic.
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Eliciters are masters of emotion, using their control of oth-
ers’ minds to accomplish their goals.
Role: Eliciters are masters of mind magic, making them pow-
erful negotiators and boons to their allies
Alignment: Any
Hit Die: d8
Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.
Class Skills
The eliciter’s class skills are Acrobatics (Dex), Bluff (Cha),
Climb (Str), Craft (Int), Diplomacy (Cha), Disguise (Cha),
Handle Animal (Cha), Intimidate (Cha), Knowledge (local)
(Int), Knowledge (nobility) (Int), Linguistics (Int), Perform
(Cha), Profession (Wis), Sense Motive (Wis), Spellcraft (Int),
Stealth (Dex), and Use Magic Device (Cha).
Skill Ranks Per Level: 4 + Int modifier.
Class Features

‘Weapon and Armor Proficiency: An eliciter gains pro-
ficiency with all simple weapons, light armor, and shields, as
well as the longsword, rapier, sap, shortsword, shortbow, and
whip.
Table: The Eliciter

Level Fort

Save

Base Attack
Bonus

Ref Will
Save Save

Casting: An eliciter may combine spheres and talents to
create magical effects. An eliciter is considered a Mid-Caster.
(Note: All casters gain 2 bonus talents and a casting tradition
the first time they gain the casting class feature.)

Spell Pool: An eliciter gains a small reservoir of energy
he can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to his
class level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: An eliciter gains 3/4ths of a magic talent
per level, according to Table: The Eliciter.

Enchanter: An eliciter gains the Mind sphere as a bonus
sphere at 1st level and treats his class level as his caster level for
this sphere. This stacks normally with caster levels gained from
other sources.

Persuasive (Su): An eliciter’s empathic abilities gives
him greater insights into the workings of the mind and makes
his words (both magical and mundane) harder to resist. An
eliciter gains a +2 bonus to the DCs of his Mind sphere abili-
ties and eliciter class features, as well as Bluff, Diplomacy, and
Intimidate checks. These bonuses increase to +3 at 6th level, +4
at 12th level, and +5 at 18th level.

Hypnotism (Su): An eliciter may manipulate another
with little more than a look and a word. The eliciter targets

Caster
Level

Special

Magic
Talents

ISt +0 +0 +2 o

Casting, enchanter, fascinate,

+0 (D o (+2)

hypnotism, persuasive +2, spell pool

3rd Defensive empathy

sth +3 ot +4 +4 Emotion +3 3

7th +5 +2 +5 +5 Terrorize

oth +6/+1 +3 +6 +6 Convincing +6 6

rrth +8/+3 +7 Emotion +8 8

13th

+9/+4 +4 +8 +8

Insanity +9 9

15th +I1/+6/+1 +5 +9 +9 Link +IT I1

17th +12/+7/+2 +5 +10 +10 Emotion +12 12

19th +14/+9/+4 +6 +I1 +I1 Reverence +14 14



a single creature, which must be within close range and able
to see and hear the eliciter. Hypnotizing a target is a standard
action. The eliciter may use hypnotism a number of times per
day equal to 3 + 1/2 his eliciter level.

When hypnotizing a target, the eliciter chooses one ef-
fect available to him from the list below. If this ability calls for
a saving throw, the DC is equal to 10 + 1/2 his eliciter level +
his Charisma modifier + his Persuasive bonus. Hypnotism is a
mind-affecting ability. An eliciter may target himself with his
own hypnotism, even if he cannot see or hear himself.

Fascinate

The eliciter causes the target to become fascinated with
him for 1 round per eliciter level (Will negates). While fascinat-
ed, a target takes no action except to stand or sit quietly and
watch the eliciter. The target takes a —4 penalty on skill checks
made as reactions, such as Perception checks. Any potential
threat to the target allows the target to attempt a new saving
throw to end the fascination effect. Any obvious threat, such as
someone drawing a weapon, casting a spell, or aiming a weapon
at the target, automatically breaks the effect.
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Liberate

At 4th level, the eliciter may use hypnotism to free a tar-
get’s mind of harmful effects. The target may reroll a Will save
(using the eliciter’s bonus if it is higher) against each harmful
mind-affecting effect they are suffering from. The eliciter may
also allow the target to reroll a Will save made to disbelieve an
illusion, but this may only be used against an illusion that the
eliciter has already successfully disbelieved.

Terrorize

At 7th level, the eliciter may demolish the target’s mind,
granting the target a penalty to their Will saving throws equal
to his Persuasive bonus (no save). This lasts a number of rounds
equal to his casting ability modifier. While a target is affected
in this manner, the eliciter does not gain his Persuasive bonus
to eliciter abilities and Mind sphere effects against that target.

Inspire Greatness

At 10th level, the eliciter may use hypnotism to instill
the target with the effects of the inspire greatness bardic per-
formance for a number of rounds equal to his casting ability
modifier.

Insanity

At 13th level, the eliciter may plant compulsions into the
target’s mind to distract them. For a number of rounds equal to
the eliciter’s casting ability modifier, the target must succeed at
a Will save each round or suffer one of the following effects (roll
a dé6 to determine the effect):

1. take no action but to babble incoherently;
2. run away from the eliciter at top speed,
3. fall prone,

4. drop all held items and be unable to pick them back
up,

5. deal 1d8 + Strength modifier damage to self with what-
ever is in hand as a standard action,

6. attack nearest creature.

Each effect lasts 1 round.

Inspire Heroics

At 16th level, the eliciter may grant the target the bene-
fit of the inspire heroics bardic performance for a number of
rounds equal to his Charisma modifier.

Reverence

At 19th level, the eliciter may cause the target to fall be-
fore him in reverence (Will negates). On a failed saving throw,
the target falls prone and is considered helpless for 1 round per
level. A flying creature incapable of hovering must land imme-
diately in order to prostrate itself. Each round on its turn, the
target may attempt a new saving throw as a full-round action to
end the effect early. This does not provoke an attack of oppor-
tunity. If a creature succeeds its initial saving throw against this
ability, it is staggered for 1 round and may not be targeted again
with this ability until the following day.

Emotions: An eliciter’s power comes from his command
of emotions, both his own and others. At 2nd level, an eliciter
chooses an emotion, gaining the minor power associated with
that emotion. At 5th level and every 3 levels thereafter, the elic-
iter may choose to gain the minor power of a new emotion, or
gain access to the next level of an emotion he already possess-
es (lesser, greater, and master). An eliciter cannot gain a lesser
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power before 5th level, a greater power before 8th level, or a
master power before 11th level. All emotions are mind-affecting
effects. If an emotion calls for a saving throw, the DC is equal to
10 + 1/2 his eliciter level + his Charisma modifier + his persuasive
bonus.

Defensive Empathy (Su): At 3rd level, an eliciter adds
his persuasive bonus to Sense Motive checks, as well as Will
saves against enchantment (charm) and enchantment (compul-
sion) effects.

Convincing (Ex): At ogth level, an eliciter may take 10
with any Bluff, Diplomacy, Intimidate, or Sense Motive check if
he has ranks in that skill, even if circumstances would normally
prohibit this action.

In addition, once per day the eliciter may choose to take 20
on one of these skill checks without taking additional time. He
may use this ability twice per day at 13th level, and three times
per day at 17th level.

Link (Su): At 15th level, whenever the eliciter charms or
dominates a target (such as through the Enthrall charm from
the Mind sphere, the love emotion power, or the domination
eliciter class ability), the eliciter may send thoughts and in-
structions telepathically to that creature. The target may also
communicate back to the eliciter via this same telepathic link.
The target must be within 60 feet for this ability to function.

Domination (Su): At 20th level, an eliciter may perma-
nently enslave a target’s mind. Once per day as a standard ac-
tion, the eliciter may make a touch attack against a target and
attempt to dominate it. This is a compulsion, mind-affecting
effect. The target is allowed a Will save (DC 10 + 1/2 his elic-
iter level + his casting ability modifier + his Persuasive bonus)
and on a failed save, the target becomes devoted to the eliciter,
gaining a disposition of helpful and obeying any orders the elic-
iter gives to the exclusion of all other activities except those
necessary for survival (eating, sleeping, etc.). The target never
obeys obviously self-destructive commands, and is allowed a
new save with a +2 bonus to throw off the compulsion if asked
to do something against its nature. A DC 25 Sense Motive
check reveals the target is under compulsion.

The eliciter may only have one target dominated in this
fashion at a time; if the eliciter successfully uses this ability
to dominate a second target, the first is immediately released
from service.

Emotions

Apatbhy

Minor: Touch of Apathy (Sw): As a standard action, the elic-
iter may make a touch attack against a target, stealing its de-
sire to act. The creature loses its standard action on its next
turn. Once a creature has been affected by touch of apathy, it
is immune to its effects for 24 hours. He can use this ability a
number of times per day equal to 3 + his casting ability modifier.

Lesser: Lethargic: The eliciter’s touch of apathy causes the
target to lose both its standard and move action for 1 round.

Greater: Stupor (Sw): As an immediate action, the eliciter
may make a target within close range dazed for 1 round. The
target is allowed a Will save, and on a failure the target loses
all actions until the beginning of its next turn. He can use this

ability once per day at 8th level and one additional time per day
for every four levels beyond 8th.

Master: Stop: When using the eliciter’s touch of apathy,
the target must also succeed at a Will save or be paralyzed for
1d4+1 rounds.

Aversion

Minor: Touch of Paranoia (Sw): The eliciter make a me-
lee touch attack against an enemy, and if successful, fill them
with an irrational sense of dread and anxiety: If they fail a Will
save, then for the next round they act in a far more defensive
manner. On their turn, they can not willingly enter a square
that is threatened by more creatures than their current square,
and they must move immediately if a less threatened square is
within their movement range and they can get there without
taking damage or drawing an attack of opportunity. They may
use special abilities to do so, but are not required to. If not
threatened they may move freely, but may not willingly move
into a threatened square. In addition, they must use their stan-
dard action to do one of the following: heal themselves, activate
defensive abilities, reposition themselves to defend themselves
more effectively, or take the total defense action. They can not
willingly perform any action that might draw an attack of op-
portunity, and they can not make attacks except for attacks of
opportunity. They can still flank. This effect lasts 1 round, and
is a mind-affecting effect, but is not a fear effect.

He can use this ability a number of times per day equal to 3
+ his casting ability modifier.

Lesser: Self-Preservation: The eliciter’s touch of paranoia
lasts 2 rounds.

Greater: Aura of Menace (Su): The eliciter can emit a 30-
foot aura of menace for a number of rounds per day equal to his
eliciter level. These rounds need not be consecutive. Enemies
within this aura are paranoid about him and his abilities, and
will not attack him or move into a square he threatens (Will
negates). The effect ends immediately if the creature leaves the
aura, but restarts if they move back in. This ability is a swift
action to activate.

Master: Suspicion: The eliciter’s touch of paranoia lasts 3
rounds.

€nmicy

Minor: Touch of Enmity (Su): As a standard action, the elic-
iter may make a touch attack against a creature to force that
creature to immediately make an attack of opportunity against
one of its allies (Will negates). The ally designated must be
within the touched creature’s threatened area.

Lesser: Crushing Hatred:- When using the eliciter’s touch
of enmity on a target, that target gains a bonus to its attack and
damage roll equal to 1/2 his eliciter level (minimum 1) for the
attack of opportunity.

Greater: Hateful Aura (Su): The eliciter can emit a 30-
foot aura of hatred for a number of rounds per day equal to his
eliciter level. These rounds need not be consecutive. Enemies
within this aura are filled with hatred and cannot use team-
work feats, nor consider other characters allies for the purpose
of any actions (Will negates). Targets within this area treat all
other creatures as enemies when determining whether or not
an action provokes attacks of opportunity (such as movement
or casting), and a creature within this area must take attacks of



opportunity when one is provoked from them. The effect ends
immediately for a creature if they leave the aura, but restarts
if they move back in. This ability is a swift action to activate.

Master: Pure Hatred: When the eliciter affects a target
with his touch of enmity, the target not only makes an attack
of opportunity against the designated target, but must make at
least one attack against that target on its next turn. The crea-
ture gains the eliciter’s crushing hatred bonus to this attack.
Once the creature has attacked the designated target, it loses
the eliciter’s crushing hatred bonus and may conclude its turn
as normal. If it would be impossible for the creature to attack
the designated target, the creature spends its turn moving as
close as it can to the target, or (if the target’s new location is
unknown) spends its turn looking for its designated target as
best as it can.

Excitement

Minor: Touch of Zeal (Su): The eliciter may touch a willing
creature as a standard action, flooding it with a passion for the
moment and the world around it. The target gains one 5 feet
increase to its movement speed per 2 eliciter levels (minimum
5 feet). In addition, the target gains a dodge bonus to AC and
Reflex saves and a competence bonus to Acrobatics and Fly
checks equal to 1 + 1 per 4 eliciter levels. These bonuses last for
1 round. He can use this ability a number of times per day equal
to 3 + his casting ability modifier.

Lesser: Vim and Vigor: The effects of the eliciter’s touch of
zeal ability last for 2 rounds instead of 1.

Greater: Instill Alacrity (Su): The eliciter may target an ally
within 30 feet as a swift action to grant them an immediate at-
tack at their full base attack bonus. He may use this ability once
per day at 8th level, plus 1 extra time per day for every 4 eliciter
levels he possesses beyond 8th.

Master: Unbridled: The effects of the eliciter’s touch of
zeal ability last for 3 rounds instead of 2.

Fear

Minor: Touch of Fear (Su): The eliciter can make a melee
touch attack as a standard action to make a target frightened
for 1 round (Will negates). A successful save still leaves the tar
get shaken for 1 round. This does not stack with other shaken
effects. He can use this ability a number of times per day equal
to 3 + his casting ability modifier.

Lesser: Weaken Resolve: When the eliciter successfully
touches a target with his touch of fear, they are shaken for 1
round per 2 eliciter levels he possesses, regardless of whether
they succeed at their save to negate the frightened effect.

Greater: Feed on Fear (Su): At 8th level, as an immediate
action upon successfully hitting a creature with a melee attack
that’s already suffering from a fear effect, the eliciter deals 2d6
extra points of damage and gain that amount in temporary hit
points. These temporary hit points last for 24 hours or until
lost. He can use this ability once per day at 8th level, and an
additional time per day for every 4 levels beyond 8th.

Master: Dread: The eliciter’s touch of fear causes targets
who fail their save to become panicked for a number of rounds
equal to his casting ability modifier. Panicked creatures drop
everything held, run away at top speed, and cower if attacked.
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Grief

Minor: Touch of Grief (Sw): As a standard action, the elicit-
er may make a touch attack against a target to fill it with crush-
ing sadness. This inflicts 1d6 points of nonlethal damage + 1 for
every two eliciter levels he possesses and sickens the target for
1 round. He can use this ability a number of times per day equal
to 3 + his casting ability modifier.

Lesser: Paralyzing Grief- When the eliciter uses his touch
of grief on a target, that target must succeed at a Will save or
also be nauseated for 1 round.

Greater: Aura of Despair (Sw): The eliciter may emit a 30-
foot aura of despair for a number of rounds per day equal to his
eliciter level. Enemies within this aura take a —2 penalty on abil-
ity checks, attack rolls, damage rolls, saving throws, and skill
checks. This ability is a swift action to activate, and the rounds
do not need to be consecutive. This is a mind-affecting effect.

Master: Pure Grief: When the eliciter uses his touch of
grief on a target, the target is sickened for 1 round per 2 eliciter
levels he possesses.

Joy

Minor: Touch of Joy (Sw): The eliciter can touch a willing
creature as a standard action, filling it with elation and con-
fidence in all it undertakes. For the next round, any time the
target rolls a d2o, he may roll twice and take the more favorable
result. He can use this ability a number of times per day equal
to 3 + his casting ability modifier.

Lesser: Lingering foy: The effects of the eliciter’s touch of
joy ability last for 2 rounds instead of 1.

Greater: Aura of Elation (Sw): At 8th level, the eliciter can
emit a 30-foot aura of courage for a number of rounds per day
equal to his eliciter level. Allies in the area gain a +2 morale
bonus to attack rolls, saving throws, skill checks, and ability
checks. These rounds do not need to be consecutive. This abil-
ity is a swift action to activate.

Master: Pure Joy: The effects of the eliciter’s touch of joy
ability lasts for 3 rounds instead of 2.

Love

Minor: Charming Touch (Su): The eliciter can charm a liv-
ing humanoid by touching it. Creatures in combat and those
with a hostile attitude toward him are unaffected. Creatures
receive a Will saving throw to negate the effect. Creatures that
fail their save change their attitude toward him to friendly for 1
round per eliciter levels. The target views him and his words in
favorable ways (although this does not grant the ability to com-
municate with the target if it cannot already understand him).
He must succeed at an opposed Charisma check to convince it
to do something it would not normally do, and requests that are
against its nature or fatal to itself are never obeyed. Any hostile
action by him and his allies breaks the effect. He can use this
ability a number of times per day equal to 3 + his casting ability
modifier.

Lesser: Universal Love: The eliciter’s charming touch abili-
ty can affect a greater arrangement of minds. He may target any
creature not immune to mind-affecting abilities and may even
affect creatures who are hostile to him or in combat, although
these creatures receive a +5 bonus to their saving throw.

Greater: Anything to Please (Su): The eliciter can compel a
creature within 30 feet to attempt to please him as a standard
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action. The creature receives a Will save to negate this effect.
If the save fails, the creature attacks his enemies for 1 round,
gives him its most valuable item, or drops prone at his feet and
grovels for 1d4 rounds (GM’s choice). He can use this ability
once per day at 8th level and one additional time per day for
every four levels beyond 8th.

Master: Obsession: The eliciter’s charming touch ability
causes the target to be consumed with love for him, to the ex-
clusion of all thoughts of self or previous obligation. The tar-
get’s attitude becomes helpful instead of friendly. The target
will do anything he asks of it, even things it would not normally
do. Gross violations of its nature (asking a good person to at-
tack its allies, etc.) allows the target a new saving throw with
a +2 bonus to throw off the entire effect. A target never obeys
requests that are obviously fatal.

Loyalcy

Minor: Touch of Clarity (Sw): The eliciter can touch a will-
ing creature, filling it with a powerful desire to protect and
serve its allies. This lasts a number of rounds equal to his elic-
iter level. While under this effect, the creature may perform an
aid another action as a swift action. He can use this ability a
number of times per day equal to 3 + his casting ability modifier.

Lesser: Nob:lity: When a creature under the effects of
touch of clarity uses the aid another action, the ally they aid
may apply the bonus to both their attack roll and their AC in-
stead of just one of them.

Greater: Aura of Synchronicity (Sw): The eliciter can emit
a 30-foot aura of cooperation for a number of rounds per day
equal to his eliciter level. Whenever he or an ally within the
aura would gain a bonus to attack rolls or to AC due to aid or
battlefield positioning, such as flanking, higher ground, or cov-
er, that bonus is increased by +2. This ability is a swift action to
activate. These rounds do not need to be consecutive.

Master: Compassion (Su): Whenever a creature under the
effects of touch of clarity aids another willing ally, they may
also transfer any number of hit points, temporary hit points, or
magic effects attached to them to the person they are aiding.
Rage

Minor: Touch of Rage (Sw): The eliciter can touch a willing
creature as a standard action, giving it a morale bonus on at-
tack rolls, damage rolls, and Will saving throws equal to 1/2 his
eliciter level (minimum 1) for 1 round. He can use this ability a
number of times per day equal to 3 + his casting ability modifier.

Lesser: Lingering Rage: The bonuses granted by the elicit-
er’s touch of rage last for 2 rounds instead of 1.

Greater: Rage (Su): The eliciter can enter a rage like a bar-
barian, for a number of rounds per day equal to his eliciter level.
At 12th and 16th level, he can select one rage power. He cannot
select any rage power that possesses a level requirement, but
otherwise his barbarian level is equal to 1/2 his eliciter level.
These rounds of rage stack with any rounds of rage he might
have from levels of barbarian.

Master: Pure Rage: The bonuses granted by the eliciter’s
touch of rage last for 3 rounds instead of 2.

Resolve

Minor: Touch of Determination (Sw): The eliciter can touch a
willing creature as a standard action, filling it with courage and
the will to do what needs to be done. The creature gains a com-
petence bonus to attack rolls, skill rolls, and saving throws that
starts at o, but increases by 1 any time they fail an attack roll,
skill roll, or saving throw; up to a maximum equal to his casting
ability modifier. The effect disappears after 1 minute. He may
do this a number of times per day equal to 3 + his casting ability
modifier.

Lesser: Willful: While under the effects of touch of de-
termination, the creature is immune to fear, and to any spell
or sphere effect that possesses or exercises mental control over
them (including enchantment (charm) effects and enchantment
(compulsion) effects).

Greater: Implacable (Su): As an immediate action, the elic-
iter may allow an ally within close range to reroll a saving throw
they just failed. They receive a bonus to this saving throw equal
to half his class level, and if they succeed, they are completely
unaffected by the ability they saved against, even if it normally
has a reduced effect on a successful save. He can use this ability
once per day at 8th level and one additional time per day for
every four levels beyond 8th.

Master: Relentless: While under the effects of touch of
determination, the creature is immune to the effects of the
fatigued and sickened conditions (though they may still have
those conditions). In addition, they treat the confused, dazed
and stunned conditions as being equal to the staggered condi-
tion for as long as they are relentless. Finally; if they are reduced
to less than 1 hit point, their resolve immediately ends, and they
remain at I hit point without falling below it.

Granquilicy

Minor: Touch of Peace (Sw): The eliciter may touch a willing
creature as a standard action, allowing a contented feeling to
flood through it that lessens pain. The target gains 1d6 tempo-
rary hit points, +I per level. These temporary hit points last for
one minute. This ability may be used a number of times per day
equal to 3 + his casting ability modifier.

Lesser: Peace of Mind: So long as a target still has tempo-
rary hit points granted by the eliciter’s touch of peace, they gain
a +4 bonus to all saving throws against emotion or mind-alter-
ing effects.

Greater: Exonerate (Su): As a standard action, the elicit-
er may remove the exhausted, fatigued, frightened, nauseated,
shaken, or sickened condition (choose one) from a willing ally
within 30 feet that may see or hear him. He may use this ability
once per day at 8th level, plus 1 extra time per day for every 4
eliciter levels he possesses beyond 8th.

Master: Peace of Heart: The number of temporary hit
points granted by the eliciter’s touch of peace ability increases
to 1dro + 2 per level.



fey Adept

Fey Adepts specialize in using illusion and the creation of
partially-real shadows to get their job done.

Role: Fey adepts are versatile casters and experts of trickery.
Alignment: Any

Hit Die: d6

Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.
Class Skills

The fey adept’s class skills are Appraise (Int), Bluff (Cha), Craft
(Int), Disguise (Cha), Escape Artist (Dex), Intimidate (Cha),
Knowledge (arcana) (Int), Knowledge (local) (Int), Knowledge
(nature) (Int), Linguistics (Int), Perception (Wis), Perform
(Cha), Sense Motive (Wis), Sleight of Hand (Dex), Spellcraft
(Int), Stealth (Dex), and Use Magic Device (Cha).

Skill Ranks Per Level: 4 + Int modifier.

Class Features

‘Weapon and Armor Proficiency: A fey adept is profi-
cient with all simple weapons.

Casting: A fey adept may combine spheres and talents to
create magical effects. A fey adept is considered a High-Caster.
(Note: All casters gain 2 bonus talents and a casting tradition
the first time they gain the casting class feature.)

Table: The Fey Adept
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Spell Pool: A fey adept gains a small reservoir of energy
he can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to his
class level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A fey adept gains a magic talent every
class level, according to Table: The Fey Adept.

Fey Magic: At 1st level the fey adept gains the Illusion
sphere as a bonus magic talent.

Master Illusionist (Ex): Whenever the fey adept ceases
to concentrate on an Z/usion he is maintaining through concen-
tration, or if he decides not to maintain an 7/usion at all after its
creation, it remains for a number of rounds equal to 1/2 his fey
adept level (minimum 1) before disappearing.

Shadowstuff: Fey adepts gain a limited ability to wield
shadowstuff—the pure essence of shadows. With this power,
the fey adept can affect the world around him with his #//usions
by weaving reality into the images.

The fey adept gains a pool of shadow points equal to his
Charisma modifier + 1/2 his fey adept level (minimum 1). A fey
adept may spend shadow points to create any of the following
effects.

the fey adept’s magic. This requires a ranged touch attack. If

Level BaseAttack  Fort Ref \\ %7/ Special Caster Talents
Bonus Save Save Save Level
1st +0 +0 +0 +2 Casting, fey magic, master illusionist, +I 1 (+2)

shadowmark (1d6, -1), shadowstuff, spell pool

3rd +I +I +I +3 Shadowmark (2d6, -1) +3 3

sth +2 +1 +1 +4 Shadowmark (3d6, -1) +5 5

7th 3 +2 +2 +§ Shadowmark (4d6, -2) +7 7

oth +4 +3 +3 +6 Shadowmark (5d6, -2) +9 9

1rth +5 +3 +3 7 Shadowmark (6d6, -2)

Al 0L II

13th +6/+1 +4 +4 +8 Shadowmark (7d6, -3) +13 13

15th +7/+2 +5 +5 +9 Shadowmark (8d6, -3) +15 15

17th +8/+3 +5 +10 Shadowmark (9d6, -3) +17 17

19th +9/+4 +6 +I1 Shadowmark (10d6, -4) +19 19
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successful, the target takes 1d6 damage and suffers a -1 penalty
to Will saves against all the fey adept’s sphere abilities for 1
minute. This damage improves by 1d6 for every odd level the
fey adept possesses, to a maximum of 10d6 at 19th level. The
Will penalty increases to -2 at 7th level, -3 at 13th level, and -4
at 19th level. This penalty does not stack with itself. This is
considered an #/lusion (figment, shadow) effect from the Illusion
sphere.

Create Reality: At 6th level, the fey adept may spend shadow
points in conjunction with creating an #//usion with the Illusion
sphere to weave reality into the 2//usion. This grants the /lusion
the [shadow} descriptor.

This follows all the usual rules for creating and maintaining
#llusions, except the 7/lusion gains an additional benefit depend-
ing on what 7//usion is created. Many of these benefits improve
at 12th and 18th levels. /usions still must possess the appropri-
ate (sensory) talents to be believed. When using an #/usion to
mimic an effect from another sphere the effect still counts as
an Illusion sphere effect (such as when calculating caster level)
and does not count as the alternate sphere for other purposes,
such as when applying talents or feats based on those spheres.

In order to create reality, the fey adept must spend spell
points as usual to create the 7//usion, plus 1 shadow point + 1 per
spell point that would be required by the mimicked effect in
question. This includes spell point costs to maintain an effect
without concentration (thus, to create a shadow companion
that persists without concentration would cost two spell points
to create a self-sustained #//usion as well as 3 shadow points).

Companion

The fey adept may create an illusionary creature that
may interact with the world around it. This creates the
equivalent of a companion from the Conjuration sphere,
except it only possesses 1/sth a companion’s usual hit
points. Targets who interact with the illusionary creature
are allowed a Will saving throw to disbelieve as usual.
Targets who disbelieve the illusionary creature receive only
half damage from the creature.

An illusionary companion possesses one (form) talent
as is usual for companions, and gains an additional (form)
talent at 12th level and 18th level.

Destructive Blast

The fey adept may give substance to an instantaneous
effect such as a burst of fire, a bolt of lightning, or anoth-
er simulated effect. This creates a destructive blast as the
Destruction sphere, which may possess any (blast type) tal-
ent and (blast shape) talent of the fey adept’s choosing. An
instantaneous destructive blast cannot be extended through
concentration or spell points as is usual with #//usions, but
a destructive blast with a duration (such as Energy Wall or
Energy Sphere) persists as long as the #//usion is maintained,
to a maximum of 1 round per caster level.

Targets affected by an illusionary destructive blast who
succeed at their Will save to disbelieve suffer only half
damage and receive a +4 bonus to any saving throw associ-
ated with the destructive blast itself. \

Glamer

If the fey adept can create a glamer, he may add sub-
stance to the glamer, making the change quasi-real.

This grants the creature any one trait (except for traits that
affect the mind such as Animal Mind, or traits that change
the nature of the creature such as making it incorporeal)
from the Alteration sphere in addition to the glamer itself.
The glamer must depict the trait to be applied (for exam-
ple, the glamer must include wings to grant the creature
a fly speed). This stacks with shapeshifts applied with the
Alteration sphere (as it is an #//usion and not an actual shape-
shif?), but only one glamer may be applied to an individual
creature at a time in this manner. Applying a second glamer
with shadowstuff to a creature dispels the first glamer, pro-
vided they were created by the same caster, or the second
caster succeeds at a magic skill check.

A glamer created in this manner may grant up to two
traits at 12th level, and up to three traits at 18th level.

Nature

The fey adept may create an z//usion of a natural effect,
such as those created through the Nature sphere. This
can recreate the effects of the Create Fire, Dust Storm,
Entangle, Fog, or Vortex geomancing abilities. The area to
be affected need not have the usual materials such as water,
dust, or plantlife to create this #//usion. If a target succeeds
at their Will save to disbelieve, they take half damage from
the effect if it deals damage and gain a +4 bonus to any sav-
ing throw made against the effect.

Objects

The fey adept creates an object that has
form, shape, and weight, as if creating an S
object with the Creation sphere, al- 40§
though it has a hardness of o, 3 hit 4
points per inch, and weight as if * 48
it were made of wood regardless
of what the material appears
to be. The fey adept may only
create an object in this fash- £
ion with a size equivalent [
to 1 Small object per cast- £
er level, although this
increases to 2 Small ob-
jects per caster level at
12th level, and 3 Small
objects per caster
level at 18th level.

Targets who
succeed at their
saving throw to
disbelieve  the
illusion  realize
the object is
shadowstuff




and not the material it appears to be and suffer only half

damage if the object is used to damage them (for example

if the object was dropped on them from above).

Weather

The fey adept may create the 7//usion of a weather effect
such as rain, snow, wind, or even combined like in a storm.
This creates a severity 4 aridity/precipitation, ash, tem-
perature (cold or heat), vog (with caster level 10 or high-
er), and/or wind effect (with the resulting storm, snow and
other effects if applicable) within a radius of close centered
within the fey adept’s //usion range. This cannot be used
to calm the weather in an area, and has no effect in an area
where the weather category to be affected already has a
severity of 4 or higher.

If a target succeeds at its Will save to disbelieve, it treats
the weather as being 2 steps lesser in severity in regard to
itself. This cannot reduce the weather’s severity lower than
what it was before the fey adept created the #/fusion. He
may create effects of severity level 5 at 12th level, and sever-
ity level 6 at 18th level.

Darkvision (Ex): At 2nd level, a fey adept gains darkvi-
sion 60 feet. If he already possesses darkvision with a range of
30 feet or more, the range increases by 30 feet.

Truesight (Sp): Once per day at 4th level, a fey adept
may grant himself the ability to see all things as they truly are
to a range of 120 feet for 1 round per level. The fey adept sees
through magical darkness, notices secret doors hidden by mag-
ic, sees the exact locations of creatures or objects under blur
or displacement effects, sees invisible creatures or objects nor-
mally, succeeds at all saving throws against illusions and sees
through them naturally, and sees the true form of polymor-
phed, changed, or transmuted things. The fey adept may use
this ability an additional time per day for every 4 levels beyond
4th, to a maximum of § times at 20th level. This does not al-
low the target to see through mundane disguises, non-magical
means of hiding things, fog, or other such effects.

This cannot be combined with other magic that enhances
the senses, such as a crystal ball.

Hide in Plain Sight (Su): At 10th level, a fey adept can
use the Stealth skill even while being observed. As long as he is
within 10 feet of an area of dim light, a fey adept can hide him-
self from view in the open without anything to actually hide
behind. He cannot, however, hide in his own shadow.

See in Darkness (Su): At 14th level, a fey adept can see
perfectly in darkness of any kind, even magical darkness that
normally impedes darkvision.

Feytouched: At 20th level, a fey adept is treated as a fey
rather than as a humanoid (or whatever the fey adept’s creature
type was) for the purpose of spells and magical effects. He also
gains DR 10/cold iron, and a +2 luck bonus on all saving throws.

Permanent Illusion: At level 20, the fey adept can make
one of his #//usions permanent. Only one 7//usion may be made
permanent in this way at one time. If another #//usion is desig-
nated as permanent, the previous permanent 7//usion ends.
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fledgemitch

The hedgewitch is a student dabbling in whatever arts in-
terest them the most. Versatile and independent, they often
have more tricks up their sleeves than opponents expect, and
there’s few problems they cannot help resolve.

Role: Hedgewitches can fill virtually any role, depending on
their selection of spheres and paths.

Alignment: Any

Hit Die: d8

Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.

Class Skills

The hedgewitch’s class skills are Appraise (Int), Bluff (Cha),
Craft (Int), Diplomacy (Cha), Fly (Dex), Handle Animal (Cha),
Heal (Wis), Knowledge (arcana) (Int), Linguistics (Int), Perform
(Cha), Profession (Wis), Sense Motive (Wis), Spellcraft (Int),
Stealth (Dex), and Use Magic Device (Cha).

Skill Ranks Per Level: 6 + Int modifier
Class Features

Weapon and Armor Training: A hedgewitch is profi-
cient with all simple weapons and light armor.

Casting: A hedgewitch may combine spheres and talents
to create magical effects. A hedgewitch is considered a Mid-
Caster. (Note: All casters gain 2 bonus talents and a casting tra-
dition the first time they gain the casting class feature.)

Spell Pool: A hedgewitch gains a small reservoir of energy
she can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to her
class level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A hedgewitch gains 3/4ths of a magic tal-
ent per level, according to Table: The Hedgewitch.

Paths: The hedgewitch draws power from her paths,
blending magic and hidden knowledge to powerful effect. A
hedgewitch chooses two paths at 1st level, gaining their class
skills, path benefits, path powers, and their path masteries at
20th level. In addition, each path grants access to a number of
secrets the hedgewitch may choose whenever she gains a secret.

Secret: At 2nd level and every 2 levels thereafter, a hedge-
witch learns a secret, gaining further insights into the unseen
world. Unless noted otherwise, secrets may only be taken once.
The hedgewitch chooses this secret from the list below; or
from the path secret list associated with her path:

Amateur Hedgewitch: The hedgewitch gains the path benefit
(but not the path power) of a path she does not possess. She
counts as possessing that path when qualifying for secrets. This
secret can be gained multiple times. Each time it is taken, she
selects another hedgewitch path.

FEamiliar: The hedgewitch gains a familiar as the wizard class
feature, using her hedgewitch level as her wizard level for this
purpose. This stacks with all class levels from different classes
granting a familiar for the purpose of determining the benefits.

Fetish: The hedgewitch may bind one masterwork item
to herself as a fetish. She may enchant this item as if she pos-
sessed the prerequisite item creation feat, provided she meets
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Table: The Hedgewitch

Caster
Level

Level BaseAttack Fort
Bonus Save

Ref Will
Save Save

Special

Magic
Talents

I +0 +0 +0 +2 Casting, path benefit, path power, paths, spell pool  +o (D) o (+2)

5 +3 +I +1 +4 +3 3

7 ] 252, +2 by +5 5

9 +6/+1 +3 +3 +6 +6 6

II +8/+3 +3 +3 +7 +8 8

13 +9/+4 +4 +4 +8 +9 9

15 +I1/+6/+1 +5 +§ +9 +IT 11

17 +12/+7/+2 +5 +5 +10 +12 12

+6 +6 +11

19 +14/+9/+4 +14 14

that item creation feat’s other prerequisites, such as minimum
caster level. She may change her fetish at any time by spending
8 hours binding a new one, but doing so causes her previous
tetish to lose all of its magic, becoming an ordinary masterwork
item again.

Magical Skill: The hedgewitch gains one item creation feat,
one metamagic feat, or any other feat of her choice that has
the casting class feature or a magic sphere as a prerequisite,
provided she meets the prerequisites. She may gain this secret
multiple times. Each time it is taken, she gains another feat.

Poppet: The hedgewitch can create a poppet that possesses
a sympathetic link to a creature, allowing her to affect them
with her magic regardless of distance. To create a poppet, she
must personally collect a specimen directly from the creature’s
body; such as a hair, a nail cutting, or drop of blood. Within 24
hours of collection, she must create a small poppet that incor-
porates the entire specimen, a process that takes 1 full minute
and requires common materials of negligible cost (such as a
handful of straw; mud, or wood). The poppet lasts indefinitely
once created. When she uses a magic sphere ability, she may
target the poppet to affect the creature it was made from, al-
lowing her to affect them regardless of distance or line of sight,
though they must be on the same plane. The sympathetic link
makes the creature immediately aware of the incoming effect
and allows them to defend against it without being surprised,
even if asleep, though they are not made aware of the magic’s

precise nature or source. After conveying magic 1 + I time per
10 hedgewitch levels, the poppet crumbles and becomes use-
less. She may only possess a number of poppets equal to her
casting ability modifier at one time, and only one poppet at a
time for any given creature. If she collects a sample for a new
poppet that would put her over these limits, an older poppet
crumbles (either the already existing poppet for the creature
targeted if she has one, or one of her choice if she does not).

Volatile Mood: The hedgewitch gains the tempest-tost path
power. She only gains the ability her state would grant at 1st
level, not the additional abilities it would grant at 5th and 13th
level. If she already possesses the tempest-tost path power, she
cannot gain this secret.

Grand Secrets: Beginning at roth level, a hedgewitch
may select one of the following grand secrets in place of a se-
cret, or any grand secret from the list associated with her path:

Arcane Builder: The hedgewitch selects one type of magic
item (potions, wondrous items, and so on). She creates items
of this type 25% faster than normal and gain a +4 bonus on
Spellcraft checks (or other checks, as appropriate) to craft
items of this type. She may select this secret multiple times; its
effects do not stack. Each time she selects this secret, it applies
to another type of magic item.

Extra Magic Item: The hedgewitch can magically adjust her
personal space in slight ways, allowing her to wear one addi-
tional magic item without it interfering with the other ones.



She gains an untyped item slot that can hold any item of any
slot, such a second headband, a second pair of gloves, or third
ring. This extra magic item can be stolen, sundered, or removed
just like any other item.

Metamagic Master: The hedgewitch chooses one metamagic
feat she possesses. Using this metamagic feat costs 1 fewer spell
point to use, to a minimum of 1. She may select this secret mul-
tiple times. The effects do not stack. Each time it is selected,
she chooses another metamagic feat.

Paths

Academia

The academian understands the theory behind magic,
letting her accomplish feats akin to those of the greatest of
wizards.

Class Skills: Knowledge (geography) (Int), Knowledge
(nature) (Int), Knowledge (planes) (Int).

Path Benefit: Treat the academian’s class level as her
caster level when meeting the prerequisites of and when craft-
ing items with any item creation feat, as well as when using
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and researching rituals. This stacks normally with caster levels
gained from other sources.

Path Power: The academian gains 1 extra spell point for
every 2 hedgewitch levels possessed. Additionally, the academi-
an gains 1 bonus hedgewitch secret at 1st level.

Path Secrets: A hedgewitch with the academia path adds
the following secrets to those she may select:

Academic Training: The academian gains an arcane discov-
ery, treating her hedgewitch levels as wizard levels when meet-
ing the prerequisites of or determining the effects of arcane
discoveries.

Extra Spell Points: The academian increases their spell pool
by 2 spell points. This secret can be taken multiple times. The
effects stack.

Scholarship: The academian gains a +1 competence bonus
to all Knowledge skill checks, +1 per 5 hedgewitch levels. The
academian can attempt all Knowledge checks untrained, and
takes half the usual time when consulting libraries.

Path Grand Secrets: A hedgewitch with the academia
path adds the following grand secrets to those she may select:

Metamagic Knowledge: The academian gains a metamagic
feat as a bonus feat. Whenever the academian rests to regain
spell points she may choose to exchange this metamagic feat for
another metamagic feat, so long as she meets its prerequisites.

Path Mastery: The academian gains a +2 bonus to one
mental ability score of her choice.

Astrology

The astrologer draws power and inspiration from the
stars and heavens, channeling their light and interpreting their
movements.

Class Skills: Knowledge (geography) (Int), Knowledge
(planes) (Int), Perception (Wis).

Path Benefit: The astrologer gains the Light sphere
as a bonus magic talent.

Path Power: The astrologer gains the ability to channel
the power of celestial objects, projecting different celestial au-
ras to aid her allies. She may only project a single celestial aura
at a time. Projecting a celestial aura is a swift action, and its
effects last until she dismisses it as a free action or she activates
another aura. The effects of her auras apply to all allies (includ-
ing herself) who are currently within 30 feet. In addition to any
other benefits, all auras increase the light level within the area
by one step to a maximum of normal light. This ability func-
tions only while she is conscious, not if she is unconscious or
dead. She gains two auras of her choice from the following list:

Moon

Moonlight is the light of revelry and lunacy, lending strange
invigoration and vitality to all bathed within it. This aura pro-
vides a +1 bonus to Fortitude saves, and increases by +1 for every
5 hedgewitch levels she possesses. In addition, the aura pro-
vides one temporary hit point, plus an additional temporary
hit point for every two hedgewitch levels she possesses. These
temporary hit points automatically refresh at the start of her
turn. These temporary hit points only persist on allies who re-
main within the area of this aura.

Planet

Drawing on the resilience of the planets and their atmo-
spheres, the astrologer gains the ability to avoid the cold of
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space and deflect the heat of the stars. This aura provides resis-
tance equal to § plus her hedgewitch level to either cold or fire
damage, chosen when the aura is projected.

Star

The astrologer calls on a guiding star, its light illuminating
her path and keeping her alert, fixated on the goal ahead. This
aura grants a +I bonus to Perception and initiative checks, and
increases by +1 for every 5 hedgewitch levels she possesses.

Sun

By channeling the power of the blazing sun, the astrologer
projects an aura that grants a bonus 1d4 fire damage to weapon
damage rolls, and increases by an additional 1d4 damage for
every 5 hedgewitch levels she possesses.

Path Secrets: A hedgewitch with the astrology path adds
the following secrets to those she may select:

Celestial Revelation: The astrologer gains one oracle revela-
tion from the heavens, lunar, or solar mystery, using her hedge-
witch level as her effective oracle level when meeting its prereq-
uisites or determining its effects.

Extra Aura: The astrologer gains a celestial aura from the
path power list. If she does not possess the path power, she may
use this aura as if she does. She can take this secret multiple
times, gaining a new aura each time she selects it.

Heaven’s Reach: The radius of the astrologer’s celestial aura
increases by 10 feet. She can take this secret up to two times,
and the effects stack.

Wax and Wane: The astrologer has greater control over the
light of her celestial aura. As a free action she can adjust the
light level it provides, increasing the level of light by up to two
steps up to a maximum of bright light or shedding no light at
all.

Path Grand Secrets: A hedgewitch with the astrology
path adds the following grand secrets to those she may select:

Syzygy: The astrologer learns to mimic the alignment of the
heavens, bringing to bear multiple celestial powers on a single
point. She may project two different auras at a time instead of
one.

Path Mastery: Increase her effective hedgewitch level by
5 when determining the strength of her celestial auras. In addi-
tion, she can project and change her aura once per turn as a free
action instead of a swift action.

Black (Dagic

The black magician has delved into magic theories and
practices some believe are better left untouched.

Class Skills: Disguise (Cha), Intimidate (Cha), Knowledge
(planes).

Path Benefit: The black magician chooses an oracle
curse. She gains this curse and its associated benefits, using her
hedgewitch level as her effective oracle level. If she already pos-
sesses an oracle’s curse (or gains one later), this instead allows
her hedgewitch levels to stack with the levels of the class that
grants access to the oracle’s curse.

If your curse provides you with spells known (for example,
Haunted), you instead gain a bonus spell point at the levels you
would normally gain those spells.

Path Power: As a standard action, the black magician
may curse a target within 30 feet. She may bestow a number
of curses in a day equal to 3 + 1/2 her hedgewitch level. Targets

may attempt a Will save (DC 10 + 1/2 her hedgewitch level + her
casting ability modifier) to negate the curse. As a curse, only ef-
fects such as the Break Enchantment talent or spells like remzove
curse can remove a curse before its duration ends, and treat the
black magician’s class level as her caster level for the purpose
of removing one of her curses. The black magician may always
dismiss her own curses as a free action.

At 1st level, she may give a target a -2 penalty to attack rolls,
ability checks, skill checks, and saving throws for a number of
rounds equal to her casting ability modifier. This improves to -4
at 9th level. This does not stack with itself.

At 5th level, she may cause the target to roll twice when-
ever it makes an attack roll, skill check, ability check, or saving
throw and take the lower result for a number of rounds equal to
her casting ability modifier.

At gth level, she may give a target 6 points of ability drain
to one ability score of her choice. This does not stack with
itself.

At 13th level, she can permanently blind or deafen the
target.

At 17th level, she can permanently confuse the target.

Path Secrets: A hedgewitch with the black magic path
adds the following secrets to those she may select:

Curses: The black magician increases the number of times
she may bestow curses per day by 2. If she cannot bestow curs-
es, she may bestow curses 2 times per day, as the black magic
path power. She may select this secret multiple times. The ef-
fects stack.

Hexcrafter: The black magician gains a witch or shaman
hex of her choice, treating her hedgewitch levels as witch/sha-
man levels and her casting ability modifier as her Intelligence/
Wisdom modifier when determining the effects. This does not
grant access to major hexes or grand hexes. She may gain this
secret multiple times. Each time it is taken, she gains an addi-
tional witch hex.

Path Grand Secrets: A hedgewitch with the black magic
path adds the following grand secrets to those she may select:

Greater Hexcrafter: The black magician gains a major witch
hex of her choice, treating her hedgewitch levels as witch lev-
els and her casting ability modifier as her Intelligence modifier
when determining the effects.

This does not grant access to grand hexes. She may gain
this secret multiple times. Each time it is taken, she gains an
additional major witch hex.

Path Mastery: The black magician gains a witch’s grand
hex, treating her hedgewitch levels as witch levels and her cast-
ing ability modifier as her Intelligence modifier when deter
mining the effects.

Charlatanism

The charlatan learned to use showmanship to enhance her
magic and magic to enhance her showmanship, until few can
tell where one ends and the other begins.

Class Skills: Disable Device (Dex), Disguise (Cha),
Sleight of Hand (Dex).

Path Benefit: The charlatan gains versatile performance,
as the bard ability: She chooses one type of Perform skill. She
can use her bonus in that skill in place of her bonus in its as-
sociated skills. When substituting in this way, she may use her



total Perform skill bonus, including class skill bonus, in place of
its associated skill’s bonus, whether or not she has ranks in that
skill or if it is a class skill.

The types of Perform and their associated skills are:
Act (Bluff, Disguise), Comedy (Bluff, Intimidate), Dance
(Acrobatics, Fly), Keyboard Instruments (Diplomacy,
Intimidate), Oratory (Diplomacy, Sense Motive), Percussion
(Handle Animal, Intimidate), Sing (Bluff, Sense Motive), String
(Bluff, Diplomacy), and Wind (Diplomacy, Handle Animal).

Path Power: The charlatan gains a guile pool, containing
a number of guile points equal to 3 + 1/2 her hedgewitch level.
This pool replenishes after roughly 8 hours of rest; these hours
do not need to be consecutive. If she gains a guile pool from
another source, these levels combine when determining the
number of guile points possessed, although she may add either
3 or that class’s listed ability score modifier to the guile pool,
not both.

The charlatan may spend a guile point as part of any skill
check to grant herself a +2 bonus to that skill check. At 1oth
level, this bonus increases to +4.

When successfully making an attack against a creature
within 30 feet that is flat-footed or denied its Dexterity bonus
to AC, she may spend a guile point to deal sneak attack damage
to that creature, as a rogue of equal level (1d6 at 1st level, 2d6 at
3rd level, etc.) This stacks with any rogue levels she possesses,
or any sneak attack dice gained from other sources. This sneak
attack may be affected by rogue talents.

Path Secrets: A hedgewitch with the charlatanism path
adds the following secrets to those she may select:

Extra Guile: The charlatan increases her guile pool by 2
points. If she does not possess a guile pool, she gains a guile
pool like that granted by the charlatan path power with 2 guile
points in it. She may select this secret multiple times. The ef-
fects stack.

Evasion: The charlatan gains evasion, as the rogue class
feature.

Exceptional Skill: The charlatan chooses one skill other than
Perform. The charlatan gains a bonus equal to 1/2 her hedge-
witch level to that skill. This applies to Perform checks made
on behalf of that skill through versatile performance.

Great Performance: The charlatan may use the Distraction,
Countersong, and Fascinate bardic performances, treating her
hedgewitch levels as bard levels which stack with any other bard
levels she possesses. The charlatan gains a number of rounds of
bardic performance per day equal to her hedgewitch level.

The charlatan may take this secret multiple times. Each
time it is gained, the charlatan gains a bardic masterpiece for
which she meets the prerequisites.

Trapfinding: The charlatan gains trapfinding, as the rogue
class feature.

Trickery: The charlatan gains a rogue talent of her choice,
treating her hedgewitch levels as rogue levels when determin-
ing the effects. This stacks with any rogue levels she possesses.
She may select this secret multiple times. Each time it is taken,
gain another rogue talent.

Versatile Performance: The charlatan gains versatile perfor-
mance, as the charlatanism path benefit. She may select this
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secret multiple times. Each time this secret is gained, she gains
an additional versatile performance.

Path Grand Secrets: A hedgewitch with the charlatan-
ism path adds the following grand secrets to those she may
select:

Advanced Rogue Talent: The charlatan gains an advanced
rogue talent, treating her hedgewitch level as her effective
rogue level when determining the effects. She may select this
secret multiple times. Each time it is taken, she gains an addi-
tional rogue talent.

Path Mastery: When spending a guile point as part of
a skill check, she adds +6 to that check instead of +4. When
spending a guile point to deal sneak attack, she rolls d8s instead
of dés.

Combat

The combatant has studied martial disciplines and knows
how to implement magic on a battlefield.

Class Skills: Climb (Str), Intimidate (Cha), Swim (Str).

Path Benefit: The combatant gains proficiency with me-
dium armor, shields (but not tower shields), and 1 martial weap-
on of her choice. If using Spheres of Might, she instead qualifies
to take a martial tradition. If she already possesses a martial
tradition, she instead gains one Equipment talent of her choice.

She may count half of her hedgewitch levels as fighter lev-
els when meeting combat feat prerequisites.

Path Power: The combatant gains an arcane pool as the
magus class feature, with a number of arcane points equal to
3 + 1/2 her hedgewitch level. If she gains an arcane pool from
another source, she combines those levels with her hedgewitch
levels when determining the number of arcane points it con-
tains. At 1st level, she may expend 1 point from her arcane pool
as a swift action to grant any weapon she is holding a +1 en-
hancement bonus for 1 minute.

For every four levels beyond 1st, the weapon gains another
+I enhancement bonus, to a maximum of +5 at 17th level. These
bonuses can be added to the weapon, stacking with existing
weapon enhancement to a maximum of +5. Multiple uses of this
ability do not stack with themselves. At 5th level, these bonuses
can be used to add any of the following weapon special abilities:
dancing, flaming, flaming burst, frost, icy burst, keen, shock, shocking
burst, speed, or vorpal.

Adding these special abilities consumes an amount of
bonus equal to the special ability’s base price modifier. These
special abilities are added to any the weapon already has, but
duplicates do not stack. If the weapon is not magical, at least
a +I enhancement bonus must be added before any other spe-
cial abilities can be added. These bonuses and special abilities
are decided when the arcane pool point is spent and cannot be
changed until the next time she uses this ability. These bonuses
do not function if the weapon is wielded by anyone other than
her.

She may not have more than one weapon enhanced in this
manner at a time. If she uses this ability again, the first use
immediately ends.

Path Secrets: A hedgewitch with the combat path adds
the following secrets to those she may select:

Combat feat: The combatant gains a combat feat for which
she meets the prerequisites. She may select this secret multiple
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times. Each time it is gained, she selects an additional combat
feat.

Extra Arcane Pool: The combatant increases her arcane pool
by 2 points. If she does not possess an arcane pool, she gains an
arcane pool as the combat path power with 2 arcane points in
it. She may gain this secret multiple times. The effects stack.

