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INTRODUCTION

With every injustice, every dark ambition, and every wicked
deed come opportunities for exceptional individuals to
distinguish themselves. Though the masks of evil are
countless, just as innumerable are the faces of heroism.
Whether they act with a marksman’s precision, a detective’s
wit, a crusader’s righteousness, or an assassin’s resoluteness,
heroes aren’t marked by their tools and talents, but rather
by their deeds and convictions. Such distinctive, driven
individuals are the main characters of countless Pathfinder
Roleplaying Game adventures.

Inkeeping with the Pathfinder RPG’s pedigree of variety
and versatility, the Pathfinder RPG Advanced Class Guide
further explores what it means to be a hero. Roleplaying
games and fantasy fiction are rife with diverse characters,
and the desire to try everything and the ambition to excel
beyond the norm inspired many of the new classes and
options in this collection. To that end, the Advanced Class
Guide opens up a library of new possibilities, helping
players of all tastes define their perfect heroes.

NAVIGATING THIS BOOK

The organization of this book parallels that of the
Pathfinder RPG Core Rulebook and the Pathfinder RPG
Advanced Player’s Guide. Each chapter is made up of similar
themes and rules content.

Chapter 1—Classes: The heart of the Advanced Class
Guide, this chapter presents 10 new character classes—
classic fantasy concepts that inform the new options
introduced throughout the book. The new hybrid classes
merge core ideas and abilities from existing character
classes with a cornucopia of new powers. The result is the
largest collection of classes to enter the Pathfinder RPG
since the Core Rulebook. The new classes are as follows.

Arcanist: A melding of sorcerer and wizard, the arcanist
is an arcane tinkerer and spell-twister, reshaping magic
to her whims. Players who like options and variety in their
spellcasting should consider this class.

Bloodrager: Blending the wrath of the barbarian with
the innate magic of the sorcerer, the bloodrager taps into



his rage to create brutal magical effects. Players who enjoy
eldritch savagery and want their magic to support them in
combat should consider this class.

Brawler: Unifying two of the game’s greatest pugilists, the
fighter and the monk, the brawler foregoes mysticism and
spiritual training to focus on raw physical mastery. Players
who want to take on their opponents in fierce hand-to-hand
combat should consider this class.

Hunter: Combining the natural skills and animal
mastery of the druid and the ranger, the hunter teams up
with a devoted animal ally to confront the enemies of the
wilds. Players who want an animal companion to be their
character’s main feature should consider this class.

Investigator: Mixing the alchemist’s arcane insight with
the shrewdness of the rogue, the investigator uses his
knowledge and a wide range of talents to overcome any
challenge. Players who enjoy clever characters who are always
prepared should consider this class.

Shaman: The occult mysteries of the oracle and the witch
combine in the shaman, an enigmatic spirit-speaker who
calls upon powers from beyond. Players who seek new routes
to eerie divine powers should consider this class.

Skald: The skald blends the passion and relentlessness
of the barbarian with the voice of the bard, inspiring his
fellows from the front lines. Players who want to both fight
alongside allies in battle and bolster their might should
consider this class.

Slayer: Deft stalkers of the most dangerous prey, slayers
merge the ranger’s combat training with the rogue’s
crippling attacks. Players who seek to deal death from the
shadows should consider this class.

Swashbuckler: Bringing together the martial mastery of
the fighter and the style of the gunslinger, the swashbuckler
uses fast weapons and bewildering melee skills to lay her
opponents low. Players who enjoy quick, daring combatants
should consider this class.

Warpriest: Adding the fighter’s physical might to the force
of the cleric’s convictions, the warpriest strikes against
enemies of his faith. Players who want to play a battle-
hardened divine champion should consider this class.

The chapter concludes with new favored class options
available to the races in the Core Rulebook, with benefits
they can gain when they take alevel in one of these classes.

Chapter 2—Archetypes and Class Options: Unlock new
powers for your character with dozens of new archetypes
and character tools. Along with archetypes for every base
class from the Core Rulebook, the Advanced Player’s Guide,
Pathfinder RPG Ultimate Magic, and Pathfinder RPG Ultimate
Combat, all 10 new classes from Chapter 1 receive full suites
of alternate class abilities. New alchemist discoveries,
cavalier orders, magus arcana, and other recognizable
options pepper this chapter, but the new classes in
Chapter 1 also open the door for new concepts to explore.

Aside from rage powers that work equally well for both
barbarians and skalds, and a new combat style inspired
by the slayer’s potential expertise with thrown weapons,
gunslingers and swashbucklers can now supplement their
stylish fighting with dares. Dares are similar to deeds,
except they become active when a character runs out of grit
or panache, opening up new ways to play for combatants
who live on the edge!

Chapter 3—Feats: Dozens of feats fill this chapter,
expanding characters’ options for general feats, but also
for combat feats, style feats, and teamwork feats. Panache
feats, which tie into the new swashbuckler class, also make
their debut. Fight with flair using all the skill and finesse
of the swordmaster’s art!

Chapter 4—Spells: This collection contains new
spells for every spellcasting class in the game, including
additional selections for the bloodrager and the shaman.
Shatter magic in your opponent’s mind with spellcrash,
escape your enemies with fairy ring retreat, or flense foes
with the terrifying whip of spiders!

Chapter 5—Gear and Magic Items: Divided into two
sections of vital new adventuring aids, this chapter begins
with new nonmagical adventuring gear, including a
selection of equipment and a range of alchemical remedies,
tools, and weapons. The second, larger section presents a
host of new magic items, including weapons, armor, rings,
rods, staves, and wondrous items. Many of these new items
supplement and enhance the abilities of the classes in
this book, but adventurers of all stripes are sure to find
something to crave.

Chapter 6—Designing Classes: The Core Rulebook gives
you details on creating new characters, NPCs, magic items,
and more. The Pathfinder RPG Bestiary offers an overview
of designing new monsters, and Ultimate Magic gives you
a crash course on writing and balancing new spells. Now,
at long last, this chapter presents tips and tricks for the
most challenging game design space in the Pathfinder
Roleplaying Game: the creation of new classes.

Character classes are among the most expansive,
involved, and delicate RPG rules elements to design, with
the potential to significantly impact your players’ game
enjoyment—for better or worse. The design philosophies
and considerations offered in this chapter apply to more
than just the core classes, though: this discussion also
covers how to manipulate existing classes to create
imaginative new archetypes, as well as how to tailor classes
toward specific flavorful or mechanical ends with your
own original prestige classes. Don'’t feel like waiting for
Pathfinder’s designers to create the class of your dreams?
Get out there and make your own! Note that while players
shouldn’t feel like this chapter is off-limits, they should
always check with their GMs before creating and using a
class of their own design.
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;: he troll swung a
huge claw, just barely
| missing as Quinn ducked out
of the way and flung another
' dagger sidearm. The blade
{ sank into the troll’s stomach,
{ but the creature only ripped it
| loose and tossed it away.

Too slow. That poison could
| bring down an elephant—but
| Dby the time it did its work,
! Quinn would be a smear on
the forest floor.
| Suddenly, a flaming arrow
shot overhead and buried itself §
in the troll’s chest. At the same |
time, a furry shape launched
itself from the cover of the trees |
. and landed on the troll’s back.
! A voice spoke from behind
i Quinn. “Need a hand?”




HYBRID CLASSES

AARCANIST

Most heroes progress along a single path—choosing to become
a fearsome fighter, pious cleric, or mighty wizard—but some
are drawn to many roads. For them, it can be hard to find a
balance between abilities offered by disparate classes. Hybrid
classes solve this dilemma by blending features from two
classes, adding rules to make them work seamlessly together.
Parent Classes: Each of the following classes draws upon
two classes to form the basis of its theme. While a character
can multiclass with these parent classes, doing so usually
results in redundant abilities. Such abilities don’t stack
unless specified. If a class feature allows the character to
make a one-time choice (such as a bloodline), that choice
must match similar choices made by the parent classes and
vice-versa (such as selecting the same bloodline).

CLASSES

The ten new classes presented in this book are all hybrids of
two existing classes from the Pathfinder RPG Core Rulebook,
Pathfinder RPG Advanced Player’s Guide, and Pathfinder RPG
Ultimate Combat. The new classes are as follows.

Arcanist: Blending the power of the sorcerer with the
versatility of the wizard, the arcanist draws upon a reservoir
of power to bend magic to her will.

Bloodrager: Fusing the frenzy of the barbarian with the
bloodline might of the sorcerer, the bloodrager calls upon
innate power to give himself extraordinary abilities.

Brawler: Focusing on hand-to-hand combat, the brawler
mixes the martial artistry of the monk with the specialist
training of the fighter.

Hunter: Though both the druid and ranger can have
animal companions, the hunter takes this bond to the next
level, forming a deadly duo with her savage ally.

Investigator: With the rogue’s cunning complemented by
the alchemist’s magical talent, the investigator is a peerless
problem solver.

Shaman: Calling on the divine power of the oracle and
the hexes of a witch, the shaman communes with her spirit
animal to unleash doom upon her foes.

Skald: Sharing fury through song and deed, the skald
takes the rage that lives in the heart of the barbarian and
inspires it in others using the performances of the bard.

Slayer: Mixing the precise strikes of the rogue with the
special training of the ranger, the slayer hunts down his
foes with ruthless efficiency.

Swashbuckler: Combining the prowess of the fighter with
the determination of the gunslinger, the swashbuckler is
an acrobatic melee combatant.

Warpriest: Blending the cleric’s divine might and the
fighter’s martial skills, the warpriest brings the fight to
the enemies of his faith.

Some spellcasters seek the secrets of magic, pursuing the
power to make the impossible possible. Others are born with
magic in their blood, commanding unbelievable forces as
effortlessly as they breathe. Yet still others seek to meld the
science of arcane scholars with the natural might of innate
casters. These arcanists seek to discover the mysterious laws
of magic and through will and expertise bend those forces
to their whims. Arcanists are the shapers and tinkers of the
arcane world, and no magic can resist their control.

Role: Arcanists are scholars of all things magical. They
constantly seek out new forms of magic to discover how they
work, and in many cases, to collect the energy of such magic
for their own uses. Many arcanists are seen as reckless, more
concerned with the potency of magic than the ramifications
of unleashing such power.

Alignment: Any.

Hit Die: d6.

Parent Classes: Sorcerer and wizard.

Starting Wealth: 2d6 x 10 gp (average 70 gp).

CLASS SKILLS
The arcanist’s class skills are Appraise (Int), Craft (Int), Fly
(Dex), Knowledge (all) (Int), Linguistics (Int), Profession
(Wis), Spellcraft (Int), and Use Magic Device (Cha).

Skill Ranks per Level: 2 + Int modifier.

CLASS FEATURES

The following are the class features of the arcanist.

Weapon and Armor Proficiencies: Arcanists are proficient
with all simple weapons. They are not proficient with
any type of armor or shield. Armor interferes with an
arcanist’s gestures, which can cause her spells with somatic
components to fail (see Arcane Spells and Armor on page
83 of the Core Rulebook).

Spells: An arcanist casts arcane spells drawn from the
sorcerer/wizard spell list, presented in Chapter 10 of the Core
Rulebook. An arcanist must prepare her spells ahead of time,
but unlike a wizard, her spells are not expended when they're
cast. Instead, she can cast any spell that she has prepared
consuming a spell slot of the appropriate level, assuming
she hasn’t yet used up her spell slots per day for that level.

To learn, prepare, or cast a spell, the arcanist must have
an Intelligence score equal to at least 10 + the spell’s level.
The saving throw DC against an arcanist’s spell is 10 + the
spell’s level + the arcanist’s Intelligence modifier.

An arcanist can only cast a certain number of spells of
each spell level per day. Her base daily spell allotment is
given on Table 1-1. In addition, she receives bonus spells
per day if she has a high Intelligence score (see Table 1-3 in
the Core Rulebook).



An arcanist may know any number of spells, but the
number she can prepare each day is limited. At 1st level,
she can prepare four o-level spells and two 1st-level spells
each day. At each new arcanist level, the number of spells
she can prepare each day increases, adding new spell levels
as indicated on Table 1—2. Unlike the number of spells
she can cast per day, the number of spells an arcanist can
prepare each day is not affected by her Intelligence score.
Feats and other effects that modify the number of spells
known by a spellcaster instead affect the number of spells
an arcanist can prepare.

An arcanist must choose and prepare her spells ahead
of time by getting 8 hours of sleep and spending 1 hour
studying her spellbook. While studying, the arcanist
decides what spells to prepare and refreshes her available
spell slots for the day.

Like a sorcerer, an arcanist can choose to apply any
metamagic feats she knows to a prepared spell as she casts
it, with the same increase in casting time (see Spontaneous
Casting and Metamagic Feats on page 113 of the Core Rulebook).
However, she may also prepare a spell with any metamagic
feats she knows and cast it without increasing casting time
like a wizard. She cannot combine these options—a spell
prepared with metamagic feats cannot be further modified
with another metamagic feat at the time of casting (unless
she has the metamixing arcanist exploit, detailed below).

Spellbooks: An arcanist must study her spellbook each
day to prepare her spells. She can’t prepare any spell not
recorded in her spellbook, except for read magic (which all
arcanists can prepare from memory).

An arcanist begins play with a spellbook containing all
o-level sorcerer/wizard spells plus three 1st-level spells of
her choice. The arcanist also selects a number of additional
1st-level spells equal to her Intelligence modifier to add to the
spellbook. At each new arcanist level, she gains two new spells
of any spell level or levels that she can cast (based on her new
arcanist level) for her spellbook. At any time, an arcanist can
also add spells found in wizards’ or other arcanists’ spellbooks
to her own (see Chapter 9 of the Core Rulebook).

Arcane Reservoir (Su): An arcanist has an innate pool of
magical energy that she can draw upon to fuel her arcanist
exploits and enhance her spells. The arcanist’s arcane reservoir
can hold a maximum amount of magical energy equal to 3 +
the arcanist’s level. Each day, when the arcanist prepares spells,
the arcanist’s arcane reservoir fills with raw magical energy,
gaining a number of points equal to 3 + 1/2 her arcanist level.
Any points she had from the previous day are lost. She can also
regain these points through the consume spells class feature
and some arcanist exploits. The arcane reservoir can never
hold more points than the maximum amount noted above;
points gained in excess of this total are lost.

Points from the arcane reservoir are used to fuel many of
the arcanist’s powers. In addition, the arcanist can expend

1 point from her arcane reservoir as a free action whenever
she casts an arcanist spell. If she does, she can choose to
increase the caster level by 1 or increase the spell’s DC by 1.
She can expend no more than 1 point from her reservoir on
a given spell in this way.

Arcanist Exploits: By bending and sometimes even
breaking the rules of magic, the arcanist learns to exploit
gaps and exceptions in the laws of magic. Some of these
exploits allow her to break down various forms of magic,
adding their essence to her arcane reservoir. Atistlevel and
every 2 levels thereafter, the arcanist learns a new arcane
exploit selected from the following list. An arcanist exploit
cannot be selected more than once. Once an arcanist exploit
has been selected, it cannot be changed. Most arcanist
exploits require the arcanist to expend points from her
arcane reservoir to function. Unless otherwise noted, the
saving throw DC of an arcanist exploit is equal to 10 + 1/2
the arcanist’s level + the arcanist’s Charisma modifier.

Acid Jet (Su): The arcanist can unleash a jet of acid by
expending 1 point from her arcane reservoir and making a
ranged touch attack against any one target within 3o feet. If
the attack hits, it deals an amount of acid damage equal to
1d6 + the arcanist’s Charisma modifier, plus an additional
1d6 points of acid damage for every 2 levels beyond 1st (to a
maximum of 10d6 at 19th level). The target is also sickened
for 1d4 rounds. It can attempt a Fortitude saving throw to
negate the sickened condition.

Arcane Barrier (Su): As a swift action, the arcanist can
expend 1 point from her arcane reservoir to create a barrier
of magic that protects her from harm. This barrier grants
the arcanist a number of temporary hit points equal to
her arcanist level + her Charisma modifier, and lasts for
1 minute per arcanist level or until all the temporary hit
points have been lost. Each additional time per day the
arcanist uses this ability, the number of arcane reservoir
points she must spend to activate it increases by 1 (so
the second time it is used, the arcanist must expend 2
points from her arcane reservoir, 3 points for the third
time, and so on). The temporary hit points from this
ability do not stack with themselves, but additional uses
do cause the total number of temporary hit points and
the duration to reset.

Arcane Weapon (Su): As a standard action, the arcanist can
expend 1 point from her arcane reservoir to enhance her
weapon. The weapon is treated as magic for the purpose
of overcoming damage reduction. At 5th level, the weapon
gains a +1 enhancement bonus, which increases by 1 for
every 4 levels beyond s5th (to a maximum of +4 at 17th level).
These bonuses stack with any existing bonuses the weapon
might have, to a maximum of +5. An arcanist can also use
this exploit to add one of the following weapon special
abilities: dancing, defending, distance, flaming, flaming burst,
frost, icy burst, keen, shock, shocking burst, speed, spell storing,




TABLE I-1: ARCANIST

Base

Attack Fort Ref Will

Spells per Day

Level Bonus Save Save Save Special 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
st +0 +0 +0 +2  Arcane reservoir, arcanist exploit, 2 - - = = = = = =
cantrips, consume spells
2nd +1 +0 +0 +3 3 - - - - - - = =
3rd +1 +1 +1 +3  Arcanist exploit 4 - = = = = = — =
4th +2 +1 +1 +4 4 2 - - - - - — =
5th +2 +1 +1 +4  Arcanist exploit 4 3 - = - = - - =
6th +3 +2 +2 +5 4 4 2 - - - - - _
7th +3 +2 +2 +5  Arcanist exploit 4 4 3 - - = - — =
8th +4 +2 +2 +6 4 4 4 2 - - - — —
9th +4 +3 +3 +6  Arcanist exploit 4 4 4 3 - - - - =
10th +5 +3 +3 +7 4 4 4 4 2 - - - =
11th +5 +3 +3 +7  Arcanist exploit, greater exploits 4 4 4 4 3 - - - —
12th +6/+1 +4 +4 +8 4 4 4 4 4 2 - - —
13th +6/+1 +4 +4 +8  Arcanist exploit 4 4 4 4 4 3 - — —
14th +7/+2 +4 +4 +9 4 4 4 4 4 4 2 - -
15th +7/+2 +5 +5 +9  Arcanist exploit 4 4 4 4 4 4 3 — —
16th +8/+3 +5 +5 +10 4 4 4 4 4 4 4 2 —
17th +8/+3 +5 +5  +10  Arcanist exploit 4 4 4 4 4 4 4 3 —
18th +9/+4 +6 +6 +11 4 4 4 4 4 4 4 4 2
19th +9/+4 +6 +6  +11  Arcanist exploit 4 4 4 4 4 4 4 4 3
20th +10/+5  +6 +6  +12  Magical supremacy 4 4 4 4 4 4 4 4 4

or throwing. Adding any of these special abilities consumes
an amount of enhancement bonus equal to the ability’s base
price modifier. Duplicate special abilities do not stack. If
the weapon is not magical, at least a +1 enhancement bonus
must be added to it before any weapon special abilities can
be added. The benefits are decided upon when the exploit
is used, and they cannot be changed unless the exploit is
used again. These benefits apply only to a weapon wielded
by the arcanist; if another creature attempts to wield the
weapon, it loses these benefits, though they resume if the
arcanist regains possession of the weapon. The arcanist
cannot have more than one use of this ability active at a
time. This effect lasts for a number of minutes equal to
the arcanist’s Charisma modifier (minimum 1).

Bloodline Development: The arcanist selects one sorcerer
bloodline upon taking this exploit. The arcanist gains that
bloodline’s 1st-level bloodline power as though she were
a 1st-level sorcerer. The arcanist must select an ordinary
bloodline with this ability, not one altered by an archetype.
As a swift action, the arcanist can expend 1 point from
her arcane reservoir to bolster her latent nature, allowing
her to treat her arcanist level as her sorcerer level for the
purpose of using this ability, which lasts for a number
of rounds equal to her Charisma modifier (minimum 1).

She does not gain any other abilities when using this exploit
in this way, such as bloodline arcana or bloodline powers
gained at 3rd level or higher. If this ability is used to gain an

arcane bond and a bonded item is selected, the arcanist can
use that item only to cast spells that a sorcerer of that level
could cast (limiting her to 1st-level spells unless she spends
a point from her arcane reservoir).

Ifthe arcanist already has a bloodline (or gains one later),
taking this exploit instead allows her arcanist levels to
stack with the levels of the class that granted her access to
the bloodline when determining the powers and abilities
of her bloodline.

Consume Magic Items (Su): The arcanist can consume the
power of potions, scrolls, staves, and wands, using them to
fill her arcane reservoir. She can use this ability a number of
times per day equal to her Charisma modifier (minimum 1).
Using this ability is a move action that provokes an attack
of opportunity. When using this exploit, the arcanist adds
anumber of points to her arcane reservoir equal to 1/2 the
level of the spell contained in the item (o-level and 1st-level
spells do not recharge the arcanist’s arcane reservoir). If
used on a potion or scroll, the item is destroyed. If used
on a wand, the wand loses 5 charges; if it has fewer than 5
charges, the wand is destroyed and the arcanist gains no
benefit. If used on a staff; it loses 1 charge and the arcanist
gains a number of points to his arcane reservoir equal to
the level of the highest-level spell the staff can cast using
only 1 charge; if the staff' has no spells that require only 1
charge, the arcanist cannot consume that staff’s magic. No
more than 1 charge can be drawn from a staff each day in



this way. Points gained in excess of the arcanist’s reservoir’s
maximum are lost. This exploit has no effect on magic
armor, weapons, rings, rods, wondrous items, or other magic
items besides those noted above.

Counterspell (Su): By expending 1 point from her arcane
reservoir, the arcanist can attempt to counter a spell as
it is being cast. She must identify the spell being cast as
normal. If she successfully does so, the arcanist can attempt
to counter the spell as an immediate action and by expending
an available arcanist spell slot of a level at least one higher
than the level of the spell being cast. To counterspell, the
arcanist must attempt a dispel check as if using dispel magic.
If the spell being countered is one that the arcanist has
prepared, she can instead expend an available arcanist
spell slot of the same level, and she receives a +5 bonus
on the dispel check. Counterspelling in this way does not
trigger any feats or other abilities that normally occur when
a spellcaster successfully counters a spell.

Dimensional Slide (Su): The arcanist can expend 1 point from
herarcane reservoir to create a dimensional crack that she can
step through to reach another location. This ability is used as
part of a move action or withdraw action, allowing her to move
up to 10 feet per arcanist level to any location she can see. This
counts as 5 feet of movement. She can only use this ability once
perround. She does not provoke attacks of opportunity when
moving in this way, but any other movement she attempts as
part of her move action provokes as normal.

Energy Shield (Su): The arcanist can protect herself from
energy damage as a standard action by expending 1 point
from her arcane reservoir. She must pick one energy type
and gains resistance 10 against that energy type for 1 minute
per arcanist level. This protection increases by 5 for every 5
levels the arcanist possesses (up to a maximum of resistance
30 at 20th level).

