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he greatest beauty of roleplaying is its complete lack

of limitations. If you can imagine it—or if any of your

friends can—you can do it, and magic, strange worlds,
supernatural monsters, and legendary heroics are its stock
in trade. In the Pathfinder Roleplaying Game, all of these
elements combine to weave a tapestry of fantasy gaming
that is at once classic and new.

Yet this lack of limitations also means that no single
book can serve every possible variation. At 576 pages, the
Pathfinder RPG Core Rulebook is an expertly distilled guide
to playing the classic fantasy characters that have thrived
for decades around gaming tables everywhere. But there
are still new ideas waiting in the wings, new characters
waiting to burst free and take the stage.

Packed full of new classes, feats, spells, magic items,
prestige classes, and much more, every page of this book
bursts with inventive new subsystems and customization
techniques to add to the game and help you best utilize the
rules already presented in the Core Rulebook. For players,
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this book is both a launch pad for hundreds of brand
new characters and a chance to upgrade and customize
existing ones, with new rules to more closely realize
your creative visions. Yet Game Masters can gain just
as much, and not just from creating more innovative
and interesting NPCs—here also are numerous new ways
to challenge and bedevil your players or, if you're feeling
magnanimous, reward them with new magic items and
never-before-seen spells, or perhaps valuable hero points
that they can use to swing an encounter in their favor.
Don't let the name fool you: while this book may be
titled the Pathfinder RPG Advanced Player’s Guide, the rules
contained herein have been rigorously designed and
tested to be both fun and simple to use, a toolkit that can
be combed through at length or flipped open casually at
the gaming table for inspiration. Even novice players will
find things in here to customize their characters or spark
ideas for a brand new hero, whether it’s feats to help them
play a deadly longbow sniper or variant class archetypes
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to effectively model a monk from a favorite martial arts
film. Experienced players should also appreciate both the
six new classes and the wealth of options that give a fresh
take on the classic 11 adventuring roles.

Navigating This Book

This book is organized in much the same way as the Core
Rulebook, with each chapter containing rules grouped
together by theme for ease of reference. Presented below is
a brief overview of each chapter and a taste of the new rules
and options you can expect to find within. Additionally,
the index located on page 334 should assist you in locating
specific topics quickly and easily.

Chapter 1—Races: This chapter takes an in-depth look
at all 7 of the base races from the Core Rulebook: dwarves,
elves, gnomes, halflings, half-elves, half-orcs, and humans.
Each race section includes alternate racial traits, allowing
you to customize your characters’ abilities to reflect their
individual heritage, as well as new favored class bonuses
and specific ideas to help get you started playing a character
of any given race and class combination.

Chapter 2—Classes: This chapter presents six new
base classes. These base classes are just as powerful as the
core classes found in the Core Rulebook, though they are
generally assumed to be less common in the world (unless
a Game Master decides otherwise). Each of the six new
classes is fully compatible with the existing class system,
and features both new abilities and new approaches to
game play and interparty dynamics. The alchemist uses
special potions called extracts to cast spells and a variety
of other concoctions to grant him special powers. The
cavalier is a mounted hero, using his skill with a sword,
keen grasp of tactics, and commanding presence to achieve
his goals. The inquisitor is a canny soldier of faith, rooting
out a religion’s enemies from both without and within.
The oracle is a reluctant pawn of strange powers, using
her divine gifts toward ends even she may not understand,
while the summoner binds himself'to a powerful outsider
called an eidolon, lured in from across the gulf of worlds.
Finally, the witch is a daring bargainer granted a wide
variety of spells and hexes from a mysterious patron.

In addition to these new classes, this chapter also includes
a host of new features and variant rules for the 11 core classes
from the Core Rulebook, helping players and Game Masters
to use these classes in new and exciting ways, from the
urban ranger and the shining knight paladin to the acrobat
rogue and the elementalist wizard. Many of these options
can easily be incorporated into existing characters or used
as the basis for entirely new heroes.