Greater Aid- Whenever the combatant uses the aid another
action to aid an ally, that ally gains a +3 bonus instead of a +2 bo-
nus to his armor class, attack roll, saving throw, or skill check.
She increases the size of the bonus by 1 for every 6 hedgewitch
levels possessed.

Magus Arcana: The combatant gains a magus arcana, us-
ing her hedgewitch level as her effective magus level and her
casting ability modifier in place of Intelligence when meeting
its prerequisites or determining its effects. She may select this
secret multiple times. Each time it is gained, she gains an addi-
tional magus arcana.

Tactician: The combatant gains a teamwork feat as a bonus
feat for which she meets the prerequisites. Once per day as a
standard action, she may grant this feat to all allies within 30
teet who can see and hear her. Allies retain the use of this bo-
nus feat for 3 rounds plus 1 round for every 2 hedgewitch levels
she possesses. Allies do not need to meet the prerequisites of
this bonus feat. She may take this secret multiple times. Each
time it is taken, she gains a new teamwork feat and increases
the total number of times she may use this ability by 1. She may
choose which of her teamwork feats to grant to her allies when-
ever she uses this ability.

Path Grand Secrets: A hedgewitch with the combat
path adds the following grand secrets to those she may select:

Armor Training: The combatant may move in medium or
heavy armor without a penalty to her movement speed.

Weapon Training: The combatant chooses one weapon
group, as noted in the fighter’s weapon training class feature.
She gains a +1 bonus to attack and damage rolls made with any
weapon in that weapon group. She may select this secret multi-
ple times. The effects do not stack. Each time it is selected, she
chooses another weapon group.

Path Mastery: The combatant gains a +2 bonus to one
physical ability score of her choice.

Covenant

Whether as a member of a mystery religion, a follower of
totemic spirits, or a researcher into ancient gods, the devotee’s
power comes through study and devotion to powers unseen.

Class Skills: Knowledge (history) (Int), Knowledge
(planes) (Int), Knowledge (religion) (Int).

Path Benefit: The devotee selects an alignment from the
following list: chaos, evil, good, or law. This must be an align-
ment she possesses (if she is neutral, she may choose any of
the above alignments for this purpose). She gains an aura of
her chosen alignment as a cleric of equal level. In addition,
she may detect her opposite alignment (good and evil oppose
one another, just as law and chaos oppose one another) as if
using the Divine Alignment d7vzne ability. To use this ability, she
must spend a move action and focus on a single item or crea-
ture within 60 feet. She does not detect alignment in any other
object or creature when using this ability in this way:.

Path Power: If the devotee is of good alignment (or neu-
tral and chooses to channel positive energy) she may touch a
creature as a standard action (or herself as a swift action) and
heal that target 1d6 hit points per 2 hedgewitch levels (mini-
mum 1d6). She may use this ability a total number of times per
day equal to 3 + 1/2 hedgewitch level. She may use this ability
to harm undead, which is a standard action that provokes an
attack of opportunity. Undead do not receive a saving throw
against this damage. This counts as positive energy.

If she is evil (or neutral and chooses to channel negative
energy), this ability instead harms living creatures and heals un-
dead. This counts as negative energy.

This ability counts as possessing the lay on hands or touch
of corruption class features (depending on whether she chan-
nels positive or negative energy) for the purpose of qualifying
for and using feats that modify these abilities.

She may also expend two uses of this ability to channel en-
ergy, as the cleric class feature. As a standard action, she releases
a wave of energy through her holy (or unholy) symbol, affecting
all creatures of one type (living or undead, her choice) within 30
feet, healing or harming them just as if she had touched them,
except creatures that take damage from channeled energy may
attempt a Will saving throw (DC 10 + 1/2 of her hedgewitch
level + her casting ability modifier) to halve the damage. She
may choose whether or not to include herself in this effect.
This requires a holy (or unholy) symbol to use, and counts as
possessing the channel energy class feature when qualifying for
and using feats.

Path Secrets: A hedgewitch with the covenant path adds
the following secrets to those she may select:

Channel Feats: The devotee gains any one feat that has the
channel energy class feature as a prerequisite. She must meet all
of the feat’s prerequisites. She may select this secret multiple
times. Each time it is selected, she gains a new channeling feat.

Divine Portfolio: The devotee chooses a cleric domain. She
gains the first-level power of that domain, treating her hedge-
witch levels as cleric levels when determining the effects (but
not gaining other domain powers), and using her casting ability
modifier in place of Wisdom for this purpose. If she selects a
domain gained through another class, this instead allows her to
combine her hedgewitch levels with those levels when deter-
mining her effective cleric level for that domain. She may select
this secret multiple times. Each time it is selected, she chooses
another domain.

Extra Healing: The devotee increases the number of times
she may use the covenant path power in a day by 4. If she does
not possess the covenant path power, this grants her the ability
to use this path power 4 times per day. She may select this se-
cret multiple times. The effects stack.

Mercy: The devotee gains an antipaladin cruelty or paladin
mercy, using her hedgewitch level as her antipaladin or paladin
level when meeting its prerequisites. She may select this secret
multiple times. The effects stack.

Path Grand Secrets: A hedgewitch with the covenant
path adds the following grand secrets to those she may select:

Greater Divinity: The devotee gains a domain she has se-
lected with the divine portfolio secret. She gains access to the
higher-level powers associated with that domain. In all other



ways this functions the same as divine portfolio. She may select
this talent once per domain gained through the divine portfolio
secret.

Smite: Once per day, the devotee may smite the alignment
she may detect through the covenant path benefit. This is in all
other ways similar to a paladin’s smite evil ability. She may gain
this talent multiple times. Each time it is gained, she may smite
her opposed alignment an additional time per day.

Path Mastery: She uses d8s instead of d6s when using her
path power to heal, harm, or channel energy.

Dreamwalker

Dreams are as comfortable to the dreamwalker as the phys-
ical world, and by using her magic she can twist them to her
will.

Class Skills: Knowledge (planes) (Int), Knowledge (reli-
gion) (Int), Perception (Wis).

Path Benefit: The dreamwalker gains the Dreamspace
feat as a bonus feat, even if she does not meet the prerequisites.

Path Power: While sleeping the dreamwalker can spend
a spell point to merge her dreamspace with the dreams of an-
other. The target must be asleep, and she must have some con-
nection to them (such as a target she has met firsthand, have a
lock of hair from, or that she has the name and likeness of) but
may otherwise be anywhere, even another plane. They enter
her dreamspace the same way she does, though they have no
control over light, temperature, or other details. If they are un-
willing they receive a Will save (DC 10 + 1/2 her hedgewitch lev-
el + her casting ability modifier) to avoid the connection, and if
, they fail they may reattempt it every

Q\ dreamspace. She may discon-
\\ nect her dreamspace from
\ their dream as a full-round
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action, sending the target back to their previous dreams. They
also return to their previous dreams if she wakes up or other-
wise exit her dreamspace.

If the target is within touch range of her physical body, she
does not need to spend a spell point to merge her dreamspace
with their dreams. If the target is not asleep, cannot dream, or
otherwise cannot be reached (such as by being in a dead magic
zone) she may wait until they fall asleep, or at any point be-
fore merging with their dreamspace she may stop the attempt
(which does not result in spending a spell point). She may only
merge with one target’s dreams at a time, plus an additional
number of targets equal to 1/2 of her hedgewitch levels. She
must still pay the spell point cost for each one separately. She
does not need to connect to each target at the same time, but
may connect and disconnect her dreamspace with each target’s
dreams separately.

Spell points spent on this power are taken from the dream-
walker’s pool before they refresh, if spent during an 8 hour rest.

At sth level she can merge her dreamspace with a target
that is awake, causing them to immediately fall asleep when
they enter her dreamspace. An unwilling target does not fall
asleep if they succeed on their Will save, and even if they fail
their save they may attempt a new save every round instead of
every minute, waking up immediately after disconnecting from
the dreamspace. Once they have succeeded on this save, they
automatically succeed on further saves to put them to sleep this
way for 24 hours. Slapping or wounding a sleeping target awak-
ens them, but noise does not. Awakening a target is a standard
action (an application of the aid another action).

At 13th level she may spend an additional spell point to cre-
ate a mass dreamspace, connecting her dreamspace to a distinct
group of people all at one time. This group must share some
clear connection, such as all being members of an organization
or family or living in the same locale (such as a settlement or
small region, but not something larger like a country). She must
also have a connection to this group (such as being a member
of the organization, having a picture and surname of a family,
or possessing soil from a location). When connecting to groups
the maximum number of people she can connect to increases

"= to her hedgewitch level multiplied by her casting modifier.

*

“». She may connect to multiple groups in the same dream
" (connecting to each separately), but all groups count

_ against the same limit. If a given group is larger than

this limit, the targets most known to her or most
relevant to the group are affected first (such as heads of

_ ™. a family, the leaders of an organization or government, and
™ ) the closest to the center of a locale).

Path Secrets: A hedgewitch with the dreamwalker

1§ path adds the following secrets to those she can select:
Acolyte Dreaming: If the dreamwalker does not possess
the dreamwalker path power, this grants her the ability to
use the 1st level version of the dreamwalker path power, but
not its sth and 13th level upgrades. She may select this secret
up to three times, gaining access to the sth level upgrade the
second time, and the 13th level upgrade the third. She must still

. be the appropriate level to use and gain the benefits of those

upgrades. If she already has the dreamwalker path power,
L she cannot select this secret.
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Dream Meditation: The dreamwalker can choose to enter a
meditative state at any time as a free action. This meditative
state is treated and functions as sleeping in all respects, except
that she retains awareness of the physical world (eliminating
the usual +10 on Perception DCs), wakes up only when she de-
sires as a free action, and can easily meditate while sitting up-
right, standing, or even moving at a walking pace.

Expansive Dream: The size of the dreamwalker’s dream-
space increases to a 10-foot cube per hedgewitch level instead
of its normal progression. If she has non-hedgewitch levels, she
gains an additional 10-foot cube in size for every 4 non-hedge-
witch levels she possesses.

Greater Dream: The dreamweaver multiplies her hedge-
witch level by 2 when determining how many targets she can
simultaneously merge her dreams with. She may select this se-
cret multiple times, increasing the multiplier by 1 each time (3
if taken twice, 4 if taken three times, and so on).

Imagery: The dreamwalker has fine control over the cos-
metics of her dreamspace, allowing her to reproduce specific
locations rather than setting general themes, control precise
details, and eliminate any influence of her unconscious mind if
she so chooses.

Path Grand Secrets: A hedgewitch with the dreamwalk-
er path adds the following grand secrets to those she can select:

Dream Travel: After successfully connecting the dream-
walker’s dreamspace to a target, she may spend a spell point at
any point during the merged dream to physically transfer her
body through dreamspace. Her physical body teleports to an
unoccupied space adjacent to the target, regardless of the dis-
tance between them or if the target is on another plane.

Subjective Time: The dreamwalker can adjust the effective
time in her dreamspace, allowing experiences to occur faster or
slower in the quasi-real space. Time in her dreamspace may ei-
ther be doubled, allowing her to experience two rounds for ev-
ery round in the real world, or halved, experiencing one round
in dreamspace for every two rounds in the real world. She may
adjust the effective time of her dreamspace when entering or
part of the same standard action to adjust other traits of her
dreamspace.

Path Mastery: Merging the dreamwalker’s dreamspace
with a target’s dreams no longer costs a spell point.

Exorcism

The exorcist battles monsters on behalf of those who can-
not do so themselves.

Class Skills: Knowledge (dungeoneering)
Knowledge (planes) (Int), Knowledge (religion) (Int).

Path Benefit: The exorcist receives a competence bonus
to her Knowledge skills equal to half her class level when at-
tempting skill checks to identify the abilities and weaknesses
of creatures.

Path Power: The exorcist has knowledge of 13 sanctions -
symbols and signs that can repel, harm or even control different
kinds of creatures. The exorcist can create a sanction as a stan-
dard action, and maintain it as a free action. The sanction ap-
pears as one or more glowing symbols moving in the air around
the exorcist, often accompanied by loud sounds and changes in
air pressure.

(Int),

Using or maintaining a sanction requires the exorcist to
have a free hand and for her to be able to speak. The exorcist
can use her sanctions for a number of rounds per day equal to
her casting ability modifier + 4 at 1st level, plus an additional 2
rounds for every class level thereafter. The sanction does not
need to be perceived to be effective, but does require line of
effect.

Each sanction affects creatures of one specific type within
30 feet, increasing by § feet every 4 levels after the 1st to a maxi-
mum of 50 feet at r7th level. The first time a creature is affected
by a sanction - either by moving into range of the sanction or by
beginning their turn within range - must attempt a Will saving
throw against a DC equal to 10 + 1/2 her hedgewitch level + her
casting ability modifier or any movement towards the exorcist
requires twice as much movement (as if moving through diffi-
cult terrain), in addition to suffering from other effects deter
mined by the sanction used. If a creature leaves the area of the
sanction and then re-enters the area, or the exorcists stops the
sanction and restarts it, they attempt a new saving throw.

The sanction is a supernatural ability. The exorcist may not
use a sanction which would affect herself. Whenever the exor-
cist makes a successful attack with an ability that requires an
attack roll against a creature affected by her sanction, she may
attempt to push them out of the sanctioned area as a free ac-
tion. Treat this as a bull rush attempt that does not provoke an
attack of opportunity, using her hedgewitch level + her casting
ability modifier as her CMB.

At 15t level, the exorcist may only have one sanction active
at a time, but for every 4 levels beyond the first, she may have
an additional sanction active, for a total of § sanctions at 17th
level. A creature with multiple creature types can be affected by
multiple sanctions simultaneously and attempts separate saving
throws for each sanction.

Each active sanction requires a standard action to create,
and each uses up a round of the exorcist’s abilities to remain
active.

Each sanction also has an additional effect dependent on
the sanction. Effects last as long as the creature is affected by
the sanction.

Sign of Cleansing

Any vermin creature that fails its saving throw against this
sanction takes a -4 penalty to Constitution and is unable to af-
fect others with any poison or disease abilities it might possess.
This penalty increases to -8 at 11th level.

Sign of Lines

This sanction imbues the world with civilization and ci-
vility, sickening those who are more used to the tribal style of
life. Monstrous humanoids that fail their saving throw against
this sanction are sickened. At 11th level, the penalties for being
sickened by this sanction double.

Sign of Mortality

This sanction strips away the thinking abilities of human-
oid creatures. Any such creature that fails its save takes a -4
penalty to their Intelligence. In addition, the sanction inter-
feres with the ability to use tools. Any humanoid creature with-
in takes a -4 penalty to any skill checks that require tools, and
a -4 penalty to any attack roll or damage roll that uses a manu-
factured weapon.



Sign of Noise

This sanction interferes with the magic that animates
non-living material. Constructs that fail their save against this
effect are confused. This is not a mind-affecting effect.

Sign of Numdbers

The cold logic of this sanction strikes at the nature of fey
creatures, twisting their minds. Fey creatures who fail their
saving throw against this sanction take a -2 penalty to all d2o
rolls and are unable to use or concentrate on any mind-affecting
ability they possess.

Sign of Returning

With this sanction, the world takes on a slight haziness
that outsiders will instinctively recognize as a threat. Outsiders
that fail their saving throws against this sanction lose all dam-
age reduction, resistances and immunities imparted by their
race or subtype, as well as any spell-like abilities common to
their race or subtype.

In addition, if the outsider is not currently on their home
plane on existence, whenever the exorcist make a successful at-
tack with a weapon or any sphere ability or when they success-
fully use a combat maneuver against them, they may use a swift
action to return the creature to its home place of existence.
The creature may attempt a Will save to negate the effect.

Sign of Stability

This sanction takes on the form of a cold light emanating
from the ground. Any ooze that fails its saving throw can only
do half damage with any acid, fire, or cold damage attacks it
possesses by virtue of being an ooze. In addition, it takes a -4
penalty to CMB, which increases to -8 at 11th level.

Sign of Starlight

This sanction enhances the emotional impulses of the
primitive brain that disrupt the magic that elevated magical
beasts above their primal kin. Any magical beast that fails its
saving throw against this sanction takes a -4 penalty to attack
rolls and damage rolls with natural weapons, and also loses the
ability to speak or understand any form of language. This can
prevent spellcasting.

Sign of Stone

This sanction adds the weight of solidity to those creatures
that are innately unnatural. Aberrations that fail their saving
throw are partially turned to stone. They take a -4 penalty to
Dexterity and can not use any polymorph abilities. This penalty
increases to -8 at 11th level.

Sign of Sunlight

The sanction against undead takes the form of a bright
light that duplicates the effect of sunlight (including harming
those vulnerable to sunlight). Any undead within the sanc-
tioned area that fails its Will save is partially blinded and can
not see beyond 20 feet while using normal vision, low-light vi-
sion or darkvision. They also lose the ability to use any fear
abilities they possess by virtue of being undead.

Sign of Teeth

Animals instinctively know the sanction of a predator.
‘When they fail their saving throw against this sanction, they
are frightened. This is a fear effect but does not stack with oth-
er forms of fear.
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Sign of Torpor

The enervating properties of this sanction causes fatigue in
any draconic creature that fails its saving throw.

Sign of Winter

This sanction draws water out of plant matter, weakening
them. Any plant creature that fails its saving throw against this
sanction takes a -4 penalty to Strength. This penalty increases
to -8 at 11th level.

Path Secrets: A hedgewitch with the exorcism path adds
the following secrets to those she may select:

Enduring Exorcism: The exorcist may sanction for 6 addi-
tional rounds per day. If she can not sanction, she may sanction
for 6 rounds per day.

Kinslayer: The exorcist may sanction creatures of her own
type. When she sanctions creatures of her own type, she gains
a +2 insight bonus to the saving throw DC. When she sanctions
creatures of her own type, she may make any number of crea-
tures within range of the sanction immune to that sanction.

Nemesis Sanction: The exorcist may focus her sanction
against a single target within 30 feet, + 5 feet per class level after
the 1st. When used this way, the target is considered sanctioned
regardless of their location, and if they fail their saving throw
against the sanction, they are entangled. This sanction does not
prevent her from having multiple sanctions active, and she may
have both conventional and nemesis sanctions active simulta-
neously, or have multiple nemesis sanctions active against the
same or different targets.

She may use the nemesis sanction against a creature of her
own type.

Rarttling Sanction: As a standard action, the exorcist may do
1d8 nonlethal damage per 2 class levels to a single creature un-
der the effect of her sanction. This works even if the creature is
normally immune to nonlethal damage. She may spend a spell
point to instead affect a number of creatures under the effect of
her sanction equal to 1/2 her class level (minimum 1).

Subtle Sanction: The exorcist may use and maintain sanc-
tions without speaking and without needing to use her hands.

Threat of Force: Allies adjacent to creatures affected by any
of the exorcist’s sanctions are considered to be flanking them.

Warding Sanction (requires Protection sphere): She may use her
class level as her caster level for any wards she creates. This
stacks normally with caster levels gained from other sources. As
a full-round action, the exorcist may create a ward and activate
a sanction.

Path Grand Secrets: A hedgewitch with the exorcism
path adds the following grand secrets to those she may select:

Bloodlust: Whenever the exorcist activates a sanction, she
may choose a weapon in her hand to gain the bane special ability
against the type of creature her sanction works against. This
lasts for as long as the sanction does, or until she chooses an-
other type. If she chooses a type that requires her to choose
a sub-type (such as humanoid or outsider), she must choose a
sub-type, but may change this subtype whenever she maintains
her sanction.

Counterspelling Sanction: Whenever a creature affected by
the exorcist’s sanction uses a spell, spell-like ability, or sphere
ability, she may counterspell it as if she had the Counterspell
Mastery feat as an immediate action. If she has the Counterspell
feat, this becomes a free action.
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Greater Sanction: The range of the exorcist’s sanction in-
creases by 20 feet.

Irresistible Force: When the exorcist attempts to push a
creature out of her sanctioned area with her sanction ability, a
bull rush maneuver, or any ability that works as a bull rush, she
receives a +10 bonus to the attempt.

Moral High-Ground: The exorcist receives a +2 bonus to the
DC of her sanction.

Remove Defenses: When a creature fails their saving throw
against the exorcist’s sanction, they lose all damage reduction
and resistance to spell damage until the beginning of their next
turn.

Path Mastery: While the exorcist’s sanction is active, any
attack or ability that includes her as a target has a 0% chance
of failing to affect her if it originates from a type of creature she
is currently sanctioning, even if that creature is not currently
affected by her sanction.

Font Of Inspiracion

The font of inspiration uses magic to enhance their cun-
ning and uncover the secrets of this world.

Class Skills: Knowledge (dungeoneering)
Knowledge (planes) (Int), Knowledge (religion) (Int).

Path Benefit: A font of inspiration gains the Divination
sphere as a bonus sphere.

Path Power: A font of inspiration gains an inspiration
pool, as the investigator class ability, except that the size of the
pool is 3 + 1/2 her hedgewitch level. A font of inspiration uses
her hedgewitch level as her investigator level to determine the
effects of this ability. The font of inspiration can use inspiration
on any Knowledge, Linguistics, or Spellcraft skill checks with-
out expending a use of inspiration, provided they are trained
in the skill. If the font of inspiration has levels in another class
granting an inspiration pool, add those levels together to deter-
mine the effective investigator level for the effects of the ability.

At 5th level the font of inspiration gains studied combat,
allowing the hedgewitch to spend one use of inspiration as a
move action to study a single enemy that they can see. Upon
doing so, he adds 1/2 her hedgewitch level as an insight bonus
on melee attack rolls and as a bonus on damage rolls against
the creature. This effect lasts for a number of rounds equal to
her casting ability modifier (minimum 1). The bonus on damage
rolls is precision damage, and is not multiplied on a critical hit.
A hedgewitch can only have one target of studied combat at
a time. This ability stacks with the class feature of the same
name, when determining the insight bonus to attack and dam-
age rolls, although the duration is always based on its casting
ability modifier.

Path Secrets: A hedgewitch with the font of inspiration
path adds the following secrets to those she may select:

Extra Inspiration: The font of inspiration increases her in-
spiration pool by 2 points. If she does not possess an inspiration
pool, she gains an inspiration pool like that granted by the font
of inspiration path power with 2 uses of inspiration in it. She
may select this secret multiple times. The effects stack.

(Int),

Investigative Knack: A font of inspiration can select an in-
vestigator talent, but cannot select any talents that require a
class feature they do not have. She may select this secret multi-
ple times, each time picking a new investigator talent.

Prescient Dodger: She gains the prescient dodger rogue tal-
ent, using her hedgewitch level in place of her rogue level. This
stacks with any rogue levels she possesses. If the hedgewitch
already has this rogue talent, she can select another rogue tal-
ent she qualifies for.

Third Eye Wide Open: The font of inspiration gains Expanded
Divination as a bonus talent. Whenever she gains a new sphere,
she may reselect her alternate divinations from this secret. She
may select this secret multiple times.

Path Mastery: The font of inspiration gains a +2 bonus to
her casting ability score.

Green (Dagic

The green magician’s magic comes from communion with
nature.

Class Skills: Knowledge (nature) (Int), Ride (Dex),
Survival (Wis).

Path Benefit: The green magician gains the wild empathy
and woodland stride druid class features.

Path Power: The green magician gains an animal com-
panion, treating her hedgewitch levels as druid levels for this
purpose. Her animal companion has a starting Intelligence of
6, unless it would otherwise be higher. This means that the
animal companion can take any feat it is physically capable of
taking, and the green magician does not need to use Handle
Animal checks to communicate with or give orders to her ani-
mal companion.

Path Secrets: A hedgewitch with the green magic path
adds the following secrets to those she may select:

Animal Companion: The green magician increases her effec-
tive druid level by 4 when determining the strength of her ani-
mal companion, to a maximum effective druid level equal to her
character level. If she does not possess an animal companion,
she gains an animal companion treating her effective druid level
as 4, to a maximum effective druid level equal to her character
level. She may take this secret multiple times. The effects stack.

Animal Friend: The green magician chooses a specific kind
of animal (eagle, fox, dog, and so on). She gains the ability to
converse with that type of animal as if she were under the ef-
fects of the Speak with Wildlife Nature talent. At sth level and
every 4 levels thereafter, she selects an additional type of ani-
mal. She may speak with and understand that type of animal
as well.

Share Health (Su): As an immediate action, the green ma-
gician may take damage up to half her current hit points, and
heal her animal companion the same amount of damage. This
cannot heal the target beyond their maximum hit points. This
ability works out to close range.

Share Senses: As a standard action, she may share senses
with her animal companion. For as long as she concentrates,
she can hear, see, and smell what that creature is experiencing.
She gains the benefits of any non-magical special abilities her
animal companion possesses (such as low-light vision or scent),
but uses her own Perception skill. This ability functions out to
long range.

Path Grand Secrets: A hedgewitch with the green magic
path adds the following grand secrets to those she may select:



Animal Herald: All friendly animals within 30 feet of the
green magician gain a bonus equal to her casting ability modifi-
er to all saving throws.

Venom Immunity: The green magician becomes immune to
all poisons.

Wild Vitality: The green magician becomes immune to all
diseases.

Path Mastery: The green magician’s animal companion
gains spell resistance equal to her hedgewitch level + 11. As a
full-round action, she may summon her companion to her side
from anywhere, even across planes. Treat her hedgewitch level
as her caster level for the purpose of this ability.

Rerbology

The herbalist studies the magical nature of plant life, using
herbs to harm and heal.

Class Skills: Knowledge (geography) (Int), Knowledge
(nature) (Int), Survival (Wis).

Path Benefit: The herbalist gains the Distill Compound
feat as a bonus feat at 1st level and treats her hedgewitch level
as her caster level when creating potions; this stacks normal-
ly with caster levels gained from other sources. She also never
suffers a chance to poison herself when applying poison to a
weapon. This counts as possessing the poison use class feature.

Path Power: The herbalist’s magical understanding of
herbs is great enough that she may combine common herbs to-
gether and, mixing them with a little of her own magic, create
a concoction. She may create concoctions a total number of
times each day equal to 3 + 1/2 her hedgewitch level. The ma-

terials required to craft a concoction are common herbs and as |
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such are considered to have a negligible cost. Creating a con- | —

coction takes 1 minute and must be used within 1 hour or lose
its potency.

Concoctions must be drunk (with the exception of herb-

alist’s poison) and can only affect living creatures. If a target is
unwilling they are allowed a Fortitude save against a DC of 10 +
1/2 her hedgewitch level + her casting ability modifier to negate
the effect. The herbalist gains the following concoctions:

Empowering Concoction

The target gains a +2 alchemical bonus to one ability score
of her choice (chosen when this concoction is created) and
a -2 penalty to its inverse ability score (Strength’s inverse is
Intelligence, Dexterity’s inverse is Wisdom, Charisma’s inverse
is Constitution, etc.). This benefit lasts for 1 minute.

At s5th level, the target no longer suffers a penalty to their
inverse ability score. At gth level, this benefit lasts for 1o min-
utes. At 13th level, this benefit lasts for 1 hour. At 17th level, the
benefit increases to +4.

Fortifying Concoction

The target gains a +2 alchemical bonus to one saving throw
(Fortitude, Reflex, or Will), chosen at the time of brewing, for
I minute.

At 5th level, the target gains a +3 bonus to one saving throw.
At 9th level, the benefit to their saving throw lasts 1o minutes.
At 13th level, this benefit lasts 1 hour. At 17th level, the bonus
applies to all saving throws.

Healing Concoction

The target is healed 1d6 hit points per 2 hedgewitch levels
the herbalist possesses (minimum 1d6).

Herbalist’s Poison

The herbalist may create an injury poison (Fortitude DC
10 + 1/2 her herhedgewitch level + her casting ability modifier,
frequency 1/round for 6 rounds, 1 save, effect 1d2 damage to
an ability score that is chosen when creating the poison).

At sth level, the ability damage increases to 1d4, and she
may make the poison ingested instead of injury.

At 9th level, she may make her herbalist poison inhaled or
contact. In addition, she may change the effect to making the
target confused for 1 round per level.

At 13th level, her poison deals 1d6 ability damage.

At 17th level, she may change the effect of her poison to
making the target sleep for 1 hour. This sleep is especially heavy
and is similar to the Sleep powerful charm from the Mind sphere.

Path Secrets: A hedgewitch with the herbology path
adds the following secrets to those she may select:

Alchemy: The herbalist gains an alchemist discovery, treat-
ing her hedgewitch levels as alchemist levels when meeting its
prerequisites and determining its effects. She may gain this se-
cret multiple times. Each time it is selected, she gains another
discovery:.

Extra Concoctions: The herbalist increases the number of
concoctions she may create in a day by 2. If she cannot create
concoctions, she may create 2 per day. She may select this se-
cret multiple times. The effects stack.
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Potent Concoctions: The herbalist’s concoctions last 1 hour
per hedgewitch level before they become inert instead of only
lasting 1 hour.

Store Potion: The herbalist may drink a potion, poison, or
concoction without applying the effects to herself.

Instead, she may touch a target as a standard action and
grant the effects to that target. She cannot store more than 1
potion, poison, or concoction at a time in this manner, and if
storing a concoction, the concoction still loses its potency if
not used in time.

Surgeon: Using the Heal skill to treat deadly wounds takes
10 minutes instead of 1 hour. In addition, the herbalist heals the
target 2 hit points per HD instead of 1 hit point per HD.

Swift Poison: The herbalist may apply poison to a weapon as
a move action instead of a standard action.

Path Grand Secrets: A hedgewitch with the herbology
path adds the following grand secrets to those she may select:

Instant Poison (requires swift poison): The herbalist may apply
poison to a weapon as a swift action.

Miracle Man (requires surgeon): The herbalist may use her
Heal skill to treat deadly wounds on a dead target, provided she
begins within 10 minutes of when the target died. This takes 4
hours of continuous work and costs 3 uses of her concoction
ability (or three healing concoctions, if she has them prepared).
At the end of this time, she attempts a Heal check against a
DC of 10 + the target’s negative hit point total. If she succeeds
at this check, the target comes back to life and stabilizes at 1
fewer negative hit points than would be necessary to kill it, and
the target gains 2 temporary negative levels that last 24 hours.
If the target has had vital parts removed (i.e., its head, heart,
etc.) it cannot be revived in this manner.

Path Mastery: At 20th level, the herbalist’s healing con-
coction always heals maximum hit points and her herbalist’s
poison deals maximum damage.

(Dagonian

Magonians ride the winds and clouds, using their magic to
empower airships and other flying contraptions.

Class Skills: Knowledge (geography) (Int), Knowledge
(nature) (Int), Survival (Wis).

Path Benefit: The magonian treats all weather effects as
being one level less severe for herself and for her attuned ve-
hicles. She may choose to ignore the benefit as a non-action
whenever it is advantageous, such as when traveling the same
direction as the wind and wanting to take full advantage of the
increased speed.

Path Power: The magonian is attuned to the magic of
the sky and clouds, and knows how to converse with the soul of
a ship to gain its favor. She gains a pool of attunement points
equal to 3 + 1/2 her hedgewitch level. These points refresh once
per day after roughly 8 hours of rest.

The magonian may spend 24 hours aboard an air vehicle
to attune herself to that vessel. She may only attune one ves-
sel at a time, plus an additional vehicle for every 4 additional
hedgewitch levels she possesses (two at level 5, three at lev-
el 9, four at level 13, and five at level 17). If she wishes to at-
tune herself to a vehicle when already at her limit, she must
choose a previous attunement to lose in its place. A vehicle
can only be attuned to one magonian at a time. In addition

to the previously-mentioned powers, she gains several special
effects she may spend attunement points to accomplish that
relate specifically to an attuned vehicle. Some of these effects
are investments; an investment lasts until she rests to regain
attunement points, at which time she may choose to continue
the effect by not recovering the attunement points spent to
create the effect. She must be touching an attuned vehicle to
spend an attunement point on that vehicle.

As an investment, she gains blindsense in a 30-foot radius
around her attuned vehicle. This cannot detect anything inside
the airship nor attached to the airship, but can reveal the pres-
ence of things around the airship such as trees, mountains, or
other airships. This blindsense increases by 30 feet for each ad-
ditional attunement point so spent, and she may spend as many
points as she desires with the same standard action.

She may spend a point to attempt a piloting check for an
attuned vehicle even when she is not at its controls.

She may spend a point to heal a location on her attuned
vehicle for an amount of hit points equal to 5x her class level.
She must be touching the location to be healed.

As an investment, she may spend 2 points to grant an at-
tuned vehicle one hardpoint of enchantment engine. She may
invest multiple points with the same standard action, but no
more than two per hardpoint of the attuned vehicle.

She may invest a point into an engine (including sails) or
siege engine aboard her attuned vehicle. Every point so invest-
ed counts as 2 crew members for meeting the prerequisite num-
ber to fully operate the engine or siege engine. She may invest
multiple points with the same standard action, but no more
than one per required crew of the engine or siege engine.

Additionally; as a standard action, the magonian may spend
one or more attunement points to accomplish one of the fol-
lowing actions.

She may create a cloud that fills a 20-foot radius area cen-
tered on her. All vision (including darkvision) is obscured in this
cloud; targets within 5 feet of a creature gain concealment (a
20% miss chance), while targets more than § feet away gain to-
tal concealment (a 50% miss chance). She cannot create clouds
underwater, and a moderate wind (11+ mph) disperses the cloud
in 4 rounds; a strong wind (21+ mph) disperses the cloud in 1
round. This cloud lasts for 1 round per level.

At s5th level, she may center this cloud anywhere within
close range.

At 9th level, she can choose to make her clouds solid.
Creatures moving through a solid cloud move at half their nor-
mal speed and take a -2 penalty on all melee attack and melee
damage rolls. The vapors prevent effective ranged weapon at-
tacks (except for magic rays and the like). A creature or object
that falls into a solid cloud is slowed so that each 10 feet of
vapor that it passes through reduces the falling damage by 1d6.
A creature cannot take a 5-foot step while in a solid cloud. Solid
clouds, and effects that work like solid clouds, do not stack with
each other in terms of slowed movement and attack penalties.
Unlike normal clouds, only a severe wind (31+ mph) disperses
these vapors, and it does so in 1 round.

At 13th level, she may choose to make her clouds electric.
Electric clouds deal 2d6 electricity damage per round to each
creature and object inside it. A cloud can be both solid and
electric if she so chooses.



At 17th level, she can choose to make her clouds noxious.
Creatures inside a noxious cloud must succeed at a Fortitude
save (DC 10 + 1/2 her hedgewitch levels + her casting ability
modifier) each round or be nauseated for that round. This is a
poison effect. A cloud can be solid, electric, and noxious if she
so chooses.

Path Secrets: A hedgewitch with the magonian path adds
the following secrets to those she may select:

Stege Engineer: The magonian gains the Siege Engineer feat,
even if she does not meet the prerequisites.

Bond Vebicle (Su): The magonian can spend 2 attunement
points to attune herself to a vehicle as a standard action with-
out having to have been aboard it for 24 hours. She can now
attune herself to any vehicle, whether or not it is an air vehicle
(although granting the vehicle the enchantment engine does
cause it to count as an air vehicle). This can allow her to create
impromptu vehicles (attaching a guidance sail or an oar to a
statue or wooden plank to create an impromptu raft, for exam-
ple). An impromptu vehicle must be able to hold at least one
passenger to count as a vehicle.

Cloud Cover (Sw): The magonian may create a cloud that
treats either herself or one of her attuned vehicles as its center
point; wherever the center point moves, the cloud moves as
well.

Cloud Mastery: The magonian’s clouds can be created any-
where within medium range. As a move action she may direct
any of all of her clouds to move up to 30 feet in any direction.

Extra Attunement: The magonian increases her attunement
pool by 2. If she does not possess an attunement pool, this
grants her an attunement pool of 2. She may select this secret
multiple times. The effects stack.

Know Weather (Ex): The magonian always knows what the
weather will be like in her area for the next 24 hours. This pro-
vides her with advance warning of wind, rains, etc., but only
reveals natural weather (i.e., it cannot reveal magical weather
effects before they occur).

See Through Clouds (Su): The magonian’s vision is no longer
impaired by fog, clouds, or mist.

Path Grand Secrets: A hedgewitch with the magonian
path adds the following grand secrets to those she may select:

Cloud Immunity (Ex): The magonian can move through sol-
id clouds she creates as if it were not solid, and do not take
damage from her own electric and noxious clouds.

Cloud Walk (Sw): The magonian can climb up or walk on
clouds and fog as if they were solid ground. This applies to all
clouds and fogs, not just those she creates. Climbing a cloud or
fog has a Climb DC of 10. Solid clouds or similar effects (such
as a solid fog spell) have a Climb DC of 5. This does not impede
her from running through clouds and fog as normal, but at any
given time she can simply choose to begin climbing up through
them, and may treat the tops of them as if they were normal
ground. As a free action she may choose to stop treating clouds
in this manner and fall through them normally.

Perfectly Solid Cloud (requires cloud walk): When the mago-
nian makes her clouds solid, she may choose to make her clouds
completely walkable; all creatures and objects, not only herself,
can stand on their tops as if they were solid ground. Other crea-
tures cannot choose to stop treating her clouds as if they were
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normal, but she may; as a free action, cause a cloud to stop act
ing as solid ground, causing all creatures and objects on top of
it to fall through. She may cause a solid cloud to resume acting
as solid ground as a free action.

If a target is falling and she manages to catch them with a
perfectly solid cloud, she may catch them in such a way as to
completely negate their falling damage.

Permanent Control: The magonian no longer needs to spend
attunement points to pilot her attuned vehicle from a distance,
and can do so over any distance as a swift action instead of a
standard action. She may pilot any number of her attuned vehi-
cles with the same swift action. She always knows the direction
and distance to her attuned vehicles.

Path Mastery: At 20th level she may activate any usage of
her magonian path power as a swift action instead of a standard
action. If she possesses Permanent Control, she may command
her attuned vessels as a free action once per round instead of a
swift action.

Spiritualism

The spiritualist’s allies are not from the mortal world, and
whisper secrets in her ear.

Class Skills: Knowledge (history) (Int), Knowledge (lo-
cal) (Int), Knowledge (religion) (Int).

Path Benefit: The spiritualist’s may attempt Knowledge
checks untrained. Whenever she attempts a Knowledge check,
roll twice and take the higher result.

Path Power: The spiritualist’s may channel spirit allies
into herself, temporarily gaining their knowledge and power. As
a standard action, she may grant herself the benefit of any one
magic talent she does not possess. This effect lasts for 1 minute
per hedgewitch level. The spiritualist must possess that talent’s
base sphere and meet any prerequisites (if an advanced talent).
She may use this ability a number of times per day equal to 3 +
1/2 her hedgewitch level (minimum 1).

Multiple uses of this ability do not stack. If she uses this
ability again before the previous duration has expired, it replac-
es the previous use.

At s5th level, she may use this ability to gain the benefits of
two magic talents at the same time. She may select one magic
talent as a move action or two magic talents as a standard ac-
tion. She may use one of these magic talents to meet a prerequi-
site of the second magic talent; doing so means that she cannot
replace a magic talent currently fulfilling another’s prerequisite
without also replacing those talents that require it. Each indi-
vidual magic talent selected counts toward her daily uses of this
ability.

At oth level, she may gain the benefits of two magic talents
as a move action or one magic talent as a swift action.

At 13th level, she may use this ability to gain the benefits of
three magic talents at the same time. She may select one magic
talent as a free action, two magic talents as a swift action, or
three magic talents as a move action. She may use some magic
talents to meet the prerequisite of others. Each individual mag-
ic talent selected counts toward a daily uses of this ability.

At 17th level, she may gain the benefit of one magic talent
as an immediate action or up to three magic talents as a swift
action. Each individual magic talent selected counts toward her
daily uses of this ability.
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Path Secrets: A hedgewitch with the spiritualism path
adds the following secrets to those she may select:

Bodily Possession (requires Spheres of Might): The spiritualist
may select combat talents in place of magic talents when chan-
neling spirit allies.

Extra Spirit: The spiritualist’s increases the number of times
she may channel spirit allies in a day by 2. If she cannot channel
spirit allies, she may now do so 2 times per day. She may select
this secret multiple times. The effects stack.

Infuse Other: As a standard action, she may touch a willing
target and spend 2 uses of the spiritualism path power to grant
knowledge of a magic talent to that ally for 1 minute. The tar-
get must possess the casting class feature and uses its own spell
points and caster level if granted a magic talent.

Spiritualist Combatant: Rather than gaining the benefits of a
magic talent, she may use the spiritualism path power to grant
herself a +1 dodge bonus to AC and a +1 circumstance bonus to
attack rolls. She may increase these bonuses to +2 in place of
two magic talents or +3 in place of three magic talents.

Path Mastery: The spiritualist’s may channel spirit allies
to gain the benefit of any number of magic talents as a swift
action. Each magic talent selected counts toward her daily uses

of this ability.

Gempest-Gost

The tempest-tost’s power comes from harnessing the
storm, both the one within and without.

Class Skills: Knowledge (nature) (Int), Perception (Wis),
Survival (Wis).

Path Benefit: The tempest-tost gains the Weather sphere
as a bonus magic talent.

Path Power: The tempest-tost’s mood and power is vol-
atile, changing like the weather she draws power from. She is
in one of 3 states at any given time. She has no control over
what state she is in: when she wakes up after an hour 8 rest, she
chooses her state at random (such as by rolling 1d3), and when-
ever she is hit with an attack that is a natural 20, fails a saving
throw, or regains consciousness, her state randomly (such as by
rolling 1d2 or flipping a coin) changes to one of the other two
states.

At gth level, when she would change or select her state, she
may roll twice and pick whichever option she prefers.

At 19th level, whenever she would change states, she may
spend a spell point as a free action (even if it is not her turn)
to either remain in the state she is in or to choose which of
the other two states she changes to. She must decide whether
to use this ability before she rolls to see which new state she
would enter.

Each state gives different abilities and shades her moods.
They do not restrict her from acting contrary to the pro-
pensities they give her, nor do they fundamentally alter her
personality.

Nebulous

In the nebulous state, the tempest-tost is cagey, wary, and
averse to sharing secrets. Whenever she uses control weather to
create or alter Precipitation or uses a (precipitation) shroud, she
treats her class level as her caster level. This stacks normally
with caster levels gained from other sources.

At s5th level she also gains the ability to see through mist,
fog, and other precipitation, as well as smoke and other vapors,
whether natural or magical, as if they did not exist. (She can
still perceive them; they just do not hamper her vision.) She
also gains a +2 bonus to Bluff checks. This increases by +1 at 6th
level and every 3 levels thereafter.

At 13th level she is constantly surrounded by a small fog
bank. This provides her with concealment, and she always
treats herself as being in precipitation level 3 for the purpose of
mantles and other benefits, but not for determining the effects
of shrouds or other harmful effects. She may suppress this fog as
a free action, losing all of its benefits, but unless she suppress-
es it again the fog reappears at the beginning of her next turn
(even if she is unconscious or otherwise unable to take a free
action).

Tempestuous

In the tempestuous state, the tempest-tost is rash, brash,
and quick to anger. Whenever she uses control weather to create
or alter wind or to use a wind shroud, she treats her class level as
her caster level. This stacks normally with caster levels gained
from other sources.

At sth level she never has Perception check DCs in-
creased due to background noise and can attempt hear
ing-based Perception checks even when they would normally




be impossible, such as during a hurricane or tornado. She also
gains a +2 bonus to Intimidate checks. This increases by +1 at
6th level and every 3 levels thereafter.

At 13th level she is constantly surrounded by whirling
winds.

She can extend these winds to move objects as though us-
ing the Telekinesis sphere base ability, but not any of the special
uses such as Sustained Force or Bludgeon. Her caster level for
this ability is equal to her Weather caster level. If she has the
Telekinesis sphere, she instead treats her class level as her cast-
er level for the purpose of determining what size object she can
lift and any bonuses to her Weather sphere caster level apply
for this purpose. This stacks normally with caster levels gained
from other sources.

These whirling winds also give her a +5 dodge bonus to ar-
mor class against ranged attacks and, as an immediate action,
she may spend a spell point to catch an object as though using
the Quick Reactions Telekinesis talent.

She may also cause any clothes she wears to billow at any
time without spending an action.

She may suppress this wind as a free action, losing all of its
benefits, but unless she suppresses it again the wind reappears
at the beginning of her next turn (even if she is unconscious or
otherwise unable to take a free action).
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Thunderous

In the thunderous state, the tempest-tost is loud, gregari-
ous, and open. Whenever she uses a sphere ability that would
deal electricity or sonic damage, including using the Storm
Lord talent to control where lighting strikes, she deals an addi-
tional +1/2 damage per hedgewitch level (minimum 1).

At 5th level she may amplify her voice, reducing the DC to
hear her by -20 and allowing creatures to attempt Perception
checks to hear her in hurricanes or tornadoes at a -10 penalty.
She also gains a +2 bonus to Diplomacy checks. This increases
by +1 at 6th level and every 3 levels thereafter.

At 13th level her body crackles with electricity and tiny
cracks of thunder. She gains immunity to electricity and sonic
damage. When a creature makes a weapon attack against her,
she may spend an immediate action to cause them to take 1d6
electricity or sonic damage (her choice) per 3 hedgewitch levels.

As part of the same action she may spend a spell point to
force them to attempt a Fortitude saving throw (DC 10 + 1/2
her hedgewitch level + her casting ability modifier) or be deaf-
ened and blinded for one round.

She may suppress this electric crackling as a free action,
losing all of its benefits, but unless she suppresses it again it
reappears at the beginning of her next turn (even if she is un-
conscious or otherwise unable to take a free action).

Path Secrets: A hedgewitch with the tempest-tost path
adds the following secrets to those she may select:

Cloud Friend: The tempest-tost gains a cloud sprite familiar
as the wizard class feature, using her hedgewitch level as her
wizard level for this purpose. She cannot have more than one
familiar at a time. Instead this stacks with all class levels from
different classes granting a familiar for the purpose of deter-
mining the benefits.

Don Mantle: The tempest-tost gains the Mantled Caster
feat and a (mantle) talent.

Lightning Dodger: The tempest-tost gains evasion, as the
rogue ability.

The Calm Before: Once per day the tempest-tost may take
a full-round action that provokes attacks of opportunity to
change her state. She may use this ability an additional time per
day for every § hedgewitch levels she has.

Path Grand Secrets: A hedgewitch with the tempest-tost
path adds the following grand secrets to those she may select:

Defensive State: When the tempest-tost is in the nebulous
state she gains the slippery mind rogue talent, when she is in
the tempestuous state she gains improved evasion, as a rogue,
and when she is in the thunderous state she gains stalwart, as a
mageknight.

Path Mastery: Once per day as a free action she may
choose to enter all three states at once, gaining all the relevant
benefits. This lasts for 10 minutes, after which she randomly
chooses a new state as normal.

Gemporal Graveler
The temporal traveler is a time traveler, or at least has ex-
plored time and space through the manipulation of magic and
esoteric devices, hiding among the locals through a combina-
tion of future insights and clever misdirection.
Class Skills: Disguise (Cha), Knowledge (history) (Int),
Knowledge (planes) (Int).
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Path Benefit: The temporal traveler gains the Time
sphere as bonus magic talent.

Path Power: At the start of each day the temporal travel-
er gains an insight pool containing a number of insight points
equal to her casting ability modifier (minimum 1). Her insight
goes up or down throughout the day, but usually cannot exceed
her casting ability modifier, though feats and magic items can
affect this maximum. She spends insight points to accomplish
deeds, and regains one point of insight whenever she spends
two or more spell points on a sphere power or class ability.

For the purposes of feat prerequisites, a character with an
insight pool satisfies the prerequisites as if she were a grit user,
kismet user, luck user, or panache user. Hedgewitch levels for
characters with this path stack with gunslinger levels for the
purpose of satistying signature deed’s level requirement. For
feats, magic items, and other effects, an insight user can spend
and gain insight points in place of grit points, kismet points,
luck points and panache points, and vice versa.

In addition, she gains access to the following deeds:

Future Insight (Ex)

At 1st level, the temporal traveler can spend 1 insight point
when she attempts a Knowledge or Disable Device check to
roll 1d6 and add the result to the check. She can do this after
she attempts the check but before the result is revealed. If the
result of the d6 roll is a natural 6, she rolls another 1d6 and add
it to the check. She can continue to do this as long as she rolls
natural 6s, up to a number of times equal to her casting ability
modifier (minimum 1).

Traveler’s Initiative (Ex)

At sth level, while the temporal traveler has at least 1 in-
sight point, she gains a +2 bonus on initiative checks. In ad-
dition, if she has the Quick Draw feat, her hands are free and
unrestrained, and she has a light melee weapon, one-handed
ranged weapon, or casting focus that’s unhidden and ready to
draw, she can draw that weapon as part of the initiative check.

Fast Action (Sw)

At 9th level the temporal traveler may spend 2 insight
points to cast a spell with a normal casting time of a standard
action, or perform an attack action, as a swift action instead.

Evasive (Ex)

At 13th level, while the temporal traveler has at least 1
insight point, she gains the benefits of the evasion, uncanny
dodge, and improved uncanny dodge rogue class features. She
uses her hedgewitch level as her rogue level for improved un-
canny dodge. In addition, whenever she fails a Reflex saving
throw she may spend 1 insight point to reroll the attempt,
though she must take the second result (even if it is lower).

Traveler’s Edge (Ex)

At 17th level, the temporal traveler may spend an insight
point as part of the action used to attempt the skill check (f
any) to take 10 on any skill check. She can use this ability in
conjunction with the future insight deed.

Path Secrets: A hedgewitch with the temporal traveler
path adds the following secrets to those she may select:

Grit Feats: The temporal traveler gains a single grit or pa-
nache feat she qualifies for as a bonus feat. She may select this
talent multiple times, gaining a new grit or panache feat each
time.

Trapfinding: The temporal traveler gains trapfinding, as the
rogue class feature.

Path Grand Secrets: A hedgewitch with the temporal
traveler path adds the following grand secrets to those she may
select:

Temporal Mastery: The temporal traveler gains one oracle
revelation from the time mystery, using her hedgewitch level
as her effective oracle level and her casting ability modifier in
place of Charisma when meeting its prerequisites or determin-
ing its effects.

Path Mastery: The temporal traveler’s insights from dif-
ferent times and places let her see all manner of things from all
manner of angles. She can take 20 on any Knowledge check,
and may do so without spending any increased time.
Gransmucer

Famous for turning troublesome adventurers into toads,
transmuters practice a special form of witchcraft wherein they
can transform objects, animals, and even people into whatever
they desire.

Class Skills: Intimidate (Cha), Knowledge (engineering)
(Int), Knowledge (nature) (Int).

Path Benefit: The transmuter may treat her class level
as her caster level for the purposes of create effects from the
Creation sphere.

Path Power: As a standard action the transmuter may
touch one object to change it into a different shape and mate-
rial, as long as the resulting object is one she could target with
this ability. She may do this a number of times per day equal to 3
+1/2 her hedgewitch level. Attended targets may always attempt
a Fortitude save (DC 10 + 1/2 her hedgewitch level + her casting
ability modifier) to negate the effect. This effect is considered a
shapeshift from the Alteration sphere, except it has a permanent
duration until removed, and she treats her hedgewitch level as
her caster level for the purposes of removing her transforma-
tions. She may always restore an object to the state it was in
prior to her transformation as a free action.

At 15t level she may only affect Small or smaller, unattend-
ed, non-magical objects made of vegetable matter (including
wood) or stone.

At sth level she may affect attended objects, Large or small-
er objects, and creatures of the animal type that are Medium
or smaller. She may affect any object as if she had Expanded
Materials. She may turn objects into animals that are Small or
smaller with 1 Hit Dice. When used in this way the targeted
object gains Hit Dice as if it were a typical creature of its new
type. She may turn living creatures into objects, but the dura-
tion is reduced from permanent to 1 round + 1 round for every 4
levels beyond 1st, and creatures are entitled to a Fortitude save
every round until they return to normal. She may not turn a
living creature into another living creature.

At gth level, she may affect Huge or smaller objects, Large
or smaller animals, Medium or smaller humanoids, and magical
objects. Transforming a humanoid into any form has a duration
of 1 round + 1 round for every 4 levels beyond 1st and they are
entitled to a Fortitude save every round until they return to
normal. She may transform a living animal into the form of an-
other animal.