Familiar (Ex): An arcanist with this exploit can acquire
a familiar as the arcane bond wizard class feature, using
her arcanist level as her wizard level to determine any of
the statistics and abilities of the familiar. If the arcanist
receives a familiar from another class, her levels of arcanist
stack with the levels from that class when determining the
familiar’s statistics and abilities (this ability does not stack
with a familiar gained through the bloodline development
exploit; she must choose one or the other).

Flame Arc (Su): The arcanist can unleash an arc of flame
by expending 1 point from her arcane reservoir. This creates
a3o-foot line of flame that deals a number of points of fire
damage equal to 1d6 + the arcanist’s Charisma modifier,
plus an additional 1d6 points for every 2 levels beyond 1st (to
amaximum of10d6 at 19th level) to each target in the line.
Creatures in the area of effect can attempt a Reflex saving
throw to halve the damage.

Force Strike (Su): The arcanist can unleash a blast of force
by expending 1 point from her arcane reservoir. This attack

automatically strikes one target within 30 feet (as magic
missile) and deals a number of points of force damage equal
to 1d4 + 1 per arcanist level. Spells and effects that negate
magic missile also negate this effect.

Ice Missile (Su): The arcanist can unleash a freezing
projectile by expending 1 point from her arcane reservoir
and making a ranged touch attack against any one target
within 30 feet. Ifthe attack hits, it deals a number of points
of cold damage equal to 1d6 + the arcanist’s Charisma
modifier, plus an additional 1d6 points for every 2 levels
beyond 1st (to a maximum of 10d6 points at 19th level). In
addition, the target is staggered for 1 round. It can attempt
a Fortitude saving throw to negate the staggered condition.

Item Crafting: The arcanist can select one item creation feat
as a bonus feat. She must meet the prerequisites of this feat.

Lightning Lance (Su): The arcanist can unleash a lance of
lightning by expending 1 point from her arcane reservoir and
making aranged touch attack against any one target within 3o
feet. Ifthe attack hits, it deals a number of points of electricity
damage equal to 1d6 + the arcanist’s Charisma modifier, plus
an additional 1d6 points for every 2 levels beyond 1st (to a
maximum of 10d6 at 19th level). The target’s vision is also
impaired, causing the target to treat all creatures as if they had
concealment (20% miss chance) for 1 round. It can attempt a
Fortitude saving throw to negate the impaired vision.

Metamagic Knowledge: The arcanist can select one
metamagic feat as a bonus feat. She must meet the
prerequisites of this feat.

Metamixing (Su): The arcanist can expend 1 point from
her arcane reservoir to add a metamagic feat that she knows
to a spell as she casts it without affecting the casting time
(though using a higher-level spell slot as normal). She can
use this ability to add a metamagic feat to a spell that she
prepared using a metamagic feat, although she cannot add
the same metamagic feat to a given spell more than once.

Potent Magic (Su): Whenever the arcanist expends 1 point
from her arcane reservoir to increase the caster level of a
spell, the caster level increases by 2 instead of 1. Whenever
she expends 1 point from her arcane reservoir to increase
a spell’s DC, it increases by 2 instead of 1.

Quick Study (Ex): The arcanist can prepare a spell in place
of an existing spell by expending 1 point from her arcane
reservoir. Using this ability is a full-round action that
provokes an attack of opportunity. The arcanist must be able
to reference her spellbook when using this ability. The spell
prepared must be of the same level as the spell being replaced.

School Understanding: The arcanist can select one arcane
school from any of the schools available to a character
with the arcane school wizard class feature, but does not
have to select any opposition schools. The arcanist gains
one ability of that arcane school as though she were a 1st-
level wizard, using her Charisma modifier in place of her
Intelligence modifier for this ability. The ability must be




one gained at 1st level and is limited in its use per day to
3 + the arcanist’s Charisma modifier. As a swift action,
the arcanist can expend 1 point from her arcane reservoir
to bolster her understanding, allowing her to treat her
arcanist level as her wizard level for the purpose of using
this ability for a number of rounds equal to her Charisma
modifier (minimum 1). During this time, she also gains
use of the other ability gained at 1st level for her selected
school. She does not gain any other abilities when using
this exploit in this way, such as those gained at 8th level.
Ifthe arcanist already has an arcane school (or gains one
later), taking this exploit instead allows her arcanist levels
to stack with the levels of the class that granted the arcane
school when determining the powers and
abilities of her arcane school.
See Magic (Su): The arcanist
can see magical auras. If she
expends 1 point from her
arcane reservoir, for 1
minute she instantly
recognizes magic
item auras and
spell effects (as
per detect magic).

During this time, she is treated as if she had studied each
aura for 3 rounds, and she treats her Knowledge (arcana)
check asifshe had rolled a 15 on the d20. In addition, if she
touches a magic item during this time, she can immediately
identify its properties using Spellcraft without needing to
spend 3 rounds examining the object. Ifan enemy possesses
the object, the arcanist must first succeed at a melee touch
attack in order to touch the item.

Spell Disruption (Su): The arcanist can temporarily disrupt
a spell by expending 1 point from her arcane reservoir and
succeeding ata dispel check against the spell, as dispel magic.
This ability suppresses a spell effect for a number of rounds
equal to the arcanist’s Charisma modifier (minimum 1).
If the spell affects multiple creatures, this ability only
suppresses the spell for one creature. At the end of this
duration, the spell resumes and the suppressed rounds do
not count against its total duration. This ability can be used
on unwilling targets, but the arcanist must succeed at a
melee touch attack, and the target may attempt a Will saving
throw to negate the effect. This ability has no effect on spells
that are instantaneous or have a duration of permanent.

Spell Resistance (Su): The arcanist can grant herself spell
resistance for a number of rounds equal to her Charisma
modifier (minimum 1) as a standard action by expending
1 point from her arcane reservoir. This spell resistance is
equal to 6 + her arcanist level and cannot be suppressed, but
it can be ended as a free action on her turn.

Spell Tinkerer (Su): The arcanist can alter an existing spell
effect by expending 1 point from her arcane reservoir. To
use this ability, she must be adjacent to the spell effect
(or the effect’s target) and be aware of the effect. She can
choose to increase or decrease the remaining
duration of the spell by 50%. This

ability can be used on unwilling

targets, but the arcanist must
succeed at a melee touch attack,

and the target may attempt a
Will saving throw to negate the
A j effect. This ability cannot be used

on a given spell effect more than

once. This ability has no effect on

spells that are instantaneous or have a
duration of permanent.

Swift Consume (Ex): The arcanist can
use the consume spells class feature or the

consume magic items exploit as swift

actions instead of'as move actions.
Cantrips: Arcanists can prepare a
number of cantrips, or o-level spells, each
day as noted on Table 1—2. These spells are
cast like any other spell, but they do not consume
spell slots. As with her other spells, these spells

- w& ‘\ 1 4’ are not expended when cast.




Consume Spells (Su): At 1st level, an arcanist can expend
an available arcanist spell slot as a move action, making it
unavailable for the rest of the day, just as if she had used it
to cast a spell. She can use this ability a number of times
per day equal to her Charisma modifier (minimum 1).
Doing this adds a number of points to her arcane reservoir
equal to the level of the spell slot consumed. She cannot
consume cantrips (o level spells)in this way. Points gained
in excess of the reservoir’s maximum are lost.

Greater Exploits: At 11th level and every 2 levels
thereafter, an arcanist can choose one of the following
greater exploits in place of an arcanist exploit.

Alter Enhancements (Su): An arcanist with this exploit can
modify the enhancements placed on a weapon, suit of armor,
or shield. The arcanist can use this exploit to change one
weapon or armor special ability to another with an equal
cost. This ability can be used to change only the item’s
special abilities, not its enhancement bonus. Using this
ability requires the arcanist to touch the item as a full-round
action and expend 1 point from her arcane reservoir, and
doing so provokes an attack of opportunity. This ability
cannot be used on an item in the possession of an unwilling
creature. This change lasts for a number of minutes equal to
the arcanist’s Charisma modifier (minimum 1). The arcanist
must have the arcane weapon exploit to select this exploit.

Burning Flame (Su): Whenever the arcanist uses the
flame arc exploit, she can expend 2 points from her arcane
reservoir instead of one. If she does, each target catches on
fire ifit fails its saving throw. Until the fire is extinguished,
the target takes 3d6 points of fire damage at the start of
each of its turns. The target can attempt a Reflex saving
throw as a full-round action to extinguish the flames.
Applying at least 1 gallon of water to the target automatically
extinguishes the flames. The arcanist must have the flame
arc exploit to select this exploit.

Counter Drain (Su): Whenever the arcanist successfully
uses the counterspell exploit, she regains a number of
points to her arcane reservoir, which is determined by the
level of the spell countered. Spells of 2nd level or lower do
not restore any points to her arcane reservoir. Spells of
3rd and higher restore 1 point to her arcane reservoir for
every three spell levels (rounded down), to a maximum of’3
points at gth level. The arcanist must have the counterspell
exploit to select this exploit.

Dancing Electricity (Su): Whenever the arcanist uses the
lightning lance exploit, she can expend 2 points from her
arcane reservoir instead of one. If she does, all creatures
adjacent to the target take an amount of damage equal
to half the amount of electricity damage rolled. Adjacent
creatures can attempt a Reflex saving throw to halve this
damage. Whether or not the target makes its saving throw
has no effect on adjacent targets. The arcanist must have
the lightning lance exploit to select this exploit.

Energy Absorption (Su): Whenever the arcanist is using
the energy shield exploit, and the shield prevents 10 or
more points of damage, she can absorb a portion of that
energy and use it to fuel her exploits. After absorbing the
damage, she can use any exploit that deals the same type of
energy damage as the type her shield absorbed, reducing
the cost to her arcane reservoir by 1 point. She must use
this energy within 1 minute or it is lost. The arcanist does
not gain more than one such use of energy per round,
and she cannot store more than one use of this energy at
a time. The arcanist must have the energy shield exploit
to select this exploit.

Greater Counterspell (Su): Whenever the arcanist uses the
counterspell exploit, she can expend any arcanist spell slot
of the same level or greater than the spell to be countered
(instead of the spell level + 1). The arcanist must have the
counterspell exploit to select this exploit.

Greater Metamagic Knowledge: The arcanist can select
a metamagic feat as a bonus feat. She must meet the
prerequisites of this feat. Each morning, when she prepares
her spells, the arcanist can expend 1 point from her arcane
reservoir to exchange this bonus feat for another metamagic
feat, as long as she meets the prerequisites of the new feat.
The arcanist must have the metamagic knowledge exploit
to select this exploit.

Greater Spell Resistance (Su): Whenever the arcanist uses
the spell resistance exploit, the spell resistance is equal to
11 + the arcanist’s level. The arcanist must have the spell
resistance exploit to select this exploit.

Greater Spell Disruption (Su): The arcanist can disrupt
a spell effect or magic item by expending 1 point from
her arcane reservoir. This acts like a targeted dispel magic
with a range of touch. The arcanist can add her Charisma
modifier to the dispel check. The arcanist must have the
spell disruption exploit to select this exploit.

Icy Tomb (Su): Whenever the arcanist uses the ice missile
exploit, she can expend 2 points from her arcane reservoir
instead of one. If she does, the target is coated in rime if’it
fails its saving throw. As long as the ice remains (typically
1 minute per level in a warm area), the target is entangled
(although not anchored) and takes 1 point of Dexterity
damage at the start of each ofits turns. The target can
break free from the ice as a standard action by making
a Strength check with a DC equal to 10 + the arcanist’s
Charisma modifier. Ifthe target takes more than 10 points
of fire damage from a single attack, the ice melts and the
effect ends. The arcanist must have the ice missile arcanist
exploit to select this exploit.

Lingering Acid (Su): Whenever the arcanist uses the acid jet
exploit, she can expend 2 points from her arcane reservoir
instead of one. If she does, the target takes additional
damage on the following rounds if’it fails its saving throw.
The target takes 1d6 points of acid damage on the following
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round for every 2d6 points of acid damage dealt by the
initial attack. On subsequent rounds, the target continues
to take 1d6 points of acid damage for every 2d6 points of
acid damage dealt on the previous round. The damage
continues until the amount of acid damage dealt on the
previous round by this effect is 1d6. For example, a 9th
level arcanist would deal 5d6 points of acid damage + the
arcanist’s Charisma modifier, 2d6 points of acid damage
on the following round, and 1d6 points of acid damage on
the third and final round. The arcanist must have the acid
jet exploit to select this exploit.

Redirect Spell (Su): The arcanist can gain control of a
spell cast by another spellcaster. As a standard action by
expending 1 point from her arcane reservoir, the arcanist
can make a caster level check opposed by the creature
controlling the spell. If the arcanist is successful, she can
direct the spell as a free action for 1 round, making any
decisions allowed by the spell. This only functions on
spells that can be directed or changed once they have been
cast, such as flaming sphere or spiritual weapon. The spell
returns to its owner’s control at the start of the arcanist’s
next turn, unless the arcanist expends another point from
her arcane reservoir at the start of her turn to extend the
duration of control by another round. She can continue to
control the spell for as long as the spell lasts, provided she
keeps spending points from her arcane reservoir.

Resistance Drain (Su): Whenever the arcanist is using
the spell resistance exploit, she can end the effect as an
immediate action whenever her spell resistance successfully

protects her from a spell cast by a foe. If she does so, she
adds a number of points to her arcane reservoir equal
to 1/2 the level of the spell. These points are temporary
and are lost after 1 minute unless used. Points gained in
excess of her arcane reservoir’s maximum are lost. The
arcanist must have the greater spell resistance exploit to
select this exploit.

Siphon Spell (Su): When the arcanist uses the greater spell
disruption exploit, she can siphon some of the power of
the targeted spell to restore her arcane reservoir. If the
caster level of the spell is equal to or higher than that of
the arcanist, and she exceeds the DC of the dispel check by
5 or more, she adds 1 point to her arcane reservoir. If she
exceeds this check by 10 or more, she instead adds 2 points
to her arcane reservoir. This has no effect on magic items.
The arcanist must have the greater spell disruption exploit
to select this exploit.

Spell Thief (Su): The arcanist can steal a spell affecting one
creature by expending 1 point from her arcane reservoir.
If the creature is unwilling, she must succeed at a melee
touch attack to steal the spell; the target can attempt a Will
saving throw to negate the effect. The arcanist can specify
aspell affecting the target to steal, but if she’s incorrect or
doesn’t know what spells are affecting the target, the spell
stolen is determined randomly from all those affecting
the target. If successful, the spell effect transfers to the
arcanist, affecting her for the remaining duration. Unless
the effect normally allows for a new saving throw during
its duration (such as at the end of each round), this ability
doesn’t grant the arcanist a saving throw against it. The
arcanist cannot use this ability to steal a spell with a range
of personal or a duration of permanent. The arcanist must
have the spell tinkerer exploit to select this exploit.

Suffering Knowledge (Su): The arcanist can learn to cast
a spell by suffering from its effects. When the arcanist
fails a saving throw against a spell cast by an enemy, as an
immediate action she can expend 1 point from her arcane
reservoir to temporarily acquire the spell. She can cast
the spell using her spell slots as if it was a spell she had
prepared that day. The spell must be on the sorcerer/wizard
spell list and must be of a level that she can cast. The
ability to cast this spell remains for a number of rounds
equal to the arcanist’s Charisma modifier (minimum 1).

Magical Supremacy (Su): At 20th level, the arcanist learns
how to convert her arcane reservoir into spells and back
again. She can cast any spell she has prepared by expending
anumber of points from her arcane reservoir equal to 1 +
the level of the spell to be cast instead of expending a spell
slot. When she casts a spell in this fashion, she treats her
caster level as 2 higher than normal, and the DCs of any
saving throws associated with the spell increase by 2. She
cannot further expend points from her arcane reservoir
to enhance a spell cast in this way.



PLOODRAGER

While many ferocious combatants can tap into a deep

reservoir of buried rage, bloodragers have an intrinsic
power that seethes within. Like sorcerers, bloodragers’
veins surge with arcane power. While sorcerers use this
power for spellcasting, bloodragers enter an altered state in
which their bloodline becomes manifest, where the echoes
of their strange ancestry lash out with devastating power.
In these states, bloodragers can cast some arcane spells
instinctively. The bloodrager’s magic is as fast, violent, and
seemingly unstoppable as their physical prowess.

Role: Masters of the battlefield, bloodragers unleash
fearful carnage on their enemies using their bloodlines and
combat prowess. The bloodrager’s place is on the front lines,
right in his enemies’ faces, supplying tremendous martial
force bolstered by a trace of arcane magic.

Alignment: Any.

Hit Die: dio.

Parent Classes: Barbarian and sorcerer.

Starting Wealth: 3d6 x 10 gp (average 105 gp).

CLASS SKILLS
The bloodrager’s class skills are Acrobatics (Dex), Climb
(Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha),
Knowledge (arcana) (Int), Perception (Wis), Ride (Dex),
Spellcraft (Int), Survival (Wis), and Swim (Str).

Skill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are the class features of the bloodrager.

Weapon and Armor Proficiency: Bloodragers are proficient
with all simple and martial weapons, light armor, medium
armor, and shields (except tower shields). A bloodrager can
cast bloodrager spells while wearing light armor or medium
armor without incurring the normal arcane spell failure
chance. This does not affect the arcane spell failure chance
for arcane spells received from other classes. Like other
arcane spellcasters, a bloodrager wearing heavy armor or
wielding a shield incurs a chance of arcane spell failure if
the spell in question has somatic components.

Bloodline: Each bloodrager has a source of magic
somewhere in his heritage that empowers his bloodrages,
bonus feats, and bonus spells. Sometimes this source reflects
a distant blood relationship to a powerful being, or is due
to an extreme event involving such a creature somewhere
in his family’s past. Regardless of the source, this influence
manifests in a number of ways. A bloodrager must pick one
bloodline upon taking his first level of bloodrager. Once
made, this choice cannot be changed.

When choosing a bloodline, the bloodrager’s alignment
doesn’t restrict his choices. A good bloodrager could come

from an abyssal bloodline, a celestial bloodline could beget
an evil bloodrager generations later, a bloodrager from an
infernal bloodline could be chaotic, and so on. Though
his bloodline empowers him, it doesn’t dictate or limit
his thoughts and behavior.

The bloodrager gains bloodline powers at 1st level, 4th
level, and every 4 levels thereafter. The bloodline powers
a bloodrager gains are described in his chosen bloodline.
For all spell-like bloodline powers, treat the character’s
bloodrager level as the caster level.

At 6th level and every 3 levels thereafter, a bloodrager
receives one bonus feat chosen from a list specific to each
bloodline. The bloodrager must meet the prerequisites
for these bonus feats.

At 7th, 10th, 13th, and 16th levels, a bloodrager learns an
additional spell derived from his bloodline. These spells
are in addition to the number of spells given on Table 1—4.
These spells cannot be exchanged for different spells at
higher levels.

Ifthe bloodrager takes levels in another class that grants
a bloodline, the bloodlines must be the same type, even if
that means that the bloodline of one of the classes must
change. Subject to GM discretion, the bloodrager can
change his previous bloodline to make them conform.

Bloodrage (Su): The bloodrager’s source of internal power
grants him the ability to bloodrage. At 1st level, a bloodrager
can bloodrage for a number of rounds per day equal to
4 + his Constitution modifier. At each level after 1st, he
can bloodrage for 2 additional rounds per day. Temporary
increases to Constitution (such as those gained from
bloodraging or spells like bear’s endurance) don't increase
the total number of rounds that a bloodrager can bloodrage
per day. The total number of rounds of bloodrage per day
is renewed after resting for 8 hours, although these hours
don’t need to be consecutive.

A bloodrager can enter a bloodrage as a free action. While
in a bloodrage, a bloodrager gains a +4 morale bonus to his
Strength and Constitution, as well as a +2 morale bonus on
Will saves. In addition, he takes a —2 penalty to Armor Class.
The increase to Constitution grants the bloodrager 2 hit points
per Hit Die, but these disappear when the bloodrage ends and
are not lost first like temporary hit points. While bloodraging,
a bloodrager cannot use any Charisma-, Dexterity-, or
Intelligence-based skills (except Acrobatics, Fly, Intimidate,
and Ride) or any ability that requires patience or concentration.

Abloodrager can end his bloodrage as a free action. When
the bloodrage ends, he’s fatigued for a number of rounds
equal to twice the number of rounds spent in the bloodrage.
A bloodrager cannot enter a new bloodrage while fatigued
or exhausted, but can otherwise enter a bloodrage multiple
times during a single encounter or combat. If a bloodrager
falls unconscious, his bloodrage immediately ends, placing
him in peril of death.




Bloodrage counts as the barbarian’s rage class feature
for the purpose of feat prerequisites, feat abilities, magic
item abilities, and spell effects.

Fast Movement (Ex): A bloodrager’s base speed is faster
than is normal for his race by 10 feet. This benefit applies
only when he is wearing no armor, light armor, or medium
armor, and not carrying a heavy load. Apply this bonus before
modifying the bloodrager’s speed due to any armor worn
or load carried. This bonus stacks with any other bonuses
to the bloodrager’s base speed.

Uncanny Dodge (Ex): At 2nd level, a bloodrager can react
to danger before his senses 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 ifimmobilized. A bloodrager
with this ability can still lose his Dexterity bonus to AC if
an opponent successfully uses the feint action against him.

Ifabloodrager already possesses uncanny dodge from a
different class, he automatically gains improved uncanny
dodge (see below) instead.

Blood Sanctuary (Su): At 3rd level, due to the power ofhis
blood, a bloodrager can stand confidently amid the effects
of spells cast by himself or his allies. He gains a +2 bonus
on saving throws against spells that he or an ally casts.

Blood Casting (Su): At 4th level, the bloodrager gains the
ability to cast spells even while bloodraging. He can also cast
these spells defensively and can attempt concentration checks
for these spells while bloodraging. While bloodraging, he can
castand concentrate on only his bloodrager spells (see below);
spells from other classes cannot be cast during this state.

Eschew Materials: At 4th level, the bloodrager gains
Eschew Materials as a bonus feat.

Spells: Beginning at 4th level, a bloodrager gains the
ability to cast a small number of arcane spells drawn from
the bloodrager spell list (see page 22). To learn or casta spell,
a bloodrager must have a Charisma score equal to at least
10 + the spell level. He can cast spells he knows without
preparing them ahead of time. The saving throw DC against
a bloodrager’s spell is 10 + the spell level + the bloodrager’s
Charisma modifier.

Like other spellcasters, a bloodrager can cast only a certain
number of spells of each level per day. His base daily spell
allotment is given on Table 1-3. In addition, he receives bonus
spells per day ifhe has a high Charisma score (see Table 1-3 on
page 17 of the Pathfinder RPG Core Rulebook). The bloodrager
does not need to prepare these spells in advance; he can cast
any spell he knows at any time, assuming he hasn’t yet used
up his allotment of spells per day for the spell’s level.

The bloodrager’s selection of spells is limited. At 4th level, a
bloodrager knows two 1st-level spells ofhis choice. A bloodrager
gains more spells as he increases in level, as indicated on Table
1—4. Unlike spells per day, the number of spells a bloodrager
knows is not affected by his Charisma score, but it is affected

by any bonus spells he gains from his bloodline. At 8th level
and every 3 levels thereafter, a bloodrager can choose to learn
anew spell in place of one he already knows. This swap follows
all the same rules as for a sorcerer.