Chapter 3—Feats: This chapter contains new feats that
can be taken by any character, including new combat
feats, metamagic feats that give spellcasters unusual and
exciting ways to cast their spells, and teamwork feats
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which offer characters powerful new effects—provided
they can work together. Many of the new classes and core
class expansions presented in Chapter 2 make extensive
use of the new feats found in this chapter.

Chapter 4—Gear: Spells are expensive, and sometimes
all you need is a really well-made tool. Presented here is
a wide variety of nonmagical equipment designed to help
characters survive out in the dangerous world, including
new weapons, armor, and specialized tools. This chapter
also includes a large assortment of new alchemical items,
such as liquid ice and weapon blanche.

Chapter 5—Spells: This massive chapter contains a
treasure trove of new spells for every magical adventurer in
the game—whether of the core classes or the new base classes
presented in Chapter 2—as well as new spell lists for all of the
classes and some of the new variant options.

Chapter 6—Prestige Classes: Included in this chapter
are eight bold new prestige classes to help characters
focus their advancement: the battle herald, the holy
vindicator, the horizon walker, the master chymist, the
master spy, the nature warden, the rage prophet, and
the stalwart defender. Some of these prestige classes are
designed to work specifically with the new classes from
Chapter 2, while others can be taken by any character that
meets the prerequisites.

Chapter 7—Magic Items: New magic items of every type
fill this chapter, from weapons, armors, rings, rods, staves,
and wondrous items to cursed items and artifacts. Each
item comes complete with rules for using it in the game,
tables for random generation, information on how to
construct it, and more.

Chapter 8—New Rules: This chapter explodes with new
rules for use with your game, beginning with four new
combat maneuvers that any character can attempt. Dirty
trick allows you to impose a penalty on your foe, while
drag allows you to pull a character behind you, reposition
lets you shift enemies around on the battlefield, and steal
lets you take a small item from your enemy in the middle
of a fight. Following these combat maneuvers are complete
rules for using hero points, an optional subsystem which
allows characters to gain an edge when they need it most.
Finally, this chapter includes rules for traits—minor
bonuses that players can select during character creation
to reflect their background and history—as well as a
thorough list of sample base traits that characters can
choose from.

No matter how experienced you are with the game,
whether you're a player or a Game Master, the Advanced
Player’s Guide has something for you. From gear and spells
to entirely new classes, the following pages hold a wealth of
new options to explore—and in turn, to use to inspire your
game and continue expanding the horizons of your world.

After all, the possibilities are limitless.
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ilthy runts,” Harsk
grunted, fending off

he wild swing of a goblin
wearing a grass skirt.

“Look who’s talking,”
Merisiel countered. All
around them, screeching,
wide-mouthed terrors
were bursting in from side
caverns or crawling out from
underneath boxes and tables. §

“I don’t think they’re so bad,” {5
Lini offered cheerfully. “Just
misunderstood.” In one hand,
her scythe glowed with a swirl
of colors that held three more
goblins transfixed, enraptured

| by the show. With her free

{ hand, she calmly plucked one
of Merisiel’s throwing knives

| and slit a goblin’s throat.
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RACES

The choice of character race is foundational to designing

a character, whether you want to work within established
archetypes for that race or to intentionally play against
them. Working with racial archetypes can be achieved
with a bit of roleplaying—whether developing a unique
personality and style for every character or adopting one
as clichéd as a surly dwarf fighter with a huge axe and a
tankard of ale. The seven player character races in the
Pathfinder RPG—dwarves, elves, gnomes, half-elves,
half-orcs, halflings, and humans—are no more uniform
than are humans in the real world. This chapter is meant
to offer game rules and options for how to reflect that
diversity of attitude, heritage, and experience and how
it affects the way the races interact with the various
adventuring careers presented in the Pathfinder RPG
core rules.