She may permanently transform an object into a Medium
or smaller animal with § or fewer Hit Dice. When transforming
a living creature into another living form, rather than gaining
the HD of their new form they instead are affected by the shape-
shift Alteration ability except that they gain traits based on her
Creation caster level and must choose traits from Additional
Limbs, Animalistic Transformation, Animal Mind, Aquan
Transformation, Avian Transformation, Blank Transformation,
Serpentine Transformation, Subterranean Transformation, or
Size Change and these traits must be chosen in such a way as to
most closely match the chosen form’s natural abilities.

At 13th level, she may affect Gargantuan or smaller objects,
Huge or smaller animals, and Large or smaller humanoids.

She can permanently transform an animal with § or fewer
Hit Dice into an object or another animal. She may permanent-
ly transform an animal or object into a humanoid with no racial
Hit Dice.

At 17th level, she can permanently transform a humanoid
with 5 or fewer Hit Dice into an object, animal, or other hu-
manoid with § or fewer Hit Dice.

Path Secrets: A hedgewitch with the transmuter path
adds the following secrets to those she may select:

Implanted Training: When the transmuter transmutes an ob-
ject into a living creature or an animal into a different type of
animal, she may give it basic operational knowledge of its new
body. When she transmutes an object or animal into an animal
choose one of the following types of training: Combat Training,
Fighting, Guarding, Heavy Labor, Hunting, Performance, or
Riding. The animal is treated as if it has been trained for that
purpose (see the Handle Animal skill) for the duration of the
transmutation.

Practiced Transmutation: The transmuter increases the size
of objects and creatures she may affect (either target or resul-
tant creature/object) by 1 step.

Ranged Transmutation: The transmuter may use her trans-
muter path power at close range instead of touch.

Transformations: The transmuter increases the number of
times she may transform a target in a day by 2. If she cannot
transform targets (as per this ability), she may now do so 2
times per day, as the transmuter path power. She may select
this secret multiple times. The effects stack.

Path Grand Secrets: A hedgewitch with the transmuter
path adds the following grand secrets to those she may select:

Expanded Transformation: The transmuter adds aberrations,
constructs, outsiders, magical beasts, and vermin, with the
same size limitations as humanoid targets to the list of crea-
tures she may target with her transformation ability or turn
other targets into.

Greater Transformation: The transmuter increases the
amount of Hit Dice that she may permanently transform a
creature from or into by 1. She increases this amount by 1 for
every 3 levels beyond 1oth. (At roth she may turn an object into
a creature with 2 Hit Dice. At 13th she may turn an object or
animal with 7 or fewer Hit Dice into an animal with 7 or fewer
Hit Dice. At 17th she may turn an object or animal or human-
oid with 8 or fewer Hit Dice into an object or animal with 8 or
fewer Hit Dice).
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New Life: Living targets which fail their save to resist trans-
formation must attempt a Will save or lose all knowledge of
their previous life for the effect’s duration, behaving in all ways
as if they were the new creature all along. When the transfor-
mation ends, their memory returns.

Path Mastery: The transmuter may spend spell points in
place of transmuter path power uses, and may expend 2 trans-
muter path power uses in place of a spell point for Creation
sphere effects.

Umbral

Umbrals draw their power from study and emulation of the
beings of the shadow realms.

Class Skills: Disguise (Cha), Intimidate (Cha), Knowledge
(planes) (Int).

Path Benefit: The umbral adds 1/2 her hedgewitch level
to all Stealth and Disguise checks (minimum 1).

Path Power: The umbral gains shadowstuft as the fey ad-
ept class feature, including shadowmark and create reality, with
a number of shadow points in her shadow pool equal to 3 + 1/2
her hedgewitch level. If she gains a shadow pool from another
source, combine those levels with her hedgewitch levels when
determining the number of shadow points it contains and add
either 3 or the appropriate ability modifier, whichever is higher.

Path Secrets: A hedgewitch with the umbral path adds
the following secrets to those she may select:

Eyes of Black: The umbral gains darkvision with a range of
10 feet per hedgewitch level. If she possesses darkvision from
another source she may instead add 5 feet per hedgewitch level
to the range of her darkvision. She may spend a shadow point
to allow her darkvision to penetrate magical darkness for 1 min-
ute per hedgewitch level.

Shadow Sculptor: The umbral gains the Shadow Magic feat.
She does not need not meet its prerequisites.

Shadowstuff: The umbral gains the Extra Shadowstuff feat.
If she does not already possess a shadow pool she instead gains
a shadow pool and shadowmark as the fey adept class features
using her hedgewitch level in place of fey adept levels. This se-
cret may be taken multiple times.

Touch of Darkness: The umbral gains a surreal feat. She must
meet all prerequisites. This secret may be taken multiple times.
Each time, she selects another surreal feat.

Path Grand Secrets: A hedgewitch with the umbral path
adds the following grand secrets to those she may select:

Hide in Plain Sight (Sw): The umbral can use the Stealth skill
even while being observed. As long as she is within 10 feet of
an area of dim light, the umbral can hide herself from view in
the open without anything to actually hide behind. She cannot,
however, hide in her own shadow.

Improved Shadow Sculptor: The umbral gains a +1 to the ef-
fective caster level of effects produced by Shadow Magic. She
may take this secret up to twice and the effects stack.

Path Mastery: At level 20, the umbral can make one of
her é/fusions permanent. Only one #//usion may be made perma-
nent in this way at one time. If another 7//usion is designated as
permanent, the previous permanent 7//usion ends.
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Incanter

The incanter is among the purest forms of a caster, dedicat-
ed above all to expanding their knowledge of the magical arts.
Their powers are almost entirely determined by their choice
of sphere - whether they’re dabbling in everything or focusing
their knowledge on a few areas, though, they’re a force to be
reckoned with.

Role: An incanter is a master of magical spheres, bending
magic to their needs more fully than any other caster.
Alignment: Any

Hit Die: d6

Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.
Class Skills

The incanter’s class skills are Appraise (Int), Craft (Int), Fly
(Dex), Knowledge (all) (Int), Linguistics (Int), Profession (Wis),
and Spellcraft (Int).

Skill Ranks Per Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: An incanter is profi-
cient with all simple weapons.

Table: The Incanter

Fort
Save

Base Attack
Bonus

Ref  Will

—_— Save Save

Casting: An incanter may combine spheres and talents to
create magical effects. An incanter is considered a High-Caster.
(Note: All casters gain 2 bonus talents and a casting tradition
the first time they gain the casting class feature.)

Spell Pool: An incanter gains a small reservoir of energy
he can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to his
class level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: An incanter gains 1 magic talent every lev-
el, according to Table: The Incanter. The incanter also gains
a bonus magic talent at every odd incanter level.

Bonus Feat: At 1st, 2nd, and every 2 levels thereafter, an
incanter gains a bonus feat. This may be spent to gain an extra
magic talent, drawback and proxy feats, or any feat which has
casting as a prerequisite (item creation feats, metamagic feats,
Sphere Focus, Circle Casting, etc.).

Incanter Specializations: At 1st level, the incanter may
choose a series of specializations, gaining additional abilities at
the cost of some versatility. Every specialization costs a number
of the incanter’s bonus feats, as indicated by the chart below.
Each specialization costs either 1, 2, or 3 specialization points.
The incanter cannot have more than 5§ points worth of spe-
cializations. He uses his incanter level as their effective cleric,
sorcerer, or wizard level when determining the power of these
abilities.

Caster
Level

Magic
Talents

Special

1St

SHO) e “HO) +2

Bonus feat, bonus talent, casting,
specializations, spell pool

1 (+2)

11

3rd +I +I +1

+3

5th +2 +1 +1

+4

Bonus talent +3 3

Bonus talent +5 5

7th +3 +2 +2 +5

Bonus talent +7 7

oth +4 +3 +3 +6

Bonus talent +9 9

1rth +5 +3 +3 +7

Bonus talent +11 11

13th +6/+1 +4 +8

Bonus talent +13 13

15th +7/+2 1 1) +9

17th +8/+3 +5 +5 +I0

+6 +6

+II

+9/+4

Bonus talent +1§ 15

Bonus talent +17

Bonus talent +I9



Most specializations come into effect beginning at 1st lev-
el. However, if the incanter possesses multiple specializations,
he may only gain the benefits of one at 1st level, plus another
at every odd level after 1st. Two specializations that both only
cost 1 specialization point count as a single specialization for
this purpose.

Example: An incanter who possesses both a sphere special-
ization and the channel energy specialization would need to
choose either sphere specialization or channel energy to come
into effect at 1st level. Whichever specialization was not cho-
sen will then be gained beginning at 3rd level.

Specialization Lost Bonus
Points Feats
ii I, 10, 20
2 1, 6, 10, 14, 20
1,2, 6, 10, 14, 18, 20
4 1, 2, 6,8, 10, 14, 16, 18, 20

All bonus feats lost
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Admixture Adept (2 specialization points): The incanter gains
the Admixture talent as a bonus magic talent. He also gains an
admixture pool as an admixture savant (see elementalist arche-
types in chapter 4) of half his incanter level (minimum 1). These
levels stack with admixture savant levels for determining the
size of his admixture pool.

Channel Energy (2 specialization points): The incanter may
channel energy as the cleric class feature a total number of
times per day equal to 3 + his casting ability modifier, using his
casting ability modifier in place of Charisma when determining
its associated saving throw. He must choose whether to channel
positive or negative energy when he gains this ability. Once this
choice is made, it cannot be changed.

Cleric Domains (1 specialization point): The incanter gains the
powers and abilities associated with one cleric domain of his
choice, using his incanter level as his cleric level. This stacks
with levels from other classes that grant domains, but only if
the domains chosen by both classes are the same. This does
not grant domain spells. He uses his casting ability modifier in
place of Wisdom when determining the power of his domains,
and he may choose subdomains. He may take this specialization
multiple times. Each time it is taken, he gains another domain.

Familiar (1-2 specialization points): The incanter gains a famil-
iar, as the wizard’s arcane bond option, using his incanter levels
as wizard levels for this purpose.

This specialization costs 1 point. If the incanter spends 2
specialization points, he can instead gain one of the following
special familiars.

Fey Servant (2 specialization points): The in-
canter’s familiar is a special form of fey creature. The famil-
iar must be an animal, and its type becomes fey (granting
low-light vision if not already possessed). Its fey nature is
obvious from its unusual coloring and features.

At 4th level, this familiar gains DR/cold iron equal to
half his class level.

At 8th level, he gains the Improved Familiar feat, but
must select an improved familiar of the fey type.

At 10th level, a number of times per day equal to 3 + his
casting ability modifier, he may grant his familiar the bene-
fits of any (fey-blessing) talent that he activates on himself
without paying any additional cost. His familiar must be
within 30 feet and under the effects of his fey-/znk when the
(fey-blessing) talent is used.

Omnimental Familiar (2 specialization points):
The familiar becomes on omnimental. The omnimental
never gains the speak with animals of its kind ability. At
6th level, the incanter may determine range, line of effect,
and line of sight for his destructive blasts from his familiar’s
position instead of his own.

Lay on Hands (2 Specialization Points): At 2nd level, you may
lay on hands as a paladin. Each day, you can use this ability a
number of times equal to 1/2 your incanter level plus your cast-
ing ability modifier. With one use of this ability, you can heal
1d6 hit points of damage for every two incanter levels you pos-
sess. Using this ability is a standard action, or a swift action if
you are healing yourself. You must have one hand free to use
this ability. This is a positive energy effect.
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You can use this healing power to deal damage to undead
creatures, dealing damage equal to the damage you could have
healed. Using lay on hands in this way requires a successful me-
lee touch attack and does not provoke an attack of opportunity.
Undead do not receive a saving throw against this damage.

You do not gain the paladin’s mercies, but qualify for feats
and abilities that require the lay on hands ability.

Master of Mysteries (2 specialization points): The incanter has
training in the deep mysteries in magic, and his influence can
be felt by all spell casters. As a standard action, he may tune
himself to the environment, so that all magic flows through
him. He must spend a standard action every round to maintain
the attunement, and he can only be attuned for a maximum
number of rounds per day equal to his class level + his casting
ability modifier. These rounds do not need to be consecutive.

‘When any enemy caster uses a sphere ability or casts a spell
or spell-like ability, they must overcome the incanter’s influ-
ence if any part of their line of effect comes within 6o feet of
him. If they succeed on a magical skill check against his magical
skill defense, then their spell acts normally. If they fail, there
are consequences.

At 1st level, a failed magical skill check causes the spell to
be weakened. The caster level of the spell is lowered by the
amount the check was failed by. If this reduces the caster level
to o or less, the spell is countered.

At 6th level, a failed magical skill check causes the spell to
be countered.

At 11th level, if the incanter counters a spell, he may use an
immediate action to redirect it to a different target as if they
had been the original target of the spell. If an attack roll is re-
quired, he uses the same attack roll the original caster made.

At 16th level, the incanter may store a countered effect for
later use. He may only store one spell this way, and may contin-
ue to store it for up to 24 hours. Using the spell is a swift action,
and uses the caster level and casting ability modifier of the orig-
inal caster, but the incanter now controls the ability.

At 20th level, the incanter may maintain this ability as a
move action.

Merciful Healer (2 Specialization Points): You gain mercies as a
paladin of equal level. These mercies trigger whenever you take
an action to use the cure ability of the Life sphere or when you
use your lay on hands ability.

Sorcerer Bloodline (2 specialization points): The incanter gains
the bloodline powers (but not the bloodline spells, feats, or ar-
cana) of one sorcerer bloodline of his choice. If he already gains
a sorcerer bloodline from another class, this instead allows lev-
els of that class and his incanter levels to stack when gaining
and determining the powers and abilities of his sorcerer blood-
line. Use his casting ability modifier in place of his Charisma
modifier when determining the powers of his bloodline, if it is
higher.

Sphere Specialization (3 specialization points): The incanter
specializes in a sphere of his choice. The incanter gains that
sphere as a bonus sphere and gains a +1 bonus to his caster level
with that sphere. In addition, he also gains a series of abilities
associated with that sphere, as detailed below. Some specializa-
tions have optional sub-specializations which may be chosen
when the sphere specialization is gained. Like archetypes, these
sub-specializations trade out one or more of a sphere special-
ization’s benefits for new abilities.

Sword Birth (3 specialization points): The incanter gains ar
mory arena at 1st level and enhanced armory at 3rd level as a
lingchi warrior (see Armorist archetypes) of his incanter level.
He gains 1 arsenal trick at sth level and every 5 levels thereafter.
He may select arsenal tricks as if he were a lingchi warrior of
his incanter level.

Sphere Spedializations
Alzreracion

Battleshaping (Su): At 3rd level, the incanter may grant
himself or a creature under the effects of his shapeshift one trait
as a swift action. This trait cannot cost a spell point and must
be one that he can grant through his shapeshift. This trait lasts
for 1 round per 2 incanter levels and if the target so chooses
they may resist this effect without the need for a saving throw.
This trait stacks with polymorph effects, including shapeshift.
At 11th level, the incanter can grant two traits in this fashion. A
target can only be under the effects of one use of battleshaping
at any time. The incanter can use this ability a number of times
per day equal to 3 + his casting ability modifier.

Change Shape (Sp): At 8th level, once per day as a free
action the incanter can grant himself one Alteration talent he
does not possess for a number of rounds equal to his incanter
level. Every time this ability is used, he may change this bonus
talent to another Alteration talent he does not possess. He may
use this ability an additional time per day for every 6 levels be-
yond 8th.

Shapeshifter’s Renewal (Su): At 20th level, whenever
the incanter places a shapeshift on a target and spends a spell
point to maintain it without concentration, he may choose to
remove any poison and non-magical disease from the target
and heal the target 2 hit points per incanter level.

Blood

Red Minion (Su): At 3rd level, the incanter gains a Tiny
blood construct as a permanent servant. As the incanter gains
levels, he may choose to increase the size of the construct
based on the following table, changeable when the incanter
gains a level. The incanter may choose to advance the blood
construct’s Hit Dice to that of an available size without actually
increasing its size, if he so chooses.

Incanter Level Construct

3rd Small
6th Medium
oth Large
12th Huge
15th Gargantuan
18th Colossal

A slain blood construct may be replaced with an § hour
ritual and sufficient blood to create a construct of that size (see
the Extract Blood Construct talent).

Hemorrhagic Aura (Su): At 8th level, as a free action
the incanter can emit a 30-foot aura that intensifies any bleed
effects for one round. He may emit this aura for a total number
of rounds per day equal to his incanter level. Hostile creatures
within this area that are suffering from ongoing bleed effects



must attempt a Fortitude save each round or suffer 1d2 points
of Constitution damage that round. These rounds do not need
to be consecutive.

Hemorrhagic Mastery (Su): At 20th level, any bleed
damage the incanter deals is increased by 1/2 his incanter level.
This bonus bleed damage is not increased by Empower Spell or
similar effects. Additionally, whenever he uses blood control, he
can roll twice to penetrate a creature’s spell resistance and take
the better result.

Conjuration

Summoner’s Charm (Su): At 3rd level, whenever the in-
canter summons a companion from the Conjuration sphere and
maintain its presence through concentration, the companion
remains for a number of rounds after he ceases concentrating
equal to 1/2 his incanter level (minimum 1) before disappearing.

Aura of Banishment (Su): At 8th level, as a free action
the incanter can emit a 30-foot aura of banishment for one
round. He may emit this aura for a total number of rounds per
day equal to his incanter level. These rounds do not need to be
consecutive. Any summoned or called creature in the area (ex-
cept those he specifies) must attempt a Will save each round.
Once the creature fails a Will saving throw; it is staggered as
long as it remains inside the aura. If it fails a second Will saving
throw, it is immediately sent back to its home plane and the
spell or effect that summoned it immediately ends. If that spell
or effect summoned more than one creature, only the crea-
ture that failed its saving throws is affected. If the summoned
creature was a companion, it cannot be summoned again for 1
minute.

Mirrored Summoning: At 2oth level, once per day when
the incanter summons a companion, he may summon a duplicate
of that companion with the same action. He must spend all
required spell points to summon this duplicate companion, just
as with the original.

Creation

Creator’s Focus (Su): At 3rd level, whenever the in-
canter maintains an object he has created with the Creation
sphere through concentration, that object remains a number
of additional rounds equal to 1/2 his incanter level (minimum 1
round) after he ceases concentrating before disappearing.

Master of Creation (Sp): At 8th level, whenever the
incanter creates an object with the Creation sphere, the cost
of creating the object is reduced by 1 spell point (minimum o).
Only one such object can be created with master of creation at
a time; if another object is created using master of creation, any
previous objects created with master of creation are immediate-
ly dismissed.

Unbreakable (Su): At 20th level, the incanter gains a +2
natural armor bonus. All of his worn equipment and any object
he creates gain a +10 bonus to its hardness.

Dark

Home in the Dark (Su): At 3rd level, the incanter gains
blindsense 10 feet when within an area of dim light or darkness.
This bonus increases by 5 feet per 5 incanter levels he possesses,
to a maximum of 30 feet at 20th level.

Shadow Step (Sp): At 8th level, the incanter can use this
ability to walk through the Plane of Shadow and reappear as a
standard action. He can travel up to 30 feet per incanter level
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per day in this fashion, either in a single round or broken up
across multiple shadow steps. This movement must be used in
5 feet increments and does not provoke an attack of opportu-
nity. Travel through the Shadow Plane is imprecise; when he ar-
rives, he re-enters 1 square off target, as per the rules for thrown
splash weapons. If this would place him in an occupied square,
he instead arrives in the nearest safe location. When he arrives,
he is cloaked in shadow and gain concealment for 1 round. He
may bring other willing creatures with him, but he must ex-
pend an equal amount of distance for each additional creature
brought with him. They likewise re-enter off target (roll loca-
tion for each creature) and are cloaked in shadow for 1 round.

Shadow Renewal: At 20th level, the incanter gains fast
healing § while in dim light or darkness. This fast healing is
suppressed while in any level of illumination brighter than dim
light.

Death

Power over Undead (Su): At 3rd level, the incanter re-
ceives Command Undead or Turn Undead as a bonus feat. He
can channel energy a number of times per day equal to 3 + his
casting ability modifier, but only to use the selected feat. He
can take other feats to add to this ability, such as Extra Channel
and Improved Channel, but not feats that alter this ability, such
as Elemental Channel and Alignment Channel. The DC to save
against these feats is equal to 10 + 1/2 his incanter level + his
casting ability modifier.

Bolster (Sp): At 8th level, the incanter can touch an un-
dead creature as a standard action and infuse it with negative
energy. It gains a +2 profane bonus on all attack rolls, damage
rolls, and saving throws, as well as 2 temporary hit point per Hit
Die and a +4 bonus to its channel resistance. These bonuses last
for a number of rounds equal to the incanter’s casting ability
modifier (minimum 1). The bonuses and temporary hit points
are immediately dispelled if the creature is within the area of
a consecrate spell or a Hallowed Totem. He can use this ability a
number of times per day equal to 3 + his casting ability modifier.

Spirit Touch (Sp): At 20th level, the incanter can touch
incorporeal creatures as if his body, natural weapons, and wield-
ed weapons were all under the effects of the ghost touch weapon
special ability. He may activate or suppress this ability as a free
action, and while this ability is active, he is immune to the touch
attacks of shadows, ghosts, and other incorporeal creatures.

Destruction

Intense Magic (Su): At 3rd level, whenever the incanter
creates a destructive blast that deals hit point damage, he adds 1/2
his incanter level to the damage dealt (minimum +1). This bonus
damage is not increased by Empower Spell or similar effects.
This damage is of the same type as the destructive blast.

Penetrating Blast (Sp): At 8th level, when the incanter
uses a destructive blast and rolls to penetrate spell resistance, he
may roll twice and take the higher result. He may use this abili-
ty once per day at 8th level, and one additional time per day for
every 6 levels beyond 8th.

Indestructible: At 20th level, the incanter becomes im-
mune to critical hits and precision damage. When below o hit
points, he does not die until his negative total is in excess of
twice his Constitution score.
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Divinacion

Forewarned (Su): At 3rd level, the incanter can always
act in the surprise round even if he fails to attempt a Perception
roll to notice a foe, but he is still considered flat-footed until he
takes an action. In addition, he receives a bonus on initiative
checks equal to 1/2 his incanter level (minimum +1).

Foretell (Su): At 8th level, the incanter can utter a pre-
diction of the immediate future as a free action. For one round,
he emits a 30-foot aura of fortune that aids his allies or hinders
his enemies, as chosen by him at the time of prediction. If he
chooses to aid, he and his allies gain a +2 luck bonus on ability
checks, attack rolls, magic skill checks, saving throws, and skill
checks. If he chooses to hinder, his enemies take a —2 penalty
on those rolls instead. He can use this ability for a number of
rounds per day equal to his incanter level. These rounds do not
need to be consecutive.

Perfect Knowledge: At 20th level, anytime the incanter
would roll for initiative or a Knowledge check, instead assume
the roll would have resulted in a natural 20.

Divination Sub-Specialization: lactician

The following abilities replace forewarned and foretell.

Preempt Fumble (Su): At 3rd level, as an immediate
action you can cause any creature within 6o feet to reroll
any attack or saving throw it missed or failed that same
round and accept the new result. You can use this ability
a number of times per day equal to 3 + your casting ability
modifier.

Share Information (Su): At 8th level, when you use a
(divine) talent you can choose a number of creatures equal
to your casting ability modifier within 60 feet. Those crea-
tures gain the exact same information you gain from the
(divine) talent for as long as you maintain concentration on
it, although this is not enough to distract them or impose
penalties in any way.

€nbancement

Physical Enhancement: At 3rd level, the incanter gains
a +I bonus to one physical ability score (Strength, Dexterity, or
Constitution). This bonus increases by +1 for every five incanter
levels he possesses. He can change this bonus to a new ability
score when he rests to regain spell points.

Perfection Of Self (Su): At 8th level, as a free action the
incanter can grant himself an enhancement bonus to a single
ability score equal to 1/2 his incanter level for one round. He
may use this ability for a number of rounds per day equal to his
incanter level.

Permanent Enhancement (Su): At 20th level, the in-
canter can make one enhancement permanent. He can have no
more than one enhancement made permanent in this way at one
time. If he designates another enbancement as permanent, the
previous permanent enbancement ends.

Fallen Fey

Fey Nature (Ex): At 3rd level, while under the effects of
his fey-/ink the incanter gains DR/cold iron and an insight bo-
nus to attack rolls made with natural weapons granted by the
Fallen Fey sphere equal to half his class level.

Resist Fey Lures (Ex): At 8th level, the incanter may roll
twice and take the better result on saves against mind-affecting
abilities originating from creatures of the fey type.

Fey-Touched (Ex): At 20th level, the incanter is treated
as a fey rather than as a humanoid (or whatever his creature type
was) for the purpose of spells and magical effects. He is always
considered under the effects of a fey-/ink, though fey-blessings
still only last for the usual duration of a fey-/ink when activated.
Fate

Prescience (Su): At 3rd level, the incanter may, at the be-
ginning of his turn, spend a free action to roll a single d2o. At
any point before his next turn, he may use the result of this roll
as the result of any d2o roll he is required to make. If he does
not use the d2o result before his next turn, it is lost. He can use
this ability a number of times per day equal to 3 + his casting
ability modifier.

Tugging Strands (Su): At 8th level, as a non-action the
incanter can force a creature within line of sight to reroll any
one roll that it has just made before the result of the roll is
revealed. The result of the reroll must be taken, even if it is
worse than the original roll. He can use this ability once per day
at 8th level, and one additional time per day for every 6 levels
beyond 8th.

Fated Protection (Su): At 20th level, whenever he
would be affected by a sphere effect, spell, or spell-like ability
that allows a saving throw, he can roll twice to save against the
effect and take the better result.

Illusion

Extended Illusions (Su): At 3rd level, any illusion the
incanter creates and maintains through concentration lasts a
number of additional rounds equal to 1/2 his incanter level after
he stops maintaining concentration (minimum +1).

Bedeviling Aura (Su): At 8th level, as a standard action
you can emit a 30-foot aura that bedevils your enemies with
phantasmal assailants. Enemies within this aura move at half
speed, are unable to take attacks of opportunity, and are consid-
ered to be flanked. This is a mind-affecting effect. Maintaining
this effect is a free action, and you can use this ability for a
number of rounds per day equal to your incanter level. These
rounds do not need to be consecutive.

Permanent Illusion: At 20th level, the incanter can
make one #//usion permanent. He can have no more than one #/-
lusion made permanent in this way at one time. If he designates
another 7//usion as permanent, the previous permanent 7//usion
ends.

Life

Bolstering Essence (Sp): At 3rd level, the incanter may
grant himself temporary hit points equal to his incanter level as
a free action. These hit points last for 1 round. He can use this
ability a number of times per day equal to 3 + his casting ability
modifier.

Life Sight (Su): At 8th level, the incanter can give him-
self blindsight to a range of 10 feet as a free action for 1 round.
He may use this ability a number of times per day equal to his
incanter level. This ability only allows him to detect living crea-
tures and undead creatures. This sight also tells him whether
a creature is living or undead. Constructs and other creatures
that are neither living nor undead cannot be seen with this abil-
ity. The range of this ability increases by 10 feet at r2th level,
and by an additional 1o feet for every four levels beyond r2th.
These rounds do not need to be consecutive.



Life Essence (Su): At 20th level, the incanter becomes
immune to death effects and gains fast healing 1.

Light

Lighteyes (Su): At 3rd level, the incanter gains Perception
as a class skill and he gains an insight bonus equal to 1/2 his
incanter level on all Perception checks. This bonus increases
to being equal to his incanter level when detecting invisible or
incorporeal creatures.

Disappearance (Sp): At 8th level, the incanter may bend
light around himself, giving himself the invisible condition
as a swift action. The incanter may use this ability for a total
number of rounds per day equal to his incanter level, and these
rounds do not need to be consecutive. Ending this invisibility
is a free action.
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See All: At 20th level, the incanter can see perfectly in
darkness of any kind, even magical darkness that normally im-
pedes darkvision. The target may see all invisible and ethereal
creatures as if they were normally visible. Such creatures are vis-
ible to you as translucent shapes, allowing you easily to discern
the difference between visible, invisible, and ethereal creatures.
Mind

Enchanting Smile (Su): At 3rd level, the incanter gains
Bluff, Diplomacy, and Intimidate as class skills and gains a +2 in-
sight bonus to checks with those skills. This bonus increases by
+1 for every five incanter levels he possesses, up to a maximum
of +6 at 20th level.

Aura of Despair (Su): At 8th level, the incanter can
spend a free action to emit a 30-foot aura of despair for one
round, for a maximum number of rounds per day equal to his
incanter level. Enemies within this aura take a — penalty on
ability checks, attack rolls, damage rolls, saving throws, and
skill checks. These rounds do not need to be consecutive. This
is a mind-affecting effect.

Reflective Mind: At 2oth level, whenever the incanter
succeeds at a saving throw against a mind-affecting effect, a
spell of the enchantment school, or an effect from the Mind
sphere, that spell or effect does not affect him and is instead
reflected back at its caster, treating the incanter as if they had
cast the spell (such as for the purpose of charm or domination
effects).

Nacure
Animal Companion (Su): Beginning at 3rd level, the in-

canter gains an animal companion, as the druid class feature,

treating his incanter levels as druid levels for this purpose.

Empower Companion (Su): At 8th level, the incanter
may touch an animal to infuse it with power. The animal imme-
diately gains the advanced creature simple template: it gains a
+2 bonus on all rolls, including damage rolls and special ability
DCs, a +4 bonus to AC and CMD, and +2 hit points per Hit
Die. This lasts for a number of rounds equal to his casting abil-
ity modifier.

During this time, the animal’s primal instincts take hold
for the duration of this spell—if the animal knows tricks grant-
ed by the Handle Animal skill, it loses access to all of those
tricks save for “attack.” Animals that already have the advanced
creature template are unaffected by this ability. He may use this
ability once per day, plus an additional time per day for every 6
levels beyond 8th.

Life Connection: At 20th level, the incanter may transfer
up to half of any hit point damage dealt to himself to his animal
companion.

Protection

Resistance (Ex): At 3rd level, the incanter gains resis-
tance equal to his incanter level to an energy type of his choice,
chosen when he rests to regain spell points.

Energy Absorption (Su): At 8th level, the incanter gains
an amount of energy absorption equal to 3 times his incanter
level per day. Whenever he takes energy damage, apply immu-
nity, vulnerability (if any), and resistance first and apply the rest
to this absorption, reducing his daily total by that amount. Any
damage in excess of his absorption is applied to him normally.
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Protected Life (Su): At 20th level, the first time each
day that the incanter would be reduced to o or fewer hit points
by damage, he is instead reduced to 1.

Protection Sub-Specialization: Lattice Weaver

This following ability replaces resistance, energy ab-
sorption, and protected life.

Lattice (Su): Beginning at 3rd level, the lattice weav-
er gains the ability to call forth a floating mass of crystals
made of solid force which they can control using their
Protection sphere abilities.

Whenever they use their lattice, the effect remains for
a number of minutes equal to their incanter level, or until
they use their lattice for a different purpose. The lattice
can not be broken or permanently destroyed, but things
made from the lattice can be.

At 3rd level, the incanter can use his lattice to form his
barrier ward. The lattice barrier can be destroyed or broken
as normal (even though the lattice can not), and as a stan-
dard action, the incanter can dismiss the lattice barrier and
create a new lattice barrier at a different location, or repair
an existing lattice barrier. The incanter does not need to
spend a spell point to make the barrier last without con-
centration, it remains until the normal duration of the lat-
tice expires or until the lattice is used for another function.

The incanter can also use a move action to move their
lattice barrier up to 20 feet, possibly pushing objects and
creatures in the process. The barrier has the ability to bull-
rush targets using a CMB equal to 10 + the incanter’s class
level + his casting ability modifier and an effective Strength
score equal to his casting ability score, but does not harm
those pushed. Alternatively, the lattice barrier can simply
work around objects and creatures as it moves.

At 6th level, the incanter may use his lattice as an im-
mediate action to form any zegis he can create around an
ally within 60 feet. In addition to the normal effects of the
aegis, the aegis has a 50% chance to turn any critical hit into
a normal hit. The character who bears this «zegis also re-
ceives a bonus to the damage of their natural attacks equal
to half the incanter’s level, as the sharp edges of the lattice
can draw blood easily. The incanter can not sacrifice the
lattice with a (succor) talent. The spell point cost to create
the wegis must still be paid, and its duration is limited to the
duration of the lattice, and it ends if the lattice is used for
another purpose.

At 1oth level, the incanter may use the lattice to strike
an enemy within 60 feet with a ranged touch attack as a
standard action, imprisoning them with crystalline blades
of force. The attack does 1d6 force damage for every 2 lev-
els the incanter has, and the target must succeed at a Reflex
save versus a DC equal to 10 + 1/2 the level of the incanter
+ his casting ability modifier or be entangled by the lattice
and unable to leave the square they are currently in. This
prison is fully effective against incorporeal creatures, but

disappears if the lattice is used for anything else and does
not prevent teleportation. The creature may attempt a new
save at the end of each of its turns.

At 15th level, the incanter may seed a ward with lat-
tice blades, causing all squares within to become difficult

terrain for enemies without hindering allies. The lattice
floats in the air, affecting flying enemies as well as those
on the ground, and even affecting those underwater or un-
derground. The seeding also provides partial cover to allies
within the ward. Using this ability is a standard action.

At 20th level, the incanter may spend a standard ac-
tion to wrap himself in a mobile sphere of lattice crystals.
‘While encased, he gains improved cover against all attacks,
has a fly speed of 60 feet with perfect maneuverability, and
ignores difficult terrain. Whenever he moves, he can move
through enemy squares, and when he does so the enemy
must succeed at a Reflex save with a DC of 10 + 1/2 his in-
canter level + his casting ability modifier or take 1d6 force
damage for every level the incanter has gained. A successful
save halves this damage. He may carry others with him in-
side the sphere, if he can physically pick them up but they
are effectively unable to act while within.

Gelekinesis

Telekinetic Impediment (Sp): At 3rd level, the incanter
may spend an immediate action to attempt to impede an attack
made against a creature within 30 feet of him, including him-
self. He must declare he is using this ability before the attack
roll is made. The attack suffers a -1 penalty, -1 per 5 incanter
levels he possesses. He may use this ability a number of times
per day equal to 3 + his casting ability modifier.

Great Flight (Su): Starting at 8th level, as a free action
the incanter may grant himself a fly speed of 50 feet with per-
fect maneuverability for a number of minutes per day equal to
his incanter level. This duration does not need to be consecu-
tive, but it must be used in 1 minute increments.

Telekinetic Stability (Su): At 20th level, the incanter
gains a circumstance bonus equal to his incanter level to Fly
checks, Acrobatics checks, and his CMD.

Gime

Fast (Su): At 3rd level, the incanter gains a +10 feet bonus
to his base movement speed, +5 feet for every 5 incanter levels
he possesses.

Retry (Su): At 8th level, as a non-action the incanter may
force a target within 30 feet of him to reroll a dice roll they just
made, taking the second result regardless of whether it is worse
or better. He must decide to use this ability after the roll is
made but before the results are revealed. He may use this abili-
ty once per day at 8th level, plus an additional time for every 6
levels beyond 8th.

Twist Time (Su): At 20th level, the incanter gains two
swift actions per turn instead of one.

War

Seize the Initiative (Su): At 3rd level, whenever the
incanter and his allies roll for initiative, he can grant one ally
within 30 feet the ability to roll twice and take either result.
This decision is made before the initiative roll is made. He can
use this ability a number of times per day equal to 3 + his casting
ability modifier.

Cooperative Defense: At 8th level, whenever a spell or
effect targets the incanter and one or more allies within 30 feet,
he can use this ability to allow his allies to use his saving throw
against the effect in place of their own. Each ally must make
this choice individually before the rolls are made. Using this



ability is an immediate action. He can use this ability once per
day at 8th level, and one additional time per day for every four
incanter levels beyond 8th.

War Mage (Ex): At 20th level, the incanter and all allies
within 60 feet gain a +2 circumstance bonus to attack rolls and
damage rolls.

Warp

Shift (Su): At 3rd level, the incanter can teleport to a near
by space as a swift action. This movement does not provoke an
attack of opportunity. He must be able to see the space that he
is moving into. He cannot take other creatures with him when
he uses this ability (except for familiars). He can move § feet for
every two incanter levels he possesses (minimum 5 feet). He can
use this ability a number of times per day equal to 3 + his casting
ability modifier.

Dimensional Lord (Sp): At 8th level, whenever a crea-
ture attempts to use a teleportation effect or summon a crea-
ture within 30 feet of him, the incanter may attempt to block
the effect by attempting a magic skill check as an immediate
action. If the check succeeds, the effect or spell fails and is
wasted; otherwise, it is unaffected. He can use this ability once
per day plus one additional time for every 6 incanter levels he
possesses beyond 8th.

Warp Mastery (Su): At 20th level, the incanter quadru-
ples the distance he may zeleport. This also affects his shift pow-
er, and he may use shift as a free action.

Weatber

Weatherworn (Ex): At 3rd level, the incanter can treat
the effects of any weather as being 1 step lesser in severity for
himself. This improves to 2 steps at 12th level, and 3 steps at
20th level.

Cyclone: At 8th level, the incanter can create a vortex of
turbulent wind around himself as a standard action. This vortex
has a radius of up to 10 feet and a maximum height of 10 feet
per incanter level. Any ranged attack passing through this vor-
tex automatically misses. Any flying creature moving through
the vortex must make a Fly skill check or immediately fall
from the sky, taking falling damage (the creature cannot make
a Fly check to reduce or negate this damage). Creatures on the
ground cannot pass through the vortex without first making
a Strength check. The DC of this check is equal to 10 + the
incanter’s MSB. The vortex is faintly visible and can be spotted
with a DC 15 Perception skill check. Maintaining this ability is
a free action and the incanter can use this ability for a number
of rounds per day equal to his incanter level. These rounds do
not need to be consecutive.

Cloak of the Elements (Su): At 20th level, the incanter
is protected from weather and elements, taking only half dam-
age from all sources of acid, cold, electricity, fire, and sonic
damage.
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Mageknight

The mageknight is a warrior who mixes magic and blade in
the heat of combat. Unlike the armorist, who focuses on calling
forth weapons, the mageknight prefers to enhance their weap-
ons with a wide variety of magical tricks. Mageknights aren’t
limited in their choice of sphere, so they tend to come up with
unique combinations that suit their personal style.

Role: The mageknight combines magic and martial power to
become a powerful combatant.

Alignment: Any

Hit Die: dro

Starting Wealth: 5d6 x 10 gp (average 175 gp). In addition,
each character begins play with an outfit worth 10 gp or less.

Class Skills

The mageknight’s class skills are Acrobatics (Dex), Climb (Str),
Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Knowledge
(arcana) (Int), Knowledge (nature) (Int), Knowledge (nobili-
ty) (Int), Knowledge (planes) (Int), Knowledge (religion) (Int),
Profession (Wis), Ride (Dex), Spellcraft (Int), Survival (Wis),
and Swim (Str).

Skill Ranks Per Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: A mageknight is pro-
ficient with all simple and martial weapons, light armor, medi-
um armor, and shields (except tower shields).

Casting: A mageknight may combine spheres and talents
to create magical effects. A mageknight is considered a Low-
Caster. (Note: All casters gain 2 bonus talents and a casting tra-
dition the first time they gain the casting class feature.)

Spell Pool: A mageknight gains a small reservoir of energy
she can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to her
class level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A mageknight gains a magic talent at ev-
ery even level, according to Table: The Mageknight. The
mageknight also gains a bonus magic talent at 1st level.

Resist Magic (Ex): A mageknight gains a natural resis-
tance to magic as she focuses on its use in combat. A mageknight
gains a +1 bonus to all saving throws against spells, spell-like
abilities, and magic sphere effects. This bonus increases by an
additional +1 for every 4 levels thereafter, to a maximum of +5
at 17th level.

Mystic Combat (Su): At 2nd level and every 2 levels
thereafter, a mageknight gains a new way to enhance her phys-
ical abilities through magic.

Each time she gains mystic combat, she chooses and gains
one of the following abilities.

Arcane Weapon Focus (Su): The mageknight may spend a
spell point as a swift action to deal damage with her attacks
as if she had the warpriest’s sacred weapon class feature with
all her weapons, treating her mageknight level as her warpriest
level. This works for melee weapons, ranged weapons, and un-
armed attacks. This effect lasts a number of rounds equal to her
casting ability modifier.
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Table: The Mageknight
BaseAttack  Fort Ref will : Caster Magic
Lol Bonus Save Save Save Spccea Level Talents
1st +I +2 +0 +2 Bonus talent, casting, resist magic (+1), +0 (1) o (+2)

spell pool

3rd +3 +3 +1 +3 Stalwart +1 1

sth +5 +4 +I +4 Resist magic (+2) +2 2

7th +7/+2 +5 +2 +5 Marked +3 3

Resist magic (+3)

oth +9/+4

1rth +I1/+6/+1 +7 +3 +7 Mystic defense +5 5

Resist magic (+4)

I3th +I3/+8/+3

15th +15/+10/+5 +9 +5 +9 Draw power +7 7

17th +17/+12/+7/+2 +10 +10 Resist magic (+5) +8 8

19th +19/+14/+9/+4 +6 +I1 Spell critical +9 9

Banishing Strike (Su): Whenever the mageknight strikes
an extraplanar creature with a weapon attack, she may spend
a spell point as an immediate action to attempt to break the
bonds that bind it to this plane. The extraplanar creature must
a Will save (DC 10 + 1/2 her mageknight level + casting ability
modifier) or be sent back to its home plane. On a successful
save the creature is still staggered for 1d4 rounds. The banished
creature can be resummoned as normal.

Black Dog Companion (requires mageknight 4, 1 talent with the
curse descriptor): The mageknight gains an animal companion,
treating her mageknight level -3 as her effective druid level.
This stacks normally with other druid levels.

Additionally, the mageknight may take a lesser cu-sith
as their companion. This functions as a wolf animal com-
panion, except that it has an Intelligence score of 10 and the
mageknight may spend a spell point as an immediate action on
her lesser cu-sith’s turn to allow it to use its baleful howl special
attack as a standard action, with a DC equal to 10 + 1/2 its Hit
Dice + her casting ability modifier.

Baleful Howl (Su): As a standard action, the cu-sith
can release a howl of ill omen. All enemies within 60 feet
take a -4 penalty to saves against curse and death effects
and against the cu-sith’s soul shepherd ability, as well as a
-4 penalty to AC. These penalties last for 5 rounds. These

penalties are reduced to -1 and last only a single round with

a successful Will. This is a sonic curse effect.

Bleeding Wounds (Su): The mageknight may spend a spell
point as a swift action to inflict bleed damage equal to 1/2 her
mageknight level (minimum 1) with every attack for a number
of rounds equal to her casting ability modifier. Bleed damage
does not stack.

Bloodlust (Su): The mageknight may spend a spell point
as a swift action to increase her damage dealt to creatures
depending on how many times she has hit them. For 1 round
per level, whenever she successfully strikes an opponent with
a weapon or natural attack, she gains a cumulative +1 bonus on
future damage rolls, to a maximum equal to her class level. If
she misses with an attack, the bonus to damage decreases by 1
(minimum o).

Chivalry (requires resist magic, War sphere): Allies the
mageknight shares a mandate with benefit from her resist magic
class feature. She may spend a spell point to create a totern that
allows allies to benefit from her resist magic class feature.

Collapse Armor (Su): The mageknight can treat any armor
she wears as having the collapsible special ability, except that she
may collapse or recall the armor as a swift action instead of
a full-round action, and she may choose which piece the ar-
mor collapses into each time she uses this ability. This allows
the mageknight to wear multiple suits of armor and allows her



to collapse one and recall another as part of the same action,
though it does not allow her to benefit from more than one suit
at a time. She may spend a spell point to collapse or recall her
armor as a free action instead of a swift action.

Elemental Defense (requires mystic defense): The mageknight’s
mystic defense class feature also gives her resistance to acid,
cold, electricity, and fire damage equal to the damage reduction
mystic defense grants.

Enchanted Touch (Sw): The mageknight may spend a spell
point as a swift action to grant enhancement bonuses to all at-
tacks she makes for 1 round per mageknight level. Her unarmed
strikes, natural attacks, and wielded weapons gain a +1 enhance-
ment bonus which does not stack with any enhancement bo-
nus her weapons already possess. This bonus increases by +1 for
every 5 mageknight levels she possesses, to a maximum of +5 at
20th level.

Enbanced Physicality (Sw): The mageknight may spend a spell
point to reroll an Acrobatics, Climb, Fly, or Swim check she just
made with a bonus to her roll equal to 1/2 her mageknight level
(minimum 1). She must take the second roll, even if it is worse.

Ensorcelled Defenses (Sw): As a swift action, the mageknight
may spend a spell point to charge her armor and shield with
energy, partially transforming them into fields of force that pro-
tect her. For a number of minutes equal to her casting ability
modifier, her armor and shield bonuses (and any enhancement
bonuses they have) become force effects and apply to her touch
AC.

Form-Breaker (Su): The mageknight may spend a spell point
as a swift action to empower her next attack with magical en-
ergies disruptive to shapechangers. If the attack successfully
strikes a creature under a polymorph effect (such as shapeshift,
beast shape spells, polymorph, or change shape), she may attempt
a magical skill check against the effect’s MSD. She gains a +4
bonus on this check. If successful, the polymorph effect im-
mediately ends and the target cannot benefit from polymorph
effects for a number of rounds equal to her CAM.

Graft Weapon (Su): The mageknight may spend 1 minute
to graft a weapon to one of her limbs capable of wielding a
weapon as per the Graft Weapon trait of the Morphic Weapon
Alteration talent. This graft persists until the weapon is re-
moved as a standard action.

Great Fall: When falling, the mageknight treats the dis-
tance fallen as being 10 feet shorter per mageknight level when
determining the amount of damage she sustains. At 20th level,
she may fall any distance without taking damage.

Greater Combatant: The mageknight gains a combat or
champion feat. She must meet the prerequisites of the feat.
This mystic combat may be taken multiple times. Each time, it
grants the mageknight a new combat or champion feat.

High Fump: The mageknight may add her level to all
Acrobatics checks made to jump, both for vertical jumps and
horizontal jumps. In addition, she always counts as having a
running start when attempting jump checks using Acrobatics.
By spending 1 spell point as a swift action, she may gain a +20
bonus on Acrobatics checks made to jump for 1 round.

Honed Shadowblade (requires shadowblade): Objects creat-
ed with the mageknight’s Shadowstuff Armament feat act as
if she had the Surreinforcement feat. Treat her mageknight
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level as Illusion caster level for calculating its effects for her
shadowstuff armaments. This stacks normally with caster levels
gained from other sources. Once per round as a free action she
may cause a creature damaged by one of her weapons created
or enhanced by her shadowblade mystic combat to suffer a -1
circumstance penalty to all Perception checks and Will saves
against illusions for one minute. This penalty stacks with itself
up to § times.

Hunter’s Mark (Su) (requires marked): The mageknight can
sense any creature she has left a magical mark on using her
marked ability. She always knows the direction and distance to
them and what plane they are currently on.

As a full-round action she may spend a spell point to tele-
port herself to a square adjacent to a marked creature regardless
of their distance from her, though she cannot travel between
planes this way.
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Imbued Weapon (Sw): As a swift action, the mageknight may
spend a spell point to charge a weapon she is holding with
magical energy for a number of minutes equal to her casting
ability modifier. While the weapon is charged, the mageknight
may add her casting ability modifier instead of her Dexterity
or Strength modifier to attack rolls and damage rolls with this
weapon.

If the weapon is a melee weapon, she may use the weapon
as a thrown weapon with an increment of 20 feet. The weapon
keeps its own damage and critical hit characteristics, and is not
considered an improvised weapon.

When an imbued weapon is used as a thrown weapon, the
weapon teleports back to her hand at the end of her turn, or
the beginning of her next turn if used outside her turn. When
an imbued weapon is a ranged weapon, then making ranged at-
tacks with the weapon does not draw attacks of opportunity.

Invisibility: As a swift action, the mageknight may spend
a spell point to gain the invisible condition for 1 round per
mageknight level, or until she performs an offensive action
against a foe.

Karmic Invigoration (Su) (requires Life sphere, marked): As
a swift action, the mageknight may infuse her marked target
with an aura of positive energy. Until the end of her next turn,
whenever an ally hits the target, she may /nvigorate the ally as a
free action, even if they are not in range of her /nvigorate ability
or if it is not her turn.

Lingering Pain: As an immediate action after successfully
dealing damage to an opponent, the mageknight may spend a
spell point to cause that damage to be considered continuous
damage for the purpose of concentration checks made by the
target prior to the beginning of the mageknight’s next turn.

Magic Power: The mageknight gains a magic talent for
which she qualifies. This mystic combat can be taken multiple
times. Each time it is taken, she gains a new magic talent.

Mages Charge: When making a charge, the mageknight may
spend a spell point as a free action to add her mageknight level
as a bonus to her first attack roll and damage roll. This dam-
age is considered precision damage and is not multiplied on a
critical hit or by similar effects, such as a lance or the Spirited
Charge feat.

Mark of Pain (requires marked): Whenever the mageknight
marks a target, she may also spend a spell point to lower their
damage reduction and energy resistance against her attacks by
her mageknight level. This condition lasts as long as the mark
does.

Martial Tactics (Ex): The mageknight may spend a spell
point as a swift action to gain the benefits of one teamwork
feat. She must meet all the feat’s prerequisites. All of her allies
are treated as if they possessed the same teamwork feat for the
purpose of determining whether she receives a bonus from the
teamwork feat acquired. Her allies do not receive any bonuses
from these feats unless they actually possess the feats them-
selves. Her allies’ positioning and actions must still meet the
prerequisites listed in the teamwork feat for her to receive the
listed bonus. She keeps the feat for a number of minutes equal
to her casting ability modifier, or until she spends another spell
point to acquire another feat.

Mounted Combatant: When using any mystic combat ability,
the mageknight may spend an additional spell point to extend
the benefit of that ability to her mount as well.

Mystic Adaptation: The mageknight may spend a spell point
as a swift action to gain the benefits of one combat feat of her
choice for a number of minutes equal to her casting ability mod-
ifier. She must meet all of this feat’s prerequisites. At 7th level,
she may gain the benefits of two combat feats of her choice
whenever she uses this ability, and one may be used to meet the
prerequisites of the other. At 14th level, she gains the benefits
of three combat feats of her choice. Multiple uses of this ability
do not stack, only the most recent use applies. If a combat feat
has a limited number of daily uses (such as Stunning Fist), any
uses of that combat feat while using this ability counts towards
that feat’s daily limit.

Mystic Maneuver: The mageknight may spend a spell point
to perform any combat maneuver as a swift action that does
not provoke an attack of opportunity, with a bonus to her CMB
equal to 1/2 her mageknight level (minimum 1).

Mystic Celerity: Once per round, when using any abil-
ity gained through the mystic combat class feature, the
mageknight may spend an extra spell point to decrease that
ability’s required action by one step: standard actions become
move actions, swift actions become free actions, etc. This can-
not reduce an immediate action.

Mystic Might: As a swift action, the mageknight may spend
a spell point to increase her size category to Large for a number
of minutes equal to her casting ability modifier, as if using the
Size Change Alteration talent.

Penetrating Blow: The mageknight may spend a spell point
as a swift action to cause all her attacks to be resolved as touch
attacks until the end of her turn.

Quickened Reflexes: The mageknight may spend a spell point
as a swift action to gain a dodge bonus to AC equal to half her
mageknight level (minimum 1) for a number of rounds equal to
her casting ability modifier.

Raging Combatant: As a swift action, the mageknight may
spend a spell point to enter a rage for 1 round per mageknight
level. This is similar to a barbarian’s rage, granting a +4 morale
bonus to Strength and Constitution, a +2 morale bonus to Will
saves, and suffering a -2 penalty to AC. She is under the same
restrictions with skills, spells, and sphere abilities as a barbar-
ian, but she may use mystic combat abilities as normal. She is
fatigued afterward as a barbarian. She may end a rage prema-
turely as a free action.

Relentless Pursuit (requires marked): The mageknight may
spend a spell point as a swift action to make a single weapon
attack against an enemy she has marked. This attack is made
at her highest base attack bonus, and receives a circumstance
bonus to damage equal to her mageknight level.