Improved Uncanny Dodge (Ex): At 5th level, a bloodrager
can no longer be flanked. This defense denies rogues (or
other classes with the sneak attack ability) the ability to sneak
attack the bloodrager by flanking him, unless the attacker
has at least four more rogue levels (or levels in the class
granting sneak attack) than the target has bloodrager levels.

Ifa character already has uncanny dodge from another
class, the levels from the classes that grant uncanny dodge
stack when determining the minimum rogue level required
to flank the character.

Damage Reduction (Ex): At yth level, a bloodrager
gains damage reduction. Subtract 1 from the damage the
bloodrager takes each time he is dealt damage from a
weapon or a natural attack. At 1oth level, and every 3 levels
thereafter, this damage reduction increases by 1 point.
Damage reduction can reduce damage to o, but not below o.

Greater Bloodrage (Su): At 11th level, when a bloodrager
enters a bloodrage, the morale bonus to his Strength and
Constitution increases to +6 and the morale bonus on his
Will saves increases to +3. In addition, upon entering a
bloodrage, the bloodrager can apply the effects a bloodrager
spell he knows of 2nd level or lower to himself. The spell
must have arange of touch or personal. Ifthe spell’s duration
is greater than 1 round, it instead lasts for the duration of
the bloodrage. This use consumes a bloodrager spell slot, as
ifhe had cast the spell; he must have the spell slot available
to take advantage of this effect.

Greater bloodrage counts as the barbarian’s greater rage
ability for the purposes of feat prerequisites, feat abilities,
magic item abilities, and spell effects.

Indomitable Will (Ex): At 14th level, a bloodrager gains a
+4 bonus on Will saves to resist enchantment spells while
bloodraging. This bonus stacks with all other modifiers,
including the morale bonus on Will saves he also receives
during his bloodrage.

Tireless Bloodrage (Su): At 17th level, a bloodrager no
longer becomes fatigued at the end of his bloodrage.

Mighty Bloodrage (Su): At 20th level, when a bloodrager
enters a bloodrage, the morale bonus to his Strength and
Constitution increases to +8, and the morale bonus on his
Will saves increases to +4. Furthermore, the spell he can
apply to himself at the beginning of a bloodrage due to the
greater bloodrage class feature is not limited to only spells
of 2nd level or lower.

BLOODRAGER BLOODLINES

When a bloodrager enters a bloodrage, he often takes on a
physical transformation influenced by his bloodline and
powered by the magic that roils within him. Unless otherwise



TABLE I-3: BLOODRAGER

Base
Attack Fort Ref Will Spells per Day
Level Bonus Save Save Save Special 1st 2nd 3rd
st +1 +2 +0  +0  Bloodline, bloodline power, bloodrage, — — —
fast movement

2nd +2 +3  +0  +0  Uncanny dodge — - —

3rd +3 +3 +1 +1 Blood sanctuary — — — —
4th +4 +4 +1 +1 Blood casting, bloodline power, Eschew Materials 1 — — —
5th +5 +4 +1 +1 Improved uncanny dodge 1 — — —
6th +6/+1 +5 +2 +2  Bloodline feat 1 — — —
7th +7/+2 +5 +2 +2  Bloodline spell, damage reduction 1/— 1 1 — —
8th +8/+3 +6 42 +2  Bloodline power 1 1 — —
9th +9/+4 +6 43 +3  Bloodline feat 2 1 — —
10th +10/+5 +7 43 +3  Bloodline spell, damage reduction 2/— 2 1 1 —
11th +11/+6/+1 +7 43 +3  Greater bloodrage 2 1 1 —
12th +12/+7/+2 +8 +4  +4  Bloodline feat, bloodline power 2 2 1 —
13th +13/+8/+3 +8  +4  +4  Bloodline spell, damage reduction 3/— 3 2 1 1
14th +14/+9/+4 +9  +4  +4  Indomitable will 3 2 1 1
15th +15/+10/+5 +9  +5 +5  Bloodline feat 3 2 2 1
16th +16/+11/+6/+1 +10 +5 +5  Bloodline spell, bloodline power, 3 3 2 1

damage reduction 4/—

17th +17/412/+7/+2 +10  +5  +5  Tireless bloodrage 4 3 2 1
18th +18/+13/+8/+3 +11  +6  +6  Bloodline feat 4 3 2 2
19th +19/+14/+9/+4 +11 +6  +6  Damage reduction 5/— 4 3 3 2
20th +20/+15/+10/+5 +12 +6  +6  Bloodline power, mighty bloodrage 4 4 3 2

specified, he gains the effects of his bloodline powers only
while in a bloodrage; once the bloodrage ends, all powers from
his bloodline immediately cease, and any physical changes
the bloodrager underwent revert, restoring him to normal.

Aberrant

There is a taint in your blood that is both alien and bizarre.
When you bloodrage, this manifests in peculiar and
terrifying ways.

Bonus Feats: Combat Reflexes, Great Fortitude, Improved
Disarm, Improved Grapple, Improved Initiative, Improved
Unarmed Strike, Iron Will.

Bonus Spells: Enlarge person (7th), see invisibility (10th),
displacement (13th), black tentacles (16th).

Bloodline Powers: While bloodraging, you gain the abilities
and immunities of some aberrations, but show signs of your
tainted heritage.

Staggering Strike (Su): At 1st level, when you confirm a critical
hit the target must succeed at a Fortitude saving throw or be
staggered for 1 round. The DC of this save is equal to 10 +1/2
your bloodrager level + your Constitution modifier. These
effects stack with the Staggering Critical feat; the target must
save against each effect individually.

Abnormal Reach (Su): At 4th level, your limbs elongate; your
reach increases by 5 feet.

Aberrant Fortitude (Su): At 8th level, you become immune
to the sickened and nauseated conditions.

Unusual Anatomy (Su): At 12th level, your internal anatomy
shifts and changes, giving you a 50% chance to negate any
critical hit or sneak attack that hits you. The damage is
instead rolled normally.

Aberrant Resistance (Su): At 16th level, you are immune
to disease, exhaustion, fatigue, and poison, and to the
staggered condition.

Aberrant Form (Su): At 2oth level, your body becomes truly
unnatural. You are immune to critical hits and sneak attacks.
In addition, you gain blindsight with a range of 6o feet and
your bloodrager damage reduction increases by 1. You have
these benefits constantly, even while not bloodraging.

Abyssal
Generations ago, a demon spread its filth into the essence of
your bloodline. While it doesn’t manifest in all of your kin,
in those moments when you’re bloodraging, you embody
its terrifying presence.

Bonus Feats: Cleave, Great Fortitude, Improved Bull
Rush, Improved Sunder, Intimidating Prowess, Power
Attack, Toughness.

Bonus Spells: Ray of enfeeblement (7th), bull’s strength (10th),
rage (13th), stoneskin (16th).




Bloodline Powers: The power of the Abyss courses
through your veins, causing horrific transformations
during your bloodrage.

Claws (Su): At 1st level, you grow claws while bloodraging.
These claws are treated as natural weapons, allowing you to
make two claw attacks as a full attack, using your full base
attack bonus. These attacks each deal an amount of damage
equal to 1d6 (1d4 if you are Small) + your Strength modifier.
At gth level, these claws are considered magic weapons for
the purpose of overcoming damage resistance. At 8th level,
the damage increases to 1d8 points (1d6 if you are Small). At
12th level, these claws become flaming weapons, which deal
an additional 1d6 points of fire damage on a hit.

Demonic Bulk (Su): At 4th level, when entering a bloodrage,
you can grow one size category larger than your base size
(as enlarge person) even if you aren’t humanoid.

Demon Resistances (Su): At 8th level, you gain resistance 5 to
acid, cold, and fire. At 16th level, these resistances increase
to 10.

Abyssal Bloodrage (Su): At 12th level, the morale bonus to
Strength granted by your bloodrage increases by 2, but the
penalty to AC becomes —4 instead of —2. At 16th level, this
bonus increases by 4 instead. At 20th level, it increases by
6 instead.

Demonic Aura (Su): At 16th level, when entering a bloodrage
you can exude an aura of fire. The aura is a 5-foot burst
centered on you, and deals a number of points of fire damage
equal to 2d6 + your Constitution modifier to creatures that
end their turns within it.

Demonic Immunities (Su): At 20th level, you're immune to
electricity and poison. You have these benefits constantly,
even while not bloodraging.

Arcane

While others of your kin may be powerful wizards and
sorcerers, the eldritch nature of the blood coursing through
your veins transforms you into a spell-breaking terror.

Bonus Feats: Combat Reflexes, Disruptive*, Improved
Initiative, Iron Will, Power Attack, Quick Draw, Spellbreaker™.
(Your bloodrager levels count as fighter levels for the purpose
of qualifying for any feats marked with an asterisk [*].) This
stacks with any levels in fighter you have.

Bonus Spells: Magic missile (7th), invisibility (10th), lightning
bolt (13th), dimension door (16th).

Bloodline Powers: When you bloodrage, arcane power
transforms you into an arcane juggernaut who can cut down
even the most careful caster.

Disruptive Bloodrage (Su): At 1st level, the DC to cast
spells defensively increases by 2 for enemies within your
threatened area. This increase stacks with that granted by
the Disruptive feat.

Arcane Bloodrage (Sp): At 4th level, when entering a
bloodrage you can choose one of the following spells and
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Spells Known

Level 1st 2nd 3rd 4th
1st — — — —
2nd — — — —
3rd
4th
5th
6th
7th
8th
9th
10th
11th
12th
13th
14th
15th
16th
17th
18th
19th
20th
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apply its effects to yourself: blur, protection from arrows, resist
energy (choose one energy type), or spider climb. These effects
last for as long as you continue bloodraging, regardless of
the spell’s normal duration.

Greater Arcane Bloodrage (Sp): At 8th level, when entering
a bloodrage, you can apply the effects of either displacement
or haste to yourself. This is in addition to arcane bloodrage,
and otherwise works as that ability.

Caster’s Scourge (Ex): At 12th level, you gain a number of
extra attacks of opportunity equal to your Dexterity modifier
(minimum 1). You can use these attacks of opportunity
only against spellcasters in your threatened area who cast
or attempt to cast defensively. The Spellbreaker feat, the
caster’s bane bloodrage power (see below), or some similar
effect is still required to make attacks of opportunity
against spellcasters who are casting defensively. You have
this benefit constantly, even while not bloodraging.

True Arcane Bloodrage (Sp): At 16th level, when entering a
bloodrage, you can choose one of the following spells and
apply its effects to yourself: beast shape IV (choose a creature
your size or larger only), form of the dragon I, or transformation.
This is in addition to arcane bloodrage and greater arcane
bloodrage, and otherwise works as those abilities.

Caster’s Bane (Ex): At 2oth level, spellcasters with a caster
level lower than your bloodrager level always provoke attacks
of opportunity from you within your threatened area, even
when they cast defensively. You have this benefit constantly,
even while not bloodraging.



Celestial

By way of a celestial ancestor or divine intervention,
the blood of angels fills your body with a holy potency,
granting you a majestic visage and angelic powers when
you enter your bloodrage.

Bonus Feats: Dodge, Improved Initiative, Iron Will,
Mobility, Mounted Combat, Ride-By Attack, Weapon Focus.

Bonus Spells: Bless (7th), resist energy (10th), heroism (13th),
holy smite (16th).

Bloodline Powers: Your bloodline grants a number of
resistances and changes your form to something angelic
and terrible to behold when you bloodrage.

Angelic Attacks (Su): At 1st level, your melee attacks are
considered good-aligned weapons for the purpose of
bypassing damage reduction. Furthermore, when you deal
damage with a melee attack to an evil outsider, you deal an
additional 1d6 points of damage. This additional damage
stacks with effects such as align weapon and those granted
by a weapon with the holy weapon special ability.

Celestial Resistances (Ex): At 4th level, you gain resistance 5
to acid and cold. At 12th level, these resistances increase to 10.

Conviction (Su): At 8th level, once per bloodrage you can
reroll one ability check, skill check, or saving throw you
just made. You must decide to use this ability after the die
is rolled, but before the GM reveals the result. You must
take the second result, even if'it’s worse.

Wings of Heaven (Su): At 12th level, you can choose to
sprout feathery wings and fly with a speed of 6o feet
and good maneuverability. At 2oth level, your fly speed
increases to 8o feet.

Angelic Protection (Su): At 16th level, you gain a +4 deflection
bonus to AC and a +4 resistance bonus on saving throws
against attacks made or effects created by evil creatures. In
addition, you are affected as if subject to a protection from evil
spell. This effect cannot be dispelled.

Ascension (Su): At 2oth level, you become infused with
the power of the heavens. You gain immunity to acid, cold,
and petrification. You also gain resistance 10 to electricity
and fire, as well as a +4 racial bonus on saving throws
against poison. You have these benefits constantly, even
while not bloodraging.

Destined

Your bloodline is destined for great things. When you
bloodrage, you exude a measure of greatness that makes
all but the most legendary creatures seem lesser.

Bonus Feats: Diehard, Endurance, Improved Initiative,
Intimidating Prowess, Leadership, Lightning Reflexes,
Weapon Focus.

Bonus Spells: Shield (7th), blur (10th), protection from energy
(13th), freedom of movement (16th).

Bloodline Powers: Your future greatness grants you the
might to strike your enemies in awe-inspiring ways.

Destined Strike (Su): At 1st level, as a free action up to
three times per day, you can grant yourself an insight
bonus equal to 1/2 your bloodrager level (minimum 1) on
one melee attack. At 12th level, you can use this ability up
to five times per day.

Fated Bloodrager (Su): At 4th level, you gain a +1 luck bonus
to AC and on saving throws. At 8th level and every 4 levels
thereafter, this bonus increases by 1 (to a maximum of +5
at 2oth level).

Certain Strike (Su): At 8th level, you may reroll an attack
roll once during a bloodrage. You must decide to use this
ability after the die is rolled, but before the GM reveals the
result. You must take the second result, even if'it’s worse.

Defy Death (Su): At 12th level, once per day when an attack
oraspell that deals damage would resultin your death, you
can attempt a DC 20 Fortitude save. If you succeed, you are
instead reduced to 1 hit point; if you succeed and already
have o hit points or fewer, you instead take no damage.

Unstoppable (Su): At 16th level, any critical threats you
score are automatically confirmed. Any critical threats made
against you are confirmed only if the second roll results in
anatural 20 (or if the threat is automatically confirmed).

Victory or Death (Su): At 2oth level, you gain immunity
to paralysis and petrification, as well as to the stunned,
dazed, and staggered conditions. You have these benefits
constantly, even while not bloodraging.

Draconic

At some point in your family’s history, a dragon interbred
with your bloodline. Now, the sublime monster’s ancient
power fuels your bloodrage.

Bonus Feats: Blind-Fight, Cleave, Great Fortitude, Improved
Initiative, Power Attack, Skill Focus (Fly), Toughness.

Bonus Spells: Shield (7th), resist energy (1oth), fly (13th),
fear (16th).

Bloodline Powers: The power of dragons flows through
you and manifests in a number of ways. At 1st level, you
must select a chromatic or metallic dragon type (see the
table below). Once chosen, this type cannot be changed. A
number of your bloodline powers deal damage and grant
resistances based on your dragon type, as noted below.

Dragon Type Energy Type Breath Shape
Black Acid 60-foot line
Blue Electricity 60-foot line
Green Acid 30-foot cone
Red Fire 30-foot cone
White Cold 30-foot cone
Brass Fire 60-foot line
Bronze Electricity 60-foot line
Copper Acid 60-foot line
Gold Fire 30-foot cone
Silver Cold 30-foot cone




Claws (Su): At 1st level, you grow claws. These claws are
treated as natural weapons, allowing you to make two claw
attacks as a full attack, using your full base attack bonus.
These attacks each deal an amount of damage equal to 1d6
(1d4 ifyou are Small) + your Strength modifier. At 4th level,
these claws are considered magic weapons for the purpose of
overcoming damage reduction. At 8th level, the amount of’
damage increases to 1d8 (1d6 if you are Small) + your Strength
modifier. At 12th level, these claws deal an additional 1d6
points of damage of your energy type on a hit.

Draconic Resistance (Ex): At 4th level, you gain resistance 5
against your energy type and a +1 natural armor bonus to AC.

At 8th level, your energy resistance increases to 10 and your
natural armor bonus increases to +2. At 16th level, your natural
armor bonus increases to +4.

Breath Weapon (Su): At 8th level, you gain a breath weapon
that you can use once per day. This breath weapon deals 1d6
points of damage of your energy type per bloodrager level.
Those caught in the area of your breath weapon can attempt
a Reflex saving throw for half damage. The DC of'this save
is equal to 10 +1/2 your bloodrager level + your Constitution
modifier. The shape of the breath weapon depends on your
dragon type (as indicated on the above table). At 16th level,
you can use this ability twice per day. At 20th level, you can
use this ability three times per day.

Dragon Wings (Su): At 12th level, when entering a
bloodrage, you can choose to have leathery wings grow
from your back, giving you a fly speed of 60 feet with average
maneuverability. At 16th level, your fly speed increases to
8o feet with good maneuverability.

Dragon Form (Su): At 16th level, when entering a bloodrage,
you can choose to take the form of your chosen dragon type
(as_form of the dragon II, but with good maneuverability,
as you would gain from the dragon wings bloodrage

power above).
Power of Wyrms (Su): At 2oth level, you gain
immunity to paralysis, sleep,
and damage from your energy
type. You also gain blindsense
with arange of 60 feet. You have
these benefits constantly, even
while not bloodraging.

Elemental
\ The power of the elements resides in you,
and at times you can hardly control its
fury. This influence comes either from
an elemental outsider in your family
history or from a moment when you or your
ancestors were exposed to a powerful elemental
force or cataclysm.
Bonus Feats: Cleave, Dodge, Great
Fortitude, Improved Initiative, Lightning
Reflexes, Power Attack, Weapon Focus.
Bonus Spells: Burning hands* (7th),
scorching ray* (10th), protection from energy
(13th), elemental body I (16th). (Spells
marked with an asterisk [*¥] always deal
a type of energy damage determined by your
element, regardless of the spell's normal effects.
Inaddition, the subtypes of these spells change
to match the energy type of your element.)
Bloodline Powers: One of the four
elements infuses your being, and you can draw
" upon its power while bloodraging. At 1st level,



you must select an element: air, earth, fire, or water. Once
chosen, this element cannot be changed. A number of your
abilities deal damage and grant resistances based on your
element, as noted in the table below.

Element Energy Type  Elemental Movement
Air Electricity Fly 60 feet (good)

Earth Acid Burrow 30 feet

Fire Fire +30 feet base land speed
Water Cold Swim 60 feet

Elemental Strikes (Su): At 1st level, three times a day as a swift
action you can imbue your melee attacks with elemental
energy. For 1 round, your melee attacks deal an additional
1d6 points of damage of your energy type. At 8th level, you
can use this ability up to five times per day. At 2oth level,
all your melee attacks deal this damage, and you don’t need
to activate this ability.

Elemental Resistance (Ex): At 4th level, you gain energy
resistance 10 against your energy type.

Elemental Movement (Su): At 8th level, you gain a special
movement type or bonus to your speed based on your chosen
element, as indicated on the above table.

Power of the Elements (Su): At 12th level, the energy damage
done by your elemental strikes bloodline power bypasses
resistance to that energy type, and still deals half damage
to creatures that have immunity to energy of that type.

Elemental Form (Su): At 16th level, once per day when
entering a bloodrage, you can take an elemental form, as
per elemental body IV.

Elemental Body (Su): At 20th level, elemental power surges
through your body. You gain immunity to sneak attacks,
critical hits, and damage from your energy type. You have
these benefits constantly, even while not bloodraging.

Fey
One of your ancestors was fey, or the fey realm somehow
intermixed with your bloodline. This fact affects your
bloodrage in tricky and surprising ways.

Bonus Feats: Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, Mobility, Step Up, Intimidating Prowess.

Bonus Spells: Entangle (7th), hideous laughter (10th), haste
(13th), confusion (16th).

Bloodline Powers: The power of the natural world saturates
your being, and manifests itself when you bloodrage.

Confusing Critical (Su): At 1st level, fey power courses
through your attacks. Each time you confirm a critical
hit, the target must succeed at a Will saving throw or be
confused for 1 round. The DC of this save is equal to 10 +1/2
your bloodrager level + your Constitution modifier. This is
a mind-affecting compulsion effect.

Leaping Charger (Su): At 4th level, you are able to leap over
overgrowth and similar impediments with ease while

charging. When you charge, you ignore difficult terrain
(but not other creatures). You can move through it at normal
speed, and it does not impede your charge.

Blurring Movement (Su): At 8th level, you become a blur of
motion when you move. As long as you move at least 10 feet,
you gain the effects of blur for 1 round.

Quickling Bloodrage (Sp): At 12th level, while bloodraging
you're treated as if you were under the effects of haste.

One with Nature (Su): At 16th level, creatures of the animal
or plant types don't attack you unless they’re compelled to do
so by magic or you attack them first. Three times per day, you
can transport yourself from one tree to another tree, as tree
stride with half the transport range. Moving from one tree
to another in this manner is a move action. You have these
benefits constantly, even while not bloodraging.

Fury of the Fey (Su): At 2oth level, when entering a
bloodrage, you can choose one type of creature (and subtype
for humanoids or outsiders) that can be affected by the
bane weapon special ability. All of your melee attacks are
considered to have the bane special ability corresponding to
that type. This ability doesn’t stack with other forms of bane.

Infernal

The Pit lives in your blood. Maybe one of your ancestors
was seduced by the powers of Hell or made a deal with a
devil. Either way, corruption seethes within your lineage.

Bonus Feats: Blind-Fight, Combat Reflexes, Deceitful,
Improved Disarm, Improved Sunder, Intimidating Prowess,
Iron Will.

Bonus Spells: Protection from good (7th), scorching ray (10th),
suggestion (13th), fire shield (16th).

Bloodline Powers: When you bloodrage, hellfire infuses
your blood with terrifying effects.

Hellfire Strike (Su): At 1st level, as a swift action up to three
times per day you can infuse your attacks with hellfire.
When you do, your melee attacks gain the flaming weapon
special ability for 1 round. At 12th level, you can use this
ability five times per day, and the effect is treated as
flaming burst.

Infernal Resistance (Ex): At 4th level, you gain fire
resistance 5, as well as a +2 bonus on saving throws against
poison. At 8th level, your fire resistance increases to 10, and
the bonus on saving throws against poison increases to +4.

Diabolical Arrogance (Su): At 8th level, you gain a +4 bonus
on saving throws against enchantment and fear effects.

Dark Wings (Su): At 12th level, when entering a bloodrage,
you can grow batlike wings from your back, giving you
a fly speed of 6o feet with average maneuverability. At
16th level, your fly speed increases to 8o feet with good
maneuverability.

Hellfire Charge (Su): At 16th level, when you charge, the
attack you make at the end of the charge gains the benefit
of your hellfire strike without expending a use of'it. If you




already have hellfire strike active, the fire damage ignores
fire resistance of 10 or lower.

Fiend of the Pit (Su): At 20th level, you gain immunity to fire
and poison. You also gain resistance 10 to acid and cold, and
you gain the see in darkness ability. You have these benefits
constantly, even while not bloodraging.