RACIALATTITUDES

The following race discussions describe the general
attitudes held by each race toward the 11 base classes in the
Pathfinder RPG Core Rulebook and the six new base classes
introduced here in the Advanced Player’s Guide. Humans
tend to fit easily into every class, while other races favor
some occupations much more highly than others, with a
handful of classes earning the contempt and suspicion
of certain races. These expanded looks at racial attitudes
can help give definition and depth to each race and spark
ideas for how and why members of that race might be
inclined to pursue one class rather than another, or what
challenges they might face in adopting a career that goes
against the grain of their society.

These attitudes should never be considered restrictions
on what classes players may choose, regardless of their
characters’ race, nor are they a prescription that demands
player characters think or act a certain way toward
members of a class described as being highly favored (or
highly disfavored) by members of their race. As always,
players are the ones in charge of their own characters.
These attitudes instead describe the common attitudes
of typical NPC members of their race and the values and
attitudes their characters may have been raised with.
Characters can learn these typical attitudes about their
class with a DC 10 Knowledge (local) check (DC 5 for
attitudes of their own race).

RACIAL TRAITS

The following race discussions also describe alternate
racial traits for each character race. It is important to note
that these racial traits are not the same as the trait rules
found in Chapter 8 of this book (and originating in other

T S
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Pathfinder products). Those traits are effectively half-
feats, intended to tie characters to the specific nations,
cultures, regions, and races of the Golarion campaign
world. Racial traits, on the other hand, are those racial
abilities described at the bottom of each race’s descriptive
page in Chapter 2 of the Pathfinder RPG Core Rulebook.
Some races have few racial traits, like half-orcs and
humans. Others, like dwarves and gnomes, have many.
All of these racial traits represent typical members of
the race and the kinds of special abilities they gain from
their heritage, whether from biology, racial attitudes, or
otherwise.

This chapter also contains a list of alternate class
features for each race. Some of them play on racial
archetypes not reflected in the standard racial traits, like
a gnome’s love of languages or tinkering or a halfling’s
mastery of thrown items or of slipping through a
battlefield underthe feet oflargerraces. In order to choose
one of these racial traits, you must exchange one or more
of the existing racial traits available to your character.
These racial traits replace a character’s normal racial
traits; they are not abilities gained in addition to them. In
many cases, racial abilities are exchanged on a one-to-one
basis; you give up one racial ability from the Core Rulebook
to gain one presented in this book. In other cases, you
may have to exchange more than one racial trait to take
one of these alternate racial traits. For example, a gnome
may eschew the militant path and exchange defensive
training and hatred for the gift of tongues, while other
magic-using gnomes might forgo the traditional gnome
specialty of illusion magic to become a magical linguist
or even a pyromaniac.

You can exchange one or several of your character’s
normal racial traits, but of course you cannot exchange
the same racial trait more than once. If a human
exchanges the skilled trait to become either a child of the
fields or a child of the street, she cannot exchange it twice
to take both new traits. However, she could choose one of
those as an alternate racial trait while also exchanging
her bonus feat racial trait to gain an eye for talent.

As with any alternate or optional rule, you must first
get the permission of your GM to exchange any of your
character’s normal racial traits for those in this chapter.

RACIAL FAVORED CLASSES

The final section for each racial discussion describes
alternative benefits for members of that race taking certain
classes as a favored class. The normal benefit of having a
favored class is simple and effective: your character gains
one extra hit point or one extra skill rank each time she
gains a level in that class (or in either of two classes, if she
is a half-elf). The alternate favored class abilities listed
here may not have as broad an appeal as the standard
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choices. They are designed to reflect flavorful options
that might be less useful in general but prove handy in
the right situations or for a character with the right focus.
Most of them play off racial archetypes, like a half-orc’s
toughness and proclivity for breaking things or elven
grace and finesse.

In most cases, these benefits are gained on a level-by-
level basis—your character gains the specified incremental
benefit each time she gains a level. Unless otherwise
noted, these benefits always stack with themselves. For
example, a human with paladin as a favored class may
choose to gain 1 point of energy resistance each time she
gains a level; choosing this benefit twice increases this
resistance bonus to 2, 10 times raises it to 10, and so on.