Resilience of Soul: As an immediate action, the mageknight
may spend a spell point to reroll a saving throw she just failed.
She must take the second result, even if it is worse.

Ritual Tracker (Su): The mageknight can track creatures by
observing the omens and mystic signs that subtly mark their
passing. She can use Spellcraft instead of Survival to both find
and follow tracks, using the same DCs listed under the Survival
skill. In addition, she can track creatures that leave no tracks,



such as flying and swimming creatures, and creatures using
trackless step or pass without trace, taking a -§ penalty to her
check for each such effect they benefit from. Finally; if she finds
or follows tracks where someone has teleported or moved be-
tween planes, she may attempt a Spellcraft or Survival check
against a DC equal to their MSD to determine their destina-
tion. With a successful check she learns the direction of their
destination and whether the distance to that destination is near
(less than 1 mile), moderate (1 mile to 10 miles) or far (greater
than 10 miles); if they moved between planes she instead learns
what plane they moved to.

Self-Reliance (Ex) (requires Life sphere): Whenever the
mageknight invigorates or cures herself with the Life sphere, she
may use her class level as her caster level. This stacks normally
with caster levels gained from other sources.

Shadowblade: The mageknight gains the Shadowstuff
Armament feat. Additionally, she may spend a spell point as a
free action to add the shadow wake special ability to a weapon
for 1 round per mageknight level.

Shared Marking (requires marked, War sphere): When the
mageknight marks a target, allies she shares a mandate with gain
the same static benefits from the mark that she does. This does
not give her ally abilities that trigger from her mark, such as
relentless pursuit.

Shifted Karma (Su) (requires marked): Whenever the
mageknight hits an enemy she has marked with a melee weap-
on or natural weapon, she may give the target a -4 penalty to
attack and AC against creatures other than herself. This penalty
lasts until the beginning of her next turn,
or she may spend a spell point to make it
last for 1 minute. This ability ends im-
mediately if the mark ends, or if the
target successfully hits her with a
melee attack.

Shining ~ Armor  (Sw): The
mageknight may spend a spell point
as a swift action to cause her ar-
mor to give off a slight glow as
it becomes partially translucent.
While in this state, she takes no
armor check penalties for wearing
the armor, nor does she take any
penalties to her speed from wearing
armor, and her Dexterity bonus to
AC is unlimited. This lasts a number
of minutes equal to her casting ability
modifier.

Signature Scar (Sw: When the &
mageknight damages an enemy with a
melee weapon or natural weapon, she may
spend a spell point as a free action to give
them a scar. The target may attempt a §
Fortitude save against a DC equal to 10 #8
+ 1/2 her mageknight level plus her cast-
ing ability modifier to avoid the scar. Any
hit points regained by a scarred enemy
are instead diverted to the mageknight &8
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unless she is already at her full hit point total. The scar fades
away after 1 minute.

Spell Mirror (requires mageknight 10, spell shield): When a spell
or sphere effect that has the mageknight as a target is negated
by her spell shield, the effect is turned back upon its caster as if
the caster was the original target. Use her own attack modifiers
if an attack roll is required.

Spell Shield: As an immediate action, the mageknight may
spend a spell point to grant herself spell resistance equal to 15 +
her mageknight level until the start of her next turn.

Strategic Planning (requires War sphere): At the beginning
of the day, choose a (mandate) talent or (totem) talent the
mageknight qualifies for. She gains that mandate or totem talent
for the duration of the day. At any time during the day, she may
change her choice by meditating for 10 minutes.

Sunder The Veil: The mageknight gains the Pierce The Veil
teat. She needs not meet its prerequisites. Additionally, she may
spend a spell point as a free action to add the skeptical weapon
enhancement to a weapon for 1 round per mageknight level.

Sustain: The mageknight may spend a spell point as an im-
mediate action to grant herself temporary hit points equal to
twice her mageknight level + her casting ability modifier that
lasts 1 minute. This can keep her from dying.

Swift Combatant: The mageknight may spend a spell point
as a free action to move up to 30 feet. This movement provokes
attacks of opportunity as normal.

Unbreakable: The mageknight may spend a spell point as a
swift action to grant herself DR/- equal to her mageknight level
for a number of rounds equal to her casting ability modifier.
Veil Piercer (Sw): The mageknight’s magic allows her to in-
teract with other dimensions. She may choose to touch
and interact with ethereal and incorporeal creatures

{ to have her attacks and effects count as magical for
the purpose of affecting incorporeal creatures. If
) she does, her damage is not halved against them,
A and effects that do not cause damage are not subject
=\ to the standard 50% chance of failure. In addition,
A\ she may inflict critical hits and precision damage
' on incorporeal creatures as if using
| a ghost touch weapon. This does not
allow her to automatically perceive
anything ethereal or invisible.

Vengeful: If a creature strikes the
mageknight and is within her threatened
\ area, she may spend a spell point as an
)\ immediate action to make a single
) attack against that creature at her
1\ highest base attack bonus.

Ward Against Magic (Sp) (re-
quires Protection sphere, resist
magic): The mageknight may
create a ward that dupli-
cates the effects of her
resist magic class feature
for all within. She may
also create an wegss that
duplicates the effects of
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her resist magic class feature for any creature that bears it. The
bonus from her resist magic ability can not stack with itself
this way:.

Weirding Adept: The mageknight gains the Mage Feint
Illusion talent and the Weird Motion combat feat. She needs
not meet their prerequisites if she possesses the weirding initi-
ate mystic combat. Treat her mageknight levels as High-Caster
levels when using the Mage Feint talent.

Weirding Initiate: The mageknight gain the Weird Defense
combat feat. She needs not meet its prerequisites.

Weirding Master: The mageknight gains the Decoy Illusion
talent and the Weird Assault combat feat. She needs not meet
their prerequisites if she possesses the weirding adept mystic
combat.

Whirl of Blows (requires mageknight 6): The mageknight
gains the Whirlwind Attack feat, even if she does not meet the
prerequisites.

Stalwart (Ex): At 3rd level, a mageknight can use mental
and physical resiliency to avoid certain attacks. If she succeeds
at a Fortitude or Will saving throw against an attack that has a
reduced effect on a successful save, she instead avoids the effect
entirely. A helpless mageknight does not gain the benefit of the
stalwart ability.

Marked (Su): At 7th level, a mageknight who successfully
deals damage with a weapon or natural attack to a target may,
as a swift action, leave a magical mark on that target. The target
suffers a -2 penalty to saving throws against the spells, spell-
like abilities, and sphere abilities of the mageknight, and the
mageknight gains a +2 bonus to saving throws against the spells,
spell-like abilities, and sphere abilities of the target. This mark
lasts for 1 minute. The mageknight may not have more than 1
mark active at a time; giving a second mark causes the first to
be dismissed.

Mystic Defense (Su): At 11th level, a mageknight gains
resistance to magical damage. This functions as damage reduc-
tion, except it only applies to damage sustained from spells,
spell-like abilities, and sphere abilities. This only affects abili-
ties that allow spell resistance. This damage reduction is equal
to 1/2 the mageknight’s class level. This does not apply to dam-
age from magic weapons.

Draw Power (Su): At 15thlevel, whenever the mageknight
successfully confirms a critical hit, she gains 1 temporary spell
point which lasts until the end of her next turn. This increases
to 2 spell points with a x3 critical weapon, or 3 spell points with
an x4 critical weapon.

Spell Critical (Su): At 19th level, whenever a mageknight
successfully confirms a critical hit, she can use a sphere ability
as an immediate action. The sphere ability must include the
target of the attack as one of its targets or in its area of ef-
tect. Using this sphere ability does not provoke an attack of
opportunity.

Spellsword: At 20th level the mageknight may effortless-
ly combine magic and combat. Choose two mystic combat abil-
ities that cost a spell point to use. She may use these abilities
without spending a spell point.

Shifter

Shifters are experts at transforming themselves (and of-
ten others) into whatever form is most suitable for a situation.
Whether they’re a druid getting closer to the wilderness, a
magical experiment with horrifying implications, or the scion
of a lycanthropic bloodline, their ability to become what they
want to be makes them hard for anyone to stop.

Role: Shifters are experts at infiltration and combat, using
their powers to assume many shapes to fit whatever situation
they find themselves in.

Alignment: Any non-lawful

Hit Die: d8

Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.

Class Skills

The shifter’s class skills are Acrobatics (Dex), Bluff (Cha),
Climb (Str), Craft (Int), Disguise (Cha), Fly (Dex), Handle
Animal (Wis), Intimidate (Cha), Knowledge (geography) (Int),
Knowledge (nature) (Int), Perception (Wis), Profession (Wis),
Sense Motive (Wis), Spellcraft (Int), Stealth (Dex), Survival
(Wis), and Swim (Str).

Skill Ranks Per Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: A shifter is proficient
with all simple weapons and light armor.

Casting: A shifter may combine spheres and talents to
create magical effects. A shifter is considered a Mid-Caster.
(Note: All casters gain 2 bonus talents and a casting tradition
the first time they gain the casting class feature.)

Spell Pool: A shifter gains a small reservoir of energy she
can call on to create truly wondrous effects, called a spell pool.
This pool contains a number of spell points equal to her class
level + her casting ability modifier (minimum 1). This pool re-
plenishes once per day after roughly 8 hours of rest.

Magic Talents: A shifter gains 3/4ths of a magic talent per
level, according to Table: The Shifter.

Shapeshifter: At first level the shifter gains the Alteration
sphere as a bonus magic talent. The shifter uses her class level
as her caster level for this sphere. This stacks normally with
caster levels gained from other sources.

Wild Empathy (Ex): A shifter gains wild empathy as the
druid class feature, treating her shifter levels as druid levels for
this purpose.

Quick Transformation: The shifter may use the
Alteration sphere to apply a shapeshift to herself and only her
self as a move action. Maintaining this effect through concen-
tration only requires a move action each round.

Bestial Trait: At 2nd level and every 2 levels thereafter
the shifter gains a bestial trait, representing the ways she has
changed through her assumption of other forms.

The shifter may choose to keep these traits when she as-
sumes other forms, even if the trait would normally be removed
(such as natural claws).

Adaptation (Ex): The shifter suffers no harm from being
in a hot or cold environment and can exist comfortably in
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Table: The Shifter
Base
Fort Ref Will : Caster Magic
SR L Save Save Save Speciel Level Talents
Bonus
L & o 3 Casting, quick transforr'natlon, shapeshifter, spell points, e )
wild empathy

3rd +2 +1 Endurance +2 2

sth +3 +4 +4 +T Steal language +3 3

7th +5 +5 +5 +2  Enhanced attacks (cold iron, silver), enhanced physicality +5 5

oth +6/+1 +6 +6 +3 Extended transformation +6 6

1rth +8/+3 +7 +7 +3 Boundless communication +8 8

13th +9/+4 +8 +8 +4 Enhanced physicality +9 9

15th  +11/+6/+1 +9 +9 +5 Endless communication +I1 11

17th  +12/+7/+2  +10 +10 +5 Greater transformation +12 12

19th  +14/+9/+4  +11 +11 +6 Enhanced physicality +14 4

conditions between -50 and 140 degrees Fahrenheit (-45 and
60 degrees Celsius) without having to attempt Fortitude saves.
Her equipment is likewise protected. This trait does not pro-
vide any protection from fire or cold damage, nor does it pro-
tect against other environmental hazards such as smoke, lack
of air, and so forth.

If she possesses the flight bestial trait, she also is acclimat-
ed to living at high altitudes and treats her altitude zone as if it
were one lower. At shifter level 10, she may treat it as two levels
lower.

If she possesses the home in water bestial trait, she also
is immune to the pressures of the ocean and takes no damage
from water pressure.

Adaptation, Improved (requires adaptation): The shifter gains
resistance to acid, cold, electricity, fire, and sonic equal to her
shifter level.

Adaptation, Greater (requires adaptation, improved adaptation,
shifter 10): Choose a damage type the shifter has resistance to
through improved adaptation. She gains immunity to that dam-
age type. She may select this trait multiple times. The effects
do not stack. Each time it is gained, choose another damage
©

Z

Animal Advisor (Sw): The shifter gains a familiar, treating
her shifter levels as wizard levels. This stacks with levels gained
from other sources.

Animal Hide (Ex): The shifter gains a +1 natural armor bo-
nus. This stacks with all other sources of natural armor. This
bestial trait can be taken multiple times. The effects stack.

Animal Trainer (Ex): The shifter gains a bonus equal to 1/2
her shifter level to all Handle Animal checks. The shifter may
reduce the time needed to teach an animal a new trick or train
an animal for a general purpose to 1 day per 1 week required
by increasing the DC by +5. She can also train more than one
animal at once, although each animal after the first adds +2 to
the DC.

Barding (Su) (requires shifter 6): When assuming a form with
the Alteration sphere that would normally cause the shifter’s
worn armor to meld into her form, she may instead mold her
armor around her new form, allowing her to keep her armor’s
bonuses and benefits.

Bestial Rage (Ex): As a standard action, the shifter may let
out a ferocious howl. This allows her to attempt an Intimidate
check to demoralize all enemies within 30 feet of her.
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Bestial Speed (Ex): The shifter increases all of her movement
speeds by 10 feet. This bestial trait can be taken multiple times.
The effects stack.

Bite (Ex): The shifter gains a bite attack. This is a primary
attack dealing 1d6 damage (1d4 Small). If this is the only attack
made during the shifter’s turn, she adds 1-1/2 her Strength bo-
nus to the damage dealt.

Chameleon (Ex) (requires shifter 10): The shifter gains the
ability to hide in plain sight, using Stealth without cover or con-
cealment, even while being directly observed.

Claws (Ex): The shifter gains a pair of retractable claws,
which may be retracted or expanded as a free action. These are
primary attacks that deal 1d4 damage (1d3 Small).

Detachable Claws (Ex) (requires claws): The shifter may hurl
her claws as a ranged natural attack. This is treated as a thrown
weapon with a r1o-foot range increment. Each hand is treated
as a different weapon (allowing her to throw each as a separate
attack). Thrown claws may be regrown as a swift action.

Earth Glide (Su) (requires bome in the underground, shifter 10):
The shifter gains earth glide. She can pass through stone, dirt,
or almost any other sort of earth except metal as easily as a fish
swims through water. If protected against fire damage, she may
glide through lava. She leaves behind no tunnel, hole, ripple, or
any other sign of her presence.

Evasion (Ex): The shifter can avoid even magical and unusu-
al attacks with great agility. If she succeeds at a Reflex saving
throw against an attack that normally deals half damage on a
successful save, she instead takes no damage. Evasion can be
used only if she is wearing light armor, or no armor, and carry-
ing no more than a light load. If she is helpless, she loses the
benefit of evasion.

)

Ferocious (Ex) (requires endurance, shifter 6): The shifter gains
the Diehard feat.

Fey Kin (Sw): The shifter gains low-light vision if she does
not already possess it. The shifter may move through any sort
of undergrowth (such as natural thorns, briars, overgrown ar-
eas, and similar terrain) at her normal speed and without taking
damage or suffering any other impairment. Thorns, briars, and
overgrown areas that have been magically manipulated to im-
pede motion, however, still affect her.

Flight (Ex) (requires shifter 6): The shifter gains a 30 feet fly
speed with maneuverability (clumsy).

Flight, Perfect (requires shifter 6): If the shifter possesses a
flight speed, her maneuverability increases by one step +I step
per 6 shifter levels beyond 6th, to a maximum of (perfect).

Flight, Skillful (Ex): The shifter gains either the Flyby
Attack, Hover, or Wingover feats. She may select this trait up
to 3 times, gaining another feat each time.

Gore (Ex): The shifter gains the ability to sprout a horn
from her head as a free action. This grants her a gore attack
dealing 1d6 damage (1d4 Small). If this is the only attack made
during her turn, add 1-1/2 her Strength bonus to the damage
dealt.

Grab (Ex): The shifter gains the grab universal monster
ability with a natural attack of her choice. If the shifter loses
that natural attack due to a shapeshift, she may designate a dif-
ferent natural attack for this to augment for the duration.

Graft Weapon (Su): The shifter may spend a spell point
and 1 minute to graft a weapon to a limb capable of wielding a
weapon as per the Graft Weapon trait of the Morphic Weapon
Alteration talent. This graft persists until the weapon is re-
moved as a standard action.

Home in Nature (Ex): The shifter gains a favored terrain, as
the ranger class feature. She may select this trait once at 2nd
level, plus an additional time for every 4 shifter levels she pos-
sesses beyond 2nd. Each time this trait is gained beyond the
first, she gains an additional favored terrain, and the bonuses
granted in one of her favored terrains (even the one just se-
lected if she desires) increases by 2.

Home in the Underground (Ex) (requires shifter 4): The shifter
gains a 10 feet burrow speed.

Home in Water (Ex): The shifter gains the amphibious
subtype (including the ability to breathe underwater) and
a 30 feet swim speed.

Impaling Charge (Ex) (requires powerful charge): The
shifter gains the Impaling Charge feat.

Improved Evasion (Ex) (requires evasion, shifter 10): The
shifter’s evasion ability improves, so that while she still
takes no damage on a successful Reflex saving throw,
she henceforth takes only half damage on a failed save.

Improved Natural Attack (Ex) (requires shifter 6): One
of the shifter’s natural attacks increases its damage by

one die size. If the shifter loses that natural attack due
to a shapeshift, she may designate a different natural attack
for this to augment for the duration. The shifter may select
this trait multiple times. A single natural attack cannot be
improved more than once. Each time this trait is gained, in-
crease the number of natural attacks that may be augmented at
one time by 1.



Jumper (Ex): The shifter adds her shifter level as a bonus on
all Acrobatics checks made to jump. When attempting a jump,
she is always considered to have a running start.

The shifter may attempt an Acrobatics check to jump as
part of her charge. If her vertical height exceeds the height of
her target, the target is flat-footed against the attacks granted
by that charge and the critical threat range of her natural at-
tacks is increased by 1. This increase stacks with and is applied
after effects such as keen and Improved Critical.

Living Death (Su) (requires undead kin): The shifter no longer
needs to breathe. This grants immunity to inhaled poison as
well as suffocation (such as from being underground, underwa-
ter, or in a vacuum) but does not grant immunity to cloud or gas
attacks that do not require breathing.

Magical Attacks (Su): The shifter’s natural attacks all gain a
+1 enhancement bonus, as if they were magical weapons. This
bonus increases by +1 for every 5 shifter levels possessed.

Melded Equipment (Su) (requires shifter 10): The shifter may
activate magic items that have melded into her shapeshifted
form.

Multiattack: The shifter gains the Multiattack feat.

Nightvision: The shifter gains darkvision 6o feet. If she al-
ready possesses darkvision, increase the range of her darkvision
by 30 feet.

Permanent Size Change (Ex) (requires shifter 6): The shifter’s
size permanently changes to either Small, Medium, Tiny, or
Large, as if using the Size Change Alteration talent.

Permanent Size Change, Greater (Ex) (requires permanent size
change, shifter 10): The shifter may permanently change her
size to either Huge or Diminutive, as if using the Size Change
Alteration talent sphere.

Poison (Ex) (requires shifter 6): The shifter selects a single
natural attack (one claw, bite, etc.) she possesses. This natu-
ral attack inflicts poison on a successful attack (injury; save
Fortitude DC 10 + 1/2 her shifter level + her Constitution mod-
ifier; frequency 1/round for 6 rounds; effect 1d2 Constitution
damage; cure 1 save). If the shifter loses that natural attack
due to a shapeshift, she may designate a different natural attack
for this to augment for the duration. She may select this trait
multiple times. The effects do not stack. Each time it is gained,
select another natural attack to inflict poison.

Poison, Improved (Ex) (requires poison, shifter 10): The shift-
er selects one natural attack augmented by the poison bestial
trait. The effect of this poison improves to 1d2 Constitution
and Strength damage, 2 saves. She may select this trait multiple
times. The effects do not stack. Each time it is gained, select
another natural attack augmented by the poison trait.

Pounce (Ex) (requires shifter 6): The shifter gains the pounce
special ability, allowing her to make a full-attack at the end of
a charge.

Powerful Charge (Ex): If the shifter possess a gore attack,
she may use it to make a powerful charge. When charging,
her gore attack doubles its damage dice plus 1-1/2 times her
Strength bonus.

Prey (Ex): The shifter gains a favored enemy, as the ranger
class feature. She may select this trait once at 2nd level, plus
an additional time for every 4 shifter levels she possesses be-
yond 2nd. Each time this is gained after the first, she gains an
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additional favored enemy, and the bonuses granted against one
of her favored enemies (even the one just selected if she desires)
increase by 2.

Quick Healing (Sw): As a free action once per round, the
shifter may heal 5 hit points as if she had the fast healing abil-
ity. She may heal 5 hit points per day in this manner for every
2 shifter levels possessed. If she falls unconscious because of
hit point damage and she still has healing from this ability, the
ability activates automatically each round until she is conscious
again or the ability is depleted for the day.

This bestial trait can be gained multiple times. Each time it
is gained, increased the maximum hit points that can be healed
with this ability by an additional 5 per 2 shifter levels.

Scent (Ex): The shifter gains the scent ability: If she possess-
es home in water, she also gains the ability to detect creatures
by scent up to a 18o-foot radius underwater and can detect
blood in the water at ranges of up to a mile.

Shape Weapon (Sw): As a standard action the shifter may
reshape one of her limbs capable of wielding a weapon into a
weapon she is proficient in as per the Shape Weapon trait of
the Morphic Weapon Alteration talent. Use her shifter level to
determine the effective caster level of this ability. This stacks
normally with caster levels gained from other sources. This
change persists until dismissed as a free action.

Snatch (requires Huge size): The shifter gains the Snatch feat.

Spider Climb (Ex): The shifter gains a 30 feet climb speed.

Spider Climb, Improved (Ex) (requires spider climb): If the shift-
er possess a climb speed, that climb speed increases by 10 feet.
She may climb virtually on any surface, no matter how slick
or sheer. She can climb and travel on vertical surfaces or even
traverse ceilings as well as a spider does. She needs not attempt
Climb checks to traverse a vertical or horizontal surface (even
upside down).

Spines (Ex): The shifter grows spines, thorns, or spikes.
These may be treated as armor spikes of their size (td6 Medium,
1d4 Small, 20x2, piercing) but may be enhanced as natural
weapons and may be wielded as a secondary natural weapon if
beneficial.

Sprint (Ex): The shifter gains the Run feat. Once per hour,
the shifter may move up to 10 times her speed when running
or charging.

Superior Senses (Ex) (requires shifter 10): The shifter gains
blindsense out to 15 feet.

Tuste for Blood (Ex) (requires shifter 6): If the shifter spends
a standard action to feast on a corpse killed within the last
minute, she gains a +4 morale bonus to her Strength and
Constitution for 1 round per shifter level.

Track Master (Ex): The shifter’s adds half her shifter level
(minimum 1) to Survival checks. The shifter no longer leaves a
trail if she does not wish to.

Trip (Ex) (requires shifter 6): If the shifter possesses a bite
attack, she may attempt to trip the target of a successful bite
attack as a free action. This does not provoke an attack of op-
portunity, and she cannot be tripped in return.

Undead Kin (Su): The shifter is healed by both positive and
negative energy.

Web (Ex): The shifter may create webs as the Web trait
from the Vermin Transformation Alteration talent. This ability
is usable 8 times per day, rather than once per minute.
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Endurance (Ex): At 3rd level the shifter gains Endurance
as a bonus feat.

Lingering Transformation: At 4th level, when the
shifter applies a shapeshift to herself and maintains it through
concentration or decides not to maintain the shapeshift at all,
the shapeshift lasts an additional number of rounds equal to 1/2
her shifter level before ending.

Enhanced Attacks (Su): Starting at 4th level, the shift-
er’s magic begins to augment her natural attacks, in both her
normal and transformed shapes. All the shifter’s natural attacks
are treated as magic weapons for the purpose of overcoming
damage reduction. At 7th level they are treated as cold iron and
silver weapons. At 10th level, the shifter has come to embody
fluidity so much that her natural attacks are treated as chaot
ic weapons for the purpose of overcoming damage reduction.
At 16th level, they are treated as adamantine weapons for this
purpose.

Steal Language (Su): At 5th level, a shifter can not only
change her body, but also her mind. The shifter may touch a
target, gaining for 24 hours the ability to speak and understand
one language that creature speaks. This can work on animals
and other creatures that do not have a language, but only al-
lows communication with that particular type of creature (ea-
gle, dog, wolf, etc.). She may only have one language acquired
at a time in this manner; acquiring a second language dismisses
the first.

Enhanced Physicality (Ex): At 7th level, the shifter’s
body begins to become naturally enhanced through her trans-
formations. She gains a +2 inherent bonus to her Constitution
score. This increases to +4 at 13th level, and +6 at 19th level.

Immunity to Poison (Ex): At 8th level, the shifter gains
immunity to all poisons.

Extended Transformation (Sp): At 9th level, the shift-
er’s control over Alteration magic makes her transformations
unusually powerful. Whenever the shifter spends a spell point
to allow a shapeshift to continue without concentration, the ef-
fect lasts for 1o minutes per level instead of 1 minute per level.

Boundless Communication (Ex): At 1th level, the
shifter’s ability to communicate increases. She may understand
and be understood by any creature with a language.

Immunity to Disease (Ex): At 12th level, the shifter
gains immunity to all diseases, including magical diseases.

Endless Communication (Ex): At 15th level, the shift-
er’s communicative powers encompasses all life. She may com-
municate with and understand any living creature, even those
without languages such as animals and plants.

Greater Transformation (Su): At 17th level, whenever
the shifter spends a spell point to allow a shapeshift to endure
without concentration, the effect lasts for 1 hour per level.

Second Skin (Ex): At 20th level the shifter becomes a
master of Alteration magic. Whenever she changes her own
form with a shapeshift it is considered an extraordinary ability
instead of a magical effect. This means it does not provoke an
attack of opportunity, cannot be dispelled or countered, and
can be used within an antimagic field. Changes to herself have
an unlimited duration without the need to spend any spell
points.

Soul Weaver

Soul weavers focus on controlling the powers of life and
death. While they tend to make townsfolk a bit nervous - espe-
cially if the shambling horde of undead follows them into town
- those who face great danger tend to appreciate having such a
powerful ally at their side.

Role: Soul Weavers are usually either masters of healing or
masters of many small minions, though sometimes they can be
masters of both at once.

Alignment: Any

Hit Die: d6

Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.

Class Skills

The soul weaver’s class skills are Craft (Int), Diplomacy (Cha),
Fly (Dex), Heal (Wis), Intimidate (Cha), Knowledge (arcana)
(Int), Knowledge (history) (Int), Knowledge (planes) (Inv),
Knowledge (religion) (Int), Linguistics (Int), Perform (Cha),
Profession (Wis), Sense Motive (Wis), and Spellcraft (Int).
Skill Ranks Per Level: 4 + Int modifier.

Class Features

Weapon and Armor Proficiency: A soul weaver is pro-
ficient with all simple weapons.

Casting: A soul weaver may combine spheres and talents
to create magical effects. A soul weaver is considered a High-
Caster. (Note: All casters gain 2 bonus talents and a casting tra-
dition the first time they gain the casting class feature.)

Spell Pool: A soul weaver gains a small reservoir of energy
she can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to her
class level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A soul weaver gains a magic talent every
level, according to Table: The Soul Weaver.

Channel Energy (Su): A soul weaver may summon waves
of spiritual energy that affect nearby creatures. This is identical
to the cleric class feature. She may use this ability a number of
times per day equal to 3 + her Charisma modifier (minimum
1). She must choose at 1st level whether to channel positive or
negative energy, after which this decision may not be changed.
A soul weaver’s choice to channel positive or negative energy
is not connected to their alignment, and any soul weaver may
channel either energy.

Master of Life and Death: The soul weaver gains either
the Life sphere (if they choose to channel positive energy) or
the Death sphere (if they choose to channel negative energy) as
a bonus sphere at 1st level.

Bound Nexus (Su): A soul weaver’s greatest strength is
the souls she collects. A soul weaver possesses a number of souls
equal to 3 + her casting ability modifier (minimum 1). These
souls replenish whenever the soul weaver rests to regain spell
points. These souls may be turned visible or invisible as a free
action (if visible, they appear as wisps of energy that glow dim-
ly). Souls either orbit the soul weaver (moving as she does at
the same speed), or may be directed to move independently as a
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Table: The Soul Weaver

Base
Attack
Bonus

Caster
Level

Fort

Ref \\ 71/
Save Save

Magic

Level Talents

Save Special

Ist +0 +0 +0 +2 Bound nexus, casting, channel energy 1d6, +1 1 (+2)

master of life and death, nexus powers, spell pool

3rd +1 +1 +1 Channel energy 2d6

sth +2 +I +1 +4 Channel energy 3d6

7th +3 +2 +2 +5 Channel energy 4d6

9th +4 +3 +3 +6

Channel energy 5d6 +9 9

rrth +5 +3 +3 +7 Channel energy 6d6

arl (L it

13th +6/+1 +4 +4 +8 Channel energy 7d6 +13 13

15th +7/+2 +5 +5 +9 Channel energy 8d6 +1§ 15

17th +8/+3 +5 +5 +I0 Channel energy 9d6

+1I7 17

19th +9/+4 +6 +6 +11 Channel energy 10d6

+I9 19

free action that may be taken once per soul per round. Souls be-
have as creatures with a fly speed of 40 feet that may only take
actions to move and always succeed at Fly checks. These souls
are only projected into the same plane as the soul weaver, and as
such are considered ethereal and are also immune to damage of
any kind. A soul must remain within medium range of the soul
weaver, or disappear back to the nether.

A soul weaver gains a number of abilities, each of which
uses up a soul’s energy, returning it to the nether until the soul
weaver rests to regain spell points. Nexus powers require a stan-
dard action, and if a saving throw is required the DC is equal
to 10 + 1/2 soul weaver level + casting ability modifier. To use an
ability, the target must be adjacent to the soul weaver (if the
spirit is orbiting her), or else the soul weaver must first direct
the soul to move into the target’s square.

The soul weaver gains the following bound nexus abilities:

Aid the Dead

The soul weaver may expend a soul to bolster an undead
creature, granting it a +I profane bonus to attack rolls, saving
throws, and channel resistance, which increases by 1 for every §
levels the soul weaver possesses. The creature also gains 1 tem-
porary hit point per level. These bonuses last 1 hour.

Lovelorn Soul

The soul weaver may expend a soul to aid an ally who is at
negative hit points, but not dead. The ally becomes stable and
gains temporary hit points equal to twice the soul weaver’s class
level + her casting ability modifier for 1 minute.

Siphon Health

The soul weaver may expend a soul to siphon health from a
living creature. The target suffers 1d6 damage per 2 levels (min-
imum 1d6, Fortitude half), and the soul weaver gains temporary
hit points that last one hour equal to the damage dealt. A crea-
ture cannot be damaged beyond what would kill them.

Curious Spirit

At 4th level, the soul weaver may expend one soul to com-
mune with the spirit world, allowing her to speak with and
question the ancestral dead. This allows her to attempt a single
Knowledge check, even if untrained, and with an insight bonus
equal to her soul weaver level + her casting ability modifier. This
may be used to reroll a Knowledge check the soul weaver had
previously failed, but no more than once per question. If the
soul weaver is touching a body that has been dead for no lon-
ger than 1 day per level, she may summon and speak with that
body’s spirit for up to 1 minute per caster level, which retains
all knowledge it had in life but is under no obligation to talk or
answer any questions.
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Summon Spirit 1

At 4th level, the soul weaver may expend a soul to sum-
mon a poltergeist in the soul’s square or the nearest unoccupied
square. This creature counts as a summoned creature and re-
mains for a number of rounds equal to the soul weaver’s casting
ability modifier.

Channel Mastery

At 8th level, a soul weaver may spend a soul in conjunction
with channeling energy to add the benefits of any one (channel-
ing) feat to that channeling. The soul weaver must meet all oth-
er prerequisites of that feat to gains its benefits in this manner.

Summon Spirit 11

At 8th level, the soul weaver may expend a soul to summon
either 1 shadow or 2 poltergeists in the soul’s square and/or the
nearest unoccupied squares. Multiple creatures appear in adja-
cent squares to each other. A summoned creature cannot create
spawn. These creatures last for a number of rounds equal to the
soul weaver’s casting ability modifier.

Divine Soul

At 8th level, the soul weaver may expend a soul in con-
junction with channeling energy to increase the die size to dros
instead of d6s.

Blessed Soul

At 8th level, the weaver soul may expend a soul as an im-
mediate action to allow a target to reroll a saving throw it just
failed.

Summon Spirit 111

At 12th level, the soul weaver may expend a soul to sum-
mon either 1 wraith, 2 shadows, or 4 poltergeists. This is similar
in all other ways to summon spirit II.

Ghostpoint

At 12th level, the soul weaver may, when using a spell, spell-
like ability, sphere ability, or soul weaver ability, target the effect
as if she were standing in the same square as one of her souls.
If the magic effect requires a touch attack, the soul may make
the touch attack for the soul weaver, using her bonuses. This
expends the soul.

Summon Spirits IV

At 16th level, the soul weaver may expend a soul to sum-
mon either 1 greater shadow, 2 wraiths, 4 shadows, or 4 pol-
tergeists. This is similar in all other ways to summon spirit II.

Temporary Resurrection

At 16th level, the soul weaver may expend a soul to bring
a creature who has died within 48 hours back to life. This lasts
for 24 hours, and the target is returned to full health (although
they do not recover other things, such as spells or spell points
already used), and the target gains 1 permanent negative level
while under the effect of this ability.

This negative level goes away when the target dies or is
permanently raised from the dead. The target still counts as
a dead corpse (but not undead) for the purpose of effects that
revive dead creatures. Once a creature has been revived with
temporary resurrection, this ability cannot be used on it again
until it is permanently raised from the dead.

Trap Soul

At 16th level, if a target is at negative hit points or
has died within 1 round, the soul weaver may expend

a soul to trap the target’s soul. The target must succeed at a
Will save or their soul is taken and added to the soul weav-
er’s bound nexus as a new soul, which they may expend and
summon as normal (so long as the soul weaver possesses the
trapped soul, the soul expended to use this ability is released
from service and returns to the nether). This does not increase
the soul weaver’s total number of souls. The subject of this
ability cannot be resurrected unless the soul weaver is killed
or voluntarily chooses to release the soul from service. While
the soul is in the soul weaver’s possession, the soul weaver may
speak with and question the soul, which retains the knowledge
it had in life, but is under no obligation to answer questions
(although bargaining for a peaceful release into the afterlife is
usually enough to get a spirit to talk).

Summon Spirits V

At 20th level, the soul weaver may expend a soul to sum-
mon either 1 banshee, 1 dread wraith, 2 greater shadows, 4




wraiths, 4 shadows, or 4 poltergeists. This is similar in all other
ways to summon spirit IT.

Blessing/Blight (Su): All ensouled creatures are under
a soul weaver’s power, and a soul weaver can cause incredible
effects to befall both allies and enemies.

At 2nd level, a soul weaver who chose to channel positive
energy may grant blessings to targets, while a soul weaver who
chose to channel negative energy may give blights. All blessings
and blights may only be granted to living targets with souls.
A target may only be under one blessing or blight at a time.
Applying a blessing to a target with blight or vice-versa dispels
both effects, leaving neither.

The blight list of abilities is as follows:

Blight

At 2nd level, the soul weaver may touch a target and ex-
pend a use of channel energy to place a blight on them. The
target is allowed a Fortitude save (DC + 1/2 soul weaver level
+ casting ability modifier), and on a failure, grows a patch of
festering undead flesh where it was touched (this patch may be
hidden under the skin if the soul weaver chooses, so a target
might not even know it has been infected). Blight is considered
a magical disease and is permanent until removed by magic or
with the Heal skill. A blessing counters and dispels a blight,
leaving neither blessing nor blight in place.

A creature with blight suffers a -2 penalty to all saves
against necromancy spells, Death sphere abilities, bound nexus
powers, or blight abilities. A soul weaver may concentrate at
any time to discover what creatures within close range possess
blight.

Lesion

At 6th level, a soul weaver may target a creature within
close range already suffering from a blight and expend a use
of channel energy to cause that blight to rupture. This deals
1d8 damage (bludgeoning, piercing, slashing) per soul weaver
level to the target (Fortitude half). Using lesion consumes and
removes their blight.

Mind Blight

At 10th level, the soul weaver may use lesion to take control
of a target instead of damaging it. The blight spreads to their
brain (Fortitude negates), giving them 4 points of ability drain
to all mental ability scores and giving the soul weaver control
over them for 1 hour per level or until the blight is cured. For
the duration of this effect, the target can make only a standard
action or move action on their turn, but not both.

The target obeys all verbal commands (without a shared
language, only basic commands such as come, fight, or stand
still may be communicated) and does anything asked to the
best of its ability, including self-destructive commands (a target
command to hurt or kill itself deals its weapon damage + its
Strength damage to itself per round until dead). Effects such
as protection from evil or the Hallow word from the Fate sphere
do not end this effect, since it is the result of a physical malady
rather than a mind-altering or possession effect.

Unlike the standard lesion ability, mind blight does not
consume the target’s blight when used, and the target may be
subject to another lesion or mind blight, even while already
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under the effects of a mind blight. If another soul weaver at-
tempts to use mind blight on a target already under the effects
of mind blight, the two soul weavers make opposed checks (d20
+ their soul weaver level + their casting ability modifier) to de-
termine who wins control of the target. Drain from multiple
mind blights are cumulative.

Consume

At 14th level, the soul weaver may use lesion to kill a target
rather than damage it or take control of it. The target dies in-
stantly (Fortitude negates) and raises the next round as a zom-
bie under the soul weaver’s control for 1 hour per level. After
the time is up, the body collapses and becomes simply another
dead body. On a successful save, the target still suffers 1d8 dam-
age per soul weaver level.

Detonate

At 18th level, when using the soul weaver’s lesion ability to
kill a target, she may also cause their blight to burst on a failed
save, dealing 1d6 fire damage per soul weaver level to all adja-
cent targets (Reflex half).

The blessing ability list includes the following:

Blessing

At 2nd level, the soul weaver may touch a target and expend
a use of channel energy to place a blessing on them (unwilling
targets may attempt a Will save to resist). A blessing lasts for 24
hours and grants a +1 bonus to all saving throws.

Heal

At 6th level, a soul weaver may target a creature within
close range already under the effects of a blessing and expend
a use of channel energy to heal that target for 10 hit points per
soul weaver level. Healing a target in this way consumes and
removes their blessing.

Restore

At 10th level, when the soul weaver uses her heal ability,
the target is also cured of ability damage, blinded, confused,
dazed, dazzled, deafened, diseased, exhausted, fatigued, feeble-
minded, insanity, nauseated, poisoned, sickened, and stunned.

Revive

At 14th level, the soul weaver may use her heal ability to
bring targets back to life if they died while under the effects
of a blessing, so long as the blessing has not yet expired. The
target is restored with one permanent negative level.

Renew

At 18th level, when the soul weaver uses her heal ability, the
target is also cured of all temporary and permanent negative
levels (including the one gained if revived), as well as all ability
drain.

Gravewalker (Su): At 20th level, a soul weaver has be-
come so adept at walking the paths of life and death, that both
become evident in her body and soul. The soul weaver gains
immunity to nonlethal damage, ability drain, and energy drain.
Unintelligent undead ignore the soul weaver, treating her as
another undead creature unless provoked. If the soul weaver
should die, she may choose to rise 2d4 days later as a ghost.
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Symbiats are fused creatures, where psionic aberrations
are pulled in (usually through a horrific process) to inhabit the
mind of a caster. Their mastery of mental abilities makes them
good leaders, and their psionic powers make them even better
at supporting others.
Role: A symbiat’s abilities make them masters of defence and
can push both themselves and their teammates to powerful new
heights with the psionics.
Alignment: Any
Hit Die: d8
Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.
Class Skills
The symbiat’s class skills are Acrobatics (Dex), Craft (Int),
Diplomacy (Cha), Fly (Dex), Intimidate (Cha), Knowledge
(alD) (Int), Linguistics (Int), Perception (Wis), Profession (Wis),
Sense Motive (Wis), Spellcraft (Int), and Stealth (Dex).
Skill Ranks Per Level: 4 + Int modifier.

Table: The Symbiat

Base
Attack
Bonus

Fort
Save

Ref Will

Level Save Save

Ist +0 +0 +2

Special

Battlefield sense, casting, mental
powers, psionics, spell pool

Class Features

Weapon and Armor Proficiency: A symbiat is profi-
cient with all simple weapons, plus the longsword, rapier, sap,
short sword, shortbow, and whip. A symbiat is proficient with
no armor, but is proficient with shields. A symbiat wearing ar-
mor or carrying a medium or heavy load loses the benefit of
their battlefield sense.

Casting: A symbiat may combine spheres and talents to
create magical effects. A symbiat is considered a Mid-Caster.
(Note: All casters gain 2 bonus talents and a casting tradition
the first time they gain the casting class feature.)

Spell Pool: A symbiat gains a small reservoir of energy
he can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to his
class level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A symbiat gains 3/4ths of a magic talent
per level, according to Table: The Symbiat.

Mental Powers: A symbiat gains the Mind and Telekinesis
spheres as bonus magic talents.

Caster
Level

Magic AC Fast
Talents Bonus Movement

+o (1) o (+2) +0 +o ft.

3rd +2 +I +3

Pushed movement, share exper-
tise, danger sense +1

) 2 +0 +10 ft.

|

sth +3 +I +4 +4 Two minds +3 3 +1 +10 ft.

Battlefield relay (+3), share

: +20 ft.
capacity

7th +5 +2 +5 +5 +5 5 +1

Danger sense +3, improved eva-

sion, improved mind link 1 4 \

9th +6/+1 +3 +6 +6 +30 ft.

rrth +8/+3 +7 Psionic fortress +8 8 +2 +30 ft.

13th +9/+4 +8 +8 Battlefield relay (+4) 9 +3 +40 ft.

15th

+11/+6/+1 +5 +9 +9 Danger sense +5 +I1 1 +3 +50 ft.

17th +12/+7/+2 +5 +10 +10 Greater mind link +12 12 +4 +50 ft.

19th  +14/+9/+4 +6 +11 +I1 Battlefield relay (+5) 14 +4 +60 ft.




Battlefield Sense (Ex): When unarmored and unencum-
bered, the symbiat’s second mind may subtly push the symbiat,
protecting him from danger. The symbiat adds his Intelligence
bonus (if any) to his AC and CMD. These bonuses apply even
against touch attacks or when the symbiat is flat-footed and
increase by +I for every 4 symbiat levels possessed to a maxi-
mum of +§ at 20th level. The symbiat loses this bonus when he
is immobilized or helpless, when he wears any armor, or when
he carries a medium or heavy load.

Psionics (Su): A symbiat’s alien mind empowers the sym-
biat with strength and subtlety far beyond what most casters
can achieve. A symbiat may create psionic effects from the list
below for a total number of rounds per day equal to 4 + his
Intelligence modifier. Every level gained beyond 1st grants him
an additional 2 rounds he may create psionic effects.

A symbiat may activate any psionic effect he possesses as
a standard action, but need only spend a free action to main-
tain the effect each round. Changing from one psionic effect
to another requires the symbiat to stop the previous effect
and start a new one as a standard action. A psionic effect
cannot be disrupted, but it ends immediately if the symbi-

at is killed, stunned, knocked unconscious, or otherwise
prevented from taking a mental free action to maintain
can start a psionic effect as a move action instead
of a standard action. At 13th level, a symbiat can

The symbiat may link the minds of him- '
self and any number of willing targets with [

( _

the symbiat when the effect is begun, but |
they need not remain within 60 feet while it
provided they share a language. Where there is no
shared language, only simple communication (go,

The symbiat may open the mind of an oppo-
nent, reading their intentions and relaying this
allowed a Will save (DC 10 + 1/2 his sym-
biat level + his Intelligence modifier) /
target, the symbiat and all allies
within 60 feet of the symbiat
made against the target, a +2 /
dodge bonus to AC against
against any effect originating from the
target. While the symbiat must stop a

o

\_\

it each round. A symbiat cannot maintain more than
one psionic effect at one time. At 7th level, a symbiat
start a psionic effect as a swift action.
Mind Link
Intelligence scores of 3 or higher. All targets
to be connected must be within 60 feet of
is maintained. All affected creatures may com-
municate with each other through this mental link,
come, attack, help) may be sent.
Battlefield Relay
information to his allies. Designating a target
is a mind-altering effect, and the target is
to negate this designation. If a crea-
ture is successfully designated as a
gain a +2 circumstance bonus
to attack rolls and skill checks /
attacks coming from the target, and a
+2 circumstance bonus saving throws
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previous psionic effect and spend an action to activate battle-
field relay, this effect only counts towards the symbiat’s daily
limit of psionic rounds if the target fails their saving throw. The
symbiat and all allies to gain these bonuses must be within 60
feet of the target to be affected by battlefield relay: At 7th level,
the bonus granted by battlefield relay increases to +3. This in-
creases to +4 at level 13, and +5 at level 19.
Telekinetic Manipulation
The symbiat may use their telekinesis to manipulate the
battlefield. So long as this effect is active, the symbiat may; as an
immediate action, add either a bonus or a penalty equal to 1/2
his symbiat level (minimum 1) to one attack roll made within 60
feet of him. The symbiat must announce he will use this ability
before the attack roll is made.
Share Expertise
At 3rd level, the symbiat may create a psionic effect that
allows him and his allies to share knowledge and capabilities.
The symbiat chooses one skill he has at least 1 rank in. All allies
within 60 feet may use the symbiat’s ranks in that skill in
place of their own when attempting checks, if the symbi-
at has more ranks. If the skill to be shared is a class skill,
d the class skill bonus is also shared, although every crea-
ture uses its own ability score modifier. At 1oth level,
the symbiat may choose the skill ranks and class
skill bonus from an ally within range instead of
_himself and grant those ranks to himself and
N\ his other allies.
\ Telekinetic Edge
At 6th level, the symbiat may push
their own body or the body of a single
willing ally with their telekinetics, mak-
ing it effectively stronger and faster than
it otherwise could be. The symbiat may
affect an additional target at 9th level and
every 3 levels thereafter, to a maximum of §
targets at 18th level. Affected targets gain a +2
bonus to attack rolls and damage rolls and a +2
dodge bonus to AC. All affected targets must
remain within 60 feet of the symbiat to retain
these benefits.
Share Capacity
At 7th level, the symbiat may create an effect
similar to the share expertise psionic effect, except
instead of sharing ranks in a skill with his allies, the
symbiat shares one feat he possesses. All allies with-
in 60 feet gain the benefits of that feat, even if they
do not meet that feat’s prerequisites. At 15th level,
the symbiat may choose a feat possessed by any of his
affected allies instead of one he possesses and grant
that feat to himself and his other allies instead.
Improved Mind Link
At oth level, the symbiat always knows the direc-
tion and distance to any creature under the effect of his
mind link and any conditions affecting them: confused,
disabled, diseased, dying, nauseated, panicked, poisoned,
staggered, stunned, unconscious, unharmed, wounded, etc.
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Psionic Fortress

At 11th level, the symbiat may use his psionic abilities to
create a field of protection around himself. The symbiat and all
allies within 30 feet gain a +4 deflection bonus to AC and a +4
morale bonus to Will saving throws.

Telekinetic Colossus

At 16th level, the symbiat may use telekinesis to grant a
target unparalleled strength and speed. The symbiat may affect
one creature within 6o feet, plus an additional creature for ev-
ery 2 levels beyond 16th. The targets gain a +6 enhancement
bonus to Strength and Dexterity, as well as a +30 feet enhance-
ment bonus to their movement speed as long as this ability is
in effect. When making an attack action or full attack action,
the creature may make one extra attack with one natural or
manufactured weapon. The attack is made using the creature’s
full base attack bonus, plus any modifiers appropriate to the sit-
uation. This extra attack is not cumulative with similar effects,
such as that provided by a speed weapon or the Improved Haste
Time talent.

Greater Mind Link

At 17th level, the symbiat may use spells and sphere effects
on any target under his mind link regardless of distance or line
of effect, even touch spells and sphere effects.

ESP (Ex): A symbiat is aware of more of his surroundings
than his physical senses can account for. Beginning at 2nd level,
he gains a bonus to Sense Motive and Perception checks equal
to 1/2 his symbiat level.

Evasion (Ex): At 2nd level and higher, a symbiat’s add-
ed senses allow him to avoid even magical and unusual attacks
with great agility. If he succeeds at a Reflex saving throw against
an attack that normally deals half damage on a successful save,
he instead takes no damage. Evasion can be used only if the
symbiat is wearing light armor or no armor. A helpless symbiat
does not gain the benefit of evasion.

Pushed Movement (Su): At 3rd level, a symbiat gains
the ability to unconsciously push their body to greater speeds
through their telekinesis. The symbiat gains a +10 feet bonus to
their base movement speed. This bonus increases by +10 feet
for every 3 symbiat levels possessed beyond 3rd, to a maximum
of +60 feet at 18th level.

Danger Sense (Ex): At 3rd level, a symbiat gains a +1 bo-
nus on Reflex saves to avoid traps and a +1 dodge bonus to AC
against attacks made by traps. In addition, he gains a +1 bonus
on Perception checks to avoid being surprised by a foe. These
bonuses increase by 1 every 3 symbiat levels thereafter (to a
maximum of +6 at 18th level). This ability counts as trap sense
for the purpose of any feat or class prerequisite. The bonuses
gained from this ability stack with those gained from trap sense
(from another class).

Uncanny Dodge (Ex): Starting at 4th level, a symbiat’s
mental senses let him react to danger before his physical sens-
es would normally allow him to do so. He cannot be caught
flat-footed, nor does he lose his Dexterity bonus to AC if the
attacker is invisible. He still loses his Dexterity bonus to AC
if immobilized. A symbiat with this ability can still lose his
Dexterity bonus to AC if an opponent successfully uses the
feint action against him.

If a symbiat already has uncanny dodge from a different
class, he automatically gains improved uncanny dodge (see be-
low) instead.

Two Minds (Ex): At 5th level, a symbiat’s two minds give
him a greater resilience to mind-affecting attacks. Whenever
the symbiat attempts a Will saving throw, he may roll twice and
take the better result. If the symbiat would be able to roll twice
through any other ability, he may roll three times and take the
better result.

Improved Uncanny Dodge (Ex): A symbiat of 8th level
or higher can no longer be flanked. This defense denies a rogue
the ability to sneak attack the character by flanking him, unless
the attacker has at least four more rogue levels than the target
does.

If a character already has uncanny dodge from another
class, the levels from the classes that grant uncanny dodge stack
to determine the minimum rogue level required to flank the
character.

Improved Evasion (Ex): At gth level, a symbiat’s eva-
sion ability improves. He still takes no damage on a successful
Reflex saving throw against attacks, but henceforth he takes
only half damage on a failed save. A helpless symbiat does not
gain the benefit of improved evasion.

Greater Psionics: At 20th level, a symbiat may use two
psionic effects at once by spending 2 rounds of psionic power
each round. Each effect must be begun separately, and ending
one effect does not necessitate ending the other.

[Thaumaturge

The Thaumaturge is willing to go places most other casters
wouldn’t dare to tread. Their agreements give them access to
ancient and forbidden knowledge, and they’re capable of using
it to great effect. Each Thaumaturge chooses their own pursuit,
and they often specialize in a handful of potent powers.

Role: A thaumaturge is a focused caster, often choosing at
most one or two specialty spheres and using those specialties in
ways no other caster could.

Alignment: Any

Hit Die: d8

Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition,
each character begins play with an outfit worth 10 gp or less.

Class Skills

The thaumaturge’s class skills are Craft (Int), Diplomacy
(Cha), Disguise (Cha), Fly (Dex), Heal (Wis), Intimidate
(Cha), Knowledge (all) (Int), Linguistics (Int), Perform (Cha),
Profession (Wis), Sense Motive (Wis), Spellcraft (Int), Use
Magic Device (Cha).

Skill Ranks Per Level: 4 + Int modifier.

Class Features

Weapon and Armor Training: A thaumaturge is profi-
cient with all simple weapons and light armor.