Undead

The foul corruption of undeath is a part of you. Somewhere
in the past, death became infused with your lineage. Your
connection to the attributes of the undead bestows frightening
power when you bloodrage.

Bonus Feats: Diehard, Dodge, Endurance, Intimidating
Prowess, Iron Will, Mobility, Toughness.

Bonus Spells: Chill touch (7th), false life (1oth), vampiric touch
(13th), enervation (16th).

Bloodline Powers: When you enter a bloodrage, the powers
of undeath manifest, empowering your attacks with fear and
your body with foul resistances.

Frightful Charger (Su): At 1stlevel, when you hit a creature with
acharge attack, that creature becomes shaken for a number of
rounds equal to 1/2 your bloodrager level (minimum 1). This
effect does not cause an existing shaken or frightened condition
(from this ability or another source) to turn into frightened or
panicked. This is a mind-affecting fear effect.

Ghost Strike (Su): At 4th level, your melee attacks are treated
as if they have the ghost touch weapon special ability.

Death’s Gift (Su): At 8th level, you gain cold resistance 10,
as well as DR 10/— against nonlethal damage.

Frightful Strikes (Su): At 12th level, as a swift action once
per bloodrage you can empower your melee attacks with
fear. For 1 round, creatures you hit with your melee attacks
become shaken. Creatures that are already shaken become
frightened. At 16th level, those that are already frightened
become panicked. This is a mind-affecting fear effect.

Incorporeal Bloodrager (Su): At 16th level, once per day you
can choose to become incorporeal. You take only half damage
from magic corporeal sources, and you take no damage from
nonmagical weapons and objects. Your attacks deal damage
as normal due to your ghost strike bloodrage power.

One Foot in the Grave (Ex): At 20th level, you gain immunity
to cold, nonlethal damage, paralysis, and sleep. Your
bloodrager damage reduction increases to 8. Unintelligent
undead don’t notice you unless you attack them. You gain
a +4 morale bonus on saving throws against spells and
spell-like abilities cast by undead. You have these benefits
constantly, even while not bloodraging.

BLOODRAGER SPELLS

Bloodragers gain access to the following spells. While most
of these spells are found in the Core Rulebook, those with
superscripts are drawn from other sources. Those marked
with an asterisk (*) appear in Chapter 4 of this book.

1st-Level Bloodrager Spells: Blade lash*, blurred movement*,
break**¢, burning hands, cause fear, chill touch, color spray, corrosive
touch™, ear-piercing scream"™, endure elements, enlarge person,
expeditious retreat, feather fall, flare burst**S, frostbite”™, hydraulic
push*?S, icicle dagger™, jump, line in the sand*, long arm*, mage
armor, magic missile, magic weapon, marid’s mastery**¢, mirror
strike"S, mount, mudball**S, phantom blood*, protection from chaos/
evil/good/law, ray of enfeeblement, ray of sickening"™, reduce person,
returning weaponc, shadow weapon®™, shield, shock shield"c,
shocking grasp, stone fistA*C, stone shield*R¢, strong wings*R¢,
sundering shards*, thunderstomp*, touch of combustion**®, touch of
gracelessness®FS, touch of the sea**®, true strike, unerring weaponc,
warding weapon’®, wave shield*, web bolt**¢, windy escape**C,
winter feathers®RC,

2nd-Level Bloodrager Spells: Ablative barrier", acid arrow,
adhesive blood*, animal aspect’C, bear’s endurance, blindness/
deafness, blood armor*, blood blaze**®, boiling blood"™, brow
gasher"©, bullet shield"C, bull’s strength, burning gaze**®, cat’s
grace, certain grip”, daze monster, death from below*®¢, defensive
shock"™, delay pain“™, disfiguring touch™, dust of twilight*FS,
eagle’s splendor, elemental touch**<, extreme flexibility*, false life, fire
breath**S, flaming sphere, frigid touch®™, ghoul touch, glitterdust,
gust of wind, gusting sphere*®S, imbue with elemental might*®S,
mirror image, molten orb*, protection from arrows, pyrotechnics,
resist enerqy, scorching ray, see invisibility, shatter, slipstream**¢,
sonic scream®, spider climb, steal breath®*¢, stone call**C, stone
discus*, touch of idiocy, unshakable chill"™.

3rd-Level Bloodrager Spells: Air geyser*, animal aspect
(greater)“, aqueous orb**C, beast shape I, blood biography**<, blood
scent®®S, burrow"™, burst of speed"®, chain of perdition", cloak of
winds**S, countless eyes"™, draconic reservoiri*®, elemental aura®*c,
eruptive pustules®™, excruciating deformation®™, fire trail*R¢,
fireball, firestream*®®, flame arrow, fly, force hook charge™, force
punch"™, gloomblind bolts**®, haste, heroism, hold person, hostile
levitationV©, howling agony"™, hydraulic torrent**®, keen edge,
lightning bolt, locate weakness°, magic weapon (greater), monstrous
physique I'™, pain strikeA™, paragon surge*R, phantom steed,
protection from enerqy, rage, raging rubble*®S, ray of exhaustion,
resinous skin"C, silver darts*, sleet storm, slow, stinking cloud,
thunderstomp (greater)*, twilight knife**S, undead anatomy I°™,
vampiric touch, versatile weapon**<, vision of hell"™, water breathing,
wind wall.

4th-Level Bloodrager Spells: Absorbing inhalation*®¢, ball
lightning®*©, beast shape II, bestow curse, black tentacles, calcific
touch?*C, confusion, contagion, crushing despair, detonate®*c,
dragon’s breath**C, earth glide*®S, elemental body I, enervation,
enlarge person (mass), false life (greater)”™, fear, fire shield, firefall**¢,
flaming sphere (greater)*, ghost wolf*R<, hellmouth lash*®®, ice storm,
monstrous physique IT'"™, moonstruck**S, pellet blast"<, phantasmal
killer, reduce person (mass), ride the waves™, river of wind**c,
shocking image"©, shout, stoneskin, telekinetic charge"®, touch of
slime®™, vermin shape I"™, vitriolic mist"™, volcanic storm®™, wall
of fire, wall of ice, wall of sound"™, wreath of blades"“.



PRAWLER

Deadly even with nothing in her hands, a brawler eschews

the fighter’'s heavy armor and the monk’s mysticism,
focusing instead on perfecting many styles of brutal
unarmed combat. Versatile, agile, and able to adapt to
most enemy attacks, a brawler’s body is a powerful weapon.

Role: Brawlers are maneuverable and well suited for
creating flanking situations or dealing with lightly
armored enemies, as well as quickly adapting to a rapidly
changing battlefield.

Alignment: Any.

Hit Die: d1o.

Parent Classes: Fighter and monk.

Starting Wealth: 3d6 x 10 gp (average 105 gp).

CLASS SKILLS

The brawler’s class skills are Acrobatics (Dex), Climb

(Str), Craft (Int), Escape Artist (Dex), Handle Animal

(Cha), Intimidate (Cha),

(Int), Knowledge (local) (Int), Perception (Wis), Profession

(Wis), Ride (Dex), Sense Motive (Wis), and Swim (Str).
Skill Ranks per Level: 4 + Int modifier.

Knowledge (dungeoneering)

CLASS FEATURES

The following are the class features of the brawler.

Weapon and Armor Proficiency: A brawler is proficient
with all simple weapons plus the handaxe, the short sword,
and weapons from the close weapon group. She is proficient
with light armor and shields (except tower shields).

Brawler’s Cunning (Ex): If the brawler’s Intelligence
score is lower than 13, it counts as 13 for the purpose of
meeting the prerequisites of combat feats.

Martial Flexibility (Ex): A brawler can take a move action
to gain the benefit of a combat feat she doesn’t possess. This
effect lasts for 1 minute. The brawler must meet all the feat’s
prerequisites. She may use this ability a number of times
per day equal to 3 + 1/2 her brawler level (minimum 4 times
per day).

The brawler can use this ability again before the duration
expires to replace the previous combat feat with another choice.

If a combat feat has a daily use limitation (such as with
Stunning Fist), any uses of that combat feat while using
this ability count toward that feat’s daily limit.

At 6th level, a brawler can use this ability to gain the
benefit of two combat feats at the same time. She may select
one feat as a swift action or two feats as a move action.
She may use one of these feats to meet a prerequisite of’
the second feat; doing so means that she cannot replace
a feat currently fulfilling another’s prerequisite without
also replacing those feats that require it. Each individual
feat selected counts toward her daily uses of this ability.
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At1othlevel, a brawler can use this ability to gain the benefit
of three combat feats at the same time. She may select one feat
as a free action, two feats as a swift action, or three feats as a
move action. She may use one of the feats to meet a prerequisite
ofthe second and third feats, and use the second feat to meet
a prerequisite of the third feat. Each individual feat selected
counts toward her daily uses of this ability.

At 12th level, a brawler can use this ability to gain the
benefit of one combat feat as an immediate action or three
combat feats as a swift action. Each individual feat selected
counts toward her daily uses of this ability.

At 20th level, a brawler can use this ability to gain the
benefit of any number of combat feats as a swift action. Each
feat selected counts toward her daily uses of this ability, and
can be used as a prerequisite for any of the other feats.

Martial Training (Ex): At 1st level, a brawler counts her
total brawler levels as both fighter levels and monk levels for
the purpose of qualifying for feats. She also counts as both
a fighter and a monk for feats and magic items that have
different effects based on whether the character has levels
in those classes (such as Stunning Fist or a monk’s robe). This
ability does not automatically grant feats normally granted to
fighters and monks based on class level, such as Stunning Fist.

Unarmed Strike: At 1st level, a brawler gains Improved
Unarmed Strike as a bonus feat. A brawler may attack with
fists, elbows, knees, and feet. This means that a brawler
may make unarmed strikes with her hands full. A brawler
applies her full Strength modifier (not half) on damage
rolls for all her unarmed strikes.

Usually, a brawler’s unarmed strikes deal lethal damage,
but she can choose to deal nonlethal damage instead with
no penalty on her attack roll. She has the same choice to
deal lethal or nonlethal damage while grappling.

A brawler’s unarmed strike is treated as both a
manufactured weapon and a natural weapon for the purposes
of spells and effects that modify either manufactured
weapons or natural weapons.

A brawler also deals more damage with her unarmed
strikes than others, as shown on Table 1—5: Brawler. The
unarmed damage values given on that table are for Medium
brawlers. A Small brawler deals less damage than the
amount given there with her unarmed attacks, while a
Large brawler deals more damage; see the following table.

SMALL OR LARGE BRAWLER UNARMED DAMAGE

Damage Damage
Level (small Brawler) (Large Brawler)
1st=3rd 1d4 1d8
4th-7th 1d6 2d6
8th-11th 1d8 2d8
12th-15th 1d10 3d6
16th-19th 2d6 3d8
20th 2d8 4d8




Bonus Combat Feats: At 2nd level and every 3 levels
thereafter, a brawler gains a bonus combat feat in addition
to those gained from normal advancement. These bonus
feats must be ones that affect or improve her defenses or
melee attacks. The brawler must meet the prerequisites of
the selected bonus combat feat.

Upon reaching 5th level and every 3 levels thereafter, a
brawler can choose to learn a new bonus combat feat in place
of'a bonus combat feat she has already learned. In effect, the
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brawler loses the bonus combat feat in exchange for the new
one. The old feat cannot be one that was used as a prerequisite
for another feat, prestige class, or other ability. A brawler
can change only one feat at any given level, and must choose
whether or not to swap the feat at the time she gains a new
bonus combat feat for the level.

Brawler’s Flurry (Ex): Starting at 2nd level, a brawler can
make a brawler’s flurry as a full-attack action. When doing so,
abrawler has the Two-Weapon Fighting feat when attacking
with any combination of unarmed strikes, weapons from
the close fighter weapon group, or weapons with the “monk”
special feature. She does not need to use two different weapons
to use this ability.

Abrawler applies her full Strength modifier to her damage
rolls for all attacks made with brawler’s flurry, whether the
attacks are made with an off-hand weapon or a weapon wielded
in both hands. A brawler can substitute disarm, sunder, and
trip combat maneuvers for unarmed attacks as part of brawler’s
flurry. A brawler with natural weapons can’t use such weapons
as part of brawler’s flurry, nor can she make natural weapon
attacks in addition to her brawler’s flurry attacks.

At 8th level, the brawler gains use of the Improved Two-
Weapon Fighting feat when using brawler’s flurry. At 15th
level, she gains use of the Greater Two-Weapon Fighting
feat when using brawler’s flurry.

Maneuver Training (Ex): At 3rd level, a brawler can
select one combat maneuver to receive additional training.
She gains a +1 bonus on combat maneuver checks when
performing that combat maneuver and a +1 bonus to her
CMD when defending against that maneuver.

At 7th level and every 4 levels thereafter, the brawler
becomes further trained in another combat maneuver,
gaining the above +1 bonus combat maneuver checks and
to CMD. In addition, the bonuses granted by all previous
maneuver training increase by 1 each. (For example, if a
brawler chooses grapple at 3rd level and sunder at yth level, her
bonuses to grapple are +2 and bonuses to sunder are +1. If she
then chooses bull rush upon reaching 11th level, her bonuses
to grapple are +3, to sunder are +2, and to bull rush are +1.)

AC Bonus (Ex): At 4th level, when a brawler wears light
armor or no armor, she gains a +1 dodge bonus to AC and
CMD. This bonus increases by 1 at gth, 13th, and 18th levels.

These bonuses to AC apply against touch attacks. She
loses these bonuses while immobilized or helpless, wearing
medium or heavy armor, or carrying a medium or heavy load.

Knockout (Ex): At 4th level, once per day a brawler can
unleash a devastating attack that can instantly knock a target
unconscious. She must announce this intent before making
herattack roll. Ifthe brawler hits and the target takes damage
from the blow, the target must succeed at a Fortitude saving
throw (DC = 10 + 1/2 the brawler’s level + the higher of the
brawler’s Strength or Dexterity modifier) or fall unconscious
for 1d6 rounds. Each round on its turn, the unconscious target



TABLE I-5: BRAWLER

Base
Attack Fort Ref Will Unarmed
Level Bonus Save Save Save Damage Special
st +1 2 42 +0 1dé6 Brawler’s cunning, martial flexibility, martial training, unarmed strike
2nd +2 +3 43 +0 1d6 Bonus combat feat, brawler’s flurry (Two-Weapon Fighting)
3rd +3 +3 43 +1 1d6 Maneuver training 1
4th +4 +4  +4 +1 1d8 AC bonus +1, knockout 1/day
5th +5 +4  +4 +1 1d8 Bonus combat feat, brawler’s strike (magic), close weapon mastery
6th +6/+1 +5 45 +2 1d8 Martial flexibility (swift action)
7th +7/+2 +5 45 +2 1d8 Maneuver training 2
8th +8/+3 +6  +6 +2 1d10 Bonus combat feat, brawler’s flurry (Improved Two-Weapon Fighting)
9th +9/+4 +6  +6 +3 1d10 AC bonus +2, brawler’s strike (cold iron and silver)
10th +10/+5 7 47 +3 1d10 Martial flexibility (free action), knockout 2/day
11th +11/+6/+1 7 47 +3 1d10 Bonus combat feat, maneuver training 3
12th +12/+7/+2 +8 8 +4 2d6 Brawler’s strike (alignment), martial flexibility (immediate action)
13th +13/+8/+3 +8 8 +4 2d6 AC bonus +3
14th +14/+9/+4 +9 49 +4 2d6 Bonus combat feat
15th +15/+10/+5 +9 49 +5 2d6 Brawler’s flurry (Greater Two-Weapon Fighting), maneuver training 4

16th +16/+11/+6/+1  +10 +10  +5 2d8
17th #17/412/+7/+2  +10  +10  +5 2d8
18th +18/+13/+8/+3  +11  +11 +6 2d8
19th +19/+14/+9/+4  +11  +11 +6 2d8
20th +20/+15/+10/+5 +12 +12  +6  2d10

+
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Awesome blow, knockout 3/day

Bonus combat feat, brawler’s strike (adamantine)

AC bonus +4

Maneuver training 5

Bonus combat feat, improved awesome blow, martial flexibility

(any number)

may attempt a new saving throw to end the effect as a full-
round action that does not provoke attacks of opportunity.
Creatures immune to critical hits or nonlethal damage are
immune to this ability. At 10th level, the brawler may use
this ability twice per day; at 16th level, she may use it three
times per day.

Brawler’s Strike (Ex): At 5th level, a brawler’s unarmed
strikes are treated as magic weapons for the purpose of
overcoming damage reduction. At gth level, her unarmed
attacks are also treated as cold iron and silver for the purpose
of overcoming damage reduction. At 12th level, she chooses
one alignment component: chaotic, evil, good, or lawful;
her unarmed strikes also count as this alignment for the
purpose of overcoming damage reduction. (This alignment
component cannot be the opposite of the brawler’s actual
alignment, such as a good brawler choosing evil strikes.)
At 17th level, her unarmed attacks are also treated as
adamantine weapons for the purpose of overcoming damage
reduction and bypassing hardness.

Close Weapon Mastery (Ex): At 5th level, a brawler’s
damage with close weapons increases. When wielding a
close weapon, she uses the unarmed strike damage of a
brawler 4 levels lower instead of the base damage for that
weapon (for example, a 5th-level Medium brawler wielding a
punching dagger deals 1d6 points of damage instead of the
weapon’s normal 1d4). If the weapon normally deals more
damage than this amount, its damage is unchanged. This

ability does not affect any other aspect of the weapon. The
brawler can decide to use the weapon’s base damage instead
ofher adjusted unarmed strike damage—this decision must
be declared before the attack roll is made.

Awesome Blow (Ex): At 16th level, the brawler can perform
an awesome blow combat maneuver against a corporeal
creature of her size or smaller as a standard action. If the
combat maneuver check succeeds, the opponent takes damage
as ifthe brawler hit it with the close weapon she is wielding or
an unarmed strike, it is knocked flying 10 feet in a direction
of the brawler’s choice, and it falls prone. The brawler can
push the opponent only in a straight line, and the opponent
can’t move closer to the brawler than the square it started
in. If an obstacle prevents the completion of the opponent’s
move, the opponent and the obstacle each take 1d6 points
of damage, and the opponent is knocked prone in the space
adjacent to the obstacle. (Unlike the Awesome Blow monster
feat, the brawler can be of any size to use this ability.)

Improved Awesome Blow (Ex): At 20th level, the brawler
can use her awesome blow ability as an attack rather than
as a standard action. She can use it on creatures of any size.
If'she rolls a natural 20 on the combat maneuver check, the
brawler can immediately attempt to confirm the critical by
attempting another combat maneuver check with all the
same modifiers as the previous one; if the confirmation
roll is successful, the attack deals double damage, and the
damage from hitting an obstacle (if any) is also doubled.




HUNTER

Hunters are warriors of the wild that have forged close

bonds with trusted animal companions. They focus
their tactics on fighting alongside their companion
animals, making a formidable team of two. Able to cast
a wide variety of nature spells and take on the abilities
and attributes of beasts, hunters magically improve both
themselves and their animal companions.

Role: Hunters can adapt their tactics to many kinds of
opponents, and they cherish their highly trained animal
companions. As a team, the hunter and her companion
can react to danger with incredible speed, making them
excellent scouts, explorers, and saboteurs.

Alignment: Any neutral.

Hit Die: d8.

Parent Classes: Druid and ranger.

Starting Wealth: 4d6 x 10 gp (average 140 gp).

CLASS SKILLS

The hunter’s class skillsare Climb (Str), Craft(Int), Handle
Animal (Cha), Heal (Wis), Intimidate (Cha), Knowledge
(dungeoneering) (Int), Knowledge (geography) (Int),
Knowledge (nature) (Int), Perception (Wis), Profession
(Wis), Ride (Dex), Spellcraft (Int), Stealth (Dex), Survival
(Wis), and Swim (Str).

Skill Ranks per Level: 6 + Int modifier.

CLASS FEATURES

The following are the class features of the hunter.

Weapon and Armor Proficiency: A hunter is proficient
with all simple and martial weapons, as well as light armor,
medium armor, and shields (except tower shields).

Spells: A hunter casts divine spells drawn from the druid
and ranger spell lists (see Chapter 10 of the Core Rulebook).
Only druid spells of 6th level and lower and ranger spells
are considered to be part of the hunter spell list. If a spell
appears on both the druid and ranger spell lists, the hunter
uses the lower of the two spell levels given for the spell.
For instance, reduce animal is a 2nd-level druid spell and a
3rd-level ranger spell, making it a 2nd-level hunter spell.
Likewise, detect poison is a o-level druid spell and a 2nd-level
ranger spell, making it a o-level hunter spell.

The hunter can cast any spell she knows without preparing
itahead of time. To learn or cast a spell, a hunter must have
a Wisdom score equal to at least 10 + the spell’s level. The
Difficulty Class for a saving throw against a hunter’s spell
is 10 + the spell’s level + the hunter’s Wisdom modifier.

A hunter cannot use spell completion or spell trigger
magic items (without making a successful Use Magic Device
check) of druid spells of 7th level or higher. Her alignment
may restrict her from casting certain spells opposed to

her moral or ethical beliefs; see Chaotic, Evil, Good, and
Lawful Spells below.

Like other spellcasters, a hunter can cast only a certain
number of spells of each spell level per day. Her base daily
spell allotment is given on Table 1—-6: Hunter. In addition,
she receives bonus spells per day if she has a high Wisdom
score (see Table 1-3 on page 17 of the Core Rulebook).

Unlike druids and rangers, a hunter’s selection of spells is
extremely limited. A hunter begins play knowing four o-level
spells and two 1st-level spells of her choice. At each new
hunter level, she gains one or more new spells, as indicated
on Table 1-7: Hunter Spells Known. Unlike spells per day,
the number of spells a hunter knows is not affected by her
Wisdom score; the numbers on Table 1—7 are fixed.

In addition to the spells gained by hunters as they gain
levels, each hunter also automatically adds all summon
nature’s ally spells to her list of spells known. These spells
are added as soon as the hunter is capable of casting them.

At 5th level and at every 3 levels thereafter, a hunter can
choose tolearn anew spell in place of one she already knows.
In effect, the hunter loses the old spell in exchange for the
new one. The new spell’s level must be the same as that of the
spell being exchanged. A hunter may swap only a single spell
at any given level, and must choose whether or not to swap
the spell at the same time that she gains new spells known
for the level. She cannot swap any summon nature’s ally spells.

Unlike a druid or aranger, a hunter need not prepare her
spells in advance. She can cast any spell she knows at any
time, assuming she has not yet used up her spells per day
for that spell level.

Orisons: Hunters learn a number of orisons, or o-level
spells, as noted on Table 1—7: Hunter Spells Known. These
spells are cast like any other spell, but they do not consume
any slots and may be used again.

Chaotic, Evil, Good, and Lawful Spells: A hunter can’t cast
spells of an alignment opposed to her own or her deity’s (if
she has one). Spells associated with particular alignments
are indicated by the chaos, evil, good, and law descriptors
in their spell descriptions.