In some cases this benefit may eventually hit a fixed
numerical limit, after which selecting that favored class
benefit has no effect. Of course, you can still select the
bonus hit point or skill rank as your favored class benefit,
so there is always a reward for sticking with a favored class.

Finally, some of these alternate favored class benefits
only add +1/2, +1/3, +1/4, or +1/6 to a roll (rather than +1)
each time the benefit is selected; when applying this result
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to the die roll, round down (minimum o). For example, a
dwarf with rogue as his favored class adds +1/2 to his trap
sense ability regarding stone traps each time he selects the
alternate rogue favored class benefit; though this means
the net effect is +o after selecting it once (because +1/2
rounds down to +0), after 20 levels this benefit gives the
dwarf'a +10 bonus to his trap sense (in addition to the base
value from being a 2oth-level rogue).

As in the previous section, what is presented here is a
set of alternative benefits that characters of each race may
choose instead of the normal benefits for their favored
class. Thus, rather than taking an extra hit point or an
extra skill rank, players may choose for their characters
to gain the benefit listed here. This is not a permanent
or irrevocable choice; just as characters could alternate
between taking skill ranks and hit points when they
gain levels in their favored class, these benefits provide
a third option, and characters may freely alternate
between them.

As with any alternate or optional rule, consult with your
GM to determine whether exchanging normal favored
class benefits for those in this chapter will be allowed.
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DWARVES

Known as skilled craftsmen, fierce warriors, and pious

clerics, members of the dwarven race prove just as diverse
as the human folk who dwell on the surface. Certainly
fewer of their number turn to the arcane arts than do elves,
but a number of powerful sorcerer and wizard clans are
found within the dwarven ranks. Likewise, some dwarves
turn to thievery and cunning, taking up the role of rogue
OT even assassin.

In addition to this diversity in profession, dwarves are
more varied in their backgrounds than they might first
appear. Not every dwarf lives so close to the surface and
receives training to fight against giants. Similarly, some
dwarves did not come of age fighting against goblins and
orcs, instead facing other, equally menacing foes. Such
dwarves might have different racial traits than those who
are raised in a more traditional lifestyle.

DWARF ADVENTURERS

Dwarves who chose to become adventurers tend to be
martial characters, from berserk barbarians to hammer-
wielding clerics. Regardless of their chosen professions,
dwarven adventurers are always ready for a fight.

Alchemist: While many respected dwarves practice
alchemy, few take on the role of alchemist—except in the
interest of creating magical beers. Dwarves see alchemists
as odd folk, best to be avoided though still respected.

Barbarian: Although their kin usually call them
berserkers, dwarf barbarians are a valuable part of
many dwarven armies. Those who strike out on their
own to become adventurers do so in search of greater
challenges.

Bard: Dwarves value their long and glorious history
above all else. Dwarf’bards often receive intense training in
their history, reciting tales and ballads that recount their
past. Of course, every dwarven bard also knows at least a
dozen bawdy drinking songs.

Cavalier: Dwarf cavaliers are almost unheard of; the few
dwarven cavaliers are almost exclusively surface dwellers,
riding on ponies or even giant boars. Not surprisingly,
many dwarves see cavaliers as odd folk, not to be trusted.

Cleric: Dwarves have a close connection with their gods
and a long tradition of producing powerful and influential
clerics. Dwarves selected for a life of devotion are trained
from an early age, but after training, they are free to
explore the world and spread the faith.

Druid: The general lack of flora below ground leads few
dwarves to take up the druid’s call. Those who find a bond
with nature are either drawn to subterranean forms of life
or move to the surface to adopt the environments that land
has to offer.

T S

Fighter: Dwarf fighters hold a position of respect and
authority in most dwarven cultures. They are a necessity
oflife in the harsh environments underground, and many
dwarves are trained in martial combat from a young age.

Inquisitor: Although not unheard of, dwarves rarely
commit treason against their own people. As a result, the
few dwarves who take up the mantle of inquisitor spend
most of their time traveling the world to protect their
people from outside threats.