Casting: A thaumaturge may combine spheres and talents
to create magical effects. A thaumaturge is considered a High-
Caster. (Note: All casters gain 2 bonus talents and a casting tra-
dition the first time they gain the casting class feature.)
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Table: The Thaumaturge

Base
Attack
Bonus

Caster
Level

Fort

Ref  Will
Save Save

Magic

Level Talents

Save Special

Ist +0 +0 +0 +2 Casting, forbidden lore (+2), invocations, spell pool +1 o (+2)

3rd Invocations

sth Forbidden lore (+3) +5 2

+3 +I +1 +4

7th +5 +2 +2 +5 Invocations S 3

oth +6/+1 +3 +3 +6 Forbidden lore (+4) +9 4

1rth +8/+3 Invocations +IT 1

I3th +9/+4 +4 +4 +8 Forbidden lore (+5) +13 6

15th +I1/+6/+1 +5 +5 +9 Invocations +I§ 7

17th +12/+7/+2 +5 +5 +10 Forbidden lore (+6) +17 8

19th +14/+9/+4 +6 +6 +I1 Invocations +I9 9

Spell Pool: A thaumaturge gains a small reservoir of ener-
gy he can call on to create truly wondrous effects, called a spell
pool. This pool contains a number of spell points equal to his
class level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A thaumaturge gains a magic talent at
2nd level and every 2 levels thereafter, according to Table: The
Thaumaturge.

Forbidden Lore: Thaumaturges use bargains, secrets,
and dangerous magical practices to push their casting to great-
er heights than their more careful contemporaries achieve. A
thaumaturge may, as part of the action required to use a spell
or sphere effect, increase his caster level by 2 for that effect.
This applies to variables dependent on a particular casting of
an effect (damage, duration, number of targets etc.), but it does
not apply to the caster’s total caster level with that sphere G.e.,
it does not determine the strength of a companion from the
Conjuration sphere, nor to the total number of Hit Dice of
reanimated creatures that may be controlled through the Death
sphere). This bonus increases by +1 at 5th level, and by an ad-
ditional +1 for every 4 levels thereafter to a maximum of +6 at
17th level.

‘Whenever a thaumaturge uses forbidden lore to enhance
their magic, there is a 15% chance the thaumaturge will suffer

backlash; the spell or sphere effect does not manifest, and any
spell slot or spell points spent are lost. In addition, the thau-
maturge suffers a -1 penalty to attack rolls, saving throws, skill
checks, and to their effective caster level (minimum 1), which
lasts until he rests to regain spell points. This penalty is cumula-
tive; every time the thaumaturge suffers backlash in a day, these
penalties increase by 1.

Invocations: Thaumaturges control power in its purest
form; whether through bargains with outsiders, the summon-
ing of primal spirits, or simply an untamable spark in their soul,
a thaumaturge can invoke a limited amount of truly wondrous
power.

A thaumaturge may use invocations a number of times
per day equal to his casting ability modifier + 1/2 his class level,
which refreshes when he rests to regain spell points. Whenever
an invocation calls for a saving throw; the DC is equal to 10 +
1/2 his thaumaturge’s level + his thaumaturge’s casting ability
modifier. A thaumaturge may only use invocations of his level
or lower. Using an invocation is a free action that may be taken
even when it is not the thaumaturge’s turn, but the thauma-
turge cannot use multiple invocations as part of the same sav-
ing throw, check, or use of forbidden lore.

Lingering Blessing
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At 1st level, when using forbidden lore to augment a spell or
sphere effect, the thaumaturge may use an invocation to cause
the affected targets to gain 1 temporary hit point per thauma-
turge level for 1 round per thaumaturge level.

Lingering Pain

At 1st level, when using forbidden lore to augment a spell or
sphere effect, the thaumaturge may use an invocation to cause
the affected targets to become sickened for 1 round (Fortitude
negates).

Meditation

At 1st level, the thaumaturge may reroll a failed Knowledge
check. The thaumaturge may only use this ability once for any
given Knowledge check.

Empowered Attack

At 3rd level, when using forbidden lore to augment a spell or
sphere effect, the thaumaturge may use an invocation to grant
himself a bonus to attack rolls equal to his forbidden lore bonus
for a number of rounds equal to his casting ability modifier.

Empowered Defense

At 3rd level, when using forbidden lore to augment a spell or
sphere effect, the thaumaturge may use an invocation to grant
himself a dodge bonus to AC equal to his forbidden lore bonus
for a number of rounds equal to his casting ability modifier.

Channel Punishment

At 7th level, if the thaumaturge suffers backlash when us-
ing forbidden lore, he may use an invocation to pass the penalty
off to another creature within 30 feet. If that creature is unwill-
ing, they are allowed a Will save to negate this effect. On a suc-
cessful save, the thaumaturge suffers the effect of the backlash
as normal.

Defensive Invocation

At 7th level, before attempting a saving throw, the thauma-
turge may use an invocation to add his forbidden lore bonus to
the roll.

Item Lore

At 11th level, the thaumaturge may use an invocation to
add his forbidden lore bonus to the caster level of a spell-com-
pletion or spell-trigger magic item he is wielding for 1 round.
This bonus only functions while the item is being wielded by
the thaumaturge.

Soulfire

At 1rth level, when the thaumaturge suffers backlash from
using forbidden lore, he may use an invocation to empower
himself. He gains a bonus to attack rolls, saving throws, and a
dodge bonus to AC equal to his forbidden lore bonus for a num-
ber of rounds equal to his casting ability modifier. This does not
negate the penalty gained through the backlash itself.

Empowered Resistance

At 15th level, if the thaumaturge succeeds at a saving throw
against an attack that has a reduced effect on a successful save,
he may use an invocation to negate the effect entirely.

Flexible Caster

At 15th level, the thaumaturge may use an invocation to
gain use of a single magic talent of his choice for 1 minute. He
must meet the prerequisites (if any) and he can gain a base
sphere he does not already possess with this ability. A thauma-
turge may only have one use of flexible caster active at any one
time; using this invocation again replaces the previous use.

Rebuke Death

At 19th level, when the thaumaturge is reduced to o hit
points or fewer, the thaumaturge may use two of his remaining
invocations to instead be reduced to 1 hit point. Effects that kill
the thaumaturge outright without dealing hit point damage are
not affected by this ability.

Occult Knowledge: At 2nd level, a thaumaturge gains a
+1 bonus to all Knowledge checks, Spellcraft checks, and Use
Magic Device checks. This bonus increases by 1 for every 4 ad-
ditional thaumaturge levels possessed, to a maximum of +5 at
18th level.

Bonus Feats: At 4th level and every 4 levels thereafter, a
thaumaturge gains a bonus feat. This may be spent to gain an
extra magic talent, or any feat which has casting as a prerequi-
site (item creation feats, metamagic feats, Sphere Focus, Circle
Casting, etc.).

Master Invoker: At 20th level, the thaumaturge selects
two invocations other than rebuke
death; he may use these invo-
cations at will without us-
ing one of his invocations
per day:
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. Skill Ranks Per Level: 4 + Int modifier
w rdllh Class Features
: ' ‘Weapon and Armor Proficiencies: The wraith is profi-
Emulating powerful and perilous creatures such as ghosts  cient with all simple weapons, scythes, and light armor.
and shadow demons, wraiths gain the power to fade into the Casting: A wraith may combine spheres and talents to
ether. A diverse group, each wraith is attuned to certain types  creqte magical effects. A wraith is a Mid-Caster. (Note: All cast-

of FLEARERCSIOR SEteR of mlnd. T}?IS attunement can be ?Xplm_t_ ers gain 2 bonus talents and a casting tradition the first time
ed to seize control, turning foes into puppets. Some gain their they gain the casting class feature.)

talents from exposure to possessing entities, others obtain Spell Pool: A wraith gains a small reservoir of energy he
their power as p an of returning from death themselves, or via ., .11 o to create truly wondrous effects, called a spell pool.
other, more esoteric, paths. This pool contains a number of spell points equal to his class
Role: Eerie casters able to slip out of phase with reality and jeve] + his casting ability modifier (minimum 1). This pool re-
leap int(? suscep.tible minds., seizing control, making them per- plenishes once per day after roughly 8 hours of rest.

fect for infiltration and espionage. Magic Talents: A wraith gains 3/4ths of a magic talent per

Alignment: Any level, according to Table: The Wraith.

Hit Die: d8 Haunt Path: At 1st level, the wraith chooses a haunt path.
Starting Wealth: 3d6 x 10 gp (average 105 gp). In addition, Once selected, this choice cannot be changed. Path skills are
each character begins play with an outfit worth 10 gp or less. always class skills for wraiths with that path.

Class Skills At 1st level, each path grants the listed path sphere, or a tal-

Bluff (Cha), Craft (Int), Disguise (Cha), Fly (Dex), Intimidate ent from that sphf:re if it is already-possessed, asa l?onus magic
(Cha), Knowledge (arcana) (Int), Knowledge (history) (Int), talent and uses his class level as his caster level .Wlth the path
Knowledge (nobility) (Int), Knowledge (religion) (Int), sphere. This stacks normally with caster levels gained from oth-

Linguistics (Int), Perception (Wis), Profession (Wis), Sense €T SOUrces. ‘ : . :
Motive (Wis), Spellcraft (Int), Stealth (Dex), Use Magic Device At 2nd level, the wraith gains a path possession, granting
(Cha). additional options for his possession ability:

Table: The Wraith

Base
Level  Attack
Bonus

Fort Ref Will Caster Magic

Special

Save Save Save Level Talents

Ist +0 +0 +2 +2 Casting, haunt path (path sphere), spell pool, wraith form  +o (1) o(+2)

3rd +2 +I +3 +3 ‘Wraith haunt +2 2

5th +3 T +4 +4 Wraith haunt =3 3

7th +5 +2 35 +5 ‘Weraith haunt +5 S

oth +6/+1 +3 +6 +6 Wraith haunt +6 6

1rth +8/+3 +3 +7 +7 ‘Weraith haunt +8 8

13th +8 +8 Wraith haunt +9 9

+9/+4 +4

15th +I1/+6/+1 +5 +9 +9 Wraith haunt +IT 11

17th +12/+7/+2 +5 +10 ‘Weraith haunt +12 12

19th +6 +IT +IT Wraith haunt +14 14

+14/+9/+4
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At 4th level, the wraith gains an insight bonus to the listed
skill equal to half his class level.

At 8th level, the wraith gains an improved path possession,
granting further options to his possession ability.

At 14th level, the wraith gains a greater path possession,
granting a final expansion of options to his possession ability:

Whraith Form (Su): At 1st level, for a number of rounds
per day equal to his class level plus his casting ability modifier,
the wraith may gain the incorporeal subtype, with the following
modifications:

* The wraith takes half damage from non-magic
weapons.

e The wraith cannot make weapon or natural weapon
attacks while in wraith form unless he uses a weapon
with the ghost touch special ability.

* Effects originating from corporeal sources that do
not deal damage have a 20% chance to fail against the
wraith instead of the normal 50%. Force effect are not
subject to this failure chance.

* The wraith retains all worn equipment not exceeding
his maximum load as well as the benefits from any
magic items that grant a continuous effect, but gains
no benefit from physical armor or shields.

* The wraith uses normal movement speeds (treat mov-
ing through solid objects as ground movement).

* When not on or in a solid or liquid, the wraith falls
slowly and may glide, moving with a speed of 30 feet
with maneuverability (perfect), but falling 1 foot for
every 5 feet traveled (unless possessing a fly speed).

Activating this ability is a move action and ending it is a
free action. He may not activate this ability if carrying a load
greater than his maximum load. Should the wraith become
corporeal while in a solid object, he is immediately shunted to
the nearest empty space, taking 1d6 untyped damage per 5 feet
traveled.

Possession (Su): At 2nd level, the wraith may attempt to
possess a creature within his natural reach as a standard action.
This is a mind-affecting possession effect. The challenge rating
of the creature determines the duration of the possession, per
the Table: Possession Duration (creatures such as animal
companions, Conjuration sphere companions, and familiars are
treated as having a CR of their Hit Dice - 2 for this purpose).

This effect can be resisted with a Will save with a DC of 10
+ half his wraith level + his casting ability modifier. A successful
save to resist or end a possession increases the spell point cost
for that individual wraith to possess that creature by 1 for 24
hours. This cost increase is cumulative, but is reset by a success-
ful possession. Unless otherwise noted, creatures are aware of
a failed possession attempt, having a feeling of a hostile force,
but gain no other information. If the wraith is successful, his
body is absorbed by and his life force occupies the host body:.
The duration of an ongoing possession may be reset with the
same action and spell point cost that was required to initiate it.

Table: Possession Duration

Unwilling
Passive
Possession
Duration

Willing
Passive
Possession
Duration

Active

Possession
Duration

1 round/level
(free action
save to end
possession
each round)

Level +1 to 1 minute/
level -4 level

There are two types of possession: passive and active.
The wraith chooses which to initiate as part of attempting
possession.

Fussive Possession

Passive possession grants no control over the possessed
creature, though shares the creature’s senses and may commu-
nicate telepathically with it. Attempting to passively possess an
unwilling target costs a spell point.

The wraith maintains his Intelligence, Wisdom, Charisma,
level, class, base attack bonus, alignment, mental abilities, ex-
traordinary abilities not derived from physical form, combat
talents, supernatural abilities, and magical abilities such as
spells, sphere abilities, and spell-like abilities. Should the host
become dazed, stunned, or unconscious, the wraith may control

1 minute/

s 1 hour/level

> level +5

1 hour/level 8 hours/level



their body as normal as if actively possessing the host for the
duration of the dazed, stunned, or unconscious condition.
Targeted mind-affecting effects apply only to the mind in con-
trol of the body; if the wraith is not controlling the host, then
the wraith is not the target. When successfully attempting a
passive possession, if the wraith is unobserved by the target, he
may attempt a Stealth check opposed by the target creature’s

Table: Active Possession

Use the bost’s
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Perception check. If successful, the creature is not aware that it
has failed a Will save or that it has become passively possessed.

Active Possession

Active possession involves taking control of the possessed
creature. Attempting active possession requires a spell point.
The wraith maintains his abilities as in passive possession. The
body retains its Strength, Dexterity, Constitution, hit points,
natural abilities, and automatic abilities. A body with extra

Use the wraith’s

Strength, Dexterity, and Constitution scores (this modifies the total
modifiers for ability checks, armor class, attack rolls, CMB, CMD,
skill checks, save DCs based on physical abilities)

Intelligence, Wisdom, and Charisma scores

Defensive abilities (such as damage reduction, immunity, resistance,

. Base attack bonus
spell resistance)

Reflex and Fortitude saving throws Will saving throw

Racial movement speeds Feats from Hit Dice, class, and bonus feats

Racial senses (such as blindsense, blindsight, darkvision, low-light

i Magic talents
vision, scent)

Fast healing (only affects host body) Spell points

Armor class

Mythic abilities

Passive special abilities (do not recalculate save DCs) Alignment (other than alignment subtypes)

Extraordinary special abilities and special attacks that require active
use, such as freeze, grab, pounce, rend, and swallow whole (do not =
recalculate save DCs) (requires 6th level)

Spell-like abilities (do not recalculate save DCs) (requires 16th level)

Auras (do not recalculate save DCs) -

Use the alignment subtypes of both wraith and host

Use both wraith and host weapon and armor proficiencies
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limbs does not allow the wraith to make more attacks (or more
advantageous two-weapon or two-handed attacks) than nor
mal. The wraith gains no automatic knowledge of and cannot
choose to activate the body’s extraordinary abilities until 6th
level or supernatural abilities until 12th level. The creature’s
combat talents, feats that require active use, magic talents,
spells, sphere abilities, and spell-like abilities cannot be ac-
cessed until the levels shown on Table: Active Possession.
An actively possessed creature (the host) is capable of taking
mental only actions while possessed and may attempt a new
save to end the possession early any time the wraith would
force it to do something against its nature (see the Mind sphere
for guidelines), though additional saves cannot be made more
than once per round.

The wraith cannot cause the host to unwillingly harm itself
(attacking itself, allowing others to attack it without defending
itself, moving into obviously harmful positions, etc.).

The wraith may attempt to change an active possession to
a passive possession or vise versa as a move action. Unwilling
creatures are allowed a save to prevent the wraith from going
from passive to active possession. Each time unit expended
from a passive possession (usually minutes or hours) reduces
the time available for an active possession by 1 time unit (usual-
ly minutes or rounds) and vice versa.

If the wraith possesses a creature that is unconscious due
to being in negative hit points, the wraith remains conscious
and can cause the body to act, but it remains staggered (though
the wraith can still take additional mental-only actions, only
the body is staggered) and may suffer hit point loss as normal.
The host body may still attempt stabilization checks using its
normal modifiers. When possessing an unconscious creature,
effects that would wake the creature do not end the possession,
though the possessed creature is allowed to attempt a save to
end the possession once it would be awakened.

The wraith may always end the possession early as a free
or immediate action, appearing in an adjacent square of the
wraith’s choice (or the nearest available square, if all adjacent
squares are occupied). When possessing a willing host, the
wraith may increase the duration by its normal time as a free
action, paying any spell point cost as usual. When ending a
possession, the wraith may choose to reappear with his wraith
form ability active by spending a round of that ability as part of
ending the possession. If the host body is slain, the possession
ends and the wraith is dazed for 1 round with no saving throw
and cannot activate wraith form as a free action as part of the
possession ending.

Mind-affecting effects that target the actively possessed
body or a passively possessed body while the wraith is in con-
trol (such as when the host is dazed or stunned) continue to
affect the wraith after the possession ends and do not affect the
former host. The wraith does not benefit from any immunity
to mind-affecting effects that the host possesses. If the wraith
is concentrating on a spell or other effect and the host body is
subject to an effect that would force a concentration check,
the wraith attempts the concentration check. Magical effects
granting the wraith armor, deflection, resistance, and shield
bonuses, polymorph effects, disease, poison, and other effects

that alter or benefit the physical body of the wraith are sup-
pressed for the duration of the possession but do not expend
time from their durations. Effects targeting the possessed body
(such as hit point damage, disease, healing, or poison) affect
the possessed body and do not transfer to the wraith unless
able to affect possessing creatures. Effects capable of targeting
possessing creatures may target and affect the wraith while he
is possessing another creature, including dealing damage to the
wraith.

Ifanother creature attempts to possess a creature the wraith
is possessing, it must attempt a magical skill check against the
wraith’s MSD. Success forces the wraith out; failure causes the
attempt to fail. Effects that would allow a creature to command
an actively possessed host are ineffective for the duration of the
possession unless they would also affect the wraith.

Effects that grant protection from mind control such as
the Hallow word of the Fate sphere or the protection from evil
spells function against his ability.

The host’s abilities and statistics derived from mental attri-
butes are not altered by the possession. For example, a wraith
with high Charisma does not increase the hit points of a zombie
by possessing it, nor would it improve the zombie’s Fortitude
save. A possessed nymph would not change its deflection bonus
to AC.

At 6th level, the wraith gains knowledge of a possessed
creature’s extraordinary abilities and may activate them as nor-
mal for that creature.

At 12th level, the wraith gains knowledge of a possessed
creature’s supernatural abilities and may activate them as nor-
mal for that creature.

At 16th level, the wraith gains knowledge of a possessed
creature’s spell-like abilities and may activate them as normal
for that creature.

At 18th level, the wraith gains access to any combat
spheres, magic spheres, magic talents, and spellcrafted spells
possessed by the creature for the duration of the possession,
but must supply his own spell points. The wraith gains access to
spells as well, casting them from the possessed creature’s spell
slots, though must pay spell points based on the level of the
slot to do so: level 1-2: 1 spell point, 3-5: 2 spell points, 6-8: 3
spell points, 9: 4 spell points. Cantrips and orisons may be used
without spell point cost.

Wraith Haunts: At 3rd level and every odd level there-
after, the wraith gains one haunt from the following list. Each
haunt may only be selected once unless otherwise noted. If a
haunt calls for a saving throw, the DC is 10 + 1/2 his wraith level
+ his casting ability modifier. All wraith haunts are considered
supernatural abilities unless noted.

Amnesiac Possession: As part of ending a possession, the
wraith may force the host creature to succeed on a Will save or
forget the duration of the possession as the Amnesia talent of
the Mind sphere.

Benevolent Passenger: When possessing an object or a willing
creature, the wraith gains the benefits of the Silent Spell and
Still Spell metamagic feats. If the wraith already possesses ei-
ther of these feats, reduce the spell point cost of the possessed
feat by 1 (minimum o).



Consume Host: While possessing a living creature, the wraith
may spend a spell point as a move action to deal 1d6 untyped
damage per 2 class levels to the host. A successful Fortitude
save halves this damage. The wraith heals a number of hit
points equal to the damage dealt. A creature that successfully
saves against this ability becomes immune to it for the duration
of the possession.

Deep Phase: While in wraith form, the wraith may spend
a spell point as a move action to attempt to pass through ob-
jects thicker than his own space. The wraith may move up to
his speed through solid matter. If the wraith does not end his
movement in a space he could occupy, he is shunted back to
his starting position, taking 1d6 untyped damage per 5 feet
traveled.

Disorienting Possession: When the wraith’s active posses-
sion ends, he may force the possessed creature to attempt a
Fortitude save or be nauseated for a number of rounds equal to
the wraith’s casting ability modifier. A successful save reduces
this to being sickened for 1 round.

Dominate Ooze: The wraith may possess mindless creatures
of the ooze type, bypassing the immunity to mind-affecting ef-
fects granted by the ooze type.

Expanded Path Possession (requires baunt path, path sphere of the
selected path): The wraith gains the path possession ability of a
path he does not possess. This wraith haunt may be taken more
than once, each time another path possession may be selected.

Expanded Path Possession, Improved (requires expanded path pos-
session, wraith 12): The wraith gains the improved path posses-
sion ability of a path he chose for expanded path possession.
This wraith haunt may be taken more than once, each time
another expanded path possession may be selected.

Extra Incorporeality: The wraith gains 4 additional rounds of
his wraith form ability per day. This talent may be taken more
than once; the bonus rounds stack.

Forced Wraith Form (requires share wraith form): The wraith
may target an unwilling creature with Share Wraith Form via a
melee touch attack. A successful Will save negates this effect.
An unwilling creature cannot choose to end this effect, though
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the wraith may end it normally. The target creature may at
tempt a new Will save each round as a full-round action to end
the effect early. This wraith haunt may be taken a second time
to allow the wraith to use this ability with a ranged touch attack
with a range of close (25 feet + 5 feet per 2 class levels).

Ghostly Fade: While in wraith form, the wraith may spend
a spell point as a free or immediate action to gain concealment
until the start of his next turn. At 4th level and every 4 levels
thereafter, this concealment persists for an additional round.

Ghost Glide (requires wraith 7): The wraith gains a fly speed
equal to his base speed with perfect maneuverability while in
wraith form.

Ghost Glide, Improved (requires wraith 11): The fly speed
granted by ghost glide applies even when the wraith is not in
wraith form, though when not in wraith form the maneuver-
ability decreases to average.

Ghost in the Machine (requires object ride, Technologist* feat):
‘While possessing a technological device, the wraith may spend
spell points in place of charges.

*Pathfinder Campaign Setting: Technology Guide

Ghostly Talent: The wraith gains a talent from his path
sphere as a bonus talent. This wraith haunt may be selected
more than once; each time the wraith selects an additional
talent.

Hidden Rider: While possessing another creature or object,
the wraith may hide from the d7vine ability of the Divination
sphere and spells of the Divination school and pass through
wards that would affect a possessing creature such as magic cir-
cle against evil or the effects of a forbiddance spell. The wraith
must attempt a Will save against the spell or sphere ability
(even if it does not normally allow a saving throw). If he suc-
ceeds, the spell treats him as if he were his host (for instance,
Divine Alignment would reveal only the host’s alignment, and
forbiddance keyed to the host’s alignment would not damage
the wraith). If the wraith’s saving throw fails, the spell functions
against him as normal.

Hidden Possessor: Creatures that are not aware of the wraith
or do not count the wraith as a hostile creature take a -2 penalty
on saves against his possession ability:

Into Thin Air: The wraith may spend a spell point to ac-
tivate his wraith form ability as an immediate action. If the
wraith possesses the ghostly fade wraith haunt, he may choose
to activate it as part of this immediate action, paying the spell
point cost for that ability as usual.

Lengthened Control: Upon successfully using his possession
ability, the wraith may spend a spell point as a free action to
calculate the duration of the possession as if the creature’s CR
was I tier lower per Table: Possession Duration. For crea-
tures with a challenge rating below the wraith’s class level -4,
the duration instead increases from 10 minutes/level to 1 hour
per level for active possession or to indefinite (new save granted
every 24 hours) for passive possession.

Lingering Incorporeality: When the wraith ends his wraith
form ability, he may choose to remain in wraith form for two
additional rounds without spending any rounds from his dai-
ly allotment. If the wraith was in wraith form when activating
his possession ability, he automatically regains his wraith form
upon ending the possession if within this time.
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Moan: As a standard action, the wraith may emit an un-
earthly moan, allowing the wraith to attempt an Intimidate
check to demoralize all hostile creatures within 30 feet. If
using Spheres of Might, the wraith instead may choose to gain
the Gladiator sphere or a talent from that sphere if it is al-
ready possessed. If using this option, this wraith haunt may be
taken more than once, granting an additional talent from the
Gladiator sphere each time.

Object Ride: The wraith may spend a spell point to passively
possess an object for up to 1 hour per level. Attended objects re-
ceive a Will save. The object can be no smaller than Tiny and no
larger than Huge. At level 10, the minimum object size decreas-
es to Diminutive and the maximum increases to Gargantuan.
The wraith retains his normal senses while possessing an object.

Additionally, the wraith may designate a single object with-
in the normal limits as his refuge. Passively possessing the ref-
uge does not require a spell point. Designating an object as a
refuge requires a 1-hour ritual. Designating a new object causes
any previous refuges to cease functioning as a refuge.

The wraith may speak in his normal voice while in his ref-
uge object.

Possess Armaments (requires Enbancement sphere; object ride or
path of the poltergeist): When possessing a weapon, shield, or suit
of armor, the wraith may automatically grant it the benefit of
one enhancement that he possesses for the duration of the pos-
session. The object must be a valid target for the enbancement.

The wraith uses his class level as his caster level to deter-
mine the effect of this enhancement. This stacks normally with
caster levels gained from other sources. Any additional spell
point cost of the enbhancernent must be paid as usual. Should the
Animate Object enbancement be used, the wraith may issue com-
mands to the object while possessing it.

Ranged Possession: The wraith may attempt to possess valid
targets within close range (25 feet + 5 feet per 2 class levels).

Reactive Possession (requires possess armaments or path of the pol-
tergeist improved path possession): When the wraith takes damage
from a manufactured weapon, he may attempt to possess that
weapon as an immediate action, paying the normal spell point
cost.

Share Wraith Form: The wraith may touch a willing creature
as a standard action, granting them the benefits of his wraith
form and any wraith haunts that modify it that the wraith pos-
sesses (such as lingering incorporeality). Either the creature or
the wraith may end this effect as a free action. The touched
creature expends rounds of wraith form from the wraith’s pool.
The wraith may end this effect as a free action.

Steal Thoughts: The wraith is intuitively aware of what ac-
tions are against his host’s nature. When possessing a crea-
ture, the wraith may spend a spell point as a standard action
to read its mind, allowing him to attempt a single Knowledge
check using its skill modifiers (even if the wraith has previously
failed the same check using his own modifiers) or receive the
answer to a single question that the creature would know (such
as “Where did I leave my key?’ or “What is my mother’s maiden
name?’).

A successful Will save negates this effect. A creature is
aware of succeeding on this save, sensing the mental probing
of the wraith, though not the details of the information sought.

Additional uses of this ability while possessing the same crea-
ture do not allow Knowledge checks to be retried if they would
not otherwise be possible to retry.

Whraith’s Blade: The wraith may spend a spell point as a swift
action to cause all his attacks to become incorporeal touch
attacks (and thus be resolved as touch attacks, though effects
that apply against incorporeal touch attacks function normally)
until the end of his turn. This ability also allows the attacks to
be made against corporeal targets while wraith form is active.

Greater Possession: At 10th level, when the wraith suc-
ceeds in actively possessing a target, he may choose to maintain
control of that target while moving on to another. The wraith
may choose to exit the creature, appearing in an adjacent square
or the nearest available square. The wraith may act normally, di-
viding his actions between the actively possessed creature and
himself. Multiple creatures may be actively possessed; actions
are divided between all possessed creatures and the wraith.

For example, if the wraith possesses an orc, the wraith may
spend his next standard action to possess the nearby goblin,
then move the orc up to its speed (a move action), and cast a
quickened sphere effect (a swift action). The following round,
the goblin could reload a light crossbow (a move action), the
orc could make an attack action (a standard action), and the
wraith would still have a swift action. The number of crea-
tures possessed at one time may not exceed the wraith’s




casting ability modifier (minimum 2). The wraith may choose to
end his control of any possessed creature as a free action.

Wraith Form Mastery: At 20th level, the wraith may
remain in wraith form for any number of rounds in a day. Any
instances of the extra wraith form and lingering incorporeality
wraith haunts may immediately be retrained for other wraith
haunts for which the wraith qualifies.

Haunt Paths

Pazh of the Ancestor

Rather than a malevolent controller, an ancestor protects
those he is attached to.

Path Sphere: Protection

Path Possession: When a willing creature the ancestor
is possessing takes hit point damage, as a free action that can
be taken even when it is not his turn, the ancestor may choose
to redirect up to half the damage to himself. The damage is
determined after the possessed creature’s damage reduction,
immunity, resistance, and vulnerability have been calculated
and may not be further reduced or redirected by any means.
Additionally, the ancestor may choose to count the possessed
willing creature as himself for the purposes of effects that only
target self.

Path Skill: Knowledge (history) (Int)

Improved Path Possession: A willing creature the an-
cestor is possessing gains the benefit of one (aegis) talent the
ancestor possesses for the duration of the possession. The cost
of activating this @egss is reduced by 1 spell point, but the zegis is
lost when the possession ends.

Greater Path Possession: The ancestor may now acti-
vate two (aegis) talents instead of one as part of possessing a
willing creature; the spell point reduction applies separately to
each.

Pazh of the Anima

An anima manipulates the very elements around himself.

Path Sphere: Nature or Weather

Path Possession: The anima may actively possess nat-
ural elements, creating a small elemental or animated plant.
The creature dissipates when the possession ends. The created
creature counts as willing. There must be a suitable volume of
appropriate material. The anima may use talents such as Create
Nature, or the Create Fire geomancing ability of the (fire) pack-
age as part of activating this ability to supply the required ma-
terial, paying the normal cost for doing so. The available forms
depend on the spheres and packages possessed.

* Air elementals require the (air) package or the Weather
sphere and a given number of 5-foot cubes of air.

» FEarth elementals require the (earth) or (metal) pack-
age and a given number of 5-foot cubes of stone, dirt,
metal, or sand.

* Fire elementals require the (fire) package and a fire of
at least the given size.

* Animated plants require the (plant) package and a
plant of at least the given size.

* Water elementals require the (water) package and a
given number of 5-foot cubes of water.
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Class Maximum Elemental Minimum Minimum
Level Size 5-ft. Cubes Sizer
Small (halve hit points,
2nd CR 1/2) 1/4 Small

8th Medium 1 Medium

16th

Huge 2 Huge

1: When creating a fire or water elemental with this ability, the
wraith may choose to increase the time taken to reduce the required ma-
terial volume. For every time step (standard to full-round, full-round
to one round), the required size category decreases by one step. Doing so
draws either beat (for fire) or moisture (for water) from the surround-
ing area. Drawing heat decreases the temperature in an area out to me-
dium range by one step (per the Weather sphere) per size reduction for
10 minutes. This ability cannot be used if it would set the temperature
beyond category 7 cold. Drawing moisture leaves an area out to medium
range (close range in moist, humid environments and long range in more
arid environments) unusually dry for 10 minutes.

Path Skill: Knowledge (nature) (Int)

Improved Path Possession: The anima may possess
creatures with the plant type or the elemental subtype corre-
sponding to the spheres and packages possessed, ignoring any
typebased immunity to mind-affecting effects. Such creatures
take a -2 penalty on saves against the anima’s possession.

Greater Path Possession: The anima does not need to
spend a spell point to create and actively possess an elemen-
tal or plant creature with his path possession ability. Creatures
with the plant type or elemental subtype gain no benefit from
the Hallow word of the Fate sphere, the protection from evil spell,
or similar effects against possession attempts by the anima.
Mindless creatures of the plant type or elemental subtype no
longer receive a saving throw against the anima’s possession.
Path of the Corrupror

A corruptor marshals an undead army to spread his
influence.

Path Sphere: Death

Path Possession: The corruptor may actively possess
dead bodies. The possessed creature has statistics as if it had
been animated per the reanimate ability of the Death sphere,
including any talents of that sphere that he possesses, and
must meet all requirements of that ability. The target creature
may have Hit Dice up to twice the corruptor’s class level. This
stacks with Death caster levels gained from other sources. The
created creature counts as willing. When the possession ends,
the reanimate effect also ends. The possessed body does not
count against the number of Hit Dice of undead the wraith
can control.

Path Skill: Knowledge (religion) (Int)
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Improved Path Possession: The corruptor may possess
creatures of the undead type, ignoring any type-based immuni-
ty to mind-affecting effects. Mindless undead both do not re-
ceive a save against this ability and count as willing unless they
are being controlled by a creature other than the corruptor.

Greater Path Possession: The corruptor does not need
to spend a spell point to possess an undead creature under his
control. Undead creatures gain no benefit from the Hallow
word of the Fate sphere, the protection from evil spell, or similar
effects against possession attempts by the corruptor.

Pazh of the Cryprid

Able to unlock the primal wrath of wild beasts, cryptids
can be fearsome warriors.

Path Sphere: Alteration

Path Possession: Creatures of the animal type that are
no worse than indifferent to the cryptid are counted as willing
targets for possession. Creatures of the animal or magical beast
types take a -2 penalty on saves against the cryptids possession.

Path Skill: Handle Animal (Cha)

Improved Path Possession: The cryptid reduces the
time required to cast shapeshift targeting a host he is possessing
(and no creatures that he is not possessing) by one step (nor
mally a standard action to a move action). This ability cannot
reduce the casting time below a swift action. The shapeshift au-
tomatically ends when the possession ends. The cryptid may
possess swarms of the animal type, ignoring their subtype
based immunity to mind-affecting abilities.

Greater Path Possession: Creatures of the animal type
are always counted as willing when the cryptid attempts to pos-
sess them unless they are already controlled by another crea-
ture (such as being an animal companion, being under a (com-
pulsion) effect, or being tame per the Beastmastery sphere).

Creatures with the animal or magic beast types gain no
benefit from the Hallow word of the Fate sphere, the protection
from evil spell, or similar effects against possession attempts by
the cryptid.

Path of the Despoiler

A despoiler feeds on pestilence and decay.

Path Sphere: Death

Path Possession: The despoiler may possess any crea-
ture of the vermin type, ignoring any type-based immunity to
mind-affecting effects. Creatures suffering from the effects of
poison or disease take a -2 penalty on saves against the despoil-
er’s possession.

Path Skill: Heal (Wis)

Improved Path Possession: The despoiler may possess
swarms of the vermin type, ignoring their subtype-based immu-
nity to mind-affecting abilities. By spending 1 minute attracting
local vermin, the despoiler can create a swarm to actively pos-
sess. This swarm disperses when the possession ends. To create
the swarm, use the statistics of a Conjuration sphere compan-
ion summoned with a caster level equal to the despoiler’s class
level (this stacks with caster levels gained from other sources)
and the following base form:

Speed 20 ft., Climb 20 ft.; AC +2 natural armor; Fort
(good), Ref (good), Will (bad); Attack N/A; Str 12, Dex 16,
Con 13, Int -, Wis 10, Cha 11.

The swarm has the swarm subtype, with constituent mem-
bers of Tiny size and a 10-foot space. Its swarm damage is 1d6
+ 1d6 per 3 Hit Dice and has a distraction DC of 10 + 1/2 Hit
Dice + the despoiler’s casting ability modifier. The appearance
of the constituent members of the swarm formed will be based
on the GM’s discretion given the environment. If the despoiler
is of at least sth level, he may spend an additional spell point as
part of beginning the possession to grant the swarm a fly speed
of 20 feet (perfect).

Creatures of the vermin type are always counted as willing
when the despoiler attempts to possess them unless they are
already controlled by another creature (such as being an animal
companion, being under a (compulsion) effect, or being tame
per the Beastmastery sphere).

Greater Path Possession: The despoiler does not need
to spend a spell point to possess creature of the vermin type.
Such creatures gain no benefit from the Hallow word of the
Fate sphere, the protection from evil spell, or similar effects
against possession attempts by the wraith.

Pazh of the (Doroi

‘Wraith that are drawn to, and sometimes feed on, blood.

Path Sphere: Blood

Path Possession: The moroi’s possession ability is treat-
ed as blood control for the purpose of determining save penalties
from being less than half hit points or suffering from a bleed
effect.

Path Skill: Heal (Wis)

Improved Path Possession: The moroi gains Self
Control as a bonus talent and treats a possessed host as himself
for the purpose of casting blood control. The host is still allowed
saves to resist these effects.

Greater Path Possession: The blood wraith’s possession
ability is not a mind-affecting ability when targeting creatures
that are under the effects of his #lood control and such creatures
gain no benefit from the Hallow word of the Fate sphere, the
protection from evil spell, or similar effects against the moroi’s
possession.

Patb of the Poltergeist

A poltergeist is adept at moving creatures and objects as
well as possessing and animating objects.

Path Sphere: Telekinesis

Path Possession: The poltergeist may actively possess un-
attended objects, animating them to serve. These objects count
as being willing. The object must be of a size the wraith could
animate per the Animate Objects talent of the Enhancement
sphere, using his class level as his caster level. This stacks nor-
mally with caster levels gained from other sources. The object
gains the statistics and abilities as an animated object per the
Animate Object talent of the Enhancement sphere.

Path Skill: Fly (Dex)

Improved Path Possession: The poltergeist may pos-
sess creatures of the construct type, ignoring any type-based
immunity to mind-affecting effects. The poltergeist may also
lift, as the Telekinesis sphere, an animated object or construct
as a free action immediately after successfully possessing it.
Normal size limits on lift apply. Additionally, his path posses-
sion ability now also applies to attended objects, which receive
a Will save as usual for possession.



Greater Path Possession: The poltergeist may possess
large numbers of Tiny or smaller objects, creating a swarm;
treat a swarm so animated as a Medium-sized animated object
with the swarm subtype (generate statistics per the improved
path possession of the Path of the Despoiler, but with the con-
struct type). Mindless creatures of the construct type no longer
receive a save against his possession.

Pazh of the Phantasm

Hunters that hide inside their illusion, deceiving their prey
into a false security.

Path Sphere: Illusion

Path Possession: Creatures within the area of an //usion
created by the phantasm take a -2 penalty on saves against the
phantasm’s possession.

Path Skill: Disguise (Cha)

Improved Path Possession: When attempting to pos-
sess a creature within the area of an 7//usion that the phantasm
created, the phantasm may attempt a magical skill check against
the MSD of any magical effect that would prevent possession,
such as the Hallow word of the Fate sphere, the protection from
evil spell, or similar effects. If successful, the phantasm may
possess the creature and is unaffected by the bypassed effect
for the duration of the possession.

Greater Path Possession: The phantasm’s possession
ability does not count as a mind-affecting effect when used
on creature’s within an area of an z//usion that the phantasm
created.

Patb of the Shadow

A shadow lurks in darkness, seizing those foolish enough to
enter their penumbra.

Path Sphere: Dark

Path Possession: Creatures within the area of a darkness
created by the shadow take a -2 penalty on saves against the
shadow’s possession.

Path Skill: Stealth (Dex)

Improved Path Possession: When attempting to pos-
sess a creature within the area of a darkness that the shadow
created, the shadow may attempt a magical skill check against
the MSD of any magical effect that would prevent possession,
such as the Hallow word of the Fate sphere, the protection from
evi/ spell, or similar effects. If successful, the shadow may pos-
sess the creature and is unaffected by the bypassed effect for
the duration of the possession

Greater Path Possession: The shadow’s possession abil-
ity does not count as a mind-affecting effect when used on crea-
ture’s within an area of darkness that the shadow created.
Path of the Spook

A spook feeds on fear and insanity.

Path Sphere: Mind

Path Possession: Creatures the spook is passively pos-
sessing take a -2 penalty on saves against the spook’s charm abil-
ities of the Mind sphere. Creatures that are cowering, panicked,
or paralyzed take an additional -2 penalty on saves against the
spook’s possession ability:

Path Skill: Intimidate (Cha)

Improved Path Possession: Creatures that are shaken
or frightened take an additional -2 penalty on saves against the
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spook’s possession ability. This does not stack with the penalty
from the spook’s path possession. Creature’s that are confused
or panicked count as willing for the spook’s possession ability:

Greater Path Possession: The penalty that creatures
that are frightened, cowering, panicked, or paralyzed take on
saves against the wraith’s possession ability increases to 4.
‘When attempting to possess a creature with one of these con-
ditions, the spook may attempt a magical skill check against
the MSD of any magical effect that would prevent possession,
such as the Hallow word of the Fate sphere, the protection from
evi/ spell, or similar effects. If successful, the spook may possess
the creature and is unaffected by the bypassed effect for the
duration of the possession.

Prestige Classes

Bokor

The bokor is a caster who doesn’t believe in limits - not be-
tween the arcane and the divine, not between spell and sphere,
and certainly not for themselves. With a little knowledge about
everything, they believe they can do anything - and they’re usu-
ally right.

Alignment: Any

Hit Die: d6.

Class Skills

The bokor’s class skills (and the key ability for each skill)
are Knowledge (arcana) (Int), Knowledge (religion) (Int), Sense
Motive (Wis), and Spellcraft (Int).

Skill Ranks at Each Level: 4 + Int modifier.

Requirements

To qualify to become a bokor, a character must fulfill all the
following criteria.

Skills: Knowledge (arcana) 7 ranks, Spellcraft 7 ranks.

Feats: Advanced Magic Training.

Spells: Able to cast 2nd-level arcane, divine or psychic
spells.

Spheres: A sphere magic caster level of at least 5, and pos-
session of at least § magic talents.

Class Features

‘Weapon and Armor Proficiency: Bokors gain no profi-
ciency with any weapon or armor.

Spells per Day: When a new bokor level is gained, the
character gains new spells per day as if he had also gained a level
in any one spellcasting class he belonged to before he added the
prestige class. He does not, however, gain other benefits a char-
acter of that class would have gained, such as domain spells,
bloodline spells, or new spells for his spell book.

This essentially means that he adds the level of bokor to
the level of whatever other spellcasting class the character has,
then determines spells per day, spells known, and caster level
accordingly. If a character had more than one spellcasting class
before he became a bokor, he must decide to which class he
adds each level of bokor for the purpose of determining spells
per day.
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Table: The Bokor
Base 2
Level Attack W g W Special
Save Save Save
Bonus
Spell pool,
i e ag g i spherespell (1st)

Caster
Level

Magic
Talents

Spells per Day

+1 level of existing spellcasting class +1 I

3rd +I +I +1 +2

Spherespell (2nd)

+1 level of existing spellcasting class +3 3

sth +2 +2 +2 +3

+4 Spherespell (4th)

Spherespell (3rd)

+1 level of existing spellcasting class +5 5

+1 level of existing spellcasting class +7

9th +5

Caster Level: A bokor is considered a High-Caster.

Magic Talents: A bokor gains 1 magic talent every level.

Spell Pool: A bokor increases his spell pool by 1 spell
point for every bokor level he possesses.

Spherespell (Su): A bokor can use his spell points to re-
place spells he has previously cast. At 1st level, the bokor can
spend a spell point as a free action to recall a spell he had pre-
viously cast that day, returning it to memory so that it may be
recast. If he has levels in a class that casts spells spontaneously;
he may spend a spell point to cast a spell without using one of
his spells per day. He may do this with 1st level spells when he
gains his first bokor level. At every odd bokor level gained be-
yond the first, he may use this ability with spells 1 level higher,
up to sth level spells at his gth bokor level.

Dissolve Spell (Su): A bokor may sacrifice a spell as a
swift action, turning it into energy to empower a sphere abili-
ty. The bokor gains an enhancement bonus equal to the spell’s
level to his caster level with the next sphere effect he uses by
the end of his turn. He may do this with 1st level spells when he
gains his second bokor level. At every even bokor level gained
beyond the first, he may use this ability with spells 1 level high-
er, up to 5th level spells at his 1oth bokor level.

Spherespell (5th)

+1 level of existing spellcasting class +9

Spell Synthesis (Su): At 1oth level, a bokor may com-
bine a spell with a sphere ability;, using both with the same
action. The combined effect uses the longest casting time of
the two, and the bokor can make any decisions concerning the
spells/talent independently of each other. Any target affected
by both of the spells takes a —2 penalty on saves made against
both the spell and sphere ability: The bokor also receives a +2
bonus on caster level checks made to overcome
spell resistance with these two effects. A bokor
may use this ability once per day.




(hapter 4: firchetypes

ﬂr(rg(ti)cs

Champion Archetypes: Some archetypes presented
herein require the use of Spheres of Might as well as Spheres of
Power. These archetypes are marked as (Champion).

Core Classes: Although archetypes for core classes alter
the spells class feature of their classes, they are still compatible
with many existing archetypes, feats, and other options using
the following special rules:

e If an archetype includes diminished spellcasting, the ar-
chetype loses the magical talents gained at 2nd, 8th, 14th, and
20th levels.

e If an option alters or adds to spell lists, that part of the
feature simply has no effect.

* If an option adds spells known (for spontaneous casters),
the class instead grants one extra magical talent at the first level
these spells become known. Only one talent is gained per group
of spells known given. If the spell can be altered, then the mag-
ical talent can be altered under the same rules. Replacing spells
known has no effect.

* If an archetype alters proficiencies granted and the grant-
ed proficiencies would qualify for a Spheres of Might martial tra-
dition, the archetype is compatible with archetypes that swap
out proficiencies for a martial tradition.

* If an option allows a player to spend spell slots, they may
spend an equal number of spell points instead. The equivalent
spell level of the spell point is equal to 1/2 the caster level of the
character, rounded up, to a maximum of 9.

* Options that grant a wizard’s arcane bond class feature
may substitute the arcane bond option available to the sphere
wizard.

* Spell-like abilities are left unchanged.

e If an archetype, feat, or other feature requires a specific
type of spellcasting (such as arcane or divine), a spherecaster
qualifies.

Sphere Archetypes: Many core classes include a base
archetype, which usually includes the name of the class and
the word ‘sphere’. This archetype converts the class to using
spheres. If an archetype says it requires a sphere archetype, it
means you cannot use that second archetype unless you also
select the sphere archetype, as it depends on the use of spheres.

Nlchemist
Sphere flchemist

Casting: A sphere alchemist may combine spheres and tal-
ents to create magical effects. A sphere alchemist is considered
a Mid-Caster. (Note: All casters gain 2 bonus talents and a cast-
ing tradition the first time they gain the casting class feature.)

Limited Alchemy: A sphere alchemist is not able to learn
or create extracts, but retains the other uses of the alchemy
ability.

This alters alchemy:

Spell Pool: A sphere alchemist gains a small reservoir of
energy he can call on to create truly wondrous eftects, called a
spell pool. This pool contains a number of spell points equal to
his level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A sphere alchemist gains 3/4ths of a mag-
ic talent every level (the same progression as he gains caster
levels).

(ombat Engineer

A combat engineer is an alchemist who focuses their magic
and invention to the service of a cause - usually a nation and
army.

This archetype requires sphere alchemist.

War College: At 1st level, the combat engineer gains the
‘War sphere as a bonus sphere.

This replaces brew potion.

Alchemical Engineering: The combat engineer has the
ability to create a unique alchemical item called a device. A de-
vice is a small item, easily held in the palm of the hand, which
combines several ampules of magically enhanced chemicals
with spring-loaded gears and spark-generating switches. Each is
a single use alchemical item which the combat engineer can use
to enhance his sphere abilities that create a non-moving area of
effect. By default, this only works with zotems, but some discov-
eries allow the combat engineer to use these devices with other
spheres. Using a device expends one of the combat engineer’s
bombs, but unlike bombs, creating a device does not take any
time, and using a device is part of the action to use the sphere
ability implanted in it. A device can be used with a sphere abili-
ty that attaches an effect to a creature, but the combat engineer
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must make a touch attack with the device to do so. This does
not draw an attack of opportunity.

A combat engineer can use a device when creating a totem.
‘When the combat engineer uses the device, he may add 1 mod-
ification to the device, plus an additional modification for every
4 class levels after the 1st, up to a maximum of 5 modifications
at r7th level. Some modifications are counted as multiple mod-
ifications. These modifications alter the way the sphere ability
can be used, or the sphere effect that results.

The combat engineer may choose from the following
modifications:

Concentration Enbancement

The device increases the caster level of the sphere ability
by +1. This cannot increase the caster level beyond the char-
acter level of the combat engineer. This modification may be
applied multiple times.

Diffuser (2 modifications)

The device unleashes a powerful aerosol that increases
the potency of the sphere ability. Any saving throw versus the
sphere ability it carries must be successfully passed twice by any
creature that breathes in the gas. Creatures that do not need to
breathe or are holding their breath only need to attempt their
normal saving throw.

Experimental Chemistry (4 modifications)

The combat engineer may use this device to create a sphere
ability he does not possess the talent for, chosen at the time of
casting. The combat engineer must meet the prerequisites for
the talent, and the sphere ability must be one that he can use
with a device.

Explosive Charge (2 modifications)

This device can be used to do bomb damage in addition to
carrying a sphere ability. The combat engineer makes a ranged
touch attack with the device as if it were a bomb, and it does
damage normally. Any sphere effect included in the attack
occurs at the point of impact - either the location where the
device detonated or the location of the creature hit if it was
successfully used against a target and the sphere ability can be
attached to a target.

Fuse

A short delay occurs between the casting the sphere ability
and the sphere effect’s creation, giving the combat engineer just
enough time to throw the device. He may make an attack with
the device as part of the casting, and the sphere effect appears
at whatever location the combat engineer throws the device.
If the device hits a creature, the sphere effect is created at the
location it is standing and remains there. The device is consid-
ered a thrown weapon with a range increment of 10 feet.

Miniaturization (2 modifications)

The device takes the form of a large piece of ammunition,
such as an arrow or crossbow bolt. This works similar to fuse,
and the sphere effect appears wherever the ammunition lands
after an attack is made with it or it becomes attached to a crea-
ture hit (if the sphere ability can be attached to creatures).

Rare Ingredient (2 modifications)

The sphere ability treats creatures with spell resistance as
having a spell resistance of 5 lower.

Remote Detonator (3 modifications)

The device can be primed with a sphere ability, and then
activated anytime within the next hour, either with a timer or
by a mental command from the combat engineer (a free action).
The device may also be used as a dead man’s switch, automat-
ically activating the ability inside when the combat engineer
loses consciousness. The device can be carried by the combat
engineer, or by someone else, or be placed somewhere, and can
be used as part of an attack action.

Projector

This modification increases the radius of the sphere ability
by 50%.

Resonator

This modification increases the duration of the sphere
ability by 2 rounds.

Slow-Burning Agent

‘When the combat engineer spends a spell point to allow an
effect to last without concentration, it lasts for a minimum of 1
minute per caster level.

Sturdy Construction

The sphere effect has a +5 on magical skill checks to be
dispelled or counterspelled.

This replaces instant alchemy, mutagen, persistent muta-
gen, poison immunity, poison resistance, poison use, swift al-
chemy and swift poison, and alters bombs.

Discoveries: The combat engineer gains exclusive access
to the following discoveries:

Abjuring Device (requires Protection sphere): The combat engi-
neer may use devices to deliver ward effects.

Deluminating Device (requires Dark sphere): The combat engi-
neer may use devices to deliver darkness effects.

Tlluminating Device (requires Light sphere): The combat engi-
neer may use a device to attach a glow to a creature of object by
making a melee touch attack or by using the fuse or miniatur-
ization modification.

Personalized Modification (requires combat engineer 10): The
combat engineer chooses 1 modification that costs more than
1 modification. When he uses it, reduce the modifications re-
quired by 1.