Animal Companion (Ex): At 1st level, a hunter forms a
bond with an animal companion. A hunter begins play with
any one of the animals available to a druid. This animal
is a loyal companion that accompanies the hunter on her
adventures. This ability functions like the druid animal
companion ability (which is part of the nature bond class
feature). The hunter’s effective druid level is equal to her
hunter level. If a character receives an animal companion
from more than one source, her effective druid levels stack
for the purpose of determining the companion’s statistics
and abilities. A hunter may teach her companion hunter’s
tricks from the skirmisher ranger archetype (Advanced
Player’s Guide 128) instead of standard tricks. The animal
companion can use skirmisher tricks when commanded,



TABLE I-6: HUNTER

Base

Attack Fort Reflex Will

Spells per Day

Level Bonus Save Save Save Special 1st 2nd 3rd 4th 5th 6th
st +0 +2 +2 +0 Animal companion, animal focus, 1 — - = - =
nature training, orisons, wild empathy

2nd +1 +3 +3 +0 Precise companion, track 2 — - — - -
3rd +2 +3 +3 +1 Hunter tactics, teamwork feat 3 — - - - =
4th +3 +4 +4 +1 Improved empathic link 3 1 - — - -
5th +3 +4 +4 +1 Woodland stride 4 2 - - - =
6th +4 +5 +5 +2 Teamwork feat 4 3 - - - =
7th +5 +5 +5 +2 Bonus trick 4 3 1 - - =
8th +6/+1 +6 +6 +2 Second animal focus, swift tracker 4 4 2 — - -
9th +6/+1 +6 +6 +3 Teamwork feat 5 4 3 — - -
10th +7/+2 +7 +7 +3 Raise animal companion 5 4 3 1 - -
11th +8/+3 +7 +7 +3 Speak with master 5 4 4 2 - -
12th +9/+4 +8 +8 +4 Teamwork feat 5 5 4 3 - -
13th +9/+4 +8 +8 +4 Bonus trick 5 5 4 3 1 —
14th +10/+5 +9 +9 +4 Greater empathic link 5 5 4 4 2 —
15th +11/+6/+1 +9 +9 +5 Teamwork feat 5 5 5 4 3 —
16th +12/+7/+2 +10 +10 +5 5 5 5 4 3 1

17th +12/+7/+2 +10 +10 +5 One with the wild 5 5 5 4 4 2

18th +13/+8/+3 +11 +11 +6 Teamwork feat 5 5 5 5 4 3

19th +14/+9/+4 +11 +11 +6 Bonus trick 5 5 5 5 5 4

20th +15/+10/+5 +12 +12 +6 Master hunter 5 5 5 5 5 5

a number of times per day equal to 1/2 its hit dice + its
Wisdom modifier.

If a hunter releases her companion from service or her
animal companion perishes, she may gain a new one by
performing a ceremony requiring 24 uninterrupted hours
of prayer in the environment where the new companion
typically lives. While the hunter’s animal companion is dead,
any animal she summons with a summon nature’s ally spell
remains for 1 minute perlevel instead of 1 round perlevel. A
hunter cannot have more than one summon nature’s ally spell
active in this way at one time. If this ability is used again,
any existing summon nature’s ally effect immediately ends.

Animal Focus (Su): At st level, a hunter can apply the aspect
of an animal to herselfas a swift action. She must select one
type of animal to emulate, gaining a bonus or a special ability
based on the type of animal emulated and her hunter level.
The hunter can use this ability for a number of minutes per
day equal to her level. This duration does not need to be
consecutive, but it must be spent in 1-minute increments.
Normally, the hunter can emulate only one animal at a time.

The hunter can also apply one of these aspects to her animal
companion. Unlike with the hunter herself, there is no duration
on the animal aspect applied to her animal companion. An
aspect applied in this way does not count against the hunter’s
minutes of duration per day—it remains in effect until the
hunter changes it. The companion’s aspect can be the same

aspect the ranger has taken on, or a different one. The hunter
can select or change the animal aspects on both herself and
her animal companion as part of the same swift action.

If the hunter’s animal companion is dead, the hunter can
apply her companion’s animal aspect to herself instead of
her animal companion. This is in addition to the normal
animal aspect she can choose, and (as with a companion’s
focus) remains in effect until the hunter changes it instead
of counting against her minutes per day.

Bat: The creature gains darkvision out to a range of 60
feet. At 8th level, the range increases by 30 feet. At 15th level,
the creature also gains blindsense with a range of 10 feet.

Bear: The creature gains a +2 enhancement bonus to
Constitution. This bonus increases to +4 at 8th level and
+6 at 15th level.

Bull: The creature gains a +2 enhancement bonus to Strength.
This bonus increases to +4 at 8th level and +6 at 15th level.

Falcon: The creature gains a +4 competence bonus on
Perception checks. This bonus increases to +6 at 8th level
and +8 at 15th level.

Frog: The creature gains a +4 competence bonus on Swim
checks and on Acrobatics checks to jump. These bonuses
increase to +6 at 8th level and +8 at 15th level.

Monkey: The creature gains a +4 competence bonus on
Climb checks. This bonus increases to +6 at 8th level and
+8 at 15th level.




Mouse: The creature gains evasion, as the rogue class
feature. At12th level, this benefit becomes improved evasion,
as the rogue advanced talent.

Owl: The creature gains a +4 competence bonus on Stealth
checks. This bonus increases to +6 at 8th level and +8 at
15th level.

Snake: The creature gains a +2 bonus on attack rolls when
making attacks of opportunity and a +2 dodge bonus to AC
against attacks of opportunity. These bonuses increase to
+4 at 8th level and +6 at 15th level.

Stag: The creature gains a 5-foot enhancement bonus to
its base land speed. This bonus increases to 10 feet at 8th
level and 20 feet at 15th level.

Tiger: The creature gains a +2 enhancement bonus to
Dexterity. This bonus increases to +4 at 8th level and +6
at 15th level.

Wolf: The creature gains the scent ability with a range
of 10 feet. The range of this sense increases to 20 feet at
8th level and 30 feet at 15th level. The range doubles if
the opponent is upwind, and is halved if the opponent
is downwind.

Nature Training (Ex): A hunter counts her total hunter
level as both druid levels and ranger levels for the purpose
of qualifying for feats, traits, and options that modify or
improve an animal companion.

Wild Empathy (Ex): A hunter can improve the initial
attitude of an animal. This ability functions as a Diplomacy
check to improve the attitude of a person (see Chapter 4
of the Core Rulebook). The hunter rolls 1d2o and adds her
hunter level and her Charisma modifier to determine the
wild empathy check result. The typical domestic animal has

a starting attitude of indifferent, while wild
animals are usually unfriendly.

To use wild empathy, the hunter and
the animal must be within 30 feet of one
another under normal conditions. Generally,
influencing an animal in this way takes 1
minute but, as with influencing people, it
might take more or less time.

The hunter can also use this ability to
influence a magical beast with an Intelligence
score of 1 or 2, but she takes a —4 penalty on

the check.

Precise Companion (Ex): At 2nd level,
a hunter chooses either Precise Shot or

Outflank*?¢ as a bonus feat. She does not need

to meet the prerequisites for this feat. If she
chooses Outflank, she automatically grants this
feat to her animal companion as well.

Track (Ex): At 2nd level, a hunter
i adds 1/2 her level to Survival checks
made to follow tracks.

Hunter Tactics (Ex): At 3rd level,
the hunter automatically grants her teamwork
feats to her animal companion. The companion
doesn’t need to meet the prerequisites of
these teamwork feats.

Teamwork Feat: At 3rd level and
every 3 levels thereafter, the hunter
gains a bonus teamwork feat in
addition to those gained from
normal advancement. The hunter
must meet the prerequisites of the
selected bonus teamwork feat.
As a standard action, the hunter can
learn a new bonus teamwork feat in place
of the most recent bonus teamwork feat
she had already learned. In effect, the
hunter loses the bonus feat in exchange



for the new one. She can change only the most recent
teamwork feat gained, and must meet the prerequisites
for the newly selected feat. A hunter can change her most
recent teamwork feat a number of times per day equal
to her Wisdom modifier (minimum 1). Whenever she
gains a new teamwork feat, her previous teamwork feats
become permanent.

Improved Empathic Link (Su): At 4th level, the hunter
gains an empathic link with her animal companion. This
functions like an empathic link with a familiar, except the
hunter can also see through a companion’s eyes as a swift
action, maintaining this connection as long as she likes
(as long as the companion is within 1 mile) and ending it
as a free action. The hunter is blinded while maintaining
this connection.

Woodland Stride (Ex): At sth level, a hunter and
her animal companion may move through any sort of
undergrowth (such as natural thorns, briars, overgrown
areas, and similar terrain) at their normal speed and
without taking damage or suffering any other impairment.

Thorns, briars, and overgrown areas that are enchanted
or magically manipulated to impede motion will still affect
the hunter and her animal companion.

Bonus Tricks (Ex): At 7th level and every 6 levels
thereafter, a hunter’s animal companion learns a bonus
trick (in addition to the bonus tricks gained from the
hunter’s effective druid level).

Second Animal Focus (Su): At 8th level, whenever a
hunter uses her animal focus ability, she selects two
animal aspects for herself instead of one, and can apply
two aspects to her companion instead of one. As with
the companion’s previous aspect, the second one does
not count against the minutes per day a hunter can take
on an aspect.

Ifthe hunter’s animal companion is dead and the hunter
has applied the companion’s animal aspect to herself, that
aspect does not count toward her maximum of two aspects
at once. The hunter can still apply only one of her dead
companion’s aspects to herself, not both.

Swift Tracker (Ex): At 8th level, a hunter can move at her
normal speed while using Survival to follow tracks without
taking the normal —5 penalty. She takes only a —10 penalty
(instead of the normal —20) when moving at up to twice
normal speed while tracking.

Raise Animal Companion (Sp): At 10th level, a hunter gains
raise animal companion™ as a spell-like ability. Using this
spell-like ability gives the hunter a permanent negative level.
This negative level cannot be overcome in any way (including
Dby restoration), but automatically ends after 24 hours. At 16th
level, this ability functions as resurrection instead of raise
dead, but otherwise operates as normal.

Speak with Master (Ex): At 11th level, a hunter and her
animal companion can communicate verbally, as if they

TABLE 1-7: HUNTER SPELLS KNOWN

Spells Known
1st 2nd 3rd 4th 5th é6th
2 J— J— J— — J—

Level 0
1st 4
2nd 5
3rd 6
4th 6
5th 6
6th 6
7th 6
8th 6
9th 6
10th 6
6
6
6
6
6
6
6
6
6
6

11th
12th
13th
14th
15th
16th
17th
18th
19th
20th

[e NN Ne Nie Mo Nie Nie e Wi e NN W0, RNV, RIT, I, BN NN N SN N N OV}
Ao ooy ooy LR DB WN
Aoy L LSRR DN WN

AN LRSS WN

Lo DD WN

v s W N

were using a common language. Other creatures cannot
understand the communication without magical aid.

Greater Empathic Link (Su): At 14th level, the range of’
the hunter’s empathic link with her animal companion
increases to 10 miles. If the animal companion is within
1 mile, the hunter can communicate with it telepathically.

One with the Wild (Ex): At 17th level, the hunter and
her animal companion are respected or even feared by
other animals, so long as the animals are approximately
of the same type as any of the hunter’s current animal foci:
bat for bats, tiger for felines, falcon for birds, snake for
reptiles, and so on. No animal in this category (including
dire varieties) willingly attacks the hunter or her companion
unless magically compelled to do so or if the hunter or
companion attacks it first.

The hunter and her companion can attempt to demoralize
animals in the appropriate category as a swift action, rolling
1d20 and adding the hunter’s level and her Charisma
modifier to determine the Intimidate check result.

Master Hunter (Ex): At 2o0th level, a hunter becomes a
master hunter, able to track down foes with ease. She can
always move at full speed while using Survival to follow
tracks without penalty.

Additionally, each day when the hunter regains her spell
slots, she chooses one animal focus to be active on herself for
the entire day. This focus is in addition to using her animal
focus class ability (including the additional focus she is able
to use on herselfif her animal companion is dead).
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INVESTIGATOR

Whether on the trail of a fugitive, along-lost treasure trove,

or a criminal mastermind, an investigator is motivated by
an intense curiosity about the world and uses knowledge
of it as a weapon. Mixing gumption and learnedness into
a personal alchemy of daring, investigators are full of
surprises. Observing the world around them, they gain
valuable knowledge about the situation they're in, process
that information using inspiration and deduction, and cut
to the quick of the matter in unexpected ways. Investigators
are always evaluating situations they encounter, sizing up
potential foes, and looking out for secret dangers, all while
using their vast knowledge and powers of perception to
find solutions to the most perplexing problems.

Role: Investigators live to solve mysteries and find
inventive ways to get out of jams. They serve as advisors
and support for their adventuring parties, but can take
center stage when knowledge and cunning are needed.
No slouches in battle, they know how to make surprise
attacks and use inspiration to bring those attacks home.

Alignment: Any.

Hit Die: d8.

Parent Classes: Alchemist and rogue.

Starting Wealth: 3d6 x 10 gp (average 105 gp).

CLASS SKILLS

The investigator’s class skills are Acrobatics (Dex),
Appraise (Int), Bluff (Cha), Climb (Str), Craft (Int)
Diplomacy (Cha), Disable Device (Dex), Disguise (Cha)
Escape Artist (Dex), Heal (Wis), Intimidate (Cha)
Knowledge (all) (Int), Linguistics (Int), Perception (Wis
Perform (Cha), Profession (Wis), Sense Motive (Wis
Sleight of Hand (Dex), Spellcraft (Int), Stealth (Dex), and
Use Magic Device (Cha).

Skill Ranks per Level: 6 + Int modifier.
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CLASS FEATURES

The following are the class features of the investigator.

Weapon and Armor Proficiency: Investigators are
proficient with all simple weapons, plus the hand crossbow,
rapier, sap, shortbow, short sword, and sword cane'E. They
are proficient with light armor, but not with shields.

Alchemy (Su): Investigators are highly trained in the
creation of mundane alchemical substances and magical
potionlike extracts.

When using Craft (alchemy) to create an alchemical
item, an investigator gains a competence bonus equal
to his class level on the skill check. In addition, an
investigator can use Craft (alchemy) to identify potions as
if using detect magic. He must hold the potion for 1 round
to attempt such a check.

Like an alchemist, an investigator prepares his spells
by mixing ingredients and a tiny fraction of his own
magical power into a number of extracts, and then
effectively casts the spell by drinking the extract. These
extracts have powerful effects, but they are also bound to
their creator. Extracts behave like spells in potion form,
and as such their effects can be dispelled by dispel magic
and similar effects, using the investigator’s level as the
caster level.

An investigator can create only a certain number of
extracts of each level per day. His base daily allotment
of extracts per day is given on Table 1-8: Investigator. In
addition, he receives bonus extracts per day ifhe has a high
Intelligence score, in the same way a wizard receives bonus
spells per day.

When an investigator mixes an extract, he infuses the
chemicals and reagents in the extract with magic siphoned
from his own magical aura. An extract immediately become
inertifitleavestheinvestigator’s possession, then reactivates
as soon as it returns to his keeping—an investigator cannot
normally pass out his extracts for allies to use. An extract,
once created, remains potent for 1 day before losing its
magic, so an investigator must prepare his extracts anew
every day. Mixing an extract takes 1 minute of work.

Creating extracts consumes raw material, but the
cost of those materials is insignificant—comparable
to the valueless material components of most spells. If
a spell normally has a costly material component, that
component is expended during the consumption of that
particular extract. Extracts cannot be made from spells
that have focus requirements; extracts that duplicate
divine spells never have a divine focus requirement.

An investigator uses the alchemist formula list
(Advanced Player’s Guide 32) to determine the extracts that
he can know. An investigator can prepare an extract of
any formula he knows. To learn or use an extract, an
investigator must have an Intelligence score equal to at
least 10 + the extract’s level. The saving throw DC of an
investigator’s extract is equal to 10 + the extract’s level +
the investigator’s Intelligence modifier.

An investigator may know any number of formulae.
He stores his formulae in a special tome called a formula
book. He must refer to this book whenever he prepares
an extract. At 1stlevel, an investigator starts with two 1st-
level formulae of his choice, plus a number of additional
formulae equal to his Intelligence modifier. At each new
investigator level, he gains one new formula of any level
that he can create. An investigator can also add formulae
to his book just as a wizard adds spells to his spellbook,
using the same costs, pages, and time requirements. A
formula book costs as much as a spellbook. An investigator
can study a wizard’s spellbook to learn any formula that
is equivalent to a spell the spellbook contains. A wizard,



TABLE I-8: INVESTIGATOR

Base
Attack Fort Ref Will Extracts per Day
Level Bonus Save Save Save Special 1st 2nd 3rd 4th 5th 6th
1st +0 +0 +2 +2 Alchemy, inspiration, trapfinding 1T - - = = =
2nd +1 +0 +3 +3 Poison lore, poison resistance +2 2 - = = = =
3rd +2 +1 +3 +3 Investigator talent, keen recollection, 3 - - - - =
trap sense +1
4th +3 +1 +4 +4 Studied combat, studied strike +1d6, 31 - - - =
swift alchemy
5th +3 +1 +4 +4 Investigator talent, poison resistance +4 4 2 - - - -
6th +4 +2 +5 +5 Studied strike +2d6, trap sense +2 4 3 - = - =
7th +5 +2 +5 +5 Investigator talent 4 3 1T - = =
8th +6/+1 +2 +6 +6 Poison resistance +6, studied strike +3d6 4 4 2 - = =
9th +6/+1 +3 +6 +6 Investigator talent, trap sense +3 5 4 3 - = —=
10th +7/+2 +3 +7 +7 Studied strike +4d6 5 4 31 - =
11th +8/+3 +3 +7 +7 Investigator talent, poison immunity 5 4 4 2 - =
12th +9/+4 +4 +8 +8 Studied strike +5d6, trap sense +4 5 5 4 3 - -
13th +9/+4 +4 +8 +8 Investigator talent 5 5 4 3 1 -
14th +10/+5 +4 +9 +9 Studied strike +6d6 5 5 4 4 2 —
15th +11/+6/+1 +5 +9 +9 Investigator talent, trap sense +5 5 5 5 4 3 —
16th +12/+7/+2 +5 +10 +10 Studied strike +7d6 5 5 5 4 3 1
17th +12/+7/+2 +5 +10 +10 Investigator talent 5 5 5 4 4 2
18th +13/+8/+3 +6 +11 +11 Studied strike +8d6, trap sense +6 5 5 5 5 4 3
19th +14/+9/+4 +6 +11 +11 Investigator talent 5 5 5 5 5 4
20th +15/+10/+5 +6 +12 +12 Studied strike +9d6, true inspiration 5 5 5 5 5 5

however, cannot learn spells from a formula book.
An investigator can also learn formulae from another
investigator’s or an alchemist’s formula book (and vice
versa). An investigator does not need to decipher arcane
writing before copying formulae.

Inspiration (Ex): An investigator is beyond knowledgeable
and skilled—he also possesses keen powers of observation
and deduction that far surpass the abilities of others.
An investigator typically uses these powers to aid in his
investigations, but can also use these flashes of inspiration
in other situations.

An investigator has the ability to augment skill checks
and ability checks through his brilliant inspiration.
The investigator has an inspiration pool equal to 1/2 his
investigator level + his Intelligence modifier (minimum 1).
An investigator’s inspiration pool refreshes each day,
typically after he gets a restful night’s sleep. As a free action,
he can expend one use of inspiration from his pool to add
1d6 (his inspiration die) to the result of that check, including
any on which he takes 10 or takes 20. This choice is made
after the check is rolled and before the result is revealed.
An investigator can use inspiration once only per check or
roll. The investigator can use inspiration on any Knowledge,
Linguistics, or Spellcraft checks without expending a use
of inspiration, provided he’s trained in the skill.

Inspiration can also be used on attack rolls and saving
throws, at the cost of two uses of inspiration each time
from the investigator’s pool. In the case of saving throws,
using inspiration is an immediate action rather than a
free action.

Trapfinding: An investigator adds 1/2 his level (minimum
1) to Perception checks made to locate traps and to Disable
Device checks. An investigator can use Disable Device to
disarm magical traps.

Poison Lore (Ex): An investigator has a deep
understanding of and appreciation for poisons. At
2nd level, he cannot accidentally poison himself when
applying poison to a weapon. If the investigator spends
1 minute physically examining a poison, he can attempt a
Knowledge (nature) check to identify any natural poison or
aKnowledge (arcana) check to identify any magical poison
(DC =the poison’s saving throw DC). Lastly, once a poison
is identified, he can spend 1 minute and attempt a Craft
(alchemy) check (DC = the poison’s saving throw DC) to
neutralize 1 dose of the poison. Success renders the dose
harmless. The investigator has no chance of accidentally
poisoning himself when examining or attempting to
neutralize a poison.

Poison Resistance (Ex): At 2nd level, an investigator
gains a +2 bonus on all saving throws against poison.




This bonus increases to +4 at 5th level and to +6 at 8th level.
At 11th level, the investigator gains immunity to poison.

Investigator Talent (Ex or Su): At 3rd level and every
2 levels thereafter, an investigator gains an investigator
talent. Except where otherwise noted, each investigator
talent can be selected only once.

Investigator talents marked with an asterisk (*) add effects
to an investigator’s studied combat or studied strike. Only
one of these talents can be applied to an individual attack,
but the decision can be made when the damage is dealt.

Alchemist Discovery (Ex): The investigator can select one
of the following alchemist discoveries as an investigator
talent: combine extracts, concentrate poison, dilution,
elixir of life, enhance potion, eternal potion, extend
potion, infusion, mutagen"™, and poison conversion’c.
When selecting an alchemist discovery, he must be of a
high enough level to qualify for that discovery, using his
investigator level as his alchemist level to determine ifhe
qualifies. This talent can be selected multiple times; each
time grants a new alchemist discovery.

Amazing Inspiration (Ex): The investigator rolls a d8 as his
inspiration die instead of'a d6. Ifhe has the true inspiration
ability, he rolls 2d8 and adds both dice to the result. An
investigator must be at least 7th level to select this talent.

Blinding Strike* (Ex): When the investigator deals
damage with studied strike, the opponent must succeed
at a Fortitude saving throw or be permanently blinded. A
successful saving throw reduces this effect to dazzled for
1d4 rounds. The DC of this Fortitude save is equal to 10 +
1/2 the investigator’s level + his Intelligence modifier. This
talent has no effect on creatures that do not rely on eyes
for sight or creatures with more than two eyes (although
multiple critical hits might cause blindness, at the GM’s
discretion). Blindness can be cured by heal, regeneration,
remove blindness, or similar abilities. An investigator must
be at least 17th level to select this talent.

Combat Inspiration (Ex): When an investigator uses
inspiration on an attack roll or a saving throw, he expends
one use of inspiration instead of two. An investigator must
be at least gth level to select this talent.

Confusing Strike* (Ex): When the investigator deals
damage with studied strike, the opponent must succeed
at a Fortitude saving throw or become confused for 1d4+1
rounds. A successful saving throw reduces the duration
to 1 round. The DC of this Fortitude save is equal to 10
+ 1/2 the investigator’s level + his Intelligence modifier.
Constructs, mindless creatures, oozes, plants, undead,
incorporeal creatures, and creatures immune to critical
hits are not affected by this ability. An investigator must
be at least 19th level to select this talent.

Deafening Strike* (Ex): When an investigator deals
damage with studied strike, the opponent must succeed
at a Fortitude saving throw or be permanently deafened.