Monk: While many dwarves possess the discipline to
take on the role of monk, most turn to more traditional
forms of combat that employ heavy armor and a trusty axe.
Most dwarf monks congregate in small enclaves of like-
minded individuals.

Oracle: Most dwarf oracles draw their power from the earth
around them or the spirits of their ancestors, making them
respected members of dwarven society. While they are not
venerated like the clergy, dwarf oracles are often consulted
in times of crisis and called on for aid in times of war.

Paladin: Few dwarves aspire to paladinhood. Blending
both devotion and martial skill, dwarf'paladins are just as
likely to be crusaders for dwarven interests as defenders
guarding dwarven strongholds.

Ranger: Dwarves are renowned for holding grudges. It
should come as no surprise that a number of dwarves decide
to become rangers focused on destroying the enemies of
their people.

Rogue: Dwarves who turn to the art of subterfuge tend
to focus on working with traps and surprising enemies
rather than pickpocketing and double-talk.

Sorcerer: Dwarven society prizes those few among them
who draw their power from benevolent or noble bloodlines,
but shun those tainted by darker influences.

Summoner: Most dwarves do not understand the
powerful bond between a summoner and his eidolon,
making this a rare profession for the stout folk. The
eidolons of dwarf summoners often look similar to earth
elementals or iron golems.

Witch: Members of dwarven society who form a pact with
a familiar and take on the title of witch do so in secrecy.
Their kin are distrustful of such agreements, preferring
instead to rely upon the power of their deities.

Wizard: Dwarves have never had a long tradition of
arcane magic, and its study is a rare thing, though still
more common than natural-born sorcery. Forgoing
traditional dwarven training in favor of arcane study
marks most wizards as outsiders among their young peers,
though aged and learned wizards are well respected.

ALTERNATE RACIAL TRAITS

The following racial traits might be selected instead
of existing dwarf racial traits. Consult your GM before
selecting any of these new options.
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Ancient Enmity: Dwarves have long been in conflict with
elves, especially the hated drow. Dwarves with this racial
trait receive a +1 bonus on attack rolls against humanoid
creatures of the elf subtype. This racial trait replaces the
hatred racial trait.

Craftsman: Dwarves are known for their superior
craftsmanship when it comes to metal and stone works.
Dwarves with this racial trait receive a +2 racial bonus on all
Craft or Profession checks that create objects from metal or
stone. This racial trait replaces the greed racial trait.

Deep Warrior: Dwarves with this racial trait grew up
facing the abominations that live deep beneath the surface.
They receive a +2 dodge bonus to AC against monsters of
the aberration type and a +2 racial bonus to their CMB on
attempts made to grapple such creatures (or to continue a
grapple). This racial trait replaces the defensive training
racial trait.

Lorekeeper: Dwarves keep extensive records about their
history and the world around them. Dwarves with this
racial trait receive a +2 racial bonus on Knowledge (history)
skill checks that pertain to dwarves or their enemies. They
can make such skill checks untrained. This racial trait
replaces the greed racial trait.

Magic Resistant: Some of the older dwarven clans are
particularly resistant to magic. Dwarves with this racial
trait gain spell resistance equal to 5 + their character level.
This resistance can be lowered for 1 round as a standard
action. Dwarves with this racial trait take a —2 penalty on
all concentration checks made in relation to arcane spells.
This racial trait replaces the hardy racial trait.

Relentless: Dwarves are skilled at pushing their way
through a battlefield, tossing aside lesser foes with ease.
Dwarves with this racial trait receive a +2 bonus on
Combat Maneuver checks made to bull rush or overrun an
opponent. This bonus only applies while both the dwarf
and his opponent are standing on the ground. This racial
trait replaces the stability racial trait.

Stonesinger: Some dwarves’ affinity with the earth
grants them greater powers. Dwarves with this racial trait
are treated as 1 level higher when casting spells with the
earth descriptor or using granted powers of the Earth
domain, the bloodline powers of the earth elemental
bloodline, and revelations of the oracle’s stone mystery.
This ability does not give the dwarf early access to level-
based powers; it only affects powers the dwarf could
use without this ability. This racial trait replaces the
stonecunning racial trait.