Essentialist

‘While other alchemists dabble with explosive concoctions,
the essentialist extracts the most potent biological elements
from flora and fauna to create elixirs that heal and nourish the
living body: More than healing, the medicines the essentialist
creates enhances the body, bringing out the true strength of
the subject. Many essentialists have stated that consuming an
essence reveals the real you, and the rest of the time you are but
a shadow of yourself.

This archetype requires sphere alchemist.

Elements of Life: At 1st level, the essentialist gains the
Life sphere, as well as the Medicinal drawback, gaining the
Instill Life talent as normal. If he already possesses the Life
sphere, he gains the Instill Life talent without the drawback.
‘When the essentialist uses a Life sphere ability with the Instill
Life talent, he may use his class level as his caster level. This
stacks normally with caster levels gained from other sources.



This replaces throw anything.

Essences: When the essentialist imbues a consumable
using his Instill Life talent, he may further imbue it with a pow-
erful magic that brings out the inner power of those who con-
sume it. Imbuing essence is a free action, but it can only be im-
bued into a consumable that has had a Life sphere ability placed
into it by the essentialist. He may do this a number of times per
day equal to his class level + his casting ability modifier. When
the consumable is consumed, the imbiber receives the effects
of both the Life sphere ability and the essence.

The imbiber of an essence experiences a brief sense of eu-
phoria as it takes effect. The essence acts to magnify the life
force of the imbiber; whatever strengths they have are en-
hanced. The imbiber receives a +2 alchemical bonus to their
highest natural, unaltered ability score (they may choose if they
have multiple scores tied for highest). This bonus increases by
+1 for every 4 class levels the essentialist has, up to a maximum
of +7 at 20th level.

The effects of the essence last for 1 minute per class lev-
el of the essentialist. Each also provides sufficient nutrition to
sustain a person for 1 day. If the essentialist has any ability that
gives him extra bombs, it gives him extra essences instead.

This replaces bombs.

Mutated Essence: Once per day, the essentialist may
produce an essence that is mutated. It takes 1 hour to prepare
a mutated essence, and once made, it remains potent until the
essentialist regains his essences. A mutated essence counts to-
wards the essentialist’s daily limit on the number of essences
he can create.

(hapter 4: firchetypes

A mutated essence can only be used by the essentialist that
created it. Anyone else who drinks a mutated essence must suc-
ceed at a Fortitude save (DC 10 + 1/2 the essentialist’s level + his
casting ability modifier) or become nauseated for 1 hour. They
receive no benefit from the essence.

When an essentialist imbibes the mutated essence him-
self, he may choose which attribute is increased, and the bonus
is increased by +2. He may still only gain an attribute bonus
from only one essence at a time; taking another essence dis-
ables the mutated essence. In addition, while under the effects
of the mutated essence, he gains a +2 natural armor bonus. The
essentialist does not suffer any attribute penalties for taking his
mutated essence.

At 14th level, the effects of the mutated essence last 10
minutes per class level.

This alters mutagen and persistent mutagen. The essential-
ist may apply discoveries that modify mutagens to his mutated
essence, except for those discoveries that change the nature of
the mutagen’s attribute bonuses.

Alchemical Discoveries: The essentialist may not
choose discoveries that modify bombs, but may choose any
other discovery. The essentialist gains exclusive access to the
following discoveries:

Additional Essences: The essentialist gains an additional 2
uses of essence per day. He may take this discovery multiple
times.

Clean Living (requires poison resistance or poison immunity):
The essentialist’s poison resistance and poison immunity class
features also apply to disease, both magical and non-magical.

Cleansing Formula (requires essentialist 8): In addition to giv-
ing an alchemical bonus to the highest attribute, the essential-
ist’s essence gives a +2 alchemical bonus to the creature’s lowest
attribute. This does not affect a mutated essence.

Delicious (requires Life sphere): The essentialist’s extracts
smell and taste delicious. Whenever one of the essentialist’s
essences is used, the person drinking is subject to his /nvigorate
ability from the Life sphere.

Essential Injection: The essentialist can imbue liquids that
can be absorbed into the skin by using his Imbue Life ability.

' The imbued liquid can then be soaked into a sponge or absor-
| bent cloth and worn beneath the clothing. The wearer can acti-

vate it with a simple push in the right spot. When the essential-
ist imbues this way, he can not imbue a potion or other special
substance. Imbuing this way costs an additional spell point, and
can be activated as a swift action by the wearer (someone else
trying to activate it must use a standard action).

Greater Mutated Essence (requires essentialist 12): The essen-
tialist’s mutated essence now grants a +4 natural armor bonus,
and it grants a +4 alchemical bonus to a second attribute of his
choice.

Grand Mutated Essence (requires essentialist 16, greater mutat-
ed essence): The essentialist’s mutated essence now grants a +6
natural armor bonus, and it grants a +6 alchemical bonus to a
second attribute of his choice and a +4 alchemical bonus to a
third attribute of his choice.

Poisonous Root: The essentialist can use natural ingredi-
ents to make poisons. As a standard action, he may expend
an essence to create an injury poison. This poison requires a
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Fortitude save equal to 10 + 1/2 the essentialist’s class level +
his casting ability modifier, and it has a frequency of once per
round for § rounds. On a failed save, the afflicted takes 1 point
of Constitution damage, +1 additional point every 4 levels after
the first to a maximum of 5 points at r7th level. The poison
loses potency 24 hours after creation, but can be renewed for
another 24 hours by spending another essence as a standard
action. In addition, when he crafts a poison, he may expend one
essence to lower the raw material cost of a poison by 25 gp, +5
gp for every class level he possesses (minimum o gp). Poisons
created this way lose their effectiveness in 24 hours.

Positive Essence (requires essentialist 10): While under the ef-
fects of an essence or mutagen, the subject gains a +4 alchemical
bonus on saves against all death spells, Death sphere abilities,
channeled negative energy, and other magical death effects.
The subject is granted a save to negate such effects even if one
is not normally allowed. This does not protect against other
sorts of attacks, even if those attacks might be lethal.

Purifying Essence (requires essentialist 10): While under the
powerful antibiotic and cleansing effects of the essentialist’s es-
sence or mutagen, the subject ignores all penalties, ability dam-
age and ability drain caused by poison or disease, and gains a +4
alchemical bonus on saving throws to overcome any it may cur-
rently suffer. Furthermore, it is rendered immune to any new
poisons or diseases, as well as the sickened condition.

Soothing Essence: The mild painkilling effects of the essen-
tialist’s essence or mutagen grants the drinker a +2 alchemical
bonus to his natural armor. This stacks with the bonus given by
mutated essence.

Stimulating Essence: While under the effects of the essential-
ist’s essence or mutagen, the subject receives a +10 feet alchem-
ical bonus to speed.

Toxic Exhalation: As a standard action, the essentialist may
spend an essence to release a blast of poisonous gas from his
mouth. The resulting blast affects all creatures in a 30-foot cone
or a 6o-foot line, and does 1d6 damage for per two class levels,
rounded up. Those within the blast must attempt a Reflex save
vs. a DC of 10 + 1/2 the essentialist’s class level + his casting abil-
ity modifier, those who succeed take only half damage. Those
who fail also take 1 point of ability damage to an attribute of
the essentialist’s choice. This damage increases by +1 for every
4 class levels after the first that the essentialist has, to a maxi-
mum of 5 points at 17th level. This is a supernatural ability.

Transforming Essence (requires Alteration sphere): The essen-
tialist may place Alteration sphere shapeshifts into consumables
as if they were Life sphere abilities using his Instill Life talent.
He must spend a spell point to make the shapeshift last with-
out concentration, but once consumed, the shapeshift has the
same duration as if he had cast it directly. If he took a drawback
that limits what his shapeshifts can affect (such as Lycanthropy),
those limitations still apply to a shapeshift imbued into a con-
sumable. Any choices made about the nature of the shapeshift
must be made at the time of imbuing. He may imbue the con-
sumable with essence as if it contained a Life sphere ability.
When the essentialist uses an Alteration sphere this way, he
may use his class level as his caster level. This stacks normally
with caster levels gained from other sources.

True Mutated Essence (requires grand discovery, grand mutated
essence): The essentialist’s mutated essence now grants a +8 natu-
ral armor bonus, and 3 attributes of his choice benefit from the
bonus from his essence.

fiemetic Philosopher

A hemetic philosopher learns to unlock the hidden poten-
tial of blood through the application of alchemy.

This archetype requires sphere alchemist.

Class Skills: The hemetic philosopher gains Knowledge
(alD (Int) as class skills. This alters class skills.

Phlebotomy: At 1st level, the hemetic philosopher gains
the Blood sphere as a bonus magic talent, or a talent from that
sphere if he already possesses it, and treats his class level as his
caster level for this sphere. This stacks normally with caster
levels gained from other sources.

This replaces the throw anything class feature and bombs.

Crimson Vials: Starting at 3rd level, the hemetic philoso-
pher may spend one minute to create a temporary potion. If he
spends a spell point he may reduce this to a full-round action
that provokes attacks of opportunity. The potion may have a
complexity of no higher than 1 per three class levels and lasts
one hour per class level. A potion created in this way normal-
ly has a caster level equal to the hemetic philosopher’s blood
sphere caster level, but he may choose to create a potion at a
lower caster level. He may have a number of temporary potions
in existence at a time equal to his casting ability modifier; cre-
ating one beyond this limit causes the oldest one to become
inert and useless.

Because he distills this potion from his own magical
blood, there is no gold cost to creating a potion in this manner.
However, he must succeed on a Fortitude saving throw equal
to 10 + twice the potion’s complexity or take 1d6 damage per 2
caster levels of the potion (rounded up). This damage cannot be
healed by any means other than resting. The save DC increases
by 2 for each previous potion made in that day.

At 10th level the hemetic philosopher gains the ability to
ignore sphere prerequisites when creating a potion in this man-
ner. Doing so requires spending an additional spell point and
increases the DC of the Craft (alchemy) check by +5 per sphere
or talent not possessed.

This ability replaces swift poison, poison use, poison resis-
tance, and poison immunity:

Weather Harvester

A weather harvester is a researcher into the magical arts
who has learned how to harness the inherent magical energy of
weather and redirect it towards their own ends.

This archetype requires sphere alchemist.

Storm-fed: At 1st level, the weather harvester gains
‘Weather as a bonus sphere, or a Weather talent if he already has
the Weather sphere, and treats his class level as his caster level
for this sphere. This stacks normally with caster levels gained
from other sources.

This ability replaces mutagen.

Create Harvester (Ex): At 1st level a weather harvest-
er gains the unique ability to create devices that channel the



awe-inspiring power of weather to create other magical effects.
Harvesters are magic items that use the talent-based system and
function once per day. The weather harvester need not have the
prerequisite base spheres or talents to make the harvester.

If he does lack a prerequisite talent or sphere he must suc-
ceed at a Spellcraft check against a DC of 20 + the harvester’s
complexity to successfully make the item. This DC increases
by 5 for each prerequisite talent or sphere he lacks. If he lacks a
prerequisite advanced talent, he also must have at least as many
ranks in Spellcraft as the advanced talent’s caster level prereq-
uisite. He may substitute a relevant Craft skill for Spellcraft.
Failing this check means that the item does not function and
the materials and time are wasted. The maximum caster level of
a harvester is equal to his weather harvester level.

A harvester may only be activated by the weather harvest-
er who created it and only in an area with a particular type of
weather of sufficient severity; neither of these prerequisites
may be emulated with Use Magical Device. The required weath-
er is set by the weather harvester when he creates it and the
strength of the weather is determined by the harvester’s com-
plexity (see Table: Harvester Complexity and Required
Weather Severity). By choosing snow or storm rather than
merely precipitation, or by choosing a type of radiation or vol-
canic weather, he may reduce the minimum weather severity by
I, to a minimum of 4.

Activating a harvester takes 10 minutes, which is reduced
by one casting time step for each category more severe the
weather in the area is than the minimum. If the weather’s se-
verity changes while the harvester is being activated, its activa-
tion time may change. If it drops below the amount of time the
weather harvester has spent activating the harvester, it takes
effect immediately. If the weather severity drops below the
minimum required for activating the harvester, the activation
fails and the daily use of the harvester is wasted.

The material cost to create a harvester is 100 gp x the har-
vester’s complexity x the harvester’s caster level. If a harvester
effect requires a saving throw, the DC is equal to 10 + 1/2 the
harvester’s caster level + the weather harvester’s casting ability
modifier.

This ability replaces brew potion, poison resistance, and
poison immunity.

Table: Harvester Complexity and Required
Weather Severity
Complexity  Minimum Weather Severity
12 3
376 4
7710 5
1114 6
I5+ 7

Spheres and Weather: Instead of allowing the weath-
er harvester to set the required weather for each harvester he
makes, a GM may have each sphere be associated a particular
type of weather; harvesters’ required weather must then be as-
sociated weather of the harvester’s sphere. For example, Death
might be associated with storms, so any harvester that animates
undead would require stormy weather.
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Alchemist Discoveries

The following are new discoveries that can be selected by
characters with the discoveries class feature.

Alchemical Synthesis (requires alchemist 6): The alchemist may
spend a spell point to spontaneously create a bomb. This is a
free action. If he has any other class features that require the
use of bombs, the expenditure of bombs may be substituted
with an equal amount of spell points instead. This does not give
him the bombs class feature if he does not possess it.

Blood Potion: The alchemist gains Blood Potion as a bonus
feat even if he does not possess the Blood sphere. The alche-
mist may use his Intelligence score as his casting ability modifi-
er for this feat, if he does not possess a sphere-based archetype
already.

Gene-Splicing (requires alchemist 8, mutagen): When the al-
chemist prepares his mutagen he may choose one trait from
any Alteration sphere talent. He gains that trait while under
the effects of his mutagen for the duration of the mutagen. He
must pay any spell point costs associated with the trait, and
the trait uses his class level as its caster level for the purpose of
determining effects. He may choose a different trait whenever
he prepares his mutagen.

Huallucinogen (Su): The alchemist gains the ability to create
a hallucinogen, a mutagen-like mixture that heightens one’s
perception or sensory ability. It takes 1 hour to brew a dose of
hallucinogen, and once brewed, it remains potent until used.
The alchemist when brewing the hallucinogen chooses a single
alternate divination ability (which he does not need to meet
the prerequisites for). The hallucinogen, once ingested, grants
the effects of the chosen divine alternate divination ability.
Hallucinogens continue to grant the effects for as long as the
alchemist concentrates on the effects (maximum of 10 minutes
per alchemist level). It otherwise functions as the chosen alter-
nate divination. All limitations of mutagens apply to hallucino-
gens as if they were the same substance—an alchemist can only
maintain one mutagen or hallucinogen at a time, a hallucinogen
that is not in an alchemist’s possession becomes inert, drinking
a hallucinogen makes a non-alchemist sick, and so on. The in-
fuse mutagen discovery and the persistent mutagen class ability
apply to hallucinogens.

Hedgewitch Secret: The alchemist may gain a hedgewitch
secret, having an effective hedgewitch level equal to his alche-
mist level. The alchemist cannot gain a secret associated with
a Path he does not have access to. The alchemist must have
spherecasting capability in order to select this discovery. He
may select this alchemist discovery multiple times, each time
selecting another hedgewitch secret.

Shadow Bomb (requires Dark sphere): The alchemist can cre-
ate bombs that contain durkness effects from the Dark sphere.
‘When the bomb is used, the darkness effect appears using the
impact point of the bomb as the center of the darkness effect.
Once used, the darkness lasts 1d4 rounds before disappearing,
+2 if he possesses the Lingering Darkness talent. He may not
spend a spell point to make it last longer without concentration.

Shaped Charge (requires alchemist 6, spell bomb discovery):
The alchemist chooses a (blast shape) basic talent from the
Destruction sphere. When he uses a spell bomb, he may apply
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this blast shape to his spell bomb, using his class level as his
caster level. He must pay any spell point costs involved. He may
acquire this discovery multiple times. Each time, he chooses a
different Destruction sphere (blast shape) talent.

Spell Bomb (requires alchemist 4): As a full-round action, the
alchemist may throw a more powerful bomb that does a num-
ber of dice of damage equal to his class level. He may spend a
spell point to reduce this to a standard action.

Zoological Study (requires alchemist 4, Alteration sphere): Once
per day as a free action, the alchemist may choose an Alteration
talent he does not possess. He gains that talent and keep it until
he rests and regains spell points.

fntipaladin
Sphere fintipaladin

Casting: At 4th level, the sphere antipaladin may com-
bine spheres and talents to create magical effects. The sphere
antipaladin is considered a Low-Caster. (Note: All casters gain
2 bonus talents and a casting tradition the first time they gain
the casting class feature.).

This replaces the spells class feature.

Spell Pool: The sphere antipaladin gains a small reservoir
of energy he can call on to create truly wondrous effects, called
a spell pool. This pool contains a number of spell points equal
to his class level + his casting ability modifier (minimum 1). This
pool replenishes once per day after roughly 8 hours of rest.

Magic Talents: A sphere antipaladin gains one magic tal-
ent at 4th level and every 2 levels thereafter.

(rand Purifier (Paladin & fintipaladin
firchetype, Champion)

There are many reasons to take up the sword, but the re-
sult is the same: punishing the enemies of your god. Inflicting
pain and suffering upon those who dare stand against you is
a universal truth that transcends good and evil. The only real
difference between how people murder is the amount of laugh-
ter afterwards. For the grand purifier, removing the unclean,
the heretical, and the unfaithful is a good thing, no matter the
means.

Alignment: Grand purifiers can be any good or evil align-
ment. This alters alignment.

Proficiencies: Grand purifiers are proficient with simple
weapons, as well as light armor and bucklers. In addition, if
this is this character’s first level in any class, they may select a
martial tradition of their choice.

Casting: The grand purifier may combine spheres and tal-
ents to create magical effects. The grand purifier is considered
a Low-Caster. (Note: All casters gain 2 bonus talents and a cast-
ing tradition the first time they gain the casting class feature.)

This replaces the spells class feature.

Spell Pool: A grand purifier gains a small reservoir of en-
ergy she can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to

her level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A grand purifier gains a magic talent every
2 levels (the same progression he uses to gain caster levels).

Combat Talents: A grand purifier gains a combat talent
at each odd numbered level and uses her casting ability modifi-
er as her practitioner modifier.

This replaces lay on hands or touch of corruption.

Smiting Action: When the grand purifier uses an attack
action to attack the target of her smite evil or smite good abili-
ty, she gains an additional circumstance bonus to damage equal
to her class level on her first successful hit.

Purification (Su): Whenever a grand purifier reduces
an intelligent enemy with Hit Dice equal to or less than her
class level to less than 1 hit point or performs a successful coup
de grace on it, she may attempt to purify it as part of the at-
tack. The target must attempt a Will save vs. a DC equal to
10 + 1/2 her grand purifier level + her casting ability modifier.
If the target fails, the impurities of its spirit is cleaved away,
leaving behind a new believer. Its alignment changes to match
the grand purifier. This does not ensure any sort of allegiance to
the grand purifier, however, and does not even guarantee that
it will not fight the grand purifier for ideological reasons. If the
creature succeeds, it is immune to the grand purifier’s ability
for 24 hours.

This effect can be reversed using a ritual equivalent of the
atonement spell or any sphere ability that can remove permanent
negative levels. This ability does not affect creatures without
souls (like most undead), non-native outsiders, creatures with
alignment descriptors, or creatures that are neutral because
they lack the intelligence to be otherwise. If the target fails its
save, the grand purifier may choose to cancel the damage from
the initiating attack.

Condemnation (Su): At 3rd level, the grand purifier
gains the ability to channel divine power into her attacks. As
an attack action, she may spend a spell point or expend her
martial focus to make an attack that has an additional affect on
her target. The target may attempt a saving throw determined
by the ability to negate the effect. The DC of this save is equal
to 10 + 1/2 her grand purifier level + her casting ability modifier.

At 3rd level and every 3 levels thereafter, the grand purifi-
er gains a condemnation, which grants these additional effects.
Only one condemnation can be added to an individual attack.

At 3rd level, the grand purifier can select from the follow-
ing initial condemnations.

 Ewiled: The target can not benefit from the abilities of
any other creature or receive aid for 1 round per lev-
el. If another creature attempts to use an ability that
would normally aid the target, the target must make a
saving throw against the ability. Will save negates.

* Illuminated: The target is surrounded by a field of light
as if under the effect of the glow ability of the Light
sphere for 1 minute per level. Reflex save negates.

* Maimed: The target is unable to regain hit points
or gain temporary hit points for 1 round per level.
Fortitude save negates.



At 6th level, a grand purifier adds the following condemna-
tions to the list of those that can be selected.

* Bleeding: The target takes 1 bleed damage per level.
Fortitude save negates.

* Confused- The target is confused for 1 round. Will save
negates.

* Crippled: The target takes a—2 penalty on ability checks,
attack rolls, saving throws, and skill checks for 1 round
per class level. This penalty does not stack with itself.
Reflex save negates.

At 9th level, a grand purifier adds the following condemna-
tions to the list of those that can be selected.

* Fuatigued- The target is fatigued. If already fatigued, the
target becomes exhausted. Fortitude save negates.

o Shaken: The target is shaken for 1 round per level of
the grand purifier. A shaken target becomes frightened
and a frightened target becomes panicked. This effect
works on those normally immune to fear. Will save
negates.

o Teleported- The target is teleported 5 feet per 2 levels.
This works as the Unwilling Teleport talent from the
Warp sphere. Reflex save negates.

At 12th level, a grand purifier adds the following condem-
nations to the list of those that can be selected.

* Entombed: The target is entombed in chains of force
unless it succeeds at a Reflex save. It is entangled
and anchored to the ground, unable to move from its
square. Breaking free is a move action, requiring either
a Strength check or an Escape Artist check against
a save DC equal 10 + her grand purifier level + her
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casting ability modifier. A target may also destroy the
chains by dealing 3 damage per class level to the grand
purifier. This causes the chains to vanish and removes
the entangled condition. The chains are completely
effective against incorporeal targets, but not against
teleportation.

Lowered: The target loses all spell resistance for 1
round. Will save negates.

Pained: Whenever the target takes damage, it takes an
equal amount of nonlethal damage, up to a maximum
of half the grand purifier’s class level. This lasts a num-
ber of rounds equal to the grand purifier’s class level.
Fortitude save negates.

At 15th level, a grand purifier adds the following condem-
nations to the list of those that can be selected.

Aggravated: The target loses all forms of damage resis-
tance for 1 round per level of the grand purifier. Will
save negates.

Dazed: The target is dazed for 1 round. Fortitude save
negates.

Slowed: The target is stuck in time, and is paralyzed for
1 round. Reflex save negates.

These abilities are not cumulative; a single effect is chosen
for the attack. Once a condemnation is chosen, it cannot be
changed.

This replaces mercies or cruelties.
Wrathful Focus: At 4th level, whenever a creature the

grand purifier has used her smite ability on is reduced to o or

fewer hit points, she regains martial focus.
This replaces channel energy.
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Arcanist

Sphere fircanist

Casting: The sphere arcanist may combine spheres and
talents to create magical effects. The sphere arcanist is con-
sidered a High-Caster. (Note: All casters gain 2 bonus talents
and a casting tradition the first time they gain the casting class
feature.)

This replaces the spells class feature.

Spell Pool: The sphere arcanist gains a small reservoir of
energy she can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to
her class level + her casting ability modifier. This pool replen-
ishes once per day after roughly 8 hours of rest.

Arcane Reservoir: A sphere arcanist gains an arcane res-
ervoir as normal, and may spend arcane points to increase the
DC or caster level of sphere effects just as with spells.

Magic Talents: A sphere arcanist gains a magic talent at
2nd level and every 2 levels thereafter.

Moldable Talents: A sphere arcanist gains a magic talent
at every odd level. However, unlike most talents, a sphere ar-
canist is able to change these particular talents as she desires.
Whenever the sphere arcanist rests to regain spell points, she
may change any and all of the moldable talents, losing the pre-
vious ones and gaining new spheres and new talents in their
place. Only moldable talents can be changed in this way; magic
talents gained at even levels, as part of levels taken in other
classes, as part of the 2 bonus talents all casters gain when they
first gain the casting class feature, or gained from taking the
Extra Magic Talent feat are not eligible to be changed in this
fashion.

Consume Spells: As a move action, a sphere arcanist
may consume one spell point to add three arcane points to her
arcane reservoir. Points gained in excess of the reservoir’s max-
imum are lost.

This alters the consume spells class feature.

Arcanist Exploits: The following arcanist exploits be-
have differently when taken by a sphere arcanist:

Quick Study (Ex): As a full-round action that provokes an
attack of opportunity, the sphere arcanist may spend 1 point
from her arcane reservoir to change one of her moldable talents
to a different magic talent.

Consume Magic Items (Sw): This exploit behaves the same as
written, except when consuming a magic item created through
the Spheres of Power system, the sphere arcanist gains a num-
ber of points for her arcane reservoir equal to 1/4th of the
item’s caster level. Spell engines are consumed as if they were
implements.

Counterspell (Su): As an immediate action, the sphere arcan-
ist may spend a point from her arcane reservoir to attempt a
Spellcraft check to identify a spell or sphere effect as it is be-
ing cast. If the effect is successfully identified, she may spend 1
spell point to attempt to counter the spell, as the Counterspell
feat. This arcanist exploit cannot benefit from feats that aug-
ment counterspelling, such as Improved Counterspell, Greater
Counterspell, or Counterspell Mastery:

Counter Drain (Sw): This exploit behaves the same as writ-
ten, except when countering a sphere effect, the sphere arcanist
gains a number of arcane points equal to the number of spell
points spent as part of the countered sphere effect.

Greater Counterspell (Su): When using the counterspell ex-
ploit, the arcanist may spend a second spell point to gain a +5
bonus to her dispel check. She must possess the counterspell
exploit to select this greater exploit.

Resistance Drain (Su): This exploit behaves the same as writ-
ten, except when used on a sphere effect, it grants the target
a number of temporary arcane points equal to the number of
spell points spent as part of the resisted sphere effect.

Suffering Knowledge (Sw): This exploit behaves the same as
written, except when the sphere arcanist is targeted by an ene-
my sphere ability, when the sphere arcanist fails a saving throw
against a sphere ability cast by an enemy, as an immediate ac-
tion she can expend 1 point from her arcane reservoir to gain
the ability to recreate that sphere effect for a number of rounds
equal to the sphere arcanist’s casting ability modifier (minimum
1). The sphere effect costs as many spell points and possesses as
many magic talents as it did when the sphere arcanist failed her
saving throw, but the caster level is determined by the sphere
arcanist herself.

Magical Supremacy (Su): At 20th level, the sphere ar
canist may spend arcane points instead of spell points when
creating sphere effects. She may spend 3 points from her arcane
reservoir in place of a spell point when creating a sphere effect.

Armorist

Blaster

Arm Cannon (Su): At 1st level as her first bound weapon,
the blaster binds a unique weapon known as the arm cannon,
which counts in all ways as a bound weapon. This arcane con-
struct covers most of one arm and could appear as anything
from a cluster of levitating silk ribbons to a glimmering tube
of metal or an oblong block of crystal (although whatever an
arm cannon appears as, its appearance does not change). When
summoned, the arm cannon occupies one hand and cannot be
disarmed. The arm cannon is an exotic ranged weapon the blast-
er is proficient with that makes ranged touch attacks, and deals
1d6 bludgeoning damage +1d6 at sth level and every four levels
beyond sth, regardless of size. The weapon has no range pen-
alties, but has a maximum range of close. In all other ways, the
arm cannon counts as a destructive blast from the Destruction
sphere with a caster level equal to the blaster’s level, but also
as a one-handed firearm that can be augmented by feats and
abilities as usual such as Deadly Aim, Rapid Shot, etc.

‘While the arm cannon is not directly tied to the blaster’s
caster level, she may nonetheless augment her arm cannon with
Destruction talents except for (blast shape) talents and Gather
Energy. She must still spend any spell points required by the
applied talents, and must spend those spell points for each at-
tack. The Admixture talent may be applied as a full-round ac-
tion or as part of a full-attack if the additional costs are paid for
every attack to which it is applied. The arm cannon can gain
enhancements as normal for a bound weapon. The blaster can



bind additional arm cannons as additional bound equipment as
normal.

This ability alters the bound equipment class feature.

Destruction: The blaster gains the Destruction sphere as
a bonus sphere at 1st level. At 5th level and every 5 levels there-
after, she gains a bonus talent from the Destruction sphere.

This replaces the summon equipment class feature.

Efficient Assault: At level 20, the blaster may reduce the
spell point cost of blast types applied to her arm cannon at-
tacks by 1 (minimum o).

This replaces infinite arsenal.

Arsenal Tricks: The blaster gains exclusive access to the
following arsenal tricks:

Destruction Trick: The blaster may select a Destruction tal-
ent as a bonus talent. She may take this trick more than once,
each time gaining another Destruction talent.

Cannon Shield: The blaster may treat her arm cannon as a
buckler, gaining a shield bonus as appropriate. She does not
lose this shield bonus when making attacks with her arm can-
non and suffers no penalty to her attack rolls from wielding a
buckler in the same hand as her arm cannon. The arm cannon
and buckler act as a double weapon for the purposes of splitting
enhancements or enhancing them separately.

Charged Shot: The blaster may spend a spell point to make a
single powerful attack as a standard action, increasing her arm
cannon’s base damage to one die per class level for that attack.

Sentient Cannon: The blaster’s arm cannon becomes an in-
telligent weapon with an Intelligence, Wisdom, and Charisma
of 10, and her alignment. She may further enchant her arm can-
non as if it were an unbound magic item to increase the power
of its Intelligence, statistics, and powers, treating herself as if
she possessed the necessary item creation feats to do so.

Variable Barrel Geometry: Gain a (blast shape) talent other
than Energy Strike. As a move action, the blaster may apply this
or any other (blast shape) talent she knows other than Energy
Strike to the next attack from her arm cannon, made before the
end of her turn. Any spell point costs of the (blast shape) talent
must be paid as normal.

Bonewright

Wielding a specialized form of the necromantic arts, bone-
wrights twist and warp the bones of corpses or even their own
bodies into weapons and tools that they use to win the day.
Although many find their practices distasteful, few can deny
their effectiveness.

Corpse Mastery: At 1st level, a bonewright gains Death
as a bonus sphere with the Necromantic Limit (reanimate)
drawback, but does not gain a bonus talent from this drawback.
If the bonewright already possesses the Death sphere, neither
the sphere nor the drawback is gained. The bonewright uses
her class level as her caster level when using the reanimate abil-
ity. This stacks normally with caster levels gained from other
sources.

Bone Equipment (Su): Instead of summoning equip-
ment on its own, the bonewright sculpts weapons and armor
from bodies - those of the dead or her own.

Instead of summoning equipment (even bound equip-
ment), a bonewright must reshape a body within reach - any
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corpse able to be raised as a skeleton or zombie is suitable to
this purpose, or a corporeal undead the bonewright or a willing
ally reanimated and controls. A reshaped undead returns to its
normal shape when the equipment would otherwise disappear.
‘When boosting equipment, the bonewright still must reshape
a corpse, wrapping it around and merging it with the piece of
equipment. Doing so causes the equipment to count as bone
equipment for arsenal tricks.

If she reshapes an undead she spent a spell point to reani-
mate within the past hour, summoning or boosting equipment
from that undead does not cost a spell point.

If the bonewright does not have a corpse available, she
must spend 1d4 hit points plus 1d4 per point of enhancement
bonus to reshape her own bones to fit their new purpose - grow-
ing her bones and breaking them off to become the required
equipment. This damage cannot be reduced, healed, or redi-
rected, but the hit points return once the piece of equipment
disappears or the boost ends.

Bone weapons and equipment that a bonewright makes are
supernaturally hard and count as being made from steel, with
none of the normal disadvantages of bone. However, it cannot
be augmented by arsenal tricks that would otherwise change
the material the equipment is made from.

This alters summoned equipment.

Arsenal Trick: The bonewright gains exclusive access to
the following arsenal tricks: The saving throw for any arsenal
trick is equal to 10 + 1/2 her bonewright level + her casting abil-
ity modifier. All arsenal tricks presented here are supernatural
abilities.

Some arsenal tricks (marked with an “*”) modify the attack
action, and if using Spheres of Might, are considered special at-
tack actions. Only one such arsenal trick can be applied to any
given attack action, though Vital Strike may also modify the
attack as normal.

Bone to Pick: Bone equipment weapons the bonewright
creates are especially harmful to creatures of the same type
as the body used to create it (humanoids and outsiders must
also share a subtype, as the ranger favored enemy class feature);
bone equipment weapons she creates gain a +3 bonus to damage
rolls against such creatures. This damage increases to +6 at 1oth
level. Equipment she creates from her own bones uses her type
and subtypes.

Bound to Marrow: The bonewright’s bone equipment grafts
itself into its wielder, granting a +4 bonus to CMD against dis-
arm and sunder. In addition, her bone equipment can be used
while grappled (even 1-handed and two-handed weapons). The
wielder can still choose to drop or remove the equipment as
normal.

Brittle Bones: Opponents the bonewright strikes with bone
equipment weapon become battered until the end of her next
turn.

Contorting Strike*: The bonewright can attempt a melee or
ranged attack against an opponent as a special attack action. If
successful, she may spend a spell point to force her opponent to
attempt a Fortitude save. On a failure, they have their skeletal
structure reformed into bone armor for 1 minute. This armor
functions as a broken chain shirt in all ways (+2 AC, maximum
Dex bonus +4, -4 armor check penalty, 20% arcane spell failure
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chance) and causes their armor to disappear until the end of
the equipment’s duration as normal. Her opponent can spend a
standard action to gain a new Fortitude save.

Marrow Mending: While adjacent to a corpse, the bone-
wright can spend a move action and a spell point to absorb the
corpse’s skeleton, collapsing and destroying the body. If she
does, she heals 1d8 hit points per class level. This may even heal
damage dealt by creating bone equipment. Healing in excess
of her maximum hit points from this ability is converted into
temporary hit points (to a maximum of her class level) that last
for 1 hour.

Shattering Blows: Opponents the bonewright hits with a
bone equipment weapon suffer a -2 penalty to their Fortitude
save for 1 minute. At 1oth level, this penalty increases to 4.
This penalty does not stack with itself.

Snap Limb*: The bonewright can attempt a melee or ranged
attack against an opponent as a special attack action. If suc-
cessful, she may spend a spell point to choose one of the fol-
lowing conditions; on a failed Fortitude save, the target suffers
the chosen effect. Each condition can be ended by a successful
Heal skill check (DC 10 + her base attack bonus) or through the
application of any magical healing, fast healing, or regeneration.

The foe is knocked prone and has all forms of movement
speed halved for 1 round per class level. The foe cannot take
s-foot steps during this duration. If the creature is flying, it
must succeed at a Fly skill check (DC 10 + her base attack bo-
nus) or begin to fall, as the Aerial Trip feat.

The foe drops all held items in one limb of her choice.
The foe cannot use that limb for attacking, holding or inter-
acting with items for 1 round per class level - it cannot use
natural attacks from the limb, wield weapons in that limb, use
a two-handed weapon (unless it has more than two working
arms), etc.

Spineless Foes*: The bonewright can attempt a melee or
ranged attack against an opponent as a special attack action. If
successful, she may spend a spell point to force her opponent to
attempt a Fortitude save. On a failure, they suffer a -4 penalty
to attack and damage rolls against her for 1 minute. Each time
the creature successfully attacks she, reduce the penalty by 1.
The penalty to attack and damage rolls increases by 1 at 5th
level and every 5 levels thereafter (to a maximum of -8 at 20th
level). This does not stack with itself.

Darkshaper

Class Skills: The darkshaper loses Knowledge (engineer
ing) (Int) as a class skill and gains Stealth (Dex) as a class skill.

Weapon and Armor Proficiency: The darkshaper is
proficient in all simple weapons and light armor. This replaces
the normal armorist weapon and armor proficiency.

Shadow Limb (Su): As a swift action a darkshaper may
animate her shadow as an extra limb. Her shadow limb pos-
sesses a primary natural attack with a reach of 5 feet that deals
1d4 slashing and piercing damage (1d3 for Small darkshapers). A
darkshaper may use her casting ability modifier in place of her
Strength modifier on attack and damage rolls and on combat
maneuver checks using her shadow. Her shadow is dexterous
enough to manipulate delicate objects and wield weapons, ac-
tivate spell completion or spell trigger items. A shadow is too

flimsy to function as a suit of armor or shield, though it may
wield a shield.

At s5th level and every five levels thereafter, a darkshaper’s
shadow adds 5 feet to her shadow limb’s reach, to a maximum
of 20 feet at 20th level.

A darkshaper’s shadow is not limited to moving along
the ground, and cannot be sundered or attacked as a separate
creature. Dismissing a shadow limb is a free action. A shadow
limb’s natural attack gains a +1 enhancement bonus for every
odd darkshaper level, to a maximum of +10 at 19th level. These
bonuses may be traded for special abilities according to Table:
Bound Equipment, except that a shadow may not be im-
bued with the dancing, returning, or throwing special abilities.
A shadow limb cannot have higher than a +5 enhancement bo-
nus; enhancement bonuses beyond this amount must be traded
for special abilities. A shadow limb is treated as bound weap-
on with respect to arsenal tricks. Arsenal tricks that modify a
bound weapon’s material may be applied to shadow limbs.

A darkshaper may have one shadow limb manifested at a
time at first level, and may manifest an additional shadow limb
at 6th, 11th, and 16th levels. She may manifest up to her maxi-
mum number of shadow limbs as part of the same action, each
with abilities and enhancement bonus identical to the first.
The shadow limbs’ enhancement bonus and abilities may be
changed any time they are manifested, though they must be the
same for all of the darkshaper’s shadow limbs.

This ability counts as the Animated Shadow advanced tal-
ent for all prerequisites. A darkshaper may not use Animated
Shadow and shadow limb at the same time.

This ability replaces bound equipment, bind implement,
boost equipment, and quick summons.

Shadowed Combat: A darkshaper gains the Dark sphere
as a bonus sphere at 1st level, as well as the Shadow Master
drawback, selecting a (shadow) talent as normal. If the dark-
shaper already possesses the Dark sphere, then she gains a
(shadow) talent without the drawback.

Shadow Residue: A darkshaper is able to leave behind
some of her shadow on her target. When she lands an attack
with her shadow limb, she may cast a (shadow) talent on that
target as a swift action at the talent’s normal spell point cost.

This ability replaces summon equipment and armor
training.

Tenebrous Touch: At 20th level the darkshaper may ac-
tivate shadow residue as a free action.

This replaces infinite arsenal.

Lingchi Warrior

Spellcasters who delve into the Creation sphere often have
very different ideas about how the things they make actually
come into being, but whatever the main source of any mage’s
power may be, it is on weaponry that the lingchi warrior’s pow-
ers are concentrated. These spellswords are consummate war-
riors who learn to wield all variety of weapons and can call upon
them at any time.

Weapon and Armor Proficiency: A lingchi warrior is
proficient with all simple and martial melee weapons, one exot-
ic melee weapon, light armor and shields (except tower shields).



Armory Arena (Sp): At 1st level a lingchi warrior can
spend a spell point to call down a near infinite number of weap-
ons around herself as a standard action. All creatures and ob-
jects within a 15 feet + § feet per 2 class level radius of the lingchi
warrior take 1d6 + her casting ability modifier in slashing, pierc-
ing, or bludgeoning damage (her choice, Reflex negates, DC 10
+ 1/2 lingchi warrior + casting ability modifier). When doing so,
she may select a number of targets equal to her casting ability
modifier to not take damage. The lingchi warrior who creates
the armory arena never takes damage from this effect. For 1
minute per level after, the affected area is treated as difficult
terrain for everyone other than the lingchi warrior.

Within this area, anyone may pick up any simple, martial,
or exotic melee weapon that the lingchi warrior is proficient
in or able to craft of their choice as a move action and wield it
as if it were a normal masterwork quality item of its type that
disappears when the armory arena expires or the weapon leaves
the area of the armory arena. A lingchi warrior can only have
I armory arena active at one time, with additional uses of this
ability dismissing any currently existing arena. The lingchi war-
rior can dismiss the entire armory arena as a standard action
but cannot dismiss specific weapons.

At sth level, the lingchi warrior may create an armory arena
as a move action and may pick up any weapon in the arena as a
swift action.

At 15th level, the lingchi warrior may create an armory are-
na as a swift action and may pick up any weapon in the arena
as a free action.

At 20th level, the lingchi warrior may create an armory are-
na as a free action once per round.

This ability replaces summon equipment, boost equip-
ment, and quick summons.

Enhanced Armory: Starting at 3rd level, the lingchi
warrior’s armory arena gains access to magically empowered
weapons. Any weapon taken from the armory arena gains a +1
enhancement bonus. For every 3 levels the lingchi warrior pos-
sesses beyond 3rd, this bonus increases by +I to a maximum of
+6 at 18th level. These bonuses may be traded for special abil-
ities according to the armorist’s Table: Bound Equipment,
however the bonuses are determined by whoever wields the
weapon at the time it is picked up.

Any arsenal trick that grants additional options to an ar-
morist’s bound or summoned equipment instead adds to the
list of options available to the enhanced armory.

This ability replaces bound equipment and bind implement.

Nimble (Ex): At 3rd level, a lingchi warrior gains a +1
dodge bonus to AC while wearing light or no armor. Anything
that causes the lingchi warrior to lose her Dexterity bonus to
AC also causes her to lose this dodge bonus. This bonus in-
creases by 1 for every 4 levels beyond 3rd (to a maximum of +§
at 19th level).

This ability replaces armor training.

Arsenal Tricks (Su): A lingchi warrior gains exclusive ac-
cess to the following arsenal tricks.

Absolute Control (requires lingchi warrior 12): When a weap-
on is drawn from the lingchi warrior’s armory arena, it is the
lingchi warrior who determines how its enhancement bonus is
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divided between enhancement and special abilities and which
special abilities, if any, it possesses rather than the wielder.

Additionally, the lingchi warrior can dismiss individual
weapons created by the armory arena without dismissing the
entire armory arena.

Arena Burst: The lingchi warrior’s armory arena is strength-
ened by her magical ability to a level far greater than any normal
weapon can reach. By spending an additional spell point when
she creates her armory arena the damage is increased to 1d6
points of damage per class level + her casting ability modifier
and the save changes from Reflex (negates) to Reflex (half).

Once the armory arena is initially summoned, its damage
returns to normal for the remainder of its duration if she also
has greater mobile arena.

Arena Patrol (requires lingchi warrior 6): As long as she re-
mains inside her armory arena, as a full-round action the lingchi
warrior can increase her threatened area to the entire area of
the armory arena. As long as she moves no further than her
speed in a round, the lingchi warrior may move anywhere with-
in her arena to take an attack of opportunity against any foes
inside the arena. This movement does not provoke attacks of
opportunity. She may discard her current weapon and draw a
new one from the arena as part of her attack of opportunity.
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If using Spheres of Might, this ability counts as the patrol ability
from the Guardian sphere.

Bound Armory: When wielding a weapon created by her ar-
mory arena, the lingchi warrior gains a higher enhancement bo-
nus than anyone else, gaining a +1 enhancement bonus per odd
level to a maximum of +10 at 19th. These weapons cannot have
an enhancement bonus greater than +1 per 3 levels of the lingchi
warrior, any bonus beyond this must be traded for special abili-
ties allowed by her enhanced armory ability. This also treats any
weapon the lingchi warrior wields from her armory arena as a
bound weapon for the purposes of class features.

Dancing Arena (requires lingchi warrior 14): When creating
an armory arena, the lingchi warrior may choose to reduce the
total enhancement bonus available by enhanced armory (and
bound armory) by 4 in order to animate every weapon sum-
moned by the arena. All creatures in the arena except for the
ones chosen on its creation to not take damage take 1d8 + cast-
ing ability modifier damage per turn plus the effect of any re-
maining enhancement bonus, which may be traded for weap-
on special abilities as usual. This damage is of the same type
chosen by the lingchi warrior when creating the armory arena.
Creatures within the area may attempt a Reflex save as like for
armory arena every round to negate this damage.

Dancing arena weapons may still be drawn and wielded,
but it requires one step longer than normal.

Example: A 15th level lingchi warrior with the friendly arena
and bound armory arsenal tricks selects 1 ally to not take damage from
the arena when she creates the dancing arena. The lingchi warrior may
draw a weapon with a total +3 bonus as a swift action from the arena
and anyone else in the arena may draw a +1 weapon as a standard ac-
tion. Everyone inside the arena except for the lingchi warrior and her
ally take 1d8+1 + ber casting ability modifier in damage every round
they remain in the arena. At 18th level, she may opt to have the dancing
weapon all deal damage as if they were +1 flaming weapons.

Friendly Arena: The lingchi warrior may select any number
of targets to not take damage from the arena, and these tar-
gets may move through the arena without treating it as difficult
terrain.

Material Arena (requires lingchi warrior 6): When selecting
the enhancement bonus of a weapon created by armory arena
she also determines the type of material it is created from. She
may select cold iron, mithral, or silver. At 1oth she may select
adamantine.

Mobile Arena: As a swift action, for a number of rounds
equal to her casting ability modifier (minimum 1), a lingchi war-
rior can turn her armory arena into a whirlwind of blades every
time she moves on her turn, gaining 20% concealment against
ranged attacks for 1 round. A mobile arena always recenters it-
self on the lingchi warrior at the end of her movement, travel-
ing the shortest possible distance.

Mobile Arena, Greater (requires mobile arena): When a mobile
arena repositions itself, it deals damage as if it was just sum-
moned to all creatures whose square it passes through or stops
in. Additionally; her concealment is increased to 50% against
ranged attacks and 20% against melee attacks. If used with are-
na burst, this damage is not increased, only dealing the damage
that a normal summoning of the armory arena would cause un-
less an additional spell point is spent each round.

Ultimate Arena (requires arena burst, bound armory, lingchi war-
rior 14): The lingchi warrior can summon the ultimate weapons
to her side, but like the blades she calls, this technique is double
sided. As a full-round action she can spend three spell points to
create an ultimate arena.

This deals damage as if she had used an arena burst and
called her armory arena. Additionally, by spending an addition-
al spell point at the start of each of her turns while the arena
exists, the strengthening effect remains on all weapons creat
ed by the ultimate arena, causing them to deal an additional
1d6 damage per two levels and allowing everyone who wields
a weapon created by the arena to give it bonuses as if it were
a bound armory and they were its summoner, however this re-
duces the duration the arena remains to 1 round per two levels.
An ultimate arena cannot be made safe for its creator either,
and can never gain the benefits of absolute control or mobile
arena arsenal tricks.

Living Weapon

‘When you take away the weapons, armor, and the support
of a legion of fellow soldiers, you are left with nothing but a
single person, and more often than not, that person is nothing.
But for the living weapon, her greatest assets are her strength
of will, her powerful mind, and her tactical prowess; especially
with magic. While other armorists can often make this claim,
the living weapon does not even summon armor, preferring to
use magic directly to protect herself. All she needs is a weap-
on, everything else just gets in the way. This gives a flexibility
and subtlety others lack - which adds another weapon to her
arsenal.

Weapon and Armor Proficiencies: The living weapon
is proficient with all simple and martial weapons, and with no
armor or shields.

This alters proficiencies.

Saving Throws: The living weapon has all good saving
throws.

This alters saving throws.

Defensive Magic: The living weapon gains Protection
as a bonus sphere with the Limited Protection (aegis) draw-
back. She may buy off this drawback normally, and she does not
gain this drawback nor a bonus talent if she has the Protection
sphere from another source.

She also gains Armored Magic as a bonus talent.

Whenever the living weapon uses an (aegis) talent, she uses
her class level as her caster level. This stacks normally with
caster levels gained from other sources.

Summon Aegis: The living weapon can not summon
or bind either armor or shields. Instead, when she creates an
Armored Magic aegzs that grants an armor or shield bonus, she
may treat these as summoned equipment and may give them
enhancement bonuses and give them special abilities. She may
only have one armor enchanted wegss and one shield enchanted
aegis active on a creature at a time, but may spend a swift ac-
tion to change what enchantments have been applied to either.
Summoning an @egrs is still a form of spherecasting, but the liv-
ing weapon may use the armored magic ability as a swift action.

This alters summon equipment.



Bound Aegis: At 1st level, the living weapon may choose
her armored wegis as a piece of bound equipment. An armored
aegis that grants an armor bonus must be bound separately from
an armored wegzs that grants a shield bonus, and only the living
weapon may benefit from a bound zegis. A bound zegis still re-
quires a spell point to summon, but has an unlimited duration
and can be summoned again (spending another spell point to
do so) if dispelled or destroyed. Summoning a bound zegis is
still a form of spherecasting.

This alters bound equipment.

Weapon Training (Ex): At s5th level, the living weapon
gains the weapon training class feature as a fighter of equal lev-
el. Any levels she has in the fighter class stack with her living
weapon levels for the purpose of this feature.

This replaces the armor training.

Arsenal Tricks: The living weapon may not gain the
heavy armor or tower shield arsenal tricks. She gains exclusive
access to the following arsenal tricks:

This alters arsenal tricks.

Active Defense: Whenever the living weapon uses a (succor)
talent that sacrifices an wegss she bears, she may instead spend a
spell point in place of sacrificing the wegss.

Always Armed: The living weapon does not provoke attacks
of opportunity when she attacks foes while unarmed, and may
do lethal damage with her unarmed attack if she wants to. The
base damage of her unarmed attack increases to d4, d6 or d§,
depending on whether she is Small, Medium or Large, respec-
tively. She may use her summon equipment ability to enchant
her own fists as a weapon. She may also bind her fists with her
bound weapon ability multiple times, but only one can be in
effect at a time. Both fists are considered a single weapon for
the purpose of summoning and binding special abilities, and
she may bind her fists once without using one of her bound
equipment slots.

Evasion: If the living weapon succeeds at a Reflex saving
throw against an attack that normally deals half damage on a
successful save, she instead takes no damage. She does not ben-
efit from this ability while wearing armor, carrying a shield or
while she is helpless.

Fighter Weapon Training (requires living weapon 10): The living
weapon gains an advanced weapon training ability as a fighter
of equal level. She can use her class levels in place of fighter
levels, and if she has both, they stack.

Insightful Strike (requires living weapon 6): When the living
weapon hits with a weapon with which she has weapon train-
ing, she may spend a spell point as a free action to do additional
damage equal to her class level + her casting ability modifier.
This is precision damage, and can not be used against creatures
immune to critical hits.

Living Flurry: The living weapon gains the flurry of blows
class feature as an unchained monk, and gains an extra attack
when she performs a full-round attack. The flurry only works
with unarmed strikes and weapons that have the monk special
weapon feature. This does not stack with extra attacks from
the monk’s flurry of blows class feature, but does stack with the
extra attack from the Improved Haste Time talent.
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Living Flurry, Improved (requires living weapon 12): When the
living weapon uses her flurry as a full-round attack, she gains a
second extra attack at her full base attack bonus.

Protected Identity: As a standard action, the living weapon
can alter an aegis she created that she bears to create minor
illusions to camouflage herself. She gains a competence bo-
nus equal to her level on Stealth checks and to her Disguise
checks to conceal her identity (but not to disguise herself as
someone else). The living weapon may attempt to conceal her
identity without needing to apply a disguise, and may attempt
a Disguise check when she uses this ability. This is considered a
type of illusion, and does not stack with any of the bonuses to
Stealth or Disguise granted by any form of illusion.

Spheric Aegis: The living weapon may cause an aegés she is
wearing to become spherical as a free action. This has no ef-
fect on her defenses or movement, but any other creature that
would receive cover because of the living weapon’s position
benefits from the wegis as they were bearing it. In addition, the
living weapon provides cover as if she was a transparent struc-
ture granting a bonus to Reflex saves (but not to Stealth) if she
is currently bearing an armored wegss. She may end the effects
as a free action.

Tactical Protection: Once per day, the living weapon may use
a free action to spontaneously gain an (aegis) talent from the
Protection sphere. She retains this talent until the next time
she rests and regains spell points.

Weapons of Choice: The living weapon may choose one weap-
on special ability, one armor special ability; and one shield spe-
cial ability that she can create. These special abilities are con-
sidered one +1 modifier lower for them (minimum +1).

Quick Summons: At 15th level, the living weapon may
use «egrs abilities as a free or immediate action, just as she can
summon equipment.

This alters quick summons.