A successful Fortitude saving throw reduces the duration
of'this effect to 1 round. The DC of'this save is equal to 10
+ 1/2 the investigator’s level + his Intelligence modifier.
This talent has no effect on deaf creatures. Deafness can
be cured by heal, regeneration, remove blindness, or similar
effects. An investigator must be at least 15th level to select
this talent.

Device Talent (Ex): The investigator can use the Use
Magic Device skill even if he’s not trained in that skill.
If the investigator is trained in Use Magic Device, he can
use inspiration on any Use Magic Device checks without
expending uses of inspiration.

Effortless Aid (Ex): The investigator can use an aid another
action as a move action instead of as a standard action. An
investigator can expend one use of inspiration to instead
perform an aid another action as a swift action.

Eidetic Recollection (Su): An investigator can always take 10
on any of his Knowledge checks, even if he’s in immediate
danger or distracted. An investigator can expend one use
of inspiration to take 20 on a Knowledge check, even ifhe’s
in immediate danger or distracted. An investigator must
be at least 11th level to select this talent.

Empathy (Ex, Su): When attempting a Sense Motive check,
the investigator makes two d2o rolls and takes the higher
result. If an investigator uses inspiration on a Sense Motive
check, he rolls his inspiration die twice and takes the higher
result. Once per day, the investigator can expend one use
of inspiration to target a single creature that he can see
and hear within 30 feet. Upon doing so, the investigator
detects the surface thoughts of the target’s mind, as if he
concentrated for 3 rounds while using the detect thoughts
spell, unless the creature succeeds at a Will saving throw.
The DC of this save is 10 + 1/2 the investigator’s level + his
Intelligence modifier. If the target fails, the investigator can
continue to detect the surface thoughts of the target creature
for anumber of rounds equal to 1/2 his investigator level. An
investigator must be at least 5th level to select this talent.

Expanded Inspiration (Ex): An investigator can use
inspiration on any Diplomacy, Heal, Perception, Profession,
or Sense Motive checks without expending a use of
inspiration, provided he’s trained in the skill.

Greater Combat Inspiration (Ex): Choose a single weapon
type (such as sword cane® or short sword). As long as
the investigator has at least one use of inspiration in
his inspiration pool, he no longer has to expend a use
of inspiration to use inspiration on attacks made with
this weapon. An investigator must have the combat
inspiration investigator talent and be at least 1g9th level
to select this talent.

Hidden Agendas (Ex): An investigator learns to obscure his
thoughts and endeavors from prying eyes and even intrusive
magic. When an investigator uses inspiration on a Bluff
check to pass secret messages or on a Linguistics check to



create forgeries, he can roll his inspiration die twice and
take the higher result. In addition, the investigator can
use inspiration on a saving throw against a divination
spell or effect without expending a use of inspiration. An
investigator must be at least 11th level to select this talent.

Inspirational Expertise (Ex): When an investigator succeeds
ata Knowledge check to identify a monster’s special powers
or vulnerabilities, he can expend one use of inspiration as
a swift action to grant allies within 30 feet that can hear
him a +4 insight bonus on attack rolls against that monster
or type of monster for 1 round. An investigator must be at
least yth level to select this talent.

Inspired Alertness (Ex): Whenever the investigator becomes
flat-footed, he can expend one use of inspiration to ignore
that condition. He must be conscious to do so, and must
decide to do so when he becomes flat-footed. Using this
ability doesn’t require an action.

Inspired Intelligence (Ex): An investigator can use
inspiration on any all Knowledge, Linguistics, or Spellcraft
checks without expending a use of inspiration, even ifhe’s
not trained in that skill.

Inspired Intimidator (Ex): When the investigator succeeds
atan Intimidate check to demoralize an opponent, he can
expend one use of inspiration to automatically increase
the result of the check by 5 for the purpose of determining
the duration of the demoralize effect. He can choose to
spend multiple uses of inspiration in this manner to
further increase the duration of the demoralize effect. An
investigator must be trained in Intimidate to select this
talent. The underworld inspiration investigator talent
has no effect on this talent.

Item Lore (Ex): An investigator can use Spellcraft to
identify the properties and command words of magic items
without needing to use detect magic or similar spells. An
investigator must be at least 7th level to select this talent.

Perceptive Tracking (Ex): The investigator can use
Perception instead of Survival to both find and follow
tracks, using the same DCs given for the Survival skill
(Core Rulebook 107). An investigator must be trained in
Perception to select this talent.

Quick Study (Ex): An investigator can use studied combat
as a swift action instead of a move action.

Repositioning Strike* (Ex): When the investigator deals
damage with studied strike, he can perform a reposition**®
combat maneuver as a free action against the creature
damaged by studied strike. This reposition does not
provoke attacks of opportunity. An investigator must be
at least 13th level to select this talent.

Rogue Talent (Ex): An investigator can select one of the
following rogue talents in place of an investigator talent:
assaultleader*?¢, black market connections"¢, camouflage**<,

APG

canny observer**¢, charmer**¢, coax information?®, combat

swipe#?¢, convincing liar’, cunning trigger**©, deft palm"c,

expertleaper®?S, fast fingersA?¢, fast getaway**<, fast picks*<,

fast stealth, firearm training"®, guileful polyglot**¢, grit"c,
hard to fool**¢, hold breath"c, honeyed words**¢, iron guts’c,
lasting poison*?¢, ledge walker, major magic, minor magic,
nimble climber*?¢, peerless maneuver?*©
APG

, quick disable,
quick disguise*?, quick trapsmith*¢, resilience, rogue
crawl, rope masterVc, stand up, strong stroke’c, terrain
masterS, trap spotter, or wall scrambler’c. Any talent
effects based on rogue level use the investigator’s class level.
If the rogue talent has a prerequisite (such as the major
magic rogue talent requiring the minor magic talent), the
investigator must meet the prerequisite before selecting that
rogue talent. This talent can be selected multiple times; each
time, it grants the investigator a new rogue talent.

Sapping Offensive* (Ex): When the investigator damages
a target of his studied combat, that creature cannot make
attacks of opportunity for 1 round. An investigator must
be at least sth level to select this talent.

Sickening Offensive* (Ex): When the investigator damages a
target of his studied combat, that creature is also sickened
for 1 round. An investigator must be at least 7th level to
select this talent.

Stealing Strike* (Ex): When the investigator deals damage
with studied strike, he can perform a steal*’¢ combat
maneuver as a free action against the creature damaged
by studied strike. This steal does not provoke attacks of’
opportunity. An investigator must be at least 13th level to
select this talent.

Studied Defense (Ex): When an investigator with this talent
uses studied combat, he can apply that ability’s insight
bonus to his AC against attacks made by the target of his
studied combat instead of to his attack rolls against the
target of his studied combat. (The insight bonus on damage
rolls remains.) He must choose which type of bonus he
gains when using studied combat, and it cannot be changed
until he uses studied combat again. An investigator must
be at least gth level to select this talent.

Tenacious Inspiration (Ex): When an investigator rolls his
inspiration die, he can roll twice and take the higher result.
An investigator must be at least 13th level to select this talent.

Toppling Strike* (Ex): When the investigator deals damage
with studied strike, he can perform a trip combat maneuver
as a free action against the creature damaged by studied
strike. This trip does not provoke attacks of opportunity. An
investigator must be at least gth level to select this talent.

Unconventional Inspiration (Ex): An investigator with this
talent can pick any one skill. He can add his inspiration
die to checks attempted with that skill without expending
a use of inspiration.

Underworld Inspiration (Ex): An investigator can use
inspiration on Bluff, Disable Device, Disguise, Intimidate,
or Sleight of Hand checks without expending a use of
inspiration, provided he’s trained in the skill.




Keen Recollection: At 3rd level, an investigator can
attempt all Knowledge checks untrained.

Trap Sense (Ex): At 3rd level, an investigator gains
an intuitive sense that alerts him to danger from traps,
granting him a +1 bonus on Reflex saving throws to avoid
traps and a +1 dodge bonus to AC against attacks by traps.
At 6th level and every 3 levels thereafter, these bonuses
increase by 1 (to a maximum of +6 at 18th level).

Studied Combat (Ex): With a keen eye and a calculating
mind, an investigator can assess the mettle of his
opponent to take advantage of gaps in talent and
training. At 4th level, an investigator can

use a move action to study a single enemy that he can
see. Upon doing so, he adds 1/2 his investigator 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 his Intelligence modifier
(minimum 1) or until he deals damage with a studied
strike, whichever comes first. The bonus on damage rolls
is precision damage, and is not multiplied on a critical hit.

An investigator can have only one target of studied
combat at a time, and once a creature has become the
target of an investigator’s studied combat, he cannot
become the target of the same investigator’s studied
combat again for 24 hours unless the investigator expends
one use of inspiration when taking the move action to
use this ability.

Studied Strike (Ex): At 4th level, upon successfully hitting
his studied target with a melee attack, an investigator
can make a studied strike as a free action against that
target to deal additional damage. The additional damage
is 1d6 at 4th level and increases by 1d6 for every 2 levels
thereafter (to a maximum of 9d6 at 20th level). The damage
of studied strike is precision damage and is not multiplied
on a critical hit; creatures that are immune to sneak attacks
are also immune to studied strike.

If the investigator’s attack used a weapon that deals
nonlethal damage (such as a sap, a whip, or an unarmed
strike), he may choose to have the additional damage
from studied strike be nonlethal damage instead oflethal
damage. If the investigator chose to have an attack with
a lethal weapon instead deal nonlethal damage (with the
usual —4 penalty), the studied strike damage may also deal
nonlethal damage.

The investigator must be able to see the target well
enough to pick out a vital spot and must be able to reach
such a spot. An investigator cannot use studied strike
against a creature with concealment.

Swift Alchemy (Ex): At 4th level, an investigator can
create alchemical items with astounding speed. It takes
an investigator half the normal amount of time to create
alchemical items. He can also apply poison to a weapon as
a move action instead of'a standard action.

True Inspiration (Ex): At 2oth level, an investigator

can use inspiration on all skill checks—even for skills in
which he isn’t trained—and on all ability checks without
spending a use of inspiration.

In addition, whenever he uses inspiration on an ability
check, attack roll, saving throw, or skill check, he adds 2d6
rather than 1d6 to the result. Some talents can affect this.
Ifthe investigator has the amazing inspiration investigator
talent, he rolls 2d8 instead. If the investigator uses this
ability with empathy, tenacious inspiration, or a similar
talent, he rolls two sets of inspiration dice and uses the
higher of the two results.



SHAMAN

While some heroes speak to gods or consort with
otherworldly muses, shamans commune with the spirits
of the world and the energies that exist in every living
thing. These divine adventurers draw upon their power
to shape the world and expand the influence of their
spiritual patrons. Shamans have strong ties to natural
spirits. They form powerful bonds with particular spirits,
and as their power grows they learn to call upon other
spirits in times of need.

Role: Shamans make for potent divine spellcasters,
capable of using divine spells and the power of their
spirits to aid their allies and destroy their foes. While
they aren’t the healers that clerics are, they can fill that
role when needed.

Alignment: Any.

Hit Die: d8.

Parent Classes: Oracle and witch.

Starting Wealth: 3d6 x 10 gp (average 105 gp).

CLASS SKILLS
The shaman’s class skills are Craft (Int), Diplomacy (Cha),
Fly (Dex), Handle Animal (Cha), Heal (Wis), Knowledge
(nature) (Int), Knowledge (planes) (Int), Knowledge
(religion) (Int), Profession (Wis), Ride (Dex), Spellcraft
(Int), and Survival (Wis).

Skill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are the class features of the shaman.

Weapon and Armor Proficiencies: A shaman is proficient
with all simple weapons as well as with light armor and
medium armor.

Spells: A shaman casts divine spells drawn from the
shaman spell list (see page 48). A shaman must choose and
prepare her spells in advance.

To prepare or cast a spell, a shaman must have a Wisdom
score equal to atleast 10 + the spell’s level. The saving throw
DC against a shaman’s spell is 10 + the spell’s level + the
shaman’s Wisdom modifier.

Like other spellcasters, a shaman can cast only a certain
number of spells of each spell level per day. Her base daily
spell allotment is given on Table 1—9. In addition, she
receives a number of bonus spells per day if she has ahigh
Wisdom score (see Table 1—3 on page 17 of the Core Rulebook).

Shamans commune with their spirit animals to prepare
their spells. Each shaman must choose a time when she
spends 1 hour each day in quiet contemplation with her
spirit animal to regain her daily allotment of spells. A
shaman can prepare and cast any spell on the shaman
spell list, provided that she can cast spells of that level,

but she must choose which spells to prepare during her
daily communion.

Orisons: Shamans can prepare a number of orisons, or
o-level spells, each day as noted on Table 1—9. These spells
are cast like any other spell, but they are not expended
when cast and may be used again.

Spirit (Su): A shaman has a mystical connection with
the spirits of the world. She forms a lasting bond with a
single spirit (see Spirits on page 37), which grants a number
of abilities and defines many of her other class features.

At 1stlevel, a shaman gains the spirit ability granted by
her chosen spirit. She adds the spells granted by that spirit
to the list of spells that she can cast using spirit magic.
She also adds the hexes possessed by that spirit to the list
of hexes that she can use with the hex and wandering hex
class features.

At 8th level, the shaman gains the abilities given for
the greater version of her selected spirit. At 16th level, the
shaman gains the abilities given for the true version of
her selected spirit.

If the shaman takes levels in another class that grants
a mystery (such as the oracle), her spirit and her mystery
must match. Subject to GM discretion, the shaman can
change her previously selected mystery or spirit to make
both conform.

Spirit Animal (Ex): At 1st level, a shaman forms a close
bond with a spirit animal tied to her chosen spirit. This
animal is her conduit to the spirit world, guiding her
along the path to enlightenment. The animal also aids
a shaman by granting her a special ability. See the Spirit
Animal section on page 47.

A shaman must commune with her spirit animal each
day to prepare her spells. While the spirit animal does not
store the spells as a witch’s familiar does, the spirit animal
serves as her conduit to divine power. If a shaman’s spirit
animal is slain, she cannot prepare new spells or use her
spirit magic class feature until the spirit animal is replaced.

Spirit Magic: A shaman can spontaneously cast a limited
number of spells per day beyond those she prepared ahead
of time. She has one spell slot per day of each shaman spell
level she can cast, not including orisons. She can choose
these spells from the list of spells granted by her spirits
(see the spirit class feature and the wandering spirit class
feature) at the time she casts them. She can enhance these
spells using any metamagic feat that she knows, usingup a
higher-level spell slot as required by the feat and increasing
the time to cast the spell (see Spontaneous Casting and
Metamagic Feats on page 113 of the Core Rulebook).

Hex: A shaman learns a number of magical tricks, called
hexes, which grant her powers or weaken her foes. At 2nd
level, a shaman learns one hex. At 4th, 8th, 1oth, 12th,
16th, 18th, and 20th levels, the shaman learns a new hex.
A shaman can select from any of the following hexes or




TABLE 1-0: SHAMAN

Base

Attack Fort Ref Will Spells per Day
Level Bonus Save Save Save Special 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
1st +0 +0 +0 +2 Orisons, spirit, spirit animal 317 - - - = = = — -
spirit magic
2nd +1 +0 +0 +3 Hex 4 2 - - - - — = — —
3rd +2 +1 +1 +3 4 2 1 - - - — = — —
4th +3 +1 +1 +4 Hex, wandering spirit 4 3 2 - - - — = — —=
5th +3 +1 +1 +4 4 3 2 1 - - - = = -
6th +4 +2 +2 +5 Wandering hex 4 3 3 2 - - = = = =
7th +5 +2 +2 +5 4 4 3 2 1 - = - = -
8th +6/+1 +2 +2 +6 Hex, spirit (greater) 4 4 3 3 2 - - = - =
9th +6/+1 +3 +3 +6 4 4 4 3 2 1 - = = -
10th +7/+2 +3 +3 +7 Hex 4 4 4 3 3 2 - = = =
11th +8/+3 +3 +3 +7 4 4 4 4 3 2 1T - = =
12th +9/+4 +4 +4 +8 Hex, wandering spirit (greater) 4 4 4 4 3 32 - = —
13th +9/+4 +4 +4 +8 4 4 4 4 4 3 2 1 = —
14th +10/+5 +4 +4 +9 Wandering hex (2 hexes) 4 4 4 4 4 33 2 - —
15th +11/+6/+1 +5 +5 +9 4 4 4 4 4 4 32 1 —=
16th +12/+7/+2 +5 +5 +10 Hex, spirit (true) 4 4 4 4 4 4 3 3 2 —
17th +12/+7/+2 +5 +5 +10 4 4 4 4 4 4 4 3 2 1
18th +13/+8/+3 +6 +6 +11 Hex 4 4 4 4 4 4 4 3 3 2
19th +14/+9/+4 +6 +6 +11 4 4 4 4 4 4 4 4 3 3
20th +15/+10/+5 +6 +6 +12 Hex, manifestation, 4 4 4 4 4 4 4 4 4 4

wandering spirit (true)

from any of the hexes listed in the description ofher chosen
spirit. Unless otherwise noted, a shaman cannot select a
hex more than once.

Using a hex is a standard action that doesn’t provoke an
attack of opportunity unless otherwise noted. The saving
throw DC to resist a hex is equal to 10 + 1/2 the shaman’s
level + the shaman’s Wisdom modifier.

Chant (Su): A shaman can chant as a move action. Any
creature within 3o feet that is under the effect of the
shaman’s charm, evil eye, fortune, fury, or misfortune hex
has that effect’s duration extended by 1 round. A shaman
cannot select both this hex and the witch’s cackle hex.

Charm (Su): A shaman charms an animal or a humanoid
creature within 30 feet by beckoning to it and speaking
soothing words. Doing this improves the attitude of an
animal or humanoid creature by 1 step, as if the shaman had
successfully used the Diplomacy skill. The effect lasts fora
number of rounds equal to the shaman’s Wisdom modifier
(minimum 1). A successful Will saving throw negates this
effect. Whether or not the save is successful, the creature
cannot be the target of this hex again for 24 hours. At 8th
level, this effect improves the attitude of the creature by
two steps. This is a mind-affecting charm effect.

Evil Eye (Su): The shaman causes doubt to creep into the
mind of a foe within 30 feet that she can see. The target

takes a—2 penalty on one of the following (shaman’s choice):
ability checks, AC, attack rolls, saving throws, or skill
checks. This hex lasts for a number of rounds equal to 3 +
the shaman’s Wisdom modifier. A successful Will saving
throw reduces this duration to just 1 round. At 8th level,
the penalty changes to —4. This is a mind-affecting effect.

Fetish (Ex): The shaman receives Craft Wondrous Item
as a bonus feat and gains a +4 insight bonus on Spellcraft
checks to identify magic items.

Fortune (Su): The shaman grants a creature within 30 feet
abit of good luck for 1 round. The target can call upon this
good luck once per round, allowing it to reroll any ability
check, attack roll, saving throw, or skill check, taking
the better result. The target creature must decide to use
this benefit before the first roll is made. At 8th and 16th
levels, the duration of this hex increases by 1 round. Once
a creature has benefited from the fortune hex, it cannot
benefit from it again for 24 hours.

Fury (Su): A shaman incites a creature within 30 feet into
a primal fury. The target receives a +2 morale bonus on
attack rolls and a +2 resistance bonus on saving throws
against fear for anumber of rounds equal to the shaman’s
Wisdom modifier. At 8th and 16th levels, these bonuses
increase by 1. Once a creature has benefited from the fury
hex, it cannot benefit from it again for 24 hours.



Healing (Su): A shaman soothes the wounds of those
she touches. This hex acts as cure light wounds, using the
shaman’s caster level. Once a creature has benefited from
the healing hex, it cannot benefit from it again for 24 hours.
At 5th level, this hex acts as cure moderate wounds.

Misfortune (Su): The shaman causes a creature within 30
feet to suffer grave misfortune for 1 round. Anytime the
creature attempts an ability check, attack roll, saving throw,
or skill check, it must roll twice and take the worse result.
A successful Will saving throw negates this hex. At 8th level
and again at 16th level, the duration of this hex increases
by 1 round. This hex affects all rolls the target must make
while it lasts. Whether or not the save is successful, the
creature cannot be the target of this hex again for 24 hours.

Secret (Ex): The shaman receives one metamagic feat as
a bonus feat. The shaman must meet the prerequisites
for the feat.

Shapeshift (Su): The shaman transforms herself into
another form, as per alter self, for a number of minutes per
day equal to her level. This duration does not need to be
consecutive, but it must be spent in 1-minute increments.
Changing form (including changing back) is a standard
action that doesn’t provoke an attack of opportunity. At
8th level, this hex works as beast shape I. At 12th level, this
hex works as beast shape II. At 16th level, this hex works as
beast shape I1I. At 2oth level, this hex works as beast shape IV.

Tongues (Su): The shaman understands any spoken
language, as per comprehend languages, for a number of
minutes per day equal to her level. This duration does not
need to be consecutive, but it must be spent in 1-minute
increments. At 5th level, a shaman can use this hex to speak
any language, as tongues.

Ward (Su): The shaman places a protective ward over one
creature. The warded creature receives a +2 deflection bonus
to AC and a +2 resistance bonus on saving throws. This
effect lasts until the warded creature is hit or fails a saving
throw. A shaman knows when a warded creature is no longer
protected. A shaman can have only one ward active at a time.
If the shaman uses this hex while a previous ward is still
active, that previous ward immediately ends. A shaman
cannot use this hex on herself. At 8th and 16th levels, the
bonuses provided by this ward increase by 1.

Witch Hex: The shaman selects any one hex normally
available through the witch’s hex class feature. She treats
her shaman level as her witch level when determining
the powers and abilities of the hex. She uses her Wisdom
modifier in place of her Intelligence modifier for the hex.
The shaman cannot select a major hex, a grand hex, or a
witch hex that has the same name as a shaman hex.

Wandering Spirit (Su): At 4th level, a shaman can form
a temporary bond with a spirit other than the one she
selected using her spirit class feature. She must make this
selection each day when preparing her spells. While this

feature is active, she gains the spirit ability granted by the
spirit. She adds the spells granted by that spirit to her list
of spells that she can cast using spirit magic. She does not
add the hexes gained from her wandering spirit to her list
of hexes that she can choose from with the hex class feature.
At 12th level, she gains the abilities given for the greater
version of her wandering spirit. At 2oth level, she gains the
ability given for the true version of her wandering spirit.

Wandering Hex: At 6th level, a shaman can temporarily
gain the use of one of the hexes possessed by either one of
her spirits. She must make this selection each day when she
prepares her spells. For the purpose of this ability, she can
select any hex possessed by her spirit or wandering spirit. If
she selects a hex from her wandering spirit and then bonds
with another spirit, she loses the hex immediately, although
she can then select a different hex to gain using this ability,
from either her spirit or her new wandering spirit. At 14th
level, a shaman can select two wandering hexes each day
instead of one. This ability otherwise functions as the hex
class feature.

Manifestation (Su): Upon reaching 2oth level, a shaman
undergoes a transformation as she manifests as a pinnacle
of her main spirit. The nature of this manifestation
depends on the shaman’s spirit, and is described in the
spirit’s entry.

SPIRITS

Each shaman must select from the following spirits. Unless
otherwise noted, the DC to save against the special abilities
granted by a spirit is equal to 10 + 1/2 the shaman’s level +
the shaman’s Wisdom modifier.