Stubborn: Dwarves are renowned for being stubborn.
Dwarves with this racial trait receive a +2 racial bonus on
Will saves to resist spells and spell-like abilities of the

v

enchantment (charm) and enchantment
(compulsion) schools. In addition, if they
fail such a save, they receive another save
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1 round later to prematurely end the effect (assuming it has
a duration greater than 1 round). This second save is made
at the same DC as the first. If the dwarfhas a similar ability
from another source (such as a rogue’s slippery mind), he
can only use one of these abilities per round, but can try
one on the second round if the first reroll ability fails). This
racial trait replaces the hardy racial trait.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit point
whenever he gains a level in a favored class, a dwarf has
the option of choosing from a number of other bonuses,
depending upon his favored class. The following options
are available to all dwarves who have the listed favored
class, and unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Barbarian: Add 1 to the dwarf’s total number of rage
rounds per day.

Cleric: Select one domain power granted at 1st level that
is normally usable for a number of times per day equal to
3 + the cleric’s Wisdom modifier. The cleric adds 1/2 to the
number of uses per day of that domain power.

Fighter: Add +1 to the fighter’s CMD when resisting a
bull rush or trip.

Oracle: Reduce the non-proficient penalty for one
weapon by 1. When the non-proficient penalty for a weapon
becomes o because of this ability, the oracle is treated
as having the appropriate Martial or Exotic Weapon
Proficiency feat with that weapon.

Paladin: Add a +1 bonus on concentration checks when
casting paladin spells.

Ranger: Add a +1/2 bonus on wild empathy checks
to influence animals and magical beasts that live
underground.

Rogue: Add a +1/2 bonus on Disable Device checks
regarding stone traps and a +1/2 bonus to trap sense
regarding stone traps.
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BIVES

Renowned for their grace, wisdom, and near-immortality,

elves are held in high esteem by most other races, especially
for their mastery of magic and encyclopedic collections of
lore. However, members of this race often find themselves
hemmed in and isolated by vastly more numerous and
aggressive younger races. Still, while elven enclaves tend
to embody the beauty and spirit of their environment,
learning and growing from it, elf adventurers carry the
strength and glory of elven culture with them into the
world, often at the point of a sword or wand.

The classic vision of elves as wardens of the forest is
accurate but incomplete, as elves adapt readily to many
environments, from the harshest desert to the deepest
sea. Others tap into mysteries and magics outside the
realms usually embraced by their kindred. Such elves have
different racial traits than those who are raised in a more
traditional elven lifestyle.

ELF ADVENTURERS

Elves who chose to become adventurers usually follow a
martial path, pursue mastery of arcane magic, or seek a
career that blends the two. Elves prefer subtlety to outright
conflict, but are eager to exhibit their superiority to other
races, employing force if finesse and flair are insufficient
for the task.

Alchemist: Elves favor classical arcane disciplines over
the experimentation and pseudoscience of alchemy, often
deriding it as a crude imitation of traditional magic. EIf
alchemists often seek the adventuring life to escape the
scorn of their fellows.

Barbarian: Elf barbarians typically live deep in deserts
or jungles, led by wise and mystical elders. They often
venture from their homelands in service of their people or
to see the world beyond their homes.

Bard: Elves love art in all its forms. Their sweeping
arias, ancient poetry, and graceful dances are the envy
of cultured audiences, just as their finesse with arms
garners the envy of common warriors.

Cavalier: Elf cavaliers have a long tradition in the
ancient noble houses, pursuing and protecting honor with
elegance. Their sleek mounts show both great resilience
and devotion.

Cleric: Elves follow many faiths, and because of their
long lives many elves view themselves as blessed by the
gods. Many stand for naturalistic philosophies or ancient
divine patrons who embody the traits of their people.