Infinite Arsenal: At 20th level, the living weapon’s ar-
mored magic «egis AC bonus increases by +2 for both armor and
shields, and applies to touch AC.

This alters infinite arsenal.

Soaring Blade

An armorist who takes to heart that the battle is not won
through strength of arm, but by skill and strength of mind, ac-
cepts the first tenet of the path of the soaring blade. By mas-
tering telekinesis alongside the magic of an infinite armory, the
soaring blade becomes a one-man army:

Weapon and Armor Proficiency: A soaring blade is
proficient with simple and martial weapons and light armor.

This replaces the normal armorist weapon and armor
proficiency:.

The Soaring Blade: A soaring blade gains the Telekinesis
sphere as a bonus talent and uses her soaring blade level as her
caster level with the Telekinesis sphere. However, she also gains
the Limited Telekinesis drawback, selecting her bound equip-
ment and summoned equipment as her ‘material’. She may buy
off this drawback normally by spending a magic talent, but
she may only use her class level as her caster level in situations
where this drawback would apply: If she already possesses this
sphere, she does not gain this drawback.
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Summon Equipment (Su): When a soaring blade sum-
mons equipment, she may conjure them anywhere within her
telekinesis range. A soaring blade may not summon shields or
armor.

This alters summon equipment.

Bound Equipment (Su): A soaring blade may summon
her bound equipment anywhere within her zelekinesis range, and
equipment lifted by a soaring blade’s telekinesis counts as being
in her hands, and does not disappear. A soaring blade may not
bind shields, armor, or implements.

This alters bound equipment.

Steel Sentries (Su): At 3rd level the soaring blade gains
the Dancing Weapon talent as a bonus talent. If she already
possesses the Dancing Weapon talent or - if gained through this
class feature - later spends a magic talent, she adds her casting
ability modifier to the number of additional attacks of opportu-
nity she may make, but only with a weapon she has lifted with
her telekinesis.

At 7th level and every four levels thereafter the soaring
blade gains the ability to make an additional attack of opportu-
nity each round, to a maximum of + 4 at level 19.

This ability counts as the Combat Reflexes feat for the
purposes of prerequisites.

This ability replaces armor training.

House of Blades: At sth level, a soaring blade gains
Divided Mind as a bonus Telekinesis talent and Group
Summons as a bonus arsenal trick. If she already possesses ei-
ther of these, she may gain a different talent or arsenal trick,
respectively.

This replaces bind implement.

Arsenal Tricks: The soaring blade cannot select the
heavy armor, movement, or tower shield arsenal tricks. She
gains exclusive access to the following arsenal tricks:

This alters arsenal tricks.

Blade Swarm (requires soaring blade 4): The soaring blade’s
blades whirl around her enemies from all directions, their speed
and ferocity limited only by the imagination of her wielder.
When using Divided Mind to make multiple attacks, she may
make an additional attack at her highest attack bonus.

Blade Wheel (requires soaring blade 4, Telekinesis sphere (Orbit)):
The soaring blade forms a ring of blades around her that men-
ace all comers. So long as she has at least one weapon in her
orbit she may make a single attack of opportunity against one
opponent within the reach of her orbiting weapons at the start
of her turn. She must make this attack of opportunity with a
weapon in her orbit.

Commander On High (requires soaring blade 8): The soaring
blade commands and directs her steel soldiers from above,
drifting beyond the battlefield. She gains Flight as a bonus tal-
ent, and treats herself as a summoned weapon for the purpos-
es of using and determining her caster level for zelekinesss. This
stacks normally with caster levels gained from other sources.

Flying Daggers: Items summoned with her bound equip-
ment and summon equipment features count as one size cate-
gory smaller for the purposes of her telekinesis size limit.

Phantasmal Barrage (Sp) (requires soaring blade 6): Rather than
summoning a single magic weapon, the soaring blade can call
i, up flickering, fragile blades that last only for a moment, but

with her telekinetic powers she makes that moment enough.
By spending two spell points as a standard action, she may deal
1d6 slashing and piercing damage per caster level to all crea-
tures in an area equal to one 5-foot cube per caster level, ar-
ranged contiguously within her telekinesis range. A successful
Reflex save (DC 10 + 1/2 her caster level + her casting ability
modifier) halves this damage. This damage overcomes damage
reduction as if it was magic and made of all materials she can
make summoned equipment out of. Use her soaring blade level
as her caster level for the purposes of this arsenal trick. This
stacks normally with caster levels gained from other sources.

Protokinesis Feat: The soaring blade may select a protokine-
sis feat as a bonus feat. She must meet the prerequisites for this
feat. This arsenal trick can be taken several times. Each time it
is selected, she chooses another protokinesis feat.

Storm of Blades (Su) (requires soaring blade 16): Exerting the
soaring blade’s magic to its fullest extent, she creates a storm
of blades that devastates her enemies. By spending two spell
points and concentrating on her telekinesis as a full-round action
she doubles the attacks she can make with Divided Mind in a
round as if she were capable of taking two separate full attack
actions.

Telekinetic Shieldbearer: The soaring blade gains proficien-
cy with all shields (except tower shields) and may summon a
shield with the summon equipment ability, or choose a shield
as bound equipment.

Spirit Blade (Champion)

A person that learned to take the shape of a weapon or a
weapon powerful enough to take shape and wield itself, spirit
blades blur the line between warrior and weapon, granting their
skill or commanding those that would use them.

Proficiencies: Spirit blades are proficient with simple
weapons, as well as light armor and bucklers. In addition, if
this is the character’s first level in any class, they may select a
martial tradition of their choice.

This alters proficiencies.

Blended Training (Ex): Whenever a spirit blade would
gain a magic talent from her class levels (not the 2 bonus talents
gained when first gaining the casting class feature), she may in-
stead choose to gain a combat talent. A spirit blade uses her
casting ability modifier as her practitioner modifier.

This alters magic talents. This archetype may be combined
with other archetypes that replace magic talents; she can not
gain a combat talent in place of a magic talent the other arche-
type loses.

Shapechanger: At 1st level, the spirit blade gains the
shapechanger subtype.

‘Weapon Form: At 1st level, the spirit blade may take the
form, including all properties (such as masterwork status, en-
hancement bonus, materials, and special abilities), of one of
her bound weapons as a full-round action. This is a polymorph
effect and persists until the spirit blade changes back or to a
different weapon form. Returning to her normal form is a full-
round action. While in weapon form, the spirit blade may be
targeted as a magic weapon of the chosen type despite not be-
ing an object, though is always counted as being attended. The
spirit blade in weapon form may communicate telepathically



with her wielder. As part of transforming into weapon form,
the spirit blade may touch a willing creature that has at least
one hand free; the transformation completes with the weapon
form held by that creature. The touched creature may drop a
held object to free a hand for this purpose as a free action that
can be taken even when it is not that creature’s turn. While
wielded, the spirit blade is treated as an object for the purpose
of effects that target an area.

In weapon form, the blade spirit has no Strength or
Dexterity scores (they are treated as having a score of 10 for de-
termining bonuses if required, though if making an attack roll
with a sphere affect the normal score is used) and gains hardness
equal to her class level or the hardness of the bound weapon,
whichever is higher, and takes damage as an object. The spirit
blade in weapon form retains her normal senses and communi-
cation abilities. While in weapon form, the spirit blade is im-
mune to bleed, disease, paralysis, and poison. Ongoing effects
of these kinds are suspended while in weapon form, not ex-
pending duration or forcing subsequent saving throws, resum-
ing their normal effects and duration when weapon form ends.

Striking a creature or object as part of an attack does not
damage the spirit blade in weapon form, nor forces her to at-
tempt a concentration check to maintain an ongoing effect.
If the spirit blade has more than one bound weapon, she may
change between their forms with the same action as required
to assume weapon form.

The spirit blade may resize her weapon form to suit her
wielder as part of changing form. Should the spirit blade pos-
sess the ability to have a bound natural attack, she may graft
herself to a willing wielder either as part of her transformation
into weapon form or as a move action.

This replaces summon equipment and boost equipment.

Possess Wielder (Su): At 2nd level, the spirit blade may
spend a spell point to attempt to actively possess any creature
that wields her, treating her spirit blade levels as wraith levels
for determining the possession DC. The spirit blade’s weapon
form body is not absorbed into the host; instead the host may
wield it as a weapon while possessed. This otherwise functions
as the possession ability of the wraith class.

Guiding Blade (Su): The spirit blade gains the following
abilities:

Guide Strike

At 1st level, the spirit blade’s influence allows the wielder
to focus on other matters; the spirit blade momentarily con-
trols her wielder, spending her actions (free, swift, move, stan-
dard, and/or full-round) to cause the wielder to make attacks
(including combat maneuvers and sphere abilities that require
an attack roll made with the spirit blade) with the spirit blade
as a free action even when it is not the wielder’s turn. These ac-
tions may also be spent to cause the wielder to reload the spirit
blade. If an ability, such as the shove ability of the Brute sphere,
grants movement as part of the ability, the wielder may make
that movement within the limits of that ability. The wielder
may attempt a Will save to against the spirit blade’s possession
DC (10 + half the spirit blade’s class level + casting ability mod-
ifier) if unwilling to attack the chosen target. Attacks made this
way use statistics as if the wielder was actively possessed.
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Additionally, the wielder may supply material, somatic, and
verbal spell components for the spirit blade’s casting. Attacks
of opportunity provoked by the spirit blade’s casting are made
against the spirit blade herself.

Grant Skill

At 3rd level, the spirit blade may grant her skill to her
wielder. The spirit blade guides the wielder’s attacks that are
made with the spirit blade’s weapon form, allowing them to be
made with the spirit blade’s base attack bonus. The spirit blade
may choose to share her magic and combat talents with her
wielder. Duplicate talents do not grant any benefit unless the
talent may be taken more than once; if such a talent allows for
selections from a list, the choices made cannot change as part
of this ability and any limits on the number of additional times
a talent may be taken are unchanged.

Additionally;, the spirit blade may use her Strength or
Dexterity modifier (as determined by her attributes when not
in blade form) to determine the results of attacks made with
her blade form if beneficial.

Coordinate Opening

At 7th level, while the spirit blade is in weapon form, if
a creature provokes an attack of opportunity from the spirit
blade, she may spend her attacks of opportunity to direct the
wielder to attack with her weapon form. Treat the spirit blade
as a creature of her wielder’s size and natural reach occupying
her wielder’s space with her normal ability scores for determin-
ing when these attacks can be made, applying the reach special
feature if the weapon form possesses it.

Teamwork

At 11th level, while in weapon form, the spirit blade may
share a number of teamwork feats she possesses with her wield-
er up to her casting ability modifier (minimum 1). Treat the
spirit blade as a creature of her wielder’s size occupying her
wielder’s space and natural reach (applying the reach special
feature if the weapon form possesses it) with her normal ability
scores for determining the application of these feats. Attacks
made with the guide strike, greater guide strike, and coordinate
opening abilities count as being made by the spirit blade for
this purpose.

Shared Recovery

At 15th level, the spirit blade and wielder share the benefits
of any effect that would grant temporary hit points or restore
hit points to (including fast healing and regeneration) or re-
move ability damage or ability drain from either. Both gain the
full benefit of such effects.

Symbiotic Skill

At 19th level, the wielder may choose to use the spirit
blade’s base attack bonus for all attacks made by the wielder,
even if not made using the spirit blade for as long as the spirit
blade is in its possession.

This replaces armor training.

Equip Wielder: At sth level, when summoning a bound
armor, shield, staff, or weapon while in weapon form and being
wielded or possessing a wielder, it may appear on the wielder
or possessed creature as if they were the spirit blade. She may
resize weapons and reshape armor to suit the wielder as part of
summoning it.

This alters bound equipment.
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Independent control (Su): At 20th level, the spirit
blade and wielder fully share all combat talents, magic talents,
and combat feats known with each other.

This replaces infinite arsenal.

Arsenal Tricks: The spirit blade gains exclusive access to
the following arsenal tricks:

Absorbing Block: As an immediate action, the spirit blade
may direct all damage, healing, and effects of an attack, spell,
sphere effect, or other ability that targets her wielder or crea-
ture she is possessing to herself.

Dancing Blade (requires Telekinesis sphere): When the spirit
blade targets herself in weapon form and only herself, she treats
her class level as her caster level for the Telekinesis sphere.

Focusing Attack: When the spirit blade in weapon form is
used to deal damage with an attack action or to make a success-
ful combat maneuver, she may spend a move action before the
end of her next turn to regain martial focus. This ability cannot
be used if she does not have an expended focus at the time the
triggering attack is completed.

Fuse Implement (requires the ability to bind implements): If one
of the spirit blade’s pieces of bound equipment is an imple-
ment, she may fuse that implement with a bound weapon when
assuming weapon form, granting the benefits of the implement
to herself and her wielder. Only a single implement may be
fused with a weapon form at a time.

Grappling Impale: The blade spirit gains the Lancer sphere,
or another talent from that sphere if it is already possessed. If
the spirit blade has a drawback that removes the z/mpale ability
of the Lancer sphere, this talent must be used to buy off that
drawback. Any time the spirit blade in weapon form is used to
impale a creature, she may return to her normal form and at-
tempt to initiate a grapple targeting the zmpaled creature as an
immediate action. This grapple check gains the benefit of any
enhancement bonus the spirit blade possesses while in weapon
form.

Hidden Essence: The spirit blade may choose to make her
weapon form appear to be ordinary or even broken. An Appraise
check with a DC of 10 + her spirit blade level + her casting abil-
ity modifier is required to determine that the weapon form is
masterwork. The spirit blade may also choose to suppress the
magical auras while in her weapon form, forcing any creature
using effects that detect magic to have to succeed on a magical
skill check against her MSD to detect any magical auras origi-
nating from her or her worn equipment while in weapon form.

Impaling Possession: The blade spirit gains the Lancer sphere,
or another talent from that sphere if it is already possessed. If
the spirit blade has a drawback that removes the impale ability
of the Lancer sphere, this talent must be used to buy off that
drawback. Any time the spirit blade in weapon form is used to
impale a creature, she may attempt to possess that creature as
an immediate action. If successful, dealing damage by removing
the spirit blade’s weapon form does not grant the possessed
creature a new save against the possession. If the creature is no
longer impaled with the weapon form and is not wielding the
weapon form at the end of the spirit blade’s turn, the posses-
sion ends automatically.

Intuitive Skill: The wielder of the spirit blade in weapon
form gains proficiency with the weapon form for as long as it
is wielded. If the wielder is already proficient with weapons of
that type, it instead gains a +I insight bonus on attack and dam-
age rolls, increasing by +1 for every 7 class levels the spirit blade
possesses.

Quick Shift: The action required to enter or leave weapon
form is reduced to a move action. At 7th level, it becomes a
swift action. At 14th level, it may be done as a free or immedi-
ate action.

Share Skill: The spirit blade may choose a number of skills
equal to her casting ability modifier each day after resting to
regain spell points. She may share her skill ranks in the chosen
skills with her wielder.

Wraith Haunt: The spirit blade may select a wraith haunt
for which she qualifies, using her spirit blade level as her wraith
level. These wraith levels stack with any she possesses from
other sources.

This arsenal trick may be taken more than once; each time
it grants an additional wraith haunt.

Permanent Weapon Form Alternate Rule -
Some spirit blades may wish to abandon the ability to
assume a humanoid form entirely. In such cases, the PC los-
es all benefits from her race and replaces her creature type
with the construct type, retaining her subtypes. She retains
the ability to speak one language of her choice and can gain
additional languages normally. Unlike most constructs, the
spirit blade has a Constitution score, does not gain addition-
al hit points based on size, is not destroyed at o hit points,
and is not immune to mind-affecting effects, necromancy
effects, or stunning and remains subject to ability damage,
ability drain, and effects that require a Fortitude save. A spir-
it blade may be raised or resurrected. The spirit blade may
be healed normally by positive energy effects.

Since the spirit blade cannot don items if unable to leave
weapon form, she may instead absorb magic items that pro-
vide a constant effect with a 1 hour ritual, merging or un-
merging them into her weapon form. Permanent weapons
do not age, do not gain bonuses or take penalties from age
categories, and do not eat, breathe, or sleep. The spirit blade
gains a bonus feat at 1st level, then again at 5th level and
, every s levels thereafter (1oth, 15th, 20th).

Symbiotic linight

Symbiotic Armor (Su): At 1st level, a symbiotic knight
forms a bond with an amorphous creature or some other entity.
This symbiote becomes a part of the symbiotic knight, often
taking the form of a growing plant, a stone hand, or another
conscious mark when not in use. When summoned, the sym-
biote covers the creature and becomes a suit of armor. The
symbiote can take on a light, medium or heavy form as de-
sired. Forming symbiotic armor or changing the armor’s form
requires the same action as summoning equipment (a move
or swift action, which improves through the quick summons
class feature). A suit of symbiotic armor has a hardness of 10,
and 10 hit points per symbiotic knight level. If the symbiote is



Armor Type BAC Max Dex  Armor Check
onus Bonus Penalty
Light Armor +2 +6 o
Medium Armor +6 +3 -3
Heavy Armor +9 +0 -6

This armor gains enhancement bonuses as if it were a piece
of bound equipment. However, unlike most pieces of bound
equipment, a symbiotic knight may change what special abil-
ities her symbiote possesses each time it is summoned, when-
ever its form is changed, or at any time with the same required
action (a swift action or move action, which improves through
the quick summons class feature).

A symbiote counts as a piece of bound equipment for all
purposes.

If the symbiotic knight gains the greater materials or im-
proved materials arsenal tricks, she may grant her symbiote the
benefits and hardness of those materials.

This replaces bound equipment.

Summon Equipment (Su): A symbiotic knight sum-
mons equipment by forming it out of the substance of her
symbiote. As such, only the symbiotic knight can use her sum-
moned equipment; in the hands of any other creatures, her
summoned equipment is treated as nothing but a masterwork
weapon.

This alters summon equipment.

Symbiote Traits (Su): At sth level and every 5 levels
thereafter, the symbiotic knight’s symbiote gains one trait from
any Alteration sphere talent, which it may bestow to the symbi-
otic knight. Treat her symbiotic knight level as her caster level
when meeting the prerequisites and determining the effects of
a particular trait. These traits are not considered a polymorph
effect. Traits that cost an additional spell point to use (such as
turning incorporeal) or are only available as part of a form (such
as the perfect maneuverability of an air elemental) cannot be
gained in this fashion. If a trait gives an additional choice (like
Elemental Resistance for the energy type) then this choice must
be made once the trait is chosen. Such a trait can be selected
several times, but each time a different choice has to be made.

Once a trait has been chosen, it cannot be changed. So long
as the symbiotic knight is using her symbiote as armor, her sym-
biote may grant her any trait or traits it possesses. Activating
or dismissing any of these traits may be done as part of the
action needed to summon, dismiss, or alter the special
abilities of symbiotic armor.
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destroyed (such as through sunder maneuvers), it reverts to its
dormant state and cannot be used unless repaired or until the
symbiotic knight rests to regain spell points, at which time it
regains all lost hit points.

Vajrahasta (champion)

Vajrahastas summon weapons forged from lightning and
use them to harness the powers of the storm.

Proficiencies: Vajrahastas are proficient with simple
weapons, as well as light armor and bucklers. In addition, if
this is this character’s first level in any class, they may select a
martial tradition of their choice.

This alters proficiencies.

Blended Training (Ex): Whenever a vajrahasta would
gain a magic talent from her class levels (not the 2 bonus talents
gained when first gaining the casting class feature), she may
instead choose to gain a combat talent. A vajrahasta uses her
casting ability modifier as her practitioner modifier.

This alters magic talents. This archetype may be combined
with other archetypes that replace magic talents; shey can not
gain a combat talent in place of a magic talent the other arche-
type loses.

Vajra (Su): As a swift action a vajrahasta may call to her
hands a vajra, a weapon of lightning made solid. This is a thrown
weapon (and counts as a weapon in the thrown weapons group)
with a 20 feet range increment that deals 1d6 piercing damage
and 1d6 electricity damage. This electricity damage is consid-
ered part of the vajra’s nor-
mal weapon damage dice, ||
and so is multiplied on
a critical hit. The va-
jrahasta is proficient
with her vajras.
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The vajra gains a +1 enhancement bonus for every odd
vajrahastas level possessed. These bonuses may be traded for
special abilities according to Table: Bound Equipment. A
vajra cannot have higher than a +5 enhancement bonus; en-
hancement bonuses beyond this amount must be traded for
special abilities. If the vajrahasta applies a special ability that
adds electricity or sonic damage to her vajra, the size of damage
die is increased by one (e.g. from d6 to d8). If it deals any other
elemental damage, the die size is decreased by one.

A vajra is treated as bound weapon with respect to arsenal
tricks. Arsenal tricks that modify a bound weapon’s material
may be applied to vajras. A vajrahasta may have one vajra man-
ifested at a time at first level, and may manifest an additional
vajra at sth, roth, 15th, and 20th levels. She may manifest up to
her maximum number of vajras as part of the same action, each
with abilities and enhancement bonus identical to the first; if
she does not have enough hands to hold all of them, they ap-
pear on her body ready to be drawn. The vajras’ enhancement
bonus and abilities may be changed any time they are mani-
fested, though they must be the same for all of the vajrahasta’s
vajras.

Unlike a bound weapon, a vajra does not automatically dis-
appear upon leaving the vajrahasta’s hand. Instead, the vajra-
hasta may return any number of her vajras to her hand as a swift
action. It still may not be wielded by another creature; if one
attempts to do so, the vajra immediately disappears. The vajra-
hasta may dismiss any number of her vajras as a move action.

She may also dismiss or return any number of her vajras
to her hand as an attack action. If she chooses to do so, any
creatures /zpaled on them suffer the effects of removing an z7-
paled weapon (such as bleed damage), and she gains any benefits
(such as regaining her martial focus with the Focusing Finale
Lancer talent). She may choose to apply the effects of abilities
that require a combat maneuver check to remove an zmpaled
weapon (such as the Pincushion Impalement Lancer talent) as
normal. Her vajra’s enhancement bonus applies to the combat
maneuver check.

This replaces bound equipment.

Lightning Impaler: At 2nd level, the vajrahasta gains the
Lancer sphere as a bonus sphere. She may only impale using her
vajra; taking Ranged Impale allows her to impale with melee or
thrown weapons. If she already possesses the Lancer sphere,
then she gains Ranged Impale. If she possesses Ranged Impale
she may instead choose any talent from the Lancer sphere
instead.

This replaces the arsenal trick normally gained at 2nd level.

Piercing Shroud (Su): At 3rd level, the vajrahasta gains
the Weather sphere and one (shroud) talent, as well as the
Localized Weather drawback. This drawback does not grant
an additional talent and may be bought off as normal. If she
already possesses the Weather sphere, then she gains a (shroud)
talent with no drawback.

When the vajrahasta successfully impales a target using her
vajra, she may spend a spell point as a free action to affect it
with a (shroud) talent she knows. She need not concentrate on
the effect as long as the target remains impaled (but cannot
spend a spell point to extend its duration), and treats her class
level as her caster level for the shroud’s effects. This stacks nor-
ally with caster levels gained from other sources.

This replaces armor training and the arsenal trick normally
gained at 4th level.

Arsenal Tricks: The vajrahasta gains exclusive access to
the following arsenal trick:

Anchoring Vajra: By spending a move action, she can treat
any of her vajras with a creature impaled on them as if she con-
trolled them until the start of her next turn. While controlling
her vajras in this manner she may expend her martial focus as
a standard action to deal damage to each creatures impaled on
her vajras as though she had attacked them with each vajra im-
paling them. She may apply (impale) talents, Vital Strike, and
any feat with Vital Strike as a prerequisite to this damage.

Void Wielder

Bearing strange weapons capable of calling forth echoes of
those she has slain, these warriors can do more than merely
defeat a foe.

Void Blade: At 1st level, the void wielder must bind a spe-
cial weapon called a void blade, a weapon of terrible power. Any
creature slain or destroyed by a void blade finds a fragment of
its essence trapped inside. The void blade may retain the es-
sence of up to two creatures at one time. If additional creatures
are slain or destroyed, the void wielder may choose to dismiss a
retained essence and retain the new essence. Despite the name,
the void blade can be any weapon with which the void wielder
is proficient. The special abilities of the void blade function
only for the void wielder; to any other creature it functions as
a normal masterwork weapon of its type. The void blade oth-
erwise functions as a bound weapon and the void wielder still
gains additional bound equipment options as normal from lev-
eling, but must always keep her void blade bound.

The void wielder may spend one hour meditating to har-
ness the essence trapped in her void blade. After doing so, she
may call forth a copy of the creature as a standard action. Treat
this copy as summoning a companion from the Conjuration
sphere. Treat the void blade’s class level as her caster level
for this ability: This stacks normally with caster levels gained
from other sources. The companion remains for 1 round per
Hit Die of the original creature without concentration; the
void blade may spend a spell point as a free action to increase
this to 1 minute per Hit Die. Companions summoned this way
start with the normal 1 bonus (form) talent and gain another
(form) talent for every three class levels the void wielder has.
Talents granted this way must reflect abilities the original crea-
ture possessed. The GM is the final arbiter of which talents are
appropriate and particularly weak creatures may not necessar-
ily be able to be granted their full complement of talents (so a
level 1 commoner would not gain any additional talents while
a Small-sized snake would stop gaining bonus talents once it
had a poison bite and a climb speed, but both would have the
full Hit Dice appropriate to a companion of that caster level).
The summoned copy appears exactly like the original creature,
granting a +10 bonus to any checks made to impersonate that
creature, but the essence it is formed from is insufficient to
grant any memories or special knowledge. This bonus does not
stack with any other bonuses granted from mimicking the crea-
ture’s appearance, such as the disguise self spell.



If the void wielder is slain, all essences trapped in her void
blade are lost. If a void wielder willingly relinquishes her bond
with her void blade and passes it to another, the essences are
retained. Doing so requires that the recipient is either a void
blade who gives up her own weapon prior to claiming the new
one or else is a warrior that has studied under the void wielder
for at least one month. In this case, the recipient spends their
time retraining a class level into void wielder at no cost beyond
the time invested.

This replaces summon equipment and alters bound
equipment.

Arsenal Tricks: The void wielder gains exclusive access
to the following arsenal tricks. Arsenal tricks that reference an
advanced talent are only available in campaigns where the ad-
vanced talent is permitted.

Endless Void: The void wielder’s void blade may store an ad-
ditional essence. This trick may be taken up to three times; the
benefits stack.

Soul Blade: (requires void wielder 4) The void wielder’s void
blade does not merely capture a part of the target’s essence,
but instead traps its soul. Attempts to raise a creature whose
essence has been retained in her void blade must succeed at
a magical skill check against the wielder’s MSD or have the
attempt fail. If this check is successful, the soul is freed and
creature is raised as normal. The creature’s essence remains re-
tained in the blade to be summoned as usual.

‘While the soul is in her possession, she may speak with and
question the soul, which retains the knowledge it had in life,
but it is under no obligation to answer questions (although bar-
gaining for a peaceful release into the afterlife is usually enough
to get a spirit to talk). Souls trapped in her void blade cannot
be targeted with the Summon Spirit advanced talent of the
Death sphere unless the caster has her void blade in their pos-
session. She may perform a ritual that functions as the Summon
Spirit advanced talent of the Death sphere, with the normal
spell point cost and casting time, though may only target souls
trapped in her void blade. Treat her class level as her caster lev-
el for this ability. While the soul is trapped in her void blade,
she counts as possessing the creature’s body for the purpose of
determining the save DC modifiers based on connection to the
target.

Spirit Prison: (requires soul blade, void wielder 14) The void
wielder’s soul blade now functions as a soul gem per the Death
sphere’s Soul Trap advanced talent. She may spend the normal
spell points required to fully trap the soul as per that talent as
part of capturing a slain creature’s essence or as a standard ac-
tion if targeting an essence already possessed. She uses class lev-
el as her caster level for this ability. This stacks normally with
caster levels gained from other sources. Losing or releasing an
essence also frees the corresponding soul.
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Warden

Class Skills: The warden gains Knowledge (nature) (Int)
and Survival (Wis) as class skills instead of Knowledge (engi-
neering) (Int) and Knowledge (nobility) (Int).

Skill Ranks Per Level: 6 + Int modifier

Armor Proficiency: The warden is proficient with light
and medium armor but is prohibited from wearing metal ar-
mor; thus, she may wear only armor with no metal components
like padded, leather, or hide armor. A warden may also wear
wooden armor that has been altered by effects (such as iron-
wood) so that it functions as though it were steel.

Wardens are proficient with shields (except tower shields)
but must use only non-metal ones. A warden who wears prohib-
ited armor or uses a prohibited shield must succeed at an ar-
cane spell failure check to use her sphere abilities (even though
her sphere casting is not usually considered arcane without the
proper casting traditions).

This alters weapon and armor proficiency.

Nature’s Blade: A warden gains the Nature sphere as a
bonus sphere at 1st level and treats her class level as her cast-
er level for (spirit) talents from the Nature sphere. This stacks
normally with caster levels gained from other sources.

This replaces armor training and quick summons.

Deadly Guardian (Ex): At 20th level, all bound and
summoned weapons the warden wields automatically confirm
all critical threats and have their damage multiplier increased
by 1 (x2 becomes =3, for example). In addition, she cannot be
disarmed while wielding a bound or summoned weapon.

This replaces infinite arsenal.

Warleader

Class Skills: A warleader gains Handle Animal (Cha) as a
class skill.

Mount (Ex): A warleader gains the service of a loyal and
trusty steed to carry her into battle. This mount functions as
a druid’s animal companion, using the warleader’s level as her
effective druid level. The creature must be one that she is ca-
pable of riding and is suitable as a mount. The mount is always
considered combat trained and begins play with Light Armor
Proficiency as a bonus feat.

A warleader’s bond with her mount is strong, with the pair
learning to anticipate each other’s moods and moves. Should a
warleader’s mount die, the warleader may find another mount
to serve her after 1 week of mourning.

This replaces bound equipment.

Tactician (Ex): At 5th level, a warleader receives a team-
work feat as a bonus feat. She must meet the prerequisites for
this feat. As a standard action, the warleader can grant this feat
to all allies within 30 feet who can see and hear her. Allies retain
the use of this bonus feat for 3 rounds plus 1 round for every
two levels the warleader possesses. Allies do not need to meet
the prerequisites of these bonus feats. The warleader can use
this ability once per day at sth level, plus one additional time
per day at 1oth level and for every 5 levels thereafter. If the war-
leader gains this ability from another class, these levels stack
for determining the number of uses per day, and she can take
the better progression.
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Greater Tactician (Ex): At 1oth level, the warleader re-
ceives an additional teamwork feat as a bonus feat. She must
meet the prerequisites for this feat. The warleader can grant
this feat to her allies using the tactician ability. Using the tacti-
cian ability is a swift action.

Powerful Tactician (Ex): At 15th level, the warleader re-
ceives an additional teamwork feat. The warleader can select
from any of his teamwork feats when using the tactician ability,
not just his bonus feats.

Master Tactician (Ex): At 20th level the warleader re-
ceives an additional teamwork feat as a bonus feat. She must
meet the prerequisites for this feat. The warleader can grant
this feat to her allies using the tactician ability. Whenever the
warleader uses the tactician ability;, she grants any two team-
work feats that she knows.

Whitesmith

The Mystic Crucible (Su): A whitesmith gains the
Enhancement sphere as a bonus magic talent. She treats her
class level as her caster level for Enhancement effects that tar-
get objects. This stacks normally with caster levels gained from
other sources. In addition, she may spend some of the Enhance
Equipment bonus for special abilities according to the table:
bound equipment, up to a maximum of +I and an additional +1
every 5 levels.

This ability replaces summoned equipment and boost
equipment.

Personal Refinement (Su): A whitesmith does not need
to concentrate to maintain enhancements on equipment that
only she is holding or wearing. She may maintain a number of
effects in this manner equal to 1/2 her class level (minimum 1).
Each piece of equipment counts as a single enhancement, even if
applied with Mass Enhancement.

At 3rd level, a whitesmith that uses Enhance Equipment on
a piece of equipment she is holding or wearing grants it an ad-
ditional +1 enhancement bonus. At 7th level, and every 4 levels
thereafter, this bonus increases by +1.

This ability replaces bound equipment.

Exceptional Enhancement (Su): A whitesmith must
be able to keep their allies’ weapons and armor in perfect con-
dition. At 5th level, a whitesmith may spend a spell point when
enhancing an object to repair the broken condition. In addi-
tion, she may enbance an additional object whenever she uses
an enbancement effect that solely enhances objects; at roth level,
and every 5 levels thereafter, she may enbance an additional ob-
ject. This ability stacks with the Mass Enhancement talent.

Perfect Concentration (Ex): A whitesmith of at least
19th level may concentrate on an enbancement effect as a swift
action.

This ability replaces quick summons.

Infinite Enhancements(Su): Whenever a whitesmith
of 20th level uses exceptional enhancement to enhance addition-
al objects, she may spend 1 spell point to double the number of
additional objects she may enhance at once. She may spend any
number of spell points on this class feature.

The ability replaces infinite arsenal.

Barbarian/lUnchamed
Barbarian

Worldsoul Incarnate

Simple minds perceive the primal force of nature as an
anger that destroys, but the enlightened know its true nature.
Nature destroys without anger or hate - those are human fail-
ings. Destruction is just half of the cycle of life, the other is
creation, and nature is the cycle. The worldsoul incarnate is the
avatar of the cycle. She destroys without rage, while creating
and re-creating herself.

Rapture: A worldsoul incarnate can tap into the forces
of nature and channel them through her body, filling herself
with euphoric rapture. At 1st level, a worldsoul incarnate can
be enraptured for a number of rounds per day equal to 4 + her
Constitution modifier, and she can be enraptured for 2 addi-
tional rounds per day per class level thereafter. Temporary in-
creases to Constitution, such as from the Enhancement sphere,
do not increase the total number of rounds that a worldsoul in-
carnate can be enraptured per day. The total number of rounds
of rapture per day is renewed after resting for 8 hours, although
these hours need not be consecutive.

While enraptured, a worldsoul incarnate cannot use any
Charisma-, Dexterity-, or Intelligence-based skill (except
Acrobatics, Fly, Intimidate, and Ride) or any ability that re-
quires patience or concentration (such as spherecasting). She
also takes a -2 penalty to her AC.

The worldsoul incarnate can enter rapture as a free action,
and can maintain rapture each round as a free action, so long
as she is conscious. Whenever a rapture ends, the worldsoul
incarnate is fatigued for 1d4+1 rounds. A worldsoul incarnate
cannot enter a new rapture while fatigued or exhausted, but can
otherwise become enraptured multiple times per day.




Rapture counts as the rage ability for purposes of prerequi-
sites, and may be augmented by rage powers.

This alters rage.

Primal Channeling (Su): While enraptured, the world-
soul incarnate may channel primal energy to create powerful
supernatural effects. Whenever she spends a free action to en-
ter or maintain rapture, she gains a number of vitality points
equal to her class level. She may spend vitality points to achieve
many different effects at once. At the end of her turn, she loses
all unspent vitality points.

Fight or Flight

As a free action, the worldsoul incarnate may spend a vi-
tality point to gain a +4 dodge bonus until the beginning of
her next turn against an enemy of her choice that she can see.
She may acquire this bonus against multiple targets in a single
round, but not multiple times against the same target in the
same round.

Hurricane Strike

As a full-round action, the worldsoul incarnate may spend
14 vitality points to summon forth ghostly spirits that echo her
physical form, each of which makes a single attack before dis-
appearing. The worldsoul incarnate may make a single melee
attack against every enemy within 20 feet she can see. These
attacks are at her full base attack bonus.

Life Force

The worldsoul incarnate may spend any number of vitality
points as a free action to gain an equal number of temporary hit
points. This ability can only be used if she is injured, and cannot
raise her current hit points plus her temporary hit points to be
higher than her maximum hit points. The temporary hit points
last until the end of rapture, and stack with themselves and
with temporary hit points from other sources.

Mighty Blow

The worldsoul incarnate may spend 1 vitality point as a free
action to add a +2 circumstance bonus to any attack roll (includ-
ing attack rolls to confirm critical hits) or damage roll made
with a melee or thrown weapon, or to add a +2 circumstance
bonus to any skill or attribute check that uses her Strength,
Dexterity or Constitution, or to add +2 to a combat maneuver
roll. The decision to use this ability is made after dice are rolled,
but before the results are announced. Although this ability can
be used multiple times per turn, it can only be used once per
die roll.

Primal Ascension

The worldsoul incarnate may spend 20 vitality points as
a standard action to benefit from the restore ability of the Life
sphere, using her class level as her caster level. This removes
all conditions, all attribute damage and drain, and removes all
temporary negative levels.

Restoring Force

The worldsoul incarnate may spend 11 vitality points as a
swift action to benefit from the reszore ability of the Life sphere,
using her class level as her caster level.

Sunder Magic

As a swift action, the worldsoul incarnate may spend 17 vi-
tality points to dispel any number of magical effects that cur-
rently afflict her.
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Surge of Movement

The worldsoul incarnate may spend 2 vitality points as a
free action to move 5 feet. This movement draws attacks of
opportunity normally and ignores difficult terrain. She may do
this multiple times in a turn.

Vicious Cycle

The worldsoul incarnate may spend 8 vitality points as
a free action to make an attack at her full base attack bonus
against a target she has already successfully hit with an attack
this turn.

Vital Force

The worldsoul incarnate may spend 5 vitality points as a
free action to regain 1 hit point.

This replaces fast movement, greater rage, indomitable
will, tireless rage, and mighty rage.

Rapture Powers: The worldsoul incarnate may choose
any of the following powers in place of a rage power:

Channel Energy: The worldsoul incarnate may release a mas-
sive wave of primal energy. She gains the channel energy ability
as a cleric of equal level, using her casting ability to determine
the saving throw DC of her channeled energy. She may only
channel positive energy. The worldsoul incarnate must expend
4 rounds of her rapture to channel energy.

Elation (requires worldsoul incarnate 10): The worldsoul incar
nate gains a fly speed equal to her base land speed with good
maneuverability.

Natural Grace (requires worldsoul incarnate 6): Whenever the
worldsoul incarnate enters rapture, she may choose a combat
feat for which she meets the prerequisites. She gains the use
of this feat for the duration of the rapture. She may choose a
different feat whenever she enters rapture, provided at least 1
minute has passed since she has last left rapture.

Primal Aura (requires worldsoul incarnate 4): While she is enrap-
tured, she may give off an aura of positive energy that causes
her and all living and undead creatures within 20 feet to glow
slightly, giving them a penalty on Stealth checks equal to her
class level and negating all bonuses usually bestowed by invisi-
bility, blink effects, darkness, or similar effects. While the aura
is in effect, she gains a +§ circumstance bonus to Intimidate
checks, and sheds bright light to a distance of 20 feet around
her, and normal light another 20 feet beyond that. The light
harms creatures vulnerable to natural sunlight as if it were nat-
ural sunlight.

Primal Stamina (requires Combat Stamina): During her turn,
the worldsoul incarnate may spend vitality in place of stamina
points. She must spend 2 vitality points in place of each stamina
point she wishes to spend.

Barbarian Rage Powers

The following are new barbarian rage powers.

Blood Taker (Su): While raging, any round that the barbar-
ian ends her turn with a creature (other than herself) suffering
from bleed damage within her natural reach, she heals a num-
ber of hit points equal to the bleed damage that creature takes.
If multiple creatures within this area take bleed damage, only
the highest value is used.
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Bright-Burning Rage (Ex): The barbarian may spend a round
of rage to recover 2d6 hit points as a standard action.

Empowered by the Light (Ex): While raging, whenever the
barbarian confirms a critical hit, she gains temporary hit points
equal to her class level. The hit points stack with themselves
and with all temporary hit points from other sources, and last
until the end of the rage.

Nature’s Wrath (Su): While raging, the barbarian’s melee and
thrown weapons are charged with the positive energy of the
very soul of nature itself. Her attacks ignore damage reduction
on creatures damaged by positive energy.

Raging Storm: The barbarian chooses three (mantle) talents.
While raging in appropriate weather, the barbarian gains their
effects. For every 6 barbarian levels she may treat the weather
as I step more severe for the purpose of determining the man-
tles’ effects. This rage power can be selected more than once.
Its effects do not stack. Each time the barbarian chooses three
additional (mantle) talents.

Bard

Sphere Bard

Casting: The sphere bard may combine spheres and tal-
ents to create magical effects. The sphere bard is considered a
Mid-Caster. (Note: All casters gain 2 bonus talents and a casting
tradition the first time they gain the casting class feature.)

This replaces the spells class feature.

Spell Pool: The sphere bard gains a small reservoir of en-
ergy he can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to
his level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A sphere bard gains 3/4ths of a magic tal-
ent every level (the same progression as he gains caster levels).
‘Whenever the bard would receive a magic talent from his class,
he may instead choose a bardic masterpiece he meets the pre-
requisites for. His caster level for masterpieces is equal to his
class level.

Knave

Some people believe that rules do not apply to them.
Others realize that rules do not apply to anyone. For the knave,
there is no goodness in being obvious or honest, and adaptabil-
ity is an art form all itself. Whether he’s drinking with man-eat-
ing demons or telling dirty jokes to the queen, the knave knows
how to talk, fight, or spellcast his way out of anything.

This archetype requires sphere bard.

Fool’s Play (Su): The knave can engage in a form of com-
bat performance, in which he can effectively fight his enemies
while also making them look (and feel) foolish. A combination
of taunting, feinting, and inflicting minor (but embarrassing)
injuries demoralize the opponent, while the performance in-
creases the knave’s martial skill. While performing the fool’s
play performance, the knave receives a +2 competence bonus
on all melee attack and damage rolls, and a +2 dodge bonus to
AC. Each of these bonuses increases by +1 every 4 class levels

after the 1st to a maximum of +6 at 17th level. In addition,
whenever the knave hits an opponent who can understand and
hear what he is saying, he may use a free action to taunt them. A
taunted enemy gets a -2 penalty to AC and attack rolls and can
not benefit from any morale bonuses for 1 round.

This replaces countersong.

Quiet Lullaby (Su): At 1st level, a knave learns a perfor-
mance that helps disguise his true intentions. When he uses
this form of performance, he may attempt a Perform check.
Any attempt to detect the knave’s use of supernatural, spell-
like, or sphere abilities by observing him must succeed in a
Perception check against the knave’s Perform check. This in-
cludes the use of the lullaby itself. The effects of a disguised
ability are not hidden.

This replaces distraction.

A Knave of All Trades (Ex): The knave knows more
than he lets on, and can prepare a few tricks even seasoned wiz-
ards do not know. At 2nd level, whenever the knave rests and
regains spell points, he may choose a sphere he possesses. He
may use his class level as his caster level with that sphere. This
stacks normally with caster levels gained from other sources.

This replaces well-versed.

Peak Performance (Su): At 12th level, the knave may
play a song that extends the effect of his sphere abilities.
‘Whenever he uses a sphere ability, any ally within 60 feet who
can see or hear him is considered within range, and he may
spend a spell point when using a sphere ability to affect any
number of allies within 6o feet.

This replaces soothing song.

Inspire Aggravation (Su): At 15th level, a knave learns
to counter magical effects with his performance. When an ene-
my within 60 feet of the knave attempts to use a sphere ability
while this song is in effect, it must succeed at a magical skill
check against the knave’s MSD. If its tradition has the verbal
components drawback or its spherecasting otherwise requires
it to speak, it has a -4 penalty to this roll. If it fails, it may not
use that sphere that turn, but do not lose its action or expend
any spell points.

This replaces inspire heroics.

Bloodrager

Sphere Bloodrager

Casting: At 4th level, the sphere bloodrager may com-
bine spheres and talents to create magical effects. The sphere
bloodrager is considered a Low-Caster. (Note: All casters gain
2 bonus talents and a casting tradition the first time they gain
the casting class feature.)

This replaces the spells class feature and the Eschew
Materials feat.

Spell Pool: At 4th level, the sphere bloodrager gains a
small reservoir of energy he can call on to create truly wondrous
effects, called a spell pool. This pool contains a number of spell
points equal to his class level + his casting ability modifier. This
pool replenishes once per day after roughly 8 hours of rest.

Magic Talents: A sphere bloodrager gains one magic tal-
ent at 4th level and every 2 levels thereafter.



Bloodline Talent: At 7th level, a sphere bloodrager gains
one bonus magic talent that must be spent on a sphere associ-
ated with his bloodline, as outlined below:

Bloodline Spheres: Aberrant (Mind), Abyssal (War),
Aquatic (Weather), Arcane (Warp), Black Blood (Blood),
Celestial (Light), Destined (Time), Draconic (Divination),
Elemental (Destruction), Fey (Fallen Fey), Hag (Illusion),
Infernal (Conjuration), Kyton (Telekinesis), Martyred (Life),
Medusa (Protection), Salamander (Creation), Shadow (Dark),
Shapechanger (Alteration), Sphinx (Fate), Undead (Death),
Verdant (Nature), Vestige (Enhancement).

This replaces the spells usually gained from the sphere
bloodrager’s bloodline.

Sphere Bloodrage: The sphere bloodrager may cast
sphere effects on himself upon entering a bloodrage instead of
casting spells on himself when using the greater bloodrage and
mighty bloodrage class features. Just as with spells, the effect
can only be applied to himself, and if it has a duration of greater
than 1 round, it instead lasts for the duration of the bloodrage.
The chosen sphere effect must cost no spell points; if an effect
is chosen with a duration of concentration, it instead lasts 1
round. At 20th level, the chosen effect no longer needs to cost
o spell points.

This alters greater bloodrage and mighty bloodrage.

Sphere Blood Casting: At 4th level, the sphere bloodrag-
er may use magical sphere effects while bloodraging, just as he
can with spells.

This alters blood casting.

flemophage (Champion)

Proficiencies: Hemophages are proficient with simple
weapons, as well as light armor and bucklers. In addition, if
this is this character’s first level in any class, they may select a
martial tradition of their choice.

This alters weapon and armor proficiencies.

Casting: At 1st level, the hemophage may combine
spheres and talents to create magical effects. The hemophage
is considered a Low-Caster. (Note: All casters gain 2 bonus tal-
ents and a casting tradition the first time they gain the casting
class feature.)

This replaces the spells class feature, and the Eschew
Materials feat.

Spell Pool: At 1st level, the hemophage gains a small res-
ervoir of energy he can call on to create truly wondrous effects,
called a spell pool. This pool contains a number of spell points
equal to his class level + his casting ability modifier. This pool
replenishes once per day after roughly 8 hours of rest.

Blended Training: A hemophage gains a combat or mag-
ic talent every time he gains a class level. Hemophages use their
casting ability modifier as their practitioner modifier.

This replaces fast movement and all bloodline feats.

Absorb Bloodline: At 1st level, the hemophage does not
gain a bloodline. Instead, he can temporarily access one by
drinking the blood of creatures with the appropriate bloodline
or other associated creatures. By drinking fresh blood (which
inflicts 1 point of Constitution damage from a helpless, uncon-
scious, or willing creature as a standard action or by inflicting
ability damage with the blood drain ability) from a bloodrager or
sorcerer with the given bloodline or from a creature associated

(hapter 4: firchetypes

with that bloodline (other than himself), the hemophage may
choose to gain the ability to use the bloodline powers (but not
bonus spells, proficiencies, and so on) as appropriate to his lev-
el indefinitely. This ability is usable any number of times per
day, though gaining a new bloodline removes the benefits of any
previous use. Gaining a bloodline again does not restore uses
of abilities with limited activations, any uses of that ability are
expended until recovered as normal.

Blood must be harvested within 1 hour after death. Drinking
the blood normally requires a full minute, but hemophages can
distill the blood into a potion-sized draught that can be stored
indefinitely and consumed as a standard action. This takes 10
minutes per draught and requires the use of an alchemy lab.

The hemophage may only store a number of such draughts
equal to his class level plus his casting ability modifier (mini-
mum 1) at a time; creating draughts in excess of this number
requires allowing previously made draughts to expire. Tiny
creatures can supply 1 draught each, Small creatures 2 each,
Medium creatures 4 each, etc. Creatures smaller than Tiny lack
sufficient blood for the process.

In addition to bloodragers and sorcerers of the given blood-
line, the following list presents a few examples of creatures
whose blood is considered associated to a bloodline. There may
be others who work equally well, at the GM’s discretion. Only
bloodlines from the Advanced Classes Guide are included in
this list; other bloodlines can be accessed similarly if in use in
your game.

* Aberrant: Any aberration.

* Abyssal: Any outsider with the chaotic and evil
subtypes.

* Arcane: Any arcane caster, sphere caster with and
arcane-associated or natural tradition or any creature

with an arcane spell or spell-like ability of at least
3rd-level.

* Celestial: Any outsider with the good subtype.
* Destined: Any creature able to cast divination spells.

* Draconic: Any dragon or creature with the dragon
type.

* Elemental: Any creature with an elemental or energy
subtype (air, cold, earth, fire, water), provided it has
flesh and blood (such as a salamander, but not a fire
elemental).

* Fey: Any elf, fey, or gnome.

e Infernal: Any outsider with the evil and lawful
subtypes

* Shapechanger: Any creature with the shapechanger
subtype.
* Undead: Any undead creature with flesh and blood
(such as vampires or ghouls, but not skeletons).
This replaces bloodline, including all bloodline spells (but
not bloodline feats, which are replaced by blended training).
Sphere Blood Casting: At 4th level, the sphere bloodrag-
er may use magical sphere effects while bloodraging, just as he
can with spells.
This alters blood casting.
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Sphere Greater Bloodrage: In place of casting a spell of
2nd level or lower as part of entering bloodrage, the hemophage
may cast a sphere ability on himself as a free action. The sphere
ability affects only the hemophage or his equipment.

If the sphere ability can be maintained with concentration,
the hemophage does not need to begin concentration until his
bloodrage ends. The hemophage must pay the normal spell
point costs of the ability.

This alters greater bloodrage.

Sphere Mighty Bloodrage: The hemophage’s mighty
bloodrage ability allows the hemophage to cast two sphere abil-
ities on himself.

This alters mighty bloodrage.

[Mystic Scon

When a heart full of rage meets blood filled with magic,
a mystic scion is created. Rage is their weapon of choice, and
magic makes them stronger.

Casting: The mystic scion may combine spheres and tal-
ents to create magical effects. The mystic scion is considered a
Low-Caster. (Note: All casters gain 2 bonus talents and a cast-
ing tradition the first time they gain the casting class feature.)

This replaces the spells class feature, bloodline spells, and
the Eschew Materials bonus feat.

Spell Pool: A mystic scion gains a small reservoir of en-
ergy he can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to
his level + his casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talent: A mystic scion gains one magic talent at
4th level and every 2 levels thereafter.

Fast Movement: The mystic scion does not gain this
ability until 2nd level.

This alters fast movement.

Bloodrage: At 1st level, the
mystic scion gains the unchained
barbarian’s rage ability. This counts
as the unchained barbarian’s rage
class features for the purpose of feat
prerequisites, feat abilities, magic item
abilities, and spell effects.

If the mystic scion would acquire a
rage power via any means, he may choose
an unchained barbarian rage power instead.

This alters bloodrage.

Ragespell: At 2nd level, the mystic scion
begins to harness the destructive magics with-
in them. He gains the Destruction sphere with Y§
the Energy Focus drawback (which grants him
a bonus (blast type) talent). If he possesses this
sphere from another source, he gains another
Destruction talent of his choice.

The mystic scion chooses a damage type. [
‘Whenever he uses a Destruction sphere ability |
to do damage of this type, he may use his class
level as his caster level. This stacks normally
with caster levels gained from other sources.

This replaces uncanny dodge and improved uncanny dodge.

Blood Casting: At 4th level, the mystic scion gains the
ability to use sphere abilities even while bloodraging. He can
also cast these sphere abilities defensively and can attempt con-
centration checks while bloodraging.

This alters blood casting.

Greater Bloodrage: At 11th level, the mystic scion gains
the unchained barbarian’s greater rage ability.

In addition, upon entering a bloodrage, the mystic scion
can use a sphere ability on himself as a free action. The sphere
ability affects only the mystic scion or his equipment. If the
sphere ability can be maintained with concentration, the mystic
scion does not need to begin concentration until his bloodrage
ends. The mystic scion must pay the normal spell point costs
of the ability:.