Battle
A shaman who selects the battle spirit gains scars from
every wound she takes, and the grit of battle always seems
to cling to her body. When she calls upon one of this spirit’s
abilities, she grows in stature—becoming taller and more
muscular, with a grimace of rage stretching across her face.

Spirit Magic Spells: Enlarge person (1st), fog cloud (2nd),
magic vestment (3rd), wall of fire (4th), righteous might (5th),
mass bull’s strength (6th), control weather (7th), earthquake
(8th), storm of vengeance (9th).

Hexes: A shaman who chooses the battle spirit can select
from the following hexes.

Battle Master (Ex): The shaman makes an extra attack of
opportunity each round. This ability stacks with the attacks
of opportunity granted by the Combat Reflexes feat. At 8th
level, the shaman gains the Weapon Specialization feat for
a weapon of her choice as a bonus feat. At 16th level, the
shaman gains the Greater Weapon Focus feat as a bonus
feat, for the same weapon chosen for Weapon Specialization.
The shaman doesn’t need to meet the prerequisites of
these feats.




Battle Ward (Su): The shaman touches a willing creature
(including herself) and grants a battle ward. The next time
a foe makes an attack roll against the target, the ward
activates and grants a +3 deflection bonus to the warded
creature’s AC. Each subsequent time the warded creature
is attacked, the defection bonus decreases by 1 (to +2 for the
second time and +1 for the third). The ward fades when the
bonus is reduced to +o or after 24 hours, whichever comes
first. At 8th level, the ward’s starting bonus increases to +4.
At 16th level, it increases to +5. A creature affected by this
hex cannot be affected by it again for 24 hours.

Curse of Suffering (Su): The shaman causes a creature
within 30 feet to take more damage from bleed effects
and causes its wounds to heal at a slower rate. When the
cursed creature takes bleed damage, it takes an additional
1 point of bleed damage (even if the bleed is ability damage).
Furthermore, when the target is subject to an effect that
would restore its hit points, that effect restores only half'the
normal amount of hit points. This curse lasts for a number
of rounds equal to the shaman’s level. A creature affected
by this hex cannot be affected by it again for 24 hours.

Eyes of Battle (Su): The shaman’s senses become magically
heightened in the heat of battle. As a swift action, she can
grant herselfa +10 insight bonus for 1 round on Perception
checks made to notice and pinpoint invisible creatures
within 30 feet. She can instead use this ability as a swift
action to ignore the effects of cover or partial cover (but
not total cover) on her next attack, as long as that attack
is made before the end of her next turn. The shaman can
use this ability a number of times per day equal to her
shaman level.

Hampering Hex (Su): The shaman causes a creature within
30 feet to take a —2 penalty to AC and CMD for a number
of rounds equal to the shaman’s level. A successful Will
saving throw decreases this duration to just 1 round. At 8th
level, the penalty becomes —4. Whether or not the save is
successful, a creature affected by a hampering hex cannot
be the target of this hex again for 24 hours.

Spirit Animal: The shaman’s spirit animal looks like a
fiercer version of its species, with rippling muscles and a
stockier frame. It gains a +2 natural armor bonus to AC. If
it already has a natural armor bonus, the bonus increases
by 2 instead.

Spirit Ability: A shaman who chooses the battle spirit as
her spirit or wandering spirit gains the following ability.

Battle Spirit (Su): A shaman surrounds herself with
the spirit of battle. Allies within 30 feet of the shaman
(including the shaman herself) receive a +1 morale bonus
on attack rolls and weapon damage rolls. At 8th level and
again at 16th level, these bonuses increase by 1. The shaman
can use this ability for a number of rounds per day equal
to 3 + her Charisma modifier. These rounds do not need
to be consecutive.

Greater Spirit Ability: A shaman who chooses the battle
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Enemies’ Bane (Su): As a swift action, the shaman imbues a
single weapon she’s wielding with the bane weapon special
ability, choosing the type of creature affected each time she
does. The effect lasts for 1 minute. If the weapon already
has the bane weapon special ability of the type chosen,
the additional damage dealt by bane increases to 4d6. The
shaman can use this ability a number of times per day
equal to 3 + her Charisma modifier.

True Spirit Ability: A shaman who chooses the battle
spirit as her spirit or wandering spirit gains the following
ability upon having access to the true version of that spirit.

Paragon of Battle (Su): As a standard action, the shaman
assumes a form that combines the effects of enlarge person
and deadly juggernaut“c for 1 minute or until dismissed.
The shaman can use this ability a number of times per
day equal to 3 + her Charisma modifier.

Manifestation: Upon reaching 2oth level, the shaman
becomes a spirit of battle. As a full-round action, she can
make a full attack and move up to her speed (either before
or after the attacks). Whenever she scores a critical hit, the
attack ignores damage reduction. She gains a +4 insight
bonus to AC for the purpose of confirming critical hits
against her. If she is reduced to fewer than o hit points,
she does not die until her negative hit point total exceeds
double her Constitution score.

Bones

A shaman who selects the bones spirit is cadaverously
thin, with sunken eye sockets and dead eyes that stare off
into the distance. Her body has a faint smell of the grave.
When she calls upon one of'this spirit’s abilities, a ghostly
wind whips her hair and clothes about, and the unpleasant
stench becomes more prominent.

Spirit Magic Spells: Cause fear (1st), false life (2nd), animate
dead (3rd), fear (4th), slay living (sth), circle of death (6th), control
undead (7th), horrid wilting (8th), wail of the banshee (gth).

Hexes: A shaman who chooses the bones spirit can select
from the following hexes.

Bone Lock (Su): With a quick incantation, the shaman
causes a creature within 3o feet to suffer stiffness in its joints
and bones, causing the target to be staggered 1 round. A
successful Fortitude saving throw negates this effect. At 8th
level, the duration increases to a number of rounds equal to
her shaman level, though the target can attempt a save each
round to end the effect ifits initial saving throw fails. At
16th level, the target can no longer attempt a saving throw
each round to end the effect, although it still attempts the
initial Fortitude saving throw to negate the effect entirely.

Bone Ward (Su): The shaman touches a willing creature
(including herself) and grants a bone ward. The warded



creature becomes encircled by a group of flying bones
that grant it a +2 deflection bonus to AC for a number
of rounds equal to the shaman’s level. At 8th level, the
bonus increases to +3 and lasts for 1 minute. At 16th level,
the bonus increases to +4 and lasts for 1 hour. A creature
affected by this hex cannot be affected by it again for
24 hours.

Deathly Being (Su): If the shaman is a living creature,
she reacts to positive and negative energy as if she were
undead—positive energy harms her, while negative energy
heals her. If she’s an undead creature or a creature with the
negative energy affinity ability, she gains a +1 bonus to her
channel resistance. At 8th level, if she’s a living creature,
she gains a +4 bonus on saves against death effects and
effects that drain energy; if she’s an undead creature, her
bonus to channel resistance increases to +2.

At16th level, ifthe shaman aliving creature, she takes
no penalties from energy drain effects, though she can
still be killed if she accrues more negative levels than she
has Hit Dice. Furthermore, after 24 hours any negative
levels the shaman has are removed without requiring her
to succeed at an additional saving throw. If the shaman
is an undead creature, her bonus to channel resistance
increases to +4.

Fearful Gaze (Su): With a single shout, the shaman causes
one target creature within 30 feet to become shaken for 1
round. A successful Will saving throw negates this effect.
At 8th level, she makes the target frightened instead. At
16th level, she makes it panicked instead. This is a mind-
affecting fear effect. A creature affected by this hex cannot
be affected by it again for 24 hours.

Grave Sight (Su): The shaman sees the states of life, death,
undeath, and general health in those around her. When
using this ability, she can tell whether or not creatures
within 30 feet that she can see are living, wounded, dying,
or dead, as well as determine if any are undead. Lastly, she
can tell if those creatures are poisoned or diseased. The
shaman can use this ability a number of rounds per day
equal to her shaman level, but these rounds do not need
to be consecutive.

Spirit Animal: The shaman’s spirit animal gives off a
ghostly glow and seems nearly transparent. The animal is
under the constant effects of blur, with a caster level equal
to the shaman’s level.

Spirit Ability: A shaman who chooses the bones spirit as
her spirit or wandering spirit gains the following ability.

Touch of the Grave (Su): As a standard action, the shaman
can make a melee touch attack infused with negative
energy that deals an amount of damage equal to 1d4 points
+1 point for every 2 shaman levels she possesses. She can
instead touch an undead creature to heal it of the same
amount of damage. A shaman can use this ability a number
of times per day equal to 3 + her Charisma modifier. At 11th

level, any weapon that the shaman wields is treated as an
unholy weapon.

Greater Spirit Ability: A shaman who chooses the bones
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Shard Soul (Su): The shaman gains DR 3/magic. This
DR increases by 1 for every 4 shaman levels she possesses
beyond 8th. In addition, as a standard action she can cause
jagged pieces of bone to explode from her body in a 10-foot-
radius burst, dealing 1d6 points of piercing damage for
every 2 shaman levels she possesses. A successful Reflex
saving throw halves this damage. The shaman can use this
ability three times per day, but she must wait 1d4 rounds
between uses.

True Spirit Ability: A shaman who chooses the bones spirit
as her spirit or wandering spirit gains the following ability
upon having access to the true version of that spirit.

Shedding Form (Su): As a standard action, the shaman
sheds her body and becomes incorporeal. While she is in
this form, all ofher weapon attacks are considered to have
the ghost touch weapon special ability. She can use this
ability for a number of rounds equal to her shaman level,
but those rounds do not need to be consecutive.

Manifestation: Upon reaching 2oth level, the shaman
becomes a spirit of death. Once per round, she can cast
bleed or stabilize as a free action. If she is reduced to fewer
than o hit points, she automatically stabilizes. She can cast
animate dead at will without paying a material component
cost, although she is still subject to the usual Hit Dice
control limit. Once per day, she can cast power word kill, but
the spell can target a creature with 150 hit points or fewer.

Flame
A shaman who selects the flame spirit has a radiant light
behind her eyes and the faint smell of smoke about her.
When she calls upon one of this spirit’s abilities, a hungry
spectral flame dances around her body.

Spirit Magic Spells: Burning hands (1st), resist energy
(2nd), fireball (3rd), wall of fire (4th), summon monster V
(fire elementals only, sth), fire seeds (6th), fire storm (7th),
incendiary cloud (8th), fiery body**< (9th).

Hexes: A shaman who chooses the flame spirit can select
from the following hexes.

Cinder Dance (Ex): The shaman’s base speed increases by
10 feet. At 5th level, the shaman receives Nimble Moves as
a bonus feat. At 10th level, the shaman receives Acrobatic
Steps as a bonus feat. The shaman doesn’t need to meet
the prerequisites of these feats.

Fire Nimbus (Su): The shaman causes a creature within
30 feet to gain a nimbus of fire. Though this nimbus
doesn’t harm the creature, it does cause the creature to
emit light like a torch, preventing it from gaining any
benefit from concealment or invisibility. The target also




takes a —2 penalty on saving throws against spells or
effects that deal fire damage. The fire nimbus lasts fora
number of rounds equal to the shaman’s level. A successful
Will saving throw negates this effect. Whether or not the
save is successful, the creature cannot be the target of this
hex again for 24 hours.

Flame Curse (Su): The shaman causes a creature within 30
feet to become vulnerable to fire (Pathfinder RPG Bestiary
305) until the end of the shaman’s next turn. Ifthe creature
is already vulnerable to fire, this hex has no effect. Fire
immunity and resistances apply as normal, and any saving
throw allowed by the effect that caused the damage reduces
it as normal. At 8th and 16th levels, the duration of this
hex increases by 1 round. A creature affected by this hex
cannot be affected by it again for 24 hours.

Gaze of Flames (Su): The shaman sees through fire, fog,
and smoke without penalty as long as there is enough light
to otherwise allow her to see normally. At yth level, the
shaman can gaze through any source of flame within 10
feet per shaman level, as clairvoyance. The shaman can use
this ability a number of rounds per day equal to her shaman
level, but these rounds do not need to be consecutive.

Ward of Flames (Su): The shaman touches a willing
creature (including herself) and grants a ward of flames.
The next time the warded creature is struck with a melee
attack, the creature making the attack takes 1d6 points of
fire damage + 1 point of fire damage for every 2 shaman
levels she possesses. This ward lasts for 1 minute, after
which it fades away if not already expended. At 8th and 16th
levels, the ward affects one additional attack. A creature
affected by this hex cannot be affected by it again for
24 hours.

Spirit Animal: The shaman’s spirit animal is surrounded
by animbus of flame that gives offlight like a candle. This
nimbus is warm to the touch, but doesn’t cause any damage.
The animal is immune to fire damage, but is vulnerable
to cold damage (Bestiary 305).

Spirit Ability: A shaman who chooses the flame spirit as
her spirit or wandering spirit gains the following ability.

Touch of Flame (Su): As a standard action, the shaman
can make a melee touch attack that deals 1d6 points of fire
damage +1 point for every 2 shaman levels she possesses. A
shaman can use this ability a number of times per day equal
to 3 +her Charisma modifier. At 11th level, any weapon she
wields is treated as a flaming weapon.

Greater Spirit Ability: A shaman who chooses the flame
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Fiery Soul (Su): The shaman gains fire resistance 10. In
addition, as a standard action she can unleash a 15-foot
cone of flame from her mouth, dealing 1d4 points of fire
damage per shaman level she possesses. A successful Reflex
saving throw halves this damage. The shaman can use this

ability three times per day, but she must wait 1d4 rounds
between uses.

True Spirit Ability: A shaman who chooses the flame
spirit as her spirit or wandering spirit gains the following
ability upon having access to the true version of that spirit.

Elemental Form (Su): As a standard action, the shaman
assumes the form of a Huge (or smaller) fire elemental, as
per elemental body IV, with a duration of 1 hour per level.
The shaman can use this ability once per day.

Manifestation: Upon reaching 2oth level, the shaman
becomes a spirit of flame. The shaman gains fire
resistance 30. She can also apply any one of the following
feats to any fire spell she casts without increasing the
spell’s level or casting time: Enlarge Spell, Extend Spell,
Silent Spell, or Still Spell. She doesn’t need to have these
feats to use this ability.

Heavens

A shaman who selects the heavens spirit has eyes that
sparkle like starlight, giving her an aura of otherworldliness.
When she calls upon one of this spirit’s abilities, her eyes
turn pitch black and the colors around her drain for a
brief moment.

Spirit Magic Spells: Color spray (1st), hypnotic pattern (2nd),
daylight (3rd), rainbow pattern (4th), overland flight (5th), chain
lightning (6th), prismatic spray (yth), sunburst (8th), meteor
swarm (g9th).

Hexes: A shaman who chooses the heavens spirit can
select from the following hexes.

Enveloping Void (Su): The shaman curses one creature
with the dark void. As a standard action, the shaman can
cause one enemy within 3o feet to treat the light level as two
steps lower: bright light becomes dim light, normal light
becomes darkness, and areas of dim light and darkness
become supernaturally dark (like darkness, but even
creatures with darkvision cannot see). This effect lasts
for a number of rounds equal to the shaman’s level. A
successful Will saving throw negates this effect. Whether
or not the save is successful, the creature cannot be the
target of this hex again for 24 hours.

Guiding Star (Su): Whenever the shaman can see the open
sky at night, she can determine her precise location and
can add both her Wisdom modifier and her Charisma
modifier on all Charisma-based skill checks. In addition,
once per night while outdoors, she can cast one spell as
if'it were modified by the Empower Spell, Extend Spell,
Silent Spell, or Still Spell feat without increasing the
spell’s casting time or level. The shaman doesn’t need
to possess these feats to use this ability.

Heaven’s Leap (Su): The shaman is adept at creating tiny
tears in the fabric of space, and temporarily stitching
them together to reach other locations through a limited,
one-way wormhole. As a standard action, the shaman can



designate herself or a single ally that she can see who is
within 30 feet of her. She can move that creature as if it
were subject to jester’s jaunt**. Once targeted by this hex,
the ally cannot be the target of this hex again for 24 hours.

Lure of the Heavens (Su): The shaman’s connection to the
skies above is so strong that her feet barely touch the ground.
At st level, she no longer leaves tracks. At sth level, she can
hover up to 6 inches above the ground or liquid surfaces. At
1oth level, the shaman gains the ability to cast fly (as per the
spell) for a number of minutes per day equal to her shaman
level. The duration does not need to be consecutive, but it
must be spent in 1-minute increments.

Starburn (Su): As a standard action, the shaman causes
one creature within 30 feet to burn like a star. The creature
takes 1d6 points of fire damage for every 2 levels the shaman
possesses and emits bright light for 1 round. A successful
Fortitude saving throw halves the damage and negates the
emission of bright light. The shaman can use this hex a
number of times per day equal to her Charisma modifier
(minimum 1), but she must wait 1d4 rounds between uses.

Spirit Animal: The flesh of the shaman’s spirit animal
accurately reflects the stars that would be visible in the
night sky, no matter where the animal is or the time of day.
It can thus be used as a star map. In addition, it gains a fly
speed of 5 feet; if the animal already has a fly speed, its fly
speed increases by 10 feet. While the animal is flying, a
small nimbus of light surrounds it.

Spirit Ability: A shaman who chooses the heavens spirit
as her spirit or wandering spirit gains the following ability.

Stardust (Sp): As a standard action, the shaman causes
stardust to materialize around one creature within 30 feet.
This stardust causes the target to shed light as a candle,
preventing it from gaining any benefit from concealment
or invisibility. The creature takes a—1 penalty on attack rolls
and sight-based Perception checks. This penalty on attack
rolls and Perception checks increases by 1 at 4th level and
every 4 levels thereafter, to a maximum of -6 at 2oth level.
This effect lasts for a number of rounds equal to 1/2 the
shaman’s level (minimum 1). Sightless creatures cannot be
affected by this ability. The shaman can use this ability a
number of times per day equal to 3 + her Charisma modifier.

Greater Spirit Ability: A shaman who chooses the
heavens spirit as her spirit or wandering spirit gains the
following ability upon having access to the greater version
of that spirit.

Void Adaptation (Su): The shaman gains darkvision out
to 6o feet. If she already has darkvision, the range instead
increases by 30 feet. In addition, the shaman can see in
supernatural darkness, is constantly under the effects of
endure elements, and doesn’t need to breathe.

True Spirit Ability: A shaman who chooses the heavens
spirit as her spirit or wandering spirit gains the following
ability upon having access to the true version of that spirit.

Phantasmagoric Display (Sp): The shaman can cast prismatic
wall and prismatic spray, each once per day, with a caster
level equal to her shaman level.

Manifestation: Upon reaching 2oth level, the shaman
becomes the spirit of heaven. She receives a bonus on
all saving throws equal to her Wisdom modifier. She
automatically stabilizes if she is reduced to fewer than o hit
points. She’s immune to fear effects, and she automatically
confirms all critical hits she threatens. If she dies, she’s
reborn 3 days later in the form of a star child, maturing
over the course of 7 days (as reincarnate).

Life
A shaman who selects the life spirit appears more vibrant
than most mortals. Her skin seems to glow, and her teeth
are a pearly white. When she calls upon one of this spirit’s
abilities, her eyes and hair shimmer in the light.

Spirit Magic Spells: Detect undead (1st), lesser restoration
(2nd), neutralize poison (3rd), restoration (4th), breath of life
(5th), heal (6th), greater restoration (7th), mass heal (8th), true
resurrection (gth).

Hexes: A shaman who chooses the life spirit can select
from the following hexes.

Curse of Suffering (Su): The shaman causes a creature
within 30 feet to take more damage from bleed effects and
causes its wounds to heal at a slower rate. When the cursed
creature takes bleed damage, it takes an additional 1 point
of bleed damage (even if the bleed is ability damage).
Furthermore, when the target is subject to an effect that
would restore its hit points, that effect restores only half
the normal amount of hit points. This curse lasts for a
number of rounds equal to the shaman’s level. A creature
affected by this hex cannot be affected by it again for
24 hours.

Deny Succor (Su): The shaman can place this hex on a
single creature within 30 feet. The target does not heal
damage from cure spells and does not benefit from any
spells or effects that remove conditions. This effect lasts
for a number of rounds equal to 1/2 the shaman’s level. A
successful Will saving throw negates this effect. Whether
or not the saving throw is successful, the creature cannot
be the target of this hex again for 24 hours.

Enhanced Cures (Su): When the shaman casts a cure spell,
the maximum number of hit points healed is based on
her shaman level, not the limit imposed by the spell. For
example, an 11th-level shaman with this hex can cast cure
light wounds to heal 1d8+11 hit points instead of the normal
1d8+5 maximum.

Life Link (Su): The shaman creates a bond between herself
and another creature within 30 feet. Each round at the start
of the shaman’s turn, if the bonded creature is wounded
for 5 or more hit points below its maximum hit points, it
heals 5 hit points and the shaman takes 5 points of damage.




The shaman can have one bond active per shaman level.
The bond continues until either the bonded creature dies,
the shaman dies, the distance between her and the bonded
creature exceeds 100 feet, or the shaman ends the bond as
an immediate action. If the shaman has multiple bonds
active, she can end as many as she wants with the same
immediate action.

Life Sight (Ex): The shaman can see the states of life, death,
and general health in those around her. When she uses
this ability, she can tell whether or not creatures within 30
feet of her that she can see are living, wounded, dying, or
dead. She can also tell if those creatures

are confused, disabled, diseased, nauseated, poisoned,
sickened, or staggered. At 12th level, when using life sight
she is able to sense all nearby living creatures; this ability
functions similarly to blindsight, but only for living
creatures within 30 feet of her. The shaman can use this
ability a number of rounds per day equal to her shaman
level, but these rounds do not need to be consecutive.

Spirit Animal: The shaman’s spirit animal appears
to be a beautiful and very healthy version of its species,
and seems especially vibrant and full oflife. Her animal
companion gains fast healing 1 (Bestiary 300); if the spirit
animal already has fast healing, its fast healing increases
by 1.

Spirit Ability: A shaman who chooses the life spirit as
her spirit or wandering spirit gains the following ability.

Channel (Su): The shaman can channel positive energy
like a cleric, using her shaman level as her effective cleric
level when determining the amount of damage healed
(or dealt to undead) and the DC. The shaman can use
this ability anumber of times per day equal to 1 + her
Charisma modifier.

Greater Spirit Ability: A shaman who chooses the
life spirit as her spirit or wandering spirit gains
the following ability upon having access to
the greater version of that spirit.

Healer’s Touch (Su): The shaman

gains a +4 bonus on Heal checks. As

a standard action, the shaman can

move up to halfher speed and touch
up to six dying creatures. Each creature

automatically stabilizes without the need for
a Heal check.

True Spirit Ability: A shaman who chooses
the life spirit as her spirit or wandering spirit
gains the following ability upon having access

to the true version of that spirit.

Quick Healing (Su): The shaman calls upon
her spirit to enhance the speed of her healing
abilities. This ability allows her to channel
positive energy or cast a cure spellasa
swiftaction. The shaman can use this
ability a number of times per day
equal to her Charisma bonus.
Manifestation: Upon
reaching 2oth level,

the shaman becomes

a perfect channel for

life energy. She gains
immunity to bleed, death
attacks, and negative energy,

as well as to the exhausted,
fatigued, nauseated, and sickened
conditions. Ability damage and



drain cannot reduce any of her ability scores to lower than 1.
She automatically succeeds at saving throws against massive
damage. When she is reduced to fewer than o hit points, she
doesn’t die until her negative hit point total exceeds double
her Constitution score.