Druid: Elves have an instinctual bond with nature
and the mysterious spirits within it, some even revering
such powers, binding nature’s forces to themselves and
themselves to nature.
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Fighter: EIf fighters are respected for their lightness
on their feet, delicate yet deadly precision, and mastery of
centuries-old martial traditions.

Inquisitor: Though as a race elves prize freedom and
individuality, they are also great traditionalists and quite
suspicious of outsiders. Elf inquisitors are not loved, but
their judgments and authority are respected.

Monk: Elves are contemplative by nature and appreciate
those who focus on inward calm and stillness of mind. EIf
monks often adopt ageless mantras and examples of balance
and finesse in nature as guides.

Oracle: Elf oracles are quite common and highly
respected as keepers of the mysteries of their peoples’
ancestors and secrets that predate the world’s countless
younger races.

Paladin: Elf paladins adopt and defend the ancient
strictures of their deities, defending their people and soil
from all who would despoil their sacred homelands.

Ranger: Elves make masterful hunters and scouts,
attuned to the environment, keenly aware of their
surroundings, and always ready to protect their homelands
or punish those who would intrude upon their dominion.

Rogue: While thieves, brigands, and their ilk are rare
within elven society, elf rogues are common as scouts,
infiltrators, and even assassins.

Sorcerer: Magic sings in the blood of all elves, and all
sorcerous bloodlines might be found among them, though
sorcerers rarely garner the respect wizards enjoy.

Summoner: Elves have a long tradition of alliance with
magical creatures due to their affinity for the mystic
arts. While less numerous than sorcerers or wizards,
summoners are well represented in elven armies, their
eidolons often gossamer creatures of deceptive strength
and power.

Witch: Treating with ageless, inscrutable powers of the
land, elf witches blend their understanding of nature and
mastery of magic into potent hexes and strange arcana.
Many develop ties with creatures of their homelands,
taking them as familiars to further strengthen their ties
to the earth.

Wizard: Elves cultivate an ancient tradition of magical
lore and research in all fields of specialization. For those
with the talent to excel, wizardry is one of the surest paths
to prestige in elven society.

ALTERNATE RACIAL TRAITS

The following racial traits replace existing elf racial
traits. Consult your GM before selecting any of these
new options.

Desert Runner: Some elves thrive in the deepest
deserts, forever roaming across burned and parched lands.
Elves with this racial trait receive a +4 racial bonus on
Constitution checks and Fortitude saves to avoid fatigue,
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exhaustion, or ill effects from running, forced marches,
starvation, thirst, or hot or cold environments. This racial
trait replaces the elven magic racial trait.

Dreamspeaker: A few elves have the ability to tap into the
power of sleep, dreams, and prescient reverie. Elves with
this racial trait add +1 to saving throw DCs for spells of the
divination school and sleep effects they cast. In addition,
elves with a Charisma of 15 or higher may use dream once
per day as a spell-like ability (caster level is equal to the
elf’s character level). This racial trait replaces the elven
immunities racial trait.

Eternal Grudge: Elves with this racial trait grew up in
secluded, isolationist communities where generations-old
slights and quarrels linger as eternal blood feuds. They
receive a +1 bonus on attack rolls against humanoids of
the dwarfand orc subtypes due to special training against
these hated foes. This racial trait replaces the elven magic
racial trait.

Lightbringer: Many elves revere the sun, moon, and
stars, but some are literally infused with the radiant power
of the heavens. Elves with this racial trait are immune to
light-based blindness and dazzle effects, and are treated
as one level higher when determining the effects of any
light-based spell or effect they cast (including spell-like
and supernatural abilities). Elves with Intelligence 10 or
higher may use light at will as a spell-like ability. This
racial trait replaces the elven immunities and elven magic
racial traits.

Silent Hunter: Elves are renowned for their subtlety and
skill. Elves with this racial trait reduce the penalty for using
Stealth while moving by 5 and can make Stealth checks
while running at a —20 penalty (this number includes the
penalty reduction from this racial trait). This racial trait
replaces the elven magic racial trait.

Spirit of the Waters: Some elves have adapted to life in
tune with the sea or along the reedy depths of wild rivers
and lakes. They gain a +4 racial bonus on Swim checks, can
always take 10 while swimming, and may choose Aquan
as a bonus language. They are proficient with longspear,
trident, and net. This racial trait replaces elven magic
and weapon familiarity racial traits.

Woodcraft: Elves know the deep secrets of
the wild like no others, especially those of
the forests. Elves with this racial trait gain a
+1 bonus on Knowledge (nature) and Survival
checks. In forest terrain, these bonuses improve
to +2. This racial trait replaces the elven magic
racial trait.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit point
whenever they gain a level in a favored class, elves have
the option of choosing from a number of
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other bonuses, depending upon their favored classes.
The following options are available to all elves who have
the listed favored class, and unless otherwise stated, the
bonus applies each time you select the listed favored
class reward.

Barbarian: Add 1 to the elf’s base speed. In combat this
hasno effectunless the elfhas selected this reward 5 times
(or another increment of'5); a speed of 34 feet is effectively
the same as a speed of 30 feet, for example. This bonus
stacks with a class’s fast movement feature and applies
only under the same conditions as that ability.

Bard: Add +1 to the elf’s CMD when resisting a disarm
or sunder attempt.

Cavalier: Add +1 hit point to the cavalier’s mount. If the
elf ever replaces his mount, the new mount gains these
bonus hit points. These bonuses only apply to a single
mount gained as part of the cavalier’s class.

Fighter: Add +1 to the elf’s CMD when resisting a
disarm or sunder attempt.

Ranger: Choose a weapon from the following list:
longbow, longsword, rapier, shortbow, short sword, or any
weapon with “elven” in its name. Add a +1/2 circumstance
bonus on critical hit confirmation rolls with that weapon
(maximum bonus of +4). This bonus does not stack with
Critical Focus.

Sorcerer: Select one bloodline power at 1st level that is
normally usable a number of times per day equal to 3 +
the sorcerer’s Charisma modifier. The sorcerer adds +1/2
to the number of uses per day of that bloodline power.

Wizard: Select one arcane school power at 1st level
that is normally usable a number of times per day equal
to 3 + the wizard’s Intelligence modifier. The wizard
adds +1/2 to the number of uses per day of that arcane
school power.
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GNOMES

Gnomes are a quirky race. They take mistakes in stride,

turning derision into mirth and baffling their foes, if only
long enough to work a bit of mischief at their expense.
Gnomes love magic and music, but also have a love of
craft, clockworks, and the work of their hands. Whatever
their passion, gnomes throw themselves into it absolutely.
Once obsessed and absorbed, a gnome can scarcely think
of anything else, regardless of whether his mind bends to
new adventures at home or in the great wide world.

Given their fey heritage, many gnomes love wild places
where their fey cousins congregate. Increasing numbers of
gnomes, however, eschew these places for the cities, their
natural curiosity and love of creation drawing them to
commerce, trade, and manufactories where they can follow
and promote the latest discoveries. Such gnomes often have
different racial traits than those raised among the rocks
and trees.

GNOME ADVENTURERS

Gnomes ply their intellect and force of personality to
overcome challenges. Though generally good-humored
and tolerant, gnomes can swiftly turn fierce if backed
into a corner.

Alchemist: Alchemy is one of the most respected
careers for a gnome, melding their love of magic with
practical applied theory, all wrapped in a field in which
discovery is an everyday opportunity.

Barbarian: Gnome barbarians typically rise among
those who have lived long among their wild fey kin or the
beasts of the wilderness, going near-feral as incarnate
spirits of nature.

Bard: Many gnomes are obsessive collectors of stories,
songs, and jokes, making gnome bards renowned for
their vast repertoires, energetic deliveries, and weaving
of magic into their performances.

Cavalier: Although gnome cavaliers are rare, gnomes
swear honest oaths, and might master a broad array of
tactics to defend the people and the lands they love.

Cleric: Gnomes often become servants of the gods,
especially deities of art, music, exploration, discovery,
and merrymaking, blending their fervor for