This alters greater bloodrage.

Tireless Bloodrage: At 17th level, the mystic scion gains
the unchained barbarian’s tireless rage ability.

This alters tireless bloodrage.

Mighty Bloodrage: At 20th level, the mystic scion gains
the unchained barbarian’s mighty rage ability. In addition, upon
entering a bloodrage, the mystic scion can use two sphere abil-
ities on himself.

This alters mighty bloodrage.

Wendigo (Champion)

‘Wendigos are terrible creatures of cold, wind, and famine,
and those who learn to harness their energies find themselves
embodying the frightening powers of these creatures.

Proficiencies: Wendigo are proficient with simple weap-
ons, as well as light armor and bucklers. In addition, if this is
this character’s first level in any class, they may select a martial
tradition of their choice.

This alters weapon and armor proficiencies.
Casting: The wendi- go may combine spheres and
talents to create magical ef-
: fects. The wendigo is con-
'/ sidered a Low-Caster. (Note:
7 All casters gain 2 bonus tal-
" ents and a casting tradition
the first time they gain the
casting class feature.)

This replaces the spells class
feature and all bloodline spells.

Spell Pool: The wendigo gains
B a small reservoir of energy he can call on to
create truly wondrous effects, called a spell
B\ pool. This pool contains a number of
A\ spell points equal to his level + his cast-
A\ ing ability modifier (minimum 1).
A\ _This pool replenishes once per
day after roughly 8 hours of
rest.
Blended Training: A wen-
e \ digo gains a combat or magic talent ev-
l/’ \ ery even level.
L Hunger (Ex): At 1st level the
A wendigo gains a bite attack. This is

v
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a primary natural attack dealing 1d6 damage (1d4 damage if
Small) plus the wendigo’s Strength modifier. This ability replac-
es bloodline and the bloodline power gained at 1st level.

Snow Strider (Ex): Starting at 2nd level, the wendigo’s
speed is unhindered by snow. He need not spend extra squares
of movement to move through it, leaves no trail in snow or
ice, and cannot be tracked. He may choose to leave a trail if
so desired. At 5th level he need not attempt Acrobatics checks
to move, run, or charge on ice; takes no penalty to Acrobatics
checks for moving on ice; and gains a +10 feet enhancement bo-
nus to his land speed while on snow, ice, or other frozen terrain
(such as permafrost).

This ability replaces uncanny dodge and improved uncanny

dodge.
Famine Aura (Su): At 3rd level, while the wendigo is in his
bloodrage any living creature that begins their turn within 30
feet or moves into this area must succeed at a Fortitude save
(DC 10 + 1/2 the wendigo’s class level + his casting ability mod-
ifier) or be fatigued for one round per 3 class levels. Whether a
creature succeeds or fails on this saving throw; they are immune
to that particular wendigo’s aura of famine for 24 hours. At 12th
level any creature that fails its save becomes exhausted instead
of fatigued and any creature that succeeds on its saving throw is
fatigued for one round. At the beginning of each day, the wen-
digo may choose a number of creatures up to his Constitution
modifier or his casting ability modifier, whichever is greater, to
be immune to this aura. Any creatures bound to the wendigo
or those he chooses to be immune, such as familiars or animal
companions, are similarly immune.

For each creature that fails a saving throw against this abil-
ity, the duration of the wendigo’s fatigue after his bloodrage
ends decreases by 1.

This ability replaces all bloodline feats.

Sphere Blood Casting: At 4th level, the sphere bloodrag-
er may use magical sphere effects while bloodraging, just as he
can with spells.

This alters blood casting.

Ravenous Spirit (Su): At 4th level, whenever the wendi-
go deals damage with his bite attack he may spend a spell point
as an immediate action to have his spirit reach out and devour
the spirit of an enemy within 30 feet. The target enemy takes
1d6 nonlethal cold damage per 4 bloodrager levels and the wen-
digo gains an equal number of temporary hit points that last 1
minute per class level. At 12th level he may target two enemies
in this way, and at 18th level he may target three, gaining a num-
ber of temporary hit points equal to the total damage dealt to
all enemies.

This ability replaces the bloodline powers gained at 4th
and 12th level.

Devour Magic (Su): Starting at 8th level, the wendigo
may counter a spell or magical effect cast by another within me-
dium range as an immediate action. He must succeed at a magic
skill check against the caster or magical effect in question. If he
succeeds then the targeted effect is negated with no result and
he gains any spell points spent on the negated effect as tempo-
rary spell points that last for one minute; if he negates a spell he
instead gains a number of spell points equal to the spell’s level
divided by 3, rounded up. He may use this ability once per day
at 8th level and twice per day at 16th level.
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This ability replaces the bloodline powers gained at 8th
and 16th level.

Rime Rage (Su): At 11th level the wendigo produces a fe-
rocious aura of cold as long as he is in a bloodrage. This affects
the area within 25 feet of him as though he used contro/ weath-
er to reduce Heat or increase Cold, using his class level as his
caster level. This stacks normally with caster levels gained from
other sources. The temperature changes instantly, dropping to
the highest severity of Cold he could create. Talents such as
Cold Lord apply to this effect, and he need not concentrate on
it, but it ends immediately upon ending his rage and he cannot
increase the effect size, center it anywhere but on himself, or
spend a spell point to modify it.

This alters greater bloodrage, replacing the ability to apply
spells to himself on entering a bloodrage.

Bitter Rage (Su): At 20th level the wendigo’s aura of cold
becomes almost a living thing. As a free action once at the end
of each turn he may move the area of cold from rime rage to
any point within 75 feet, causing it to pass through each space
between its old position centered on the wendigo and its new
one and affecting that area until the end of his next turn. At the
beginning of his next turn, he must choose to either zeleport (as
the Warp sphere base ability) to the center of the aura as a free
action or cause the aura to return to him. If he is somehow pre-
vented from teleporting, the aura returns to him automatically.

This alters mighty bloodrage, replacing the increased spell
level he may apply to himself on entering a bloodrage.

eric

Sphere (leric

Casting: The sphere cleric may combine spheres and tal-
ents to create magical effects. The sphere cleric is considered a
High-Caster. (Note: All casters gain 2 bonus talents and a cast-
ing tradition the first time they gain the casting class feature.)

This replaces the spells class feature.

Spell Pool: The sphere cleric gains a small reservoir of
energy she can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to
her level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A sphere cleric gains 1 magic talent at 2nd
level and every 2 levels thereafter.

Necromantic Focus: A sphere cleric who chooses to
channel positive energy at 1st level gains the Life sphere as a
bonus magic talent. A sphere cleric who chooses to channel
negative energy gains the Death sphere as a bonus magic talent.
She gains an additional talent from this sphere at 3rd, 7th, 11th,
15th, and 19th level.

This replaces spontaneous casting.

Domains: A sphere cleric gains domains as normal, but
does not gain domain spells. Instead, she gains a bonus magic
talent at 1st level, chosen from the spheres associated with her
selected domains. She gains an additional magic talent from
one of those domains at 5th, 9th, 13th, and r7th level.

This alters the domains class feature.
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The spheres associated with each domain are as follows:

faithful Shepherd

Domain Associated The faithful shepherd believes that to get others to follow
Sphere them, she must be in front. She puts herself in harm’s way so
Air Weather that she can tend to her flock. As a master of healing and pro-
Animal Alteration tecting magic, she is well equipped to protect herself even with-
out her martial skills, but her strongest ability is the strength
Artifice Creation that sustains her allies.
Ol Fate Casting: The faithful shepherd may combine spheres and
; talents to create magical effects. The faithful shepherd is con-
Charm Mind sidered a Mid-Caster. (Note: All casters gain 2 bonus talents
Community Protection and a casting tradition the first time they gain the casting class
feature.)
NS Dais This replaces the spells class feature.
Death Death Spell Pool: The faithful shepherd gains a small reservoir
B o tion T hetion of energy she can call on to create truly wondrous effects, called
a spell pool. This pool contains a number of spell points equal
Earth Nature to her level + her casting ability modifier (minimum 1). This
Brosion Croation pool replenishes once per day after roughly 8 hours of rest.
; Magic Talents: A faithful shepherd gains 3/4ths of a mag-
Evil Fate ; ; ;
ic talent every level (the same progression as she gains caster
Fire Nature levels).
Glory Enhancement Keep the Flock: The faithful shepherd gains the Life and
Protection spheres as bonus magic talents.
Good Fate This replaces domain bonus spells.
Healing Life Positive Channeling: A faithful shepherd must choose
Al YIRS . positive energy as the energy she channels with her channel en-
& ergy class feature. The faithful shepherd uses her casting ability
Law Fate modifier in place of Charisma to determine uses per day, saving
b Gy Warp throw DC, and all other effects when channeling energy.
This alters channel energy.
Luck Fate Divine Works: The faithful shepherd has been gifted by
Madness Mind her deity with minor miracles she can use to protect and heal
. L her allies - and to spread the good word. The faithful shepherd
Lsle Divitoaiion gains 1 divine work at 1st level, and an additional divine work
Nobility War every odd level after the 1st, for a total of 10 at 19th level. Each
Plant Nature divine work may be chosen once only. She may choose from the
following works:
Protection Protection Aid the Faithful (Ex): Whenever the faithful shepherd uses
Repose Life an ability that heals an ally within the area of one of her wards,
v : that ally gains additional hit points equal to the faithful shep-
Ruins Destruction herd’s casting ability modifier. This cannot add more healing
Rune Enhancement than the original ability healed, and does not apply to abilities
) } that grant fast healing or regeneration.
Stablnd £ cration Ask for a Sign (Su) (requires faithful shepherd 3): As a standard
Strength Enhancement action, the faithful shepherd may spend a use of her channel en-
Tk Light ergy ability to create a sign. The sign appears in the air over the
shepherd, and remains in one location, active for a number of
Travel Warp rounds equal to her casting ability modifier. The sign duplicates
Trickery Hlusion the effect of one of the exorcist hedgewitch’s sanctions, chosen
: _ when the sign is created, as if the shepherd were a hedgewitch
Vermin Alteration of equal level. She may only have one sign active at a time; using
Void Warp this ability ends any previous sign, and she may not use a sign
that would affect herself.
e e Condemn the Unboly (Su) (requires faithful shepherd 7): As a
Water Nature standard action, the faithful shepherd may spend a use of her
Weather Weather channel energy ability to force an extraplanar creature within

30 feet back to its proper plane of existence if it fails a Will save



versus a DC equal to 10 + 1/2 the faithful shepherd’s class level +
her casting ability modifier. If the effect is successful, the crea-
ture is instantly teleported away to its native plane of existence.

Divine Guidance (Ex): With her deity’s favored weapon, the
faithful shepherd can use her casting ability modifier instead of
her Strength or Dexterity modifier on attack rolls.

Divine Inspiration (Ex): By communing with her deity, the
faithful shepherd gains access to expanded knowledge. As
a standard action, she may spend a use of her channel ener-
gy ability to gain an insight bonus to a Knowledge skill of her
choice equal to 1/2 her class level. This bonus lasts until she
rests and regains the uses of her channel energy ability: She may
use this ability multiple times, each time choosing a different
Knowledge skill.

Grve Heart (Su): Whenever the faithful shepherd creates a
ward, she may invigorate every ally within the area of the ward
as a free action. This is considered only one use of the invigorate
ability, regardless of the number of allies affected.

Grant Protection (Ex) (requires faithful shepherd ): The faith-
ful shepherd gains a talent from the Protection sphere that she
qualifies for. Whenever she rests for 8 hours and regains spell
points, she may change which Protection sphere talent she
gains from this work.

Hand of the Gods (Ex) (requires faithful shepherd 5): The faith-
ful shepherd gains a channeling feat that she qualifies for.
‘Whenever she rests for 8 hours and regains spell points, she
may change which channeling feat she gains from this work.

Heal the Sick (Sw): When the faithful shepherd heals with
her channel energy ability, she may include any ally with an zegzs
she created in the effect of her channel energy, as long as they
are within line of sight.

Holy Presence (Ex): The faithful shepherd may choose a
(consecration) talent from the Fate sphere. She may create a
ward that duplicates the effects of that comsecration within its
boundary. This ward is a Protection sphere talent, and uses the
faithful shepherd’s Protection caster level to determine effects.
If creating the consecration would normally require a spell point
to be spent, she must still spend that spell point.

Instill Virtue (Su) (requires faithful shepherd 3): The weapons
of any ally under the effect of any @egis the faithful shepherd
created are considered aligned (with the faithful shepherd’s
alignment) for the purposes of overcoming damage reduction.

Keep the Faith (Su) (requires faithful shepherd 3): The faithful
shepherd may spend a standard action to create a 30-foot aura
that gives special protection to herself and any allies within
range. When she creates this aura, she chooses a (ward) talent
she possesses other than the base sphere barrier ability: she and
all allies within are protected as if they were within a ward of
this type cast by the faithful shepherd. The aura is not a true
ward and can not trigger effects related to wards, and enemies
are not affected by the aura. The aura remains until the faith-
ful shepherd chooses a different (ward) talent to create an aura
with or until she dies, and can last indefinitely. Only one aura
may be in effect at any given time.

Minister to the Faithful (Su) (requires faithful shepherd 9): Any
ally within a 30-foot radius of the faithful shepherd or inside
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one of her wards may, as a standard action, use one of the faith-
ful shepherd’s Life or Protection sphere abilities on herself. The
sphere effect must have a casting time of one standard action
or less. The sphere effect is cast as if the faithful shepherd had
herself cast it, and is considered her effect. Any spell points
used are lost by the faithful shepherd. This sphere effect may
only target the ally and can not be combined with abilities that
allow sphere abilities to target multiple creatures. The faithful
shepherd must be willing to allow this to happen, but does not
need to be conscious or aware.

Ommiscience (Ex) (requires faithful shepherd 7): As a standard
action, the faithful shepherd may spend a use of her channel en-
ergy ability to grant herself the benefit of any one magic talent
or channeling feat she does not possess. This effect lasts for 1
minute. She must meet all of the feat’s prerequisites, or if gain-
ing a magic talent other than a base sphere, she must possess
that talent’s base sphere. Multiple uses of this ability do not
stack. If she uses this ability again before the previous duration
has expired, it replaces the previous use.

Pray for a Miracle (Ex): The faithful shepherd can use any
(succor) talent she possesses on any ally within 30 feet or the
range of her Protection abilities (whichever is farther) without
sacrificing an @egzs. She must instead spend a spell point.

Punish the Unfaithful (Ex): The faithful shepherd gains a cir-
cumstance bonus to damage equal to her casting ability modi-
fier with all melee attacks made on enemies within a ward she
created.

Purify the Sinners (Ex): The faithful shepherd may choose a
(totem) talent from the War sphere. She may create a ward that
duplicates the effects of that totez within its boundary. This
ward is a Protection sphere talent, and uses the faithful shep-
herd’s Protection caster level to determine effects. If creating
the totem would normally require a spell point to be spent, she
must still spend that spell point.

Serve Life (Ex) (requires faithful shephberd 5): The faithful
shepherd gains a talent from the Life sphere that she qualifies
for. Whenever she rests for 8 hours and regains spell points, she
may change which Life sphere talent she gains from this work.

Show Mercy (Sw): When the faithful shepherd channels en-
ergy, she uses d8s instead of d6s to determine the effect.

Tuke on Suffering (Sw): As an immediate action, the faithful
shepherd may spend a spell point to redirect a ranged attack or
ranged ability targeting an ally within 30 feet to herself. This
decision may be made after it is determined if the attack hits
the ally.

Tireless Devotion (Ex) (requires faithful shepherd 9): The faith-
ful shepherd may use Protection and Life sphere abilities even
while dazed, nauseated, or stunned. Whenever she is under any
of these effects, she may still take a standard action in order to
use a sphere ability. If the character is nauseated, this standard
action is in place of the move action usually allowed. She must
spend an extra spell point to do this, in addition to the normal
costs of the ability.

This replaces spontaneous casting.
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(leric Domains
Fey Domain

Powerful lords of Faerie can grant a portion of their power
to their followers. Druids may select this domain with their
nature bond class feature.

Associated Sphere: Fallen Fey.

Granted Powers

Blessing of the Sidbe (Sp): You can touch a willing creature as
a standard action, giving it a blessing. For the next round, any
time the target rolls a d2o, it may roll twice and take the more
favorable result. You can use this ability a number of times per
day equal to 3 + your casting ability modifier.

Fey Skin (Sw): At 6th level, as a swift action, you may grant
yourself DR/cold iron equal to half your class level for 1 minute.
You may do this a number of times per day equal to 3 + your
casting ability modifier.

Domain Spells: xst—s:lent image, 2nd—hideous laughter,
3rd—fey form I*, gth—charm monster, sth—fey form II*, 6th—
mass fly, 7th—power word blind, 8th—fey form IV*, gth—domi-
nate monster.

*Ultimate Wilderness

Seelie Subdomain

Associated Domain: Fey.

Replacement Power: The following granted power re-
places the fey skin power of the Fey domain.

Charming Touch (Su): You can charm a living humanoid by
touching it. Creatures in combat and those with a hostile at-
titude toward you are unaffected. Creatures receive a Will sav-
ing throw to negate the effect. Creatures that fail their save
change their attitude toward you to friendly for 1 round per 2
class levels (minimum 1). The target views you and your words
in favorable ways (although this does not grant the ability to
communicate with the target if it cannot already understand
youw). You must succeed at an opposed Charisma check to con-
vince it to do something it would not normally do, and requests
that are against its nature or fatal to itself are never obeyed.
Any hostile action by you or your allies breaks the effect. You
can use this ability a number of times per day equal to 3 + your
casting ability modifier.

Replacement Spells: 3rd—major image, 6th—geas/
quest, 8th—irresistible dance
Unseelie Subdomain

Associated Domain: Fey.

Replacement Power: The following granted power re-
places the blessing of the sidhe power of the Fey domain.

Curse (Sw): As a standard action, you can curse a creature
within 30 feet, forcing it to roll twice and take the worse result
on all saving throws until the end of your next turn. You may do
this a number of times per day equal to 3 + your casting ability
modifier.

Replacement Spells: 4th—confusion, 5th—dominate
person, 9gth—weird

Druid

Sphere Druid

Casting: The sphere druid may combine spheres and tal-
ents to create magical effects. The sphere druid is considered a
High-Caster. (Note: All casters gain 2 bonus talents and a cast-
ing tradition the first time they gain the casting class feature.)

This replaces the spells class feature.

Spell Pool: The sphere druid gains a small reservoir of
energy she can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to
her level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.

Magic Talents: A sphere druid gains 1 magic talent every
even level.

Natural Magic: The sphere druid gains a bonus magic
talent at 1st, 3rd, 7th, rrth, 15th, and 19th level which must be
spent in the Nature or Weather spheres.

This replaces spontaneous casting.

Nature Bond: If a sphere druid chooses to gain a domain
as her nature bond, she gains its associated sphere and a bonus
magic talent from that sphere at sth, 9th, 13th, and 17th level,
as the sphere cleric.

This alters the nature bond class feature.

Wild Heart: The sphere druid gains the Alteration sphere
or a talent from the Alteration sphere as a bonus sphere at 4th,
1oth, and 16th level. When spending a spell point to allow a
shapeshift on herself and only on herself to endure without con-
centration, the effect lasts for up to 10 minutes per caster level
instead of 1 minute per caster level. At 20th level, the effect can
be made permanent until dismissed.

This replaces the wild shape class feature.

sist Nature’s Lure (Ex)
A druid’s resist nature’s lure class feature grants its

bonus to saving throws against effects from the Fallen Fey
sphere, as well as Nature sphere abilities that target plants

Spirit Mender

The spirit mender is a devotee of nature, just as all druids
are. But more than most, she is loved by nature in return, and
the spirits of nature gather around her, ready to answer her call.
She is in tune with the healing and nurturing powers of the
worldsoul, rather than the feral and animalistic powers.

Casting: The spirit mender may combine spheres and tal-
ents to create magical effects. The spirit mender is considered a
High-Caster. (Note: All casters gain 2 bonus talents and a cast-
ing tradition the first time they gain the casting class feature.)

This replaces the spells class feature.

Spell Pool: The spirit mender gains a small reservoir of
energy she can call on to create truly wondrous effects, called a
spell pool. This pool contains a number of spell points equal to
her level + her casting ability modifier (minimum 1). This pool
replenishes once per day after roughly 8 hours of rest.



Magic Talents: A spirit mender gains 1 magic talent every
level.

Class Skills: The spirit mender removes Knowledge (ge-
ography) (Int) from her list of class skills and adds Knowledge
(religion) (Int) to her list of class skills.

Nature Bond: If a spirit mender chooses to gain a domain
as her nature bond, she gains its associated sphere and a bonus
magic talent from that sphere at sth, oth, 13th, and 17th level,
as the sphere cleric.

This alters the nature bond class feature.

Base Attack Bonus: The spirit mender’s base attack bo-
nus is equal to half her level (rounded down).

Weapon and Armor Proficiency: Spirit menders are
proficient with the following weapons: club, dagger, dart, quar-
terstaff, scimitar, scythe, sickle, shortspear, sling, and spear.

Spirit menders are not proficient with any form of armor
or shield. A spirit mender who wears armor or uses a shield is
unable to use her spiritual protection, attendant spirits, bound
spirits, effortless stride or preserve the environment abilities
while doing so and for 24 hours thereafter.

This alters weapon and armor proficiency.

Spiritual Protection (Su): The spirits protect the spirit
mender as best they can, warning her of danger. While unar-
mored and not carrying a shield, the spirit mender may add her
casting ability bonus (if any) to her AC and CMD. This does not
stack with other abilities that would allow the spirit mender
to apply her casting ability bonus (or any other mental ability
score) to her AC or CMD. She gains an additional +1 bonus to
her AC and CMD at 2nd level, and an additional +1 for every 4
class levels thereafter.

This replaces the wild shape class feature.

Attendant Spirits (Su): Small, invisible, intangible spir-
its live in a cloud around the spirit mender. They continually
attend to her, removing stains and adjusting her possessions
and clothes: a spirit mender’s clothing floats around her, and
is strangely unaffected by wind or changes in gravity. Any com-
mon stain or residue left upon the body or clothing of the spirit
mender disappears in a round, though more powerful chemicals
(such as the tar from a tanglefoot bag) are too strong for the
spirits to remove alone.

The spirits are averse to the presence of metal. Although
they will abide its presence in smaller amounts, they will active-
ly work to remove any large metal encumbrances from the spir-
it mender’s body. Metal armor will fall off the spirit mender’s
body as quickly as it can be put on (even over her objections).
Metal possessions are generally not affected, but the spirits
tend to interfere enough to make metal weapons or shields un-
wieldy and impossible to use in battle. Equipment that is most-
ly wood with some metal (such as a spear) are still usable, as
is equipment made of alchemical silver (but not other metals,
even those with properties similar to alchemical silver).

‘Whenever the spirit mender is restrained or placed in con-
tact with anything her attendant spirits dislike, she receives
a circumstance bonus equal to half her level to Escape Artist
checks against it, as her spirits actively try to release her. The
spirit mender will always receive this bonus against non-living,
non-magical entanglements, artificial chemicals and against
metal bonds or grapples by metal or metal-wearing creatures.
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The spirit mender receives the Cantrip feat for free, and
any cantrip effect she can achieve that targets herself may be
performed as a swift action. If she already has the Cantrip feat,
she may choose any other feat she qualifies for instead.

Bound Spirits (Su): The spirit mender attracts more
powerful nature spirits who do her bidding. She may possess a
number of spirits at once equal to 3 + her casting ability modi-
fier (minimum 1).

These spirits replenish whenever the spirit mender rests to
regain spell points. These spirits may be turned visible or invis-
ible as a free action (f visible, they appear as wisps of energy
that glow dimly). Spirits either orbit the spirit mender (moving
as she does at the same speed), or may be directed to move
independently as a free action that may be taken once per soul
per round. Spirits behave as creatures with a fly speed of 40
feet that may only take actions to move and always succeed at
Fly checks. These spirits are only projected into the same plane
as the spirit mender, and as such are considered ethereal and
are also immune to damage of any kind. A spirit must remain
within medium range of the soul weaver, or disappear back to
the fey realm.

A spirit mender gains a number of abilities, each of which
uses up a spirit’s energy. When using a bound spirits ability; the
expended spirit returns to the unbounded wilderness of the
tey realm until it is re-summoned at a future date. Spirit pow-
ers generally require a standard action, and if a saving throw is
required the DC is equal to 10 + 1/2 spirit mender level + her
casting ability modifier. To use an ability, the target must be
adjacent to the spirit mender (if the spirit is orbiting her), or
else the spirit mender must first direct the spirit to move into
the target’s square.

The spirit mender gains the following abilities:

Aid the Living

At 1st level, the spirit mender may expend a spirit to bol-
ster a human, animal, magical beast, or plant, granting it a +1
sacred bonus to attack rolls and saving throws, which increases
by 1 for every 5 levels the spirit mender possesses. The creature
also gains 1 temporary hit point per level. These bonuses last 1
hour.

Lovelorn Spirit

At 1st level, the spirit mender may expend a spirit to aid
an ally who is at negative hit points, but not dead. The ally be-
comes stable and gains temporary hit points equal to twice the
spirit mender’s class level for 1 minute.

Open Arms

At 1st level, The spirit mender can expend a spirit while us-
ing a Life ability to allow it to affect a number of allies in close
range equal to half her spirit mender level, rounded up.

Communing Spirit

At 4th level, the spirit mender may expend one spirit to
commune with nature on a much deeper level, gaining glimps-
es into the world beyond natural sight. This allows her to at-
tempt a single Knowledge check with an insight bonus equal
to her spirit mender level + her casting ability modifier. This
may be used to reroll a Knowledge check the spirit mender had
previously failed, but no more than once per question. If the
spirit mender is touching a naturally occurring landmark such
as a great tree, river, or stone formation, she may summon its




(hapter 4: firchetypes

natural spirit and speak with it, learning about whomever else
has interacted or come near it in the past few days, and about
any important events that occurred in proximity to it.

Healing Mastery

At 8th level, the spirit mender can expend a spirit as a free
action to temporarily gain a Life talent she qualifies for. She
may use this talent once before the end of her current turn.

Healing Spirit

At 8th level, the spirit mender can expend a spirit to heal
herself or an adjacent ally 10 hit points per spirit mender level.
If the creature died within the previous round, it is restored to
life with at least 1 hit point.

Blessed Spirit

At 8th level, the spirit mender may expend a spirit as an
immediate action to allow the target to reroll a saving throw it
just failed.

Ghostpoint

At 12th level, the spirit mender may, when using a spell,
spell-like ability, sphere ability, or spirit mender ability, target
the effect as if she were standing in the same square as one of
her spirits. If the magic effect requires a touch attack, the spirit
may make the touch attack for the spirit mender, using her bo-
nuses. This expends the spirit.

Total Healing

At 16th level, the spirit mender may spend a spirit to re-
move all conditions currently affecting a living target. This also
removes all ability damage and drain, all temporary negative
levels, and up to one permanent negative level.

Protected Spirit

At 16th level, the spirit mender may use any of her bound
spirits powers on herself as a swift action. She may do this even
if helpless, unconscious or dead, as the spirits move to protect
her by their own will.

The bound spirit ability counts as a soul weaver’s bound
nexus ability for the purpose of feats that require it as a prereq-
uisite. For those feats, the spirit mender’s spirits are considered
synonymous with the soul weaver’s souls.

Effortless Stride (Su): At 2nd level, attendant spirits
help carry and lift the spirit mender, allowing her to move nor-
mally through difficult terrain, and causing her to move natu-
rally silently. The spirit mender takes no Stealth penalties for
moving.

This alters woodland stride.

Preserve the Environment (Su): At 3rd level, the spirit
mender’s attendant spirits clean the environment around her as
she moves. She leaves behind no scent, no tracks in the soil, no
stains or fingerprints, and no physical indicator of her presence.
She cannot be tracked.

This alters trackless step.

[lementalist

Admixture Savant

Class Skills: The admixture savant loses Acrobatics
(Dex), Bluff (Cha), Climb (Str), Intimidate (Cha), and Swim
(Str) as class skills and gains Knowledge (all) (Int) as class skills.

Admixture Pool (Su): At 2nd level, the admixture savant
gains the Admixture talent as a bonus talent.

Additionally, he gains a pool of admixture points equal to
his level. These points may be used to remove the casting time
increase from the Admixture talent or to reduce the spell point
cost of a metamagic feat by one spell point per admixture point
spent.

This ability replaces evasion and dodge bonus.

Bonus Feat: The admixture savant may select a metam-
agic feat or any feat with the casting prerequisite for which he
qualifies at 2nd level and every 4th levels thereafter.

This replaces bonus combat feats.

Intense Study (Su): At 3rd level, the admixture savant
may study a target that he can see as a move action. The ad-
mixture savant adds 1/2 his admixture savant level to all damage
dealt by destructive blasts to his studied target until he studies
another target.

At gth level, this bonus damage increases to become equal
to his admixture savant level and he may study a target as a
swift action.

At 15th level, this bonus damage increases to become equal
to 1.5 times his admixture savant level.

This ability replaces favored element, but counts as fa-
vored element for stacking purposes.

Flexibility (Ex): At 11th level, the admixture savant may
spend 10 minutes practicing to gain a single bonus talent from
the Destruction sphere. He retains use of this talent until the
next time he rests to regain spell points or he spends 10 min-
utes practicing to replace it with another talent.

This ability replaces improved evasion.

Metamagic Master (Ex): At 20th level, the admixture
adept reduces the spell point cost of any metamagic feat ap-
plied to a destructive blast by 1 (minimum o).

This replaces energy body:

tarth Warrior

Earth Focus (Su): At 3rd level, an earth warrior adds 1/2
his earth warrior level to all damage dealt with destructive blasts
from the stone blast type group. At gth level, this bonus dam-
age increases to become equal to his earth warrior level, and
the earth warrior may use his class level as his caster level when
using the (earth) package from the Nature sphere. This stacks
normally with caster levels gained from other sources.

At 15th level, the bonus damage increases to 1.5 times his
earth warrior level, and he gains a +2 bonus to his caster level
with the (earth) package from the Nature sphere.

This replaces favored element.



Hard as Stone (Ex): At 5th level, an earth warrior gains
DR 1/adamantine. This increases to DR 2/adamantine at 11th
level, and DR 3/adamantine at 17th level.

This alters elemental defense.

Earth Movement (Su): At 7th level, an earth warrior
gains a 15 feet burrow speed. This improves to a 30 feet burrow
speed at 13th level, and the earth warrior gains tremorsense 10
feet. At 19th level the burrow speed increases to 45 feet and the
tremorsense increases to 20 feet.

This replaces elemental movement.

Earth Body: At 20th level, the earth warrior’s body has
become as hard as stone. His damage reduction increases to
DR 15/adamantine.

This replaces energy body.

Electrokinetic

Electrokinesis: An electrokinetic gains the Destruction
sphere, the Telekinesis sphere, and the Electric Blast
Destruction talent as bonus magic talents, but also gains the
Energy Focus (electric blast) and Limited Telekinesis (metal
objects) drawbacks without gaining bonus talents from them.

If the electrokinetic already possesses the Destruction
sphere or the Telekinesis sphere, he does not gain those
spheres but also does not gain their connected drawbacks. If
he already possesses the Electric Blast talent, he gains one free
Destruction talent of his choice.

The electrokinetic uses his class level as his caster level
when using a destructive blast with an electric type blast type,
and when using zelekinesis on metal objects.

This ability replaces weave energy.

Electrokinetic Stunts: An electrokinetic can select
electrokinetic stunts for which he qualifies in place of elemen-
talist bonus feats. All stunts are supernatural abilities. Unless
otherwise specified an electrokinetic may only select any given
electrokinetic stunt once.

Bioelectric Manipulation (Su): The electrokinetic may treat
living creatures as metal objects for the purposes of his telekine-
si5 and electrokinetic stunts.

Electric Charge (Sp): When the electrokinetic uses his zeleki-
nesis to attack a target with a metal Bludgeon, he may spend a
swift action to affect that target as if they had also been struck
by his destructive blast, including any (blast type) talents, addi-
tional talents and spell points that he applies to it. This destruc-
trve blast must deal electricity damage, and cannot have a (blast
shape) talent applied to it.

Electroreception (Su): The electrokinetic can sense electrici-
ty around him, including bioelectricity. He gains blindsense 60
feet, except he can only sense sources of electricity and living
creatures, and do not require line of effect to sense these things
with his blindsense.

Electrotherapy (Sw): By modulating the electricity always
coursing through the electrokinetic, he can heal himself faster.
His natural healing rate for hit points and ability score damage
doubles, and he also doubles any healing from the treat deadly
wounds and long term care uses of the Heal skill. In addition,
after a night of rest he may remove a single point of ability
drain from one ability score, or two points after a day of com-
plete bedrest.
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Lastly, whenever he would take ability damage or ability
drain, reduce the damage by 1 (minimum o).

Horizon (Su): The electrokinetic learns to stretch the limits
of his electrokinetic power, reaching further with it. When he
uses a destructive blast that deals electricity damage (or sonic
damage if he possesses the thunderclap class feature feature) or
he uses telekinesis on a metal object, increase the range of the ef-
fect by one step (close to medium, medium to long). This stunt
cannot extend the range of these effects beyond long range.
This may be taken multiple times.

Lightning Circuit (Su): Once per round when the electroki-
netic would resist electricity damage with elemental defense
he may redirect the electric charge as a ray, firing it back at its
source as a ranged touch attack with a range equal to his de-
structive blast range. If the ray hits it deals damage equal to the
damage resisted by elemental defense.

Particle Blade (Sp): As a swift action the electrokinetic can
form a sharp, flexible weapon out of dust, sand and grit, draw-
ing out metallic particles and accumulating others with static.
This particle blade is either a light melee weapon or two hand-
ed melee weapon, chosen when he forms it. It deals slashing
damage equal to 1d6 per odd electrokinetic level.

The particle blade immediately dissipates if removed from
his hand.

Wall Bind (Sp): As a standard action, the electrokinetic can
pass a looping electric current through an object or creature
that binds it to a surface. This effect has the same range as his
telekinesis and suffers the same size restriction, and the target
must be touching a wall or floor. The target must succeed at
a Reflex save (DC 10 + 1/2 his electrokinetic level + his casting
ability modifier) or become entangled and anchored in place
for a number of rounds equal to his casting ability modifier
(minimum 1). An entangled creature can attempt to move by at-
tempting a Strength or Escape Artist check equal to the Reflex
DC at the beginning of their turn. On a success they can move
for that turn, but remain entangled so long as they remain in
contact with a wall or floor.

Favored Element (Su): An electrokinetic must select
electricity as his favored element at 3rd level. At gth and 15th
level his bonus damage increases as normal, but he does not get
to select additional elements.

This ability alters favored element.

Elemental Defense (Su): At 5th level, the electrokinetic
gains resistance 10 to electricity and sonic. At 11th level, this
resistance increases to 15. At 17th level, this resistance increases
to 20. When he gains elemental body at level 20, this resistance
increases to 25.

This ability alters elemental defense.

Thunderbolt Wings (Su): At 7th level, an electrokinetic
gains a 20 feet fly speed with average maneuverability. At levels
13 and 19, the electrokinetic’s fly speed increases by 20 feet and
his maneuverability improves by one step.

This ability replaces elemental movement.

Thunderclap: At gth level electrokinetic gains Thunder
Blast as a bonus magic talent,and may use his class level as
his caster level when making destructive blasts that deal sonic
damage.




(hapter 4: firchetypes

An electrokinetic with the Energy Focus (electric blast)
drawback may make destructive blasts that deal either electricity
or sonic damage.

flame Warrior

Fire Focus (Su): At 3rd level, a flame warrior adds 1/2 his
flame warrior level to all damage dealt with destructive blasts
from the fire blast type group.

At gth level, this bonus damage increases to become equal
to his flame warrior level, and the flame warrior may use his
class level as his caster level when using the (fire) package from
the Nature sphere. This stacks normally with caster levels
gained from other sources.

At 15th level, the bonus damage increases to 1.5 times his
flame warrior level, and he gains a +2 bonus to his caster level
with the (fire) package from the Nature sphere.

This replaces favored element.

Fire Defense (Ex): At 5th level, a flame warrior gains fire
resistance equal to § + his flame warrior level.

This replaces elemental defense.

Fire Movement (Su): At 7th level, a flame warrior gains
a 20 feet increase to his base land speed. This improves by an-
other 20 feet at 13th and 19th levels.

This replaces elemental movement.

Fire Body: At 20th level, the flame warrior’s body has be-
come infused with the power of fire. He gains immunity to fire,
sneak attacks, and critical hits, and gains DR 10/magic.

This replaces energy body.

(leomancer

Weave Elements (Su): A geomancer gains the Nature
sphere as a bonus sphere at 1st level, and uses his geomancer
level as his caster level with that sphere. This stacks normally
with caster levels gained from other sources.

This replaces weave energy.

Favored Package (Su): At 3rd level, a geomancer choos-
es one of the packages from the Nature sphere and gains a +2
bonus to his caster level with that package. At 9th level, this
bonus improves by an additional +2, and he may choose anoth-
er package to gain a +2 bonus with. At 15th level, all previously
chosen packages increase their caster level by another +2, and
the geomancer may choose a third package to gain a +2 bonus.

This replaces favored element.

Metal Warrior

Conductive Focus (Su): At 3rd level, a metal warrior adds
1/2 his metal warrior level to all damage dealt with destructive
blasts from the electric blast type group. At gth level, this bonus
damage increases to become equal to his metal warrior level,
and the metal warrior may use his class level as his caster level
when using the (metal) package from the Nature sphere. This
stacks normally with caster levels gained from other sources.

At 15th level, the bonus damage increases to 1.5 times his
metal warrior level, and he gains a +2 bonus to his caster level
with the (metal) package from the Nature sphere.
This replaces favored element.

Electric Defence (Ex): At sth level, a metal warrior
gains electricity resistance equal to 5 + his metal warrior level.

This replaces elemental defense.

Static Cling (Suw): At 7th level, a metal warrior gains a
30 feet climb speed. This improves by 30 feet at 13th and 19th
levels.

This replaces elemental movement.

Electric Body: At 20th level, the metal warrior’s body has
become infused with the power of metal. He gains immunity
to electricity; sneak attacks, and critical hits, and gains DR 10/
magic.

This replaces energy body.

llatural Warrior

Natural Focus (Su): At 3rd level, the natural warrior adds
1/2 his natural warrior level to all damage dealt with destructive
blasts from the acid blast type group. At gth level, this bonus
damage increases to become equal to his natural warrior level,
and the natural warrior may use his class level as his caster level
when using the (plant) package from the Nature sphere. This
stacks normally with caster levels gained from other sources.

At 15th level, the bonus damage increases to 1.5 times his
natural warrior level, and he gains a +2 bonus to his caster level
with the (plant) package from the Nature sphere.

This replaces favored element.

Acid Defense (Ex): At s5th level, a natural warrior gains
acid resistance equal to § + his natural warrior level.

This replaces elemental defense.

Home in the Wild (Su): At 7th level, a natural warrior
gains woodland stride and trackless step, as the druid class
features. At 13th level, the natural warrior gains immunity to
poisons and diseases. At 19th level, the natural warrior gains
timeless body; as the druid class feature.

This replaces elemental movement.

Natural Body: At 20th level, the natural warrior’s body
has become infused with the power of nature. He gains immu-
nity to acid, sneak attacks, and critical hits, and gains DR 10/
magic.

This replaces energy body.

Soul fidept

Most traditional elementalists focus on the four classical
elements; earth, air, fire and water. But a rare few, sometimes
known as soul adepts, instead focus on an energy they refer
to as ether; the primordial energy that suffuses and constitutes
the Ethereal Plane and is the source of power for all manner of
spirits, ghosts and entities. Mastering this bizarre energy grants
them unsurpassed proficiency in all matters incorporeal, some-
times to the degree that the line between them and the spirits
they study begins to blur.

Class Skills: A soul adept loses Escape Artist (Dex) as a
class skill, and adds Knowledge (religion) (Int) to his list of class
skills.

Phantasmal Energy: At 2nd level, a soul adept gains the
Death sphere as a bonus magic talent.

This replaces the bonus feat normally gained at 2nd level.



Weave the Ether (Su): At 3rd level, the soul adept gains
Ghostly Admixture as a bonus feat, even if he does not meet
the prerequisites, and may make admixtures even without the
Admixture talent, so long as he uses the Ghostly Admixture feat.
‘When using this feat, he uses the higher of his Destruction and
Death caster levels for determining the effects of each sphere.

At oth level, he adds 1/2 his class level to all damage dealt
by Ghostly Admixture destructive blasts, and he no longer needs
to spend the additional spell point detailed in the Ghostly
Admixture feat.

At 15th level, he adds his full class level to all damage dealt
by Ghostly Admixture destructive blasts.

This replaces favored element.

Ghostly Defense (Su): At 5th level, the soul adept gains
a +2 bonus to saving throws vs. death effects, diseases, mind-af-
fecting effects, paralysis, poison, sleep effects, and stunning.
These bonuses increase by 2 at 11th and r7th level.

This replaces elemental defense.

Wraith Form (Su): At 7th level, the soul adept becomes
incorporeal for a maximum number of rounds per day equal to
his class level + his casting ability modifier, as the wraith class
teature of the same name. If the soul adept gains this ability
from any other source, their levels stack when determining the
total number of rounds the soul adept may use this ability:.

This replaces elemental movement.

Spiritual Body: At 20th level, the soul adept’s body be-
comes one with the spirit world. He gains immunity to death
effects, sneak attacks, and critical hits, and gains DR 1o/magic.

This replaces energy body.

Twinsoul Elementalist

By channeling destructive energy through a vessel, a splin-
ter of themselves given form by their magic to act as a lens to
focus their energy, these elementalists amplify their power even
further.

Elemental Conduit: At 1st level, the twinsoul elemen-
talist gains the Conjuration and Destruction spheres as bonus
magic talents. If the Destruction sphere is already possessed,
he may choose any Destruction sphere talent to gain as a bonus
talent. If the Conjuration sphere is already possessed, he in-
stead gains Extra Companion as a bonus talent. The companion
gained from this ability is his elemental conduit. The twinsoul
elementalist and his elemental conduit always act on the same
initiative count. The elemental conduit must have the mage
companion archetype and gains the Destruction sphere as a
bonus magic talent.

This replaces weave energy.

Destructive Capacitor: At 2nd level, the twinsoul ele-
mentalist may spend a full-round action channeling destructive
energy into his elemental conduit as a spell-like ability. The ele-
mental conduit must be in range of the twinsoul elementalist’s
destructive blast. The elemental conduit may add the twinsoul
elementalist’s class level as an enhancement bonus to its own
caster level for one destructive blast it casts prior to the end of
its turn. The twinsoul elementalist may spend any number of
spell points up to his current spell point total as part of this
ability; the elemental conduit gains an equal number of tem-
porary spell points until the end of its turn. When enhancing a
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destructive blast with this ability, the elemental conduit may use
the twinsoul elementalist’s casting ability modifier in place of
its own to determine the destructive blast’s effects. The elemen-
tal conduit may use any Destruction sphere talents and benefit
from any feats, traits, or other abilities that modify destructive
blasts that the twinsoul elementalist possesses when using a de-
structive blast enhanced by this ability, though feats, traits, and
abilities (such as the Energy Specialization and Focused Blast
Type Group feats) possessed by both do not stack. The elemen-
tal conduit may use the twinsoul elementalist’s MSB and MSD
for the modified destructive blast if necessary:.

The twinsoul elementalist treats using this ability as cast-
ing a sphere effect for the purposes of any casting tradition he
possesses. Treat his class level as his caster level for this pur
pose. This stacks normally with caster levels gained from other
sources. He may voluntarily reduce his caster level when using
this ability. Should the twinsoul elementalist possess more than
one casting tradition, he must choose one when gaining this
ability; this ability is then associated with that tradition.

This replaces the bonus combat feat gained at 2nd level.

Focused Fire: At 3rd level, when the elemental conduit
casts a destructive blast benefiting from the elemental conduit’s
destructive capacitor ability; it deals bonus damage equal to half
the twinsoul elementalist’s class level. At 9th level, this increas-
es to his full class level. At 15th level, this increases to 1.5 times
his class level.

This replaces favored element but counts as favored ele-
ment for stacking purposes.

Water Warrior

Water Focus (Su): At 3rd level, a water warrior adds 1/2
his water warrior level to all damage dealt with destructive blasts
from the cold blast type group.

At 9th level, this bonus damage increases to become equal
to his water warrior level, and the water warrior may use his
class level as his caster level when using the (water) package
from the Nature sphere. This stacks normally with caster levels
gained from other sources.

At 15th level, the bonus damage increases to 1.5 times his
water warrior level, and he gains a +2 bonus to his caster level
with the (water) package from the Nature sphere.

This replaces favored element.

Cold Defense (Ex): At 5th level, a water warrior gains
cold resistance equal to § + his water warrior level.

This replaces elemental defense.

Water Movement (Su): At 7th level, a water warrior
gains a 30 feet swim speed. This improves by 20 feet at 13th and
19th levels.

This replaces elemental movement.

Water Body: At 20th level, the water warrior’s body has
become infused with the power of ice. He gains immunity to
cold, sneak attacks, and critical hits, and gains DR 10/magic.

This replaces energy body:
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Wind Warrior

Wind Focus (Su): At 3rd level, a wind warrior adds 1/2
his wind warrior level to all damage dealt with destructive blasts
using the air blast type group.

At 9th level, this bonus damage increases to become equal
to their wind warrior level, and the wind warrior may use his
class level as his caster level when using the (air) package from
the Nature sphere. This stacks normally with caster levels
gained from other sources.

At 15th level, the bonus damage increases to 1.5 times his
wind warrior level, and he gains a +2 bonus to his caster level
with the (air) package from the Nature sphere.

This replaces favored element.

Buffeted (Ex): At 5th level, a wind warrior gains damage
reduction against nonlethal damage equal to his wind warrior
level. He also gains a +2 bonus to his CMD, which increases by
an additional +2 at 1rth and 17th levels.

This replaces elemental defense.

Wind Movement (Su): At 7th level, a wind warrior gains
a 20 feet fly speed with average maneuverability. This increases
to a 40 feet fly speed with good maneuverability at 13th level,
and a 60 feet fly speed with perfect maneuverability at 19th
level.

This replaces elemental movement.

Wind Body: At 20th level, the wind warrior’s body has
become infused with the power of air. He gains immunity to
nonlethal damage, sneak attacks, and critical hits, and gains DR
10/magic.

This replaces energy body:

thater

Dark Presence

Inciter: A dark presence gains the War sphere as a bonus
sphere at 1st level and treats his class level as his caster level for
this sphere. This stacks normally with caster levels gained from
other sources.

This replaces enchanter.

Ominous: The dark presence gains a +2 bonus to the DCs
of his War sphere abilities and dark presence class features, as
well as Bluff, Diplomacy and Intimidate checks. These bonuses
increase to +3 at 6th level, +4 at 12th level, and +5 at 18th level.

This replaces persuasive. Class abilities and feats that refer
to persuasive refer to ominous instead, and he may gain abilities
that have persuasive as a requirement.

Eyes of Onyx: At 3rd level, the dark presence gains Soul-
Piercing Gaze as a bonus feat. If he already possesses Soul-
Piercing Gaze, then he gains Extra Emotion instead. The bo-
nus from his ominous class feature applies to his Soul-Piercing
Gaze.

This replaces defensive empathy:.

Hypnotism: The dark presence gains the following
hypnotisms:

Recklessness

At 1st level, the dark presence places a seed of self-destruc-
tive rage into the target’s mind, making them concentrate on
their aggression to the detriment of defending their self. The
target must succeed at a Will save or lose their Dexterity bonus
to their AC for one round. This replaces fascinate.

Confusion

At 4th level, the dark presence can sow confusion. The
chaos of the battlefield leaves the target’s mind disoriented as
they try to make sense of the madness of war. They must suc-
ceed at a Will save or be confused for a number of rounds equal
to the dark presence’s class level. The target receives a new save
at the end of each of their turns. This replaces liberate.

Sadism

At roth level, the dark presence can fill the target with pain.
The target takes 1d8 nonlethal damage for every class level the
dark presence has. A successful Will save reduces the damage to
half. This replaces inspire greatness.

Revulsion

At 16th level, the dark presence exposes their enemy to the
gore and blood of war. The target must succeed at a Fortitude
save or become nauseated for a number of rounds equal to 1/2
the dark presence’s class level. They receive a new save at the
end of each of their turns. When a creature succeeds at a saving
throw, they are then sickened for the remainder of the dura-
tion. This replaces inspire heroism.

Hopelessness

At 19th level, the dark presence can cause a target to be
filled with hopelessness. If they fail their Will save, they become
unable to attack, assist their allies, or do anything but move and
defend themselves. Any emotional effect (such as an enchant-
ment or Mind sphere effect) allows the creature to attempt a
new saving throw; as they are given new purpose, but they re-
ceive a -2 penalty for each previous save they failed against the
effect. Otherwise, the effect lasts a number of rounds equal to
the dark presence’s class level. This replaces reverence.

Darkest Presence: At 20th level, the dark presence can
unleash a torrent of emotion across an area, invading the minds
of all save for those the dark presence spares. Whenever the
dark presence uses a hypnotism, he may spend four uses of hyp-
notism instead of one to affect all enemies within the area of
effect of a single zoterz he has created. Enemies do not need to
be visible to the dark presence to be affected, nor do they need
to be within range of his hypnotism ability.

This replaces domination.

Fright Wright

Debilitating Fear: The fright wright may use his hypno-
tism to cause a target to become nearly paralyzed to the point
of inactivity, instilling the staggered condition on his target
for a number of rounds equal to his fright wright level. This is
treated as a fear effect.

This alters the fascinate option of the hypnotism class
feature.

Phobic Bulwark: At 3rd level, the fright wright is im-
mune to fear (magical or otherwise). Each ally within 10 feet of
his gains a morale bonus on saving throws against fear effects



equal to his persuasive bonus. This ability only functions while
the fright wright is conscious, not if he is unconscious or dead.

This alters the defensive empathy class feature.

Fear’s Herald: At 4th level, the fright wright’s mastery
of panic and terror can begin to erode away even the fiercest
resolve. All enemies within 10 feet of the fright wright take a
-4 penalty on saving throws against fear effects. When using a
magical effect that causes fear, the fright wright can overcome a
creature’s immune to fear if he succeeds on a magic skill check
against a DC of 11 + the creature’s Hit Dice. A creature main-
tains their immunity to fear effects if they have 4 more Hit
Dice than the fright wright has class levels.

This replaces the liberate class feature.

Antagonizing: At 9th level, the fright wright may take 10
with any Intimidate check if he has ranks in that skill, even if
circumstances would normally prohibit this action. In addition
to his normal bonus to the Intimidate check, he may add 1d6
to the result of the roll. He may always choose to roll normally
instead of taking ro. In addition, once per day he may take 20
on an Intimidate check without taking additional time, again
adding 1d6 to the roll as when taking ro. He may use this ability
twice per day at 13th level and three times per day at 17th level.

This replaces the convincing class feature.

Fear’s Master: At 1oth level, the fright wright’s ability to
instill fear even in those who are fearless is improved. When
using the fear’s herald class feature, he may add his persuasive
bonus or casting ability modifier (whichever is higher) to the
magic skill check.

This replaces the inspire greatness class feature.

Ochlophobia: At 15th level, whenever the fright wright
makes a target frightened or panicked, he may choose to use
a standard action to see and hear through the target’s eyes and
ears instead of his own, even if they leave his line of sight and
as long as they remain on the same plane or are not protect
ed from mental coercion (such as through the Fate sphere’s
Hallow word ability or the protection from evil spell). If the tar
get is aware of another creature, the fright wright may cast any
Mind sphere talent or eliciter emotion that causes fear effects
through his initial target as long as those talents or emotions do
not rely on touching a target.

The ability to be aware of a target’s surroundings lasts as
long as the frightened or panicked effect lasts on the target, and
the fright wright is no longer aware of his own surroundings
while using this ability. He may cease using this ability as a free
action.

This replaces the link class feature.

Fear Incarnate: At 16th level, the fright wright can cause
fear in nearly anyone. Even those who have an immunity to fear
from racial Hit Dice or class levels that 