Lore

A shaman who selects the lore spirit appears far wiser
and knowing that her age would suggest. Though she can
seem unassuming, her eyes give the impression that she
is peering deep into all she looks at, seeing the secrets of
the essential merely by concentrating.

Spirit Magic Spells: Identify (1st), tongues (2nd), locate
object (3rd), legend lore (4th), contact other plane (sth), mass
owl’s wisdom (6th), vision (7th), moment of prescience (8th),
time stop (gth).

Hexes: A shaman who chooses the lore spirit can select
from the following hexes.

Arcane Enlightenment (Su): The shaman’s native intelligence
grants her the ability to tap into arcane lore. The shaman
can add a number of spells from the sorcerer/wizard spell
list equal to her Charisma modifier (minimum 1) to the
list of shaman spells she can prepare. To cast these spells,
she must have an Intelligence score equal to at least 10 +
the spell’s level, but the saving throw DCs of these spells
are based on her Wisdom rather than Intelligence. When
she casts these spells, they are treated as divine rather than
arcane. Each time the shaman gains a level after taking
this hex, she can choose to replace one of these spells with
anew spell from the sorcerer/wizard spell list.

Benefit of Wisdom (Ex): The shaman relies on wisdom
rather than intellect to gain and retain knowledge. She
can use her Wisdom modifier instead of her Intelligence
modifier on all Intelligence-based skill checks.

Brain Drain (Su): As a standard action, the shaman
violently probes the mind of a single intelligent enemy
within 30 feet. The target can attempt a Will saving throw
to negate the effect. Ifit succeeds, it immediately knows
the source of the mental prying; otherwise, it’s wracked
with pain and takes 1d4 points of damage for every 2
levels the shaman possesses. On the round following
her successful use of this ability, the shaman can take
a full-round action to sort through the jumble of stolen
thoughts and memories and attempt a single Knowledge
check using the victim’s modifier for that skill. The
random stolen thoughts remain in the shaman’s mind
for a number of rounds equal to her Charisma modifier
(minimum 1), and she can treat the knowledge gained as
if she had used detect thoughts. This is a mind-affecting
effect. Once she successfully affects a creature, she cannot
use this hex on that creature again for 24 hours.

Confusion Curse (Ex): The shaman’s command oflore can
cause weaker minds to become mired in confusion. The

shaman chooses a single creature with an Intelligence of3
or more within 30 feet. That creature must succeed at a Will
saving throw or become confused for a number of rounds
equal to the shaman’s Charisma modifier (minimum 1).
Once affected by this hex, the creature cannot be the target
of this hex again for 24 hours.

Share Knowledge (Su): The shaman targets a single willing
ally within 30 feet and shares her knowledge and experience
with that target for a number of minutes equal to her
Charisma bonus. During that time, the subject knows the
languages that the shaman knows and uses the shaman’s
skill modifier on all Knowledge checks instead of’its own.
A creature affected by this hex cannot be affected by it
again for 24 hours.

Spirit Animal: The shaman’s spirit animal appears to
be quiet and unassuming. It gains a +2 bonus on Initiative
checks and a +4 bonus on Stealth checks.

Spirit Ability: A shaman who chooses the lore spirit as
her spirit or wandering spirit gains the following ability.

Monstrous Insight (Su): The shaman can identify creatures
and gain insight into their strengths and weaknesses. As
a standard action, the shaman can attempt a Knowledge
check to identify a creature and its abilities (using the
appropriate skill for the monster’s type) with an insight
bonus equal to her shaman level. Whether or not the check
is successful, she also gains a +2 insight bonus for 1 minute
on attack rolls made against that creature and a +2 insight
bonus to her AC against attacks made by that creature.
These bonuses last for 1 minute. The shaman can use
this ability a number of times per day equal to 3 + her
Charisma modifier.

Greater Spirit Ability: A shaman who chooses the lore
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Automatic Writing (Su): Once per day, the shaman can
spend 10 minutes in uninterrupted meditation to tap into
greater understanding. During this period, her hands
produce mysterious writings pertaining to the future. This
writing takes the form of divination with 9o% effectiveness.
The shaman can use this ability an additional time per day
at 12th, 16th, and 20th levels.

True Spirit Ability: A shaman who chooses the lore spirit
as her spirit or wandering spirit gains the following ability
upon having access to the true version of that spirit.

Perfect Knowledge (Ex): The shaman gains the benefit
of the tongues spell permanently. She also gains a +10
competence bonus on all Knowledge, Linguistics, and
Spellcraft checks.

Manifestation: Upon reaching 2o0th level, the shaman
becomes an unending font of knowledge and lore. She can
take 20 on all Knowledge checks, including checks for
skills in which she isn’t trained. Her understanding of the
fundamental underpinnings of reality has also become so




advanced that she can cast wish once per day. This doesn’t
require a material component, but the wish cannot be used
to grant ability score bonuses or to replicate spells with
expensive material components.

Nature

A shaman who selects the nature spirit takes on an
appearance that reflects the aspect of the natural world
she has the closest connection to. A nature shaman from
the forest has a green tinge to her skin and hair, with eyes of
sparkling emerald and the scent of green leaves and flowers
about her. A nature shaman from the tundra is typically
alabaster pale, with platinum hair and crystal blue eyes,
and her skin always seems strangely cold.

Spirit Magic Spells: Charm animal (1st), barkskin (2nd),
speak with plants (3rd), grove of respiteA*® (4th), awaken (5th),
stone tell (6th), creeping doom (7th), animal shapes (8th), world
wavet*< (gth).

Hexes: A shaman who chooses the nature spirit can
select from the following hexes.

Entangling Curse (Su): The shaman entangles a creature
within 30 feet for a number of rounds equal to the shaman’s
Charisma modifier (minimum 1). A successful Reflex
saving throw negates this effect. Whether or not the save
is successful, the creature cannot be the target of this hex
again for 24 hours.

Erosion Curse (Su): The shaman summons the powers of
nature to erode a construct or an object within 30 feet. This
erosion deals 1d6 points of damage per 2 shaman levels,
ignoring hardness and damage reduction. Ifused againsta
construct or an object in another creature’s possession, the
construct or the creature possessing the object can attempt
a Reflex saving throw to halve the damage. Once an object
or a construct is damaged by this erosion, it cannot be the
target of this hex again for 24 hours.

Friend to Animals (Su): The shaman can spontaneously cast
summon nature’s ally spells, as per the druid’s spontaneous
casting. In addition, all animals within 30 feet of the
shaman receive a sacred bonus on all saving throws equal
to the shaman’s Charisma bonus.

Speak with Animals (Ex): Choose a specific kind of animal:
eagle, fox, dog, and so on. The shaman gains the ability to
converse with that kind of animal as if she were under the
effects of speak with animal. The shaman gains the ability to
communicate with an additional kind of animal for every
3 shaman levels she possesses (two kinds at 3rd level, three
at 6th, and so on, to a maximum of seven at 18th level).

Stormwalker (Su): The shaman can move through
nonmagical fog, rain, mist, snow, and other environmental
effects without penalty (see Weather, Core Rulebook 437).
She is never slowed by such effects, and she doesn’t need
to attempt Acrobatics checks to move across such surfaces.
She can also move through magical environmental effects

that she created. At 10th level, the shaman can see twice as
far as normal through environmental effects, whether or
not they are magical in nature.

Spirit Animal: The shaman’s spirit animal looks feral,
and appears to be in peak physical form. The animal can
move through any sort of undergrowth or natural difficult
terrain at its normal speed without taking damage or
suffering any other impairment. If the animal has a fly
speed, it can ignore the penalty on Fly checks for winds
up to windstorm strength (Core Rulebook 439).

Spirit Ability: A shaman who chooses the nature spirit as
her spirit or wandering spirit gains the following ability.

Storm Burst (Su): As a standard action, the shaman causes
a small storm of swirling wind and rain to form around
one creature within 3o feet. This storm causes the target
to treat all foes as if they had concealment, imposing
a 20% miss chance for 1 round plus 1 round for every
4 shaman levels she possesses. The shaman can use this
ability a number of times per day equal to 3 + her Charisma
modifier. At 11th level, any weapon she wields is treated as
a thundering weapon.

Greater Spirit Ability: A shaman who chooses the nature
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Spirit of Nature (Su): Whenever the shaman is reduced to
fewer than o hit points, she automatically stabilizes and
gains fast healing 1 for 1d4 rounds. At 15th level, this benefit
increases to fast healing 3.

True Spirit Ability: A shaman who chooses the nature
spirit as her spirit or wandering spirit gains the following
ability upon having access to the true version of that spirit.

Companion Animal (Su): The shaman’s spirit animal takes
the form of an animal companion (Core Rulebook 51) of
her choice, using her shaman level as her effective druid
level. The animal retains all the special abilities and the
Intelligence score of the spirit animal, but also has the
statistics and abilities of an animal companion. If the
animal is dismissed, is lost, or dies, it can be replaced in
the same way as a normal spirit animal can be.

Manifestation: Upon reaching 2o0th level, the shaman
becomes a spirit of nature. Once per day, she can surround
herself with an organic cocoon of silk as a full-round action.
While enclosed in the cocoon, she’s considered helpless.
Eight hours later, she emerges, having changed her type to
plant, animal, or humanoid, and having gained superficial
physical characteristics of the chosen type as appropriate
(Bestiary 306—310). She must choose a type that is different
from her current type. This effect doesn’t alter her Hit
Dice, hit points, saving throws, skill ranks, class skills, or
proficiencies. The effect is permanent until the shaman
chooses to transform again. Each time she transforms, the
shaman is cleansed ofall poisons and diseases, restored to
full hit points, and healed of all ability damage.



Stone

The skin of a shaman who selects the stone spirit takes on
a rough, stony appearance. When the shaman calls upon
one of this spirit’s abilities, tiny gemstones underneath
her flesh pulse with a bright glow, like phosphorescent
geodes glittering in a dark cave.

Spirit Magic Spells: Magic stone (1st), stone call**¢ (and), meld
into stone (3rd), wall of stone (4th), stoneskin (5th), stone tell (6th),
statue (7th), repel metal and stone (8th), clashing rocks**¢ (gth).

Hexes: A shaman who chooses the stone spirit can select
from the following hexes.

Crystal Sight (Ex): The shaman sees through stone, earth,
or sand as easily as if it were transparent crystal. Her gaze
can penetrate a number of feet equal to her shaman level
(or anumber of inches equal to her shaman level of metal).
The shaman can use this ability a number of rounds per
day equal to her shaman level, but these rounds do not
need to be consecutive.

Lodestone (Su): The shaman causes one creature within
30 feet to become heavy and lethargic. The creature is treated
as if it were carrying a medium load (see Table 7—5 on page
171 of the Core Rulebook). If the creature is already carrying
a medium load, it is instead treated as if it were carrying
a heavy load. If the creature is carrying a heavy load, its
maximum Dexterity bonus to AC is reduced to +o, it takes
a —g armor check penalty, and its movement speeds are
reduced to 5 feet. The effect lasts for a number of rounds
equal to the shaman’s level. A successful Will saving throw
negates this effect. Whether or not the save is successful, the
creature cannot be the target of this hex again for 24 hours.

Metal Curse (Su): The shaman causes a creature within
30 feet to become slightly magnetic until the end of the
shaman’s next turn. Whenever the creature is attacked
with a melee or ranged weapon constructed primarily of
metal, it takes a —2 penalty to AC. At 8th and 16th levels,
the penalty increases by —2 and the duration increases by
1 round. Once affected, the creature cannot be the target
of this hex again for 24 hours.

Stone Stability (Ex): The shaman receives a +4 bonus to
her CMD when resisting bull rush or trip attempts as
long as she is standing on the ground. At 5th level, the
shaman receives Improved Trip as a bonus feat. At 10th
level, the shaman receives Greater Trip as a bonus feat.
The shaman does not need to meet the prerequisites of
these feats.

Ward of Stone (Su): The shaman touches a willing creature
(including herself) and grants a ward of stone. The next
time the warded creature is struck with a melee attack, it
is treated as if it has DR 5/adamantine. This ward lasts for
1 minute, after which it fades away if not already expended.
At 8th and 16th levels, the ward lasts for one additional
attack. A creature affected by this hex cannot be affected
by it again for 24 hours.

Spirit Animal: The shaman’s spirit animal looks as
though it’s made out of earth and stone, with tiny gemstones
embedded in its flesh. The animal gains DR 5/adamantine.

Spirit Ability: A shaman who chooses the stone spirit as
her spirit or wandering spirit gains the following ability.

Touch of Acid (Su): As a standard action, the shaman can make
a melee touch attack that deals an amount of acid damage
equal to 1d6 points + 1 point for every 2 shaman levels she
possesses. A shaman can use this ability a number of times
per day equal to 3 + her Charisma modifier. At 11th level,
any weapon she wields is treated as a corrosive’* weapon.

Greater Spirit Ability: A shaman who chooses the stone
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Body of Earth (Su): The shaman gains DR 2/adamantine.
This DR increases by 1 for every 4 levels beyond 8th the
shaman possesses. In addition, as a standard action, she
can cause jagged pieces of stone to explode from her body
in a 10-foot-radius burst, dealing 1d6 points of piercing
damage per 2 shaman levels she possesses. A successful
Reflex saving throw halves this damage. The shaman can
use this ability three times per day, but she must wait 1d4
rounds between uses.

True Spirit Ability: A shaman who chooses the stone
spirit as her spirit or wandering spirit gains the following
ability upon having access to the true version of that spirit.

Elemental Form (Su): As a standard action, the shaman
assumes the form of a Huge (or smaller) earth elemental,
as elemental body IV, with a duration of 1 hour perlevel. The
shaman can use this ability once per day.

Manifestation: Upon reaching 2o0th level, the shaman
becomes abeing of'acid and earth. The shaman gains acid
resistance 30. She can also apply any one of the following
feats to any acid or earth spell she casts without increasing
the spell’s level or casting time: Enlarge Spell, Extend Spell,
Silent Spell, or Still Spell. She doesn’t need to possess these
feats to use this ability.

Waves
A shaman who selects the waves spirit has a fluid grace
that exhibits itself whenever she moves. When she calls
upon one of this spirit’s abilities, floating orbs dance about
her, sublimating between icy crystals, misty vapors, and
globules of water.

Spirit Magic Spells: Hydraulic push?*® (1st), slipstream**¢
(2nd), water breathing (3rd), wall of ice (4th), geyser®*© (sth), fluid
formA?¢ (6th), vortex*¢ (7th), seamantle?*S (8th), tsunami®*c (gth).

Hexes: A shaman who chooses the waves spirit can select
from the following hexes.

Beckoning Chill (Su): The shaman causes one creature
within 30 feet to become more susceptible to the sapping
powers of cold for 1 minute. When a creature takes cold
damage while under this effect, it is entangled for 1 round.




If the creature takes cold damage while already entangled
by beckoning chill, the duration of the entangled condition
increases by 1 round. Once affected, the creature cannot be
the target of this hex again for 24 hours.

Crashing Waves (Su): The force of a waves shaman’s water
spells can bring even the mightiest foes to the ground.
When the shaman casts a spell with the water descriptor,
she does so at 1 caster level higher. If that spell deals
damage, the target must succeed at a Fortitude saving
throw or be knocked prone. At 8th level, the shaman casts
water spells at 2 caster levels higher. At 16th level, her
ability to knock creatures prone extends to any spell that
deals damage.

Fluid Magic (Su): The shaman’s magic is not constrained
by the reservoirs of magic that hold others back. She is able
to prepare her spirit magic spells in her regular spell slots.
Ifthe shaman changes her wandering spirit, any prepared
spirit magic spell belonging to that spirit becomes an
open spell slot.

Mist’s Shroud (Su): The shaman touches a willing creature
(including herself) and enshrouds that creature in mist.
This grants the creature concealment, as per the blur spell.
The mist dissipates after it causes an attack to miss because
of concealment or after 1 minute, whichever comes first.
At 8th and 16th levels, the mist lasts for one additional
attack. A creature affected by this hex cannot be affected
by it again for 24 hours.

Water Sight (Su): The shaman sees through fog and
mist without penalty as long as there is enough light to
otherwise allow her to see normally. At 7th level, she can
use scrying, with any calm pool of water that’s at least 1
foot in diameter as the sole focus. At 15th level, this ability
functions as greater scrying. She can use these abilities fora
number of rounds per day equal to her shaman level, but
these rounds do not need to be consecutive.

Spirit Animal: The skin of the shaman’s spirit animal
constantly distorts, much as a pond’s surface ripples
when drops of water fall gently onto it. The animal gains
Mobility as a bonus feat. The animal doesn’t need to meet
the prerequisites for this feat. In addition, the animal can
breathe underwater.

Spirit Ability: A shaman who chooses the waves spirit as
her spirit or wandering spirit gains the following ability.

Wave Strike (Su): As a standard action, the shaman can
perform a melee touch attack that drenches a creature
and pushes it away. The opponent takes 1d6 points of
nonlethal damage + 1 point for every 2 shaman levels the
shaman possesses and is pushed 5 feet directly away from
the shaman. This movement does not provoke attacks of
opportunity. A shaman can use this ability a number of
times per day equal to 3 + her Charisma modifier. At 11th
level, any melee weapon she wields is treated as if it had
the quenching® special ability.

Greater Spirit Ability: A shaman who chooses the waves
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Fluid Mastery (Su): The shaman gains a swim speed equal
to her base land speed, as well as the ability to breathe
underwater. In addition, she can unleash a torrent of ice
and water from her hands in a 15-foot cone as a standard
action. This torrent deals 1d4 points of cold damage per 2
shaman level she possesses, and pushes affected creatures
back 5 feet directly away from the shaman. A successful
Reflex saving throw halves the damage and negates the
push. The shaman can use this ability three times per day,
but she must wait 1d4 rounds between uses.

True Spirit Ability: A shaman who chooses the waves
spirit as her spirit or wandering spirit gains the following
ability upon having access to the true version of that spirit.

Elemental Form (Su): As a standard action, the shaman
assumes the form of a Huge (or smaller) water elemental,
as elemental body IV, with a duration of 1 hour perlevel. The
shaman can use this ability once per day.

Manifestation: Upon reaching 2oth level, the shaman
becomes a master of cold and water. The shaman gains cold
resistance 30. She can also apply any one of the following
feats to any cold or water spell she casts without increasing
the spell’slevel or casting time: Enlarge Spell, Extend Spell,
Silent Spell, or Still Spell. She doesn’t need to possess these
feats to use this ability.

Wind
A shaman who selects the wind spirit appears windswept,
and her movements seem lithe and carefree.

Spirit Magic Spells: Alter winds**® (1st), gust of wind (2nd),
cloak of winds**¢ (3rd), river of wind**< (4th), control winds
(5th), sirocco®*© (6th), control weather (7th), whirlwind (8th),
winds of vengeance**© (gth).

Hexes: A shaman who chooses the wind spirit can select
from the following hexes.

Air Barrier (Su): The shaman creates an invisible shell of
air that grants her a +4 armor bonus to AC. At yth level and
every 4 levels thereafter, this bonus increases by 2. At 13th
level, this barrier causes incoming arrows, rays, and other
ranged attacks requiring an attack roll against her to suffer
a 50% miss chance. The shaman can use this barrier for
1 hour per shaman level. This duration does not need to
be consecutive, but it must be spent in 1-hour increments.

Sparking Aura (Su): The shaman causes a creature within
30 feet to spark and shimmer with electrical energy. Though
this effect does not harm the creature, it does cause the
creature to emit light like a torch, preventing it from gaining
any benefit from concealment or invisibility. Furthermore,
while the aura lasts, whenever the target is hit with a metal
melee weapon, it also takes an amount of electricity damage
equal to the shaman’s Charisma bonus. The sparking aura



lasts 1 round for every 2 shaman levels the shaman possesses.
A creature affected by this hex cannot be affected by it again
for 24 hours.

Vortex Spells (Su): Whenever the shaman confirms a
critical hit against an opponent with a spell, the target is
staggered for 1 round. At 11th level, the duration increases
to 1d4 rounds.

Wind Sight (Su): The shaman ignores the penalties on
Perception checks caused by wind and the first 100 feet of
distance. At yth level she can, as a standard action, hear or
see into any area—as clairaudience or clairvoyance, using that
spell’s range—provided air can travel between the shaman
and the target area via an unobstructed path. This doesn’t
require line of effect, meaning the path can turn corners
and go through spaces as narrow as 1 inch in diameter.
The shaman can use this ability a number of rounds per
day equal to her shaman level, but these rounds do not
need to be consecutive.

Wind Ward (Su): The shaman can touch a willing creature
(including herself) and grant a ward of wind. This ward
lasts for a number of rounds equal to the shaman’s level.
When a warded creature is attacked with an arrow, ray, or
other ranged attack that requires an attack roll, that attack
suffers a 20% miss chance. At 8th level, the ward lasts for 1
minute for every shaman level the shaman possesses. At 16th
level, the miss chance increases to 50%. Once affected, the
creature cannot be the target of this hex again for 24 hours.

Spirit Animal: The shaman’s spirit animal crackles
with electrical energy when it moves, giving off light like
a candle. This electricity deals no damage to the animal
or any creature that touches the animal. The animal gains
electricity resistance 10.

Spirit Ability: A shaman who chooses the wind spirit as
her spirit or wandering spirit gains the following ability.

Shocking Touch (Su): As a standard action, the shaman
can make a melee touch attack that deals 1d6 points of
electricity damage + 1 point for every 2 shaman levels she
possesses. A shaman can use this ability a number of times
per day equal to 3 + her Charisma modifier. At 11th level,
any weapon she wields is treated as a shocking weapon.

Greater Spirit Ability: A shaman who chooses the wind
spirit as her spirit or wandering spirit gains the following
ability upon having access to the greater version of that spirit.

Spark Soul (Su): The shaman gains electricity resistance
10. In addition, as a standard action she can unleash a 20-
foot line of sparks from her fingertips, dealing 1d4 points
of electricity damage per shaman level she possesses. A
successful Reflex saving throw halves this damage. The
shaman can use this ability three times per day, but she
must wait 1d4 rounds between uses.

True Spirit Ability: A shaman who chooses the wind
spirit as her spirit or wandering spirit gains the following
ability upon having access to the true version of that spirit.

Elemental Form (Su): As a standard action, the shaman
assumes the form of a Huge (or smaller) lightning
elemental®, as per elemental body IV, with a duration of
1hour perlevel. The shaman can use this ability once per day.

Manifestation: Upon reaching 2oth level, the shaman
becomes a being of air and electricity. The shaman gains
electricity resistance 30. She can also apply any one of
the following feats to any air or electricity spell she casts
without increasing the spell’s level or casting time: Enlarge
Spell, Extend Spell, Silent Spell, or Still Spell. She doesn’t
need to possess these feats to use this ability.

SPIRIT ANIMAL

By communing with the incredible powers of her spirit,
the shaman forges a cherished bond with one specific
servant of that spirit, known as a spirit animal. A spirit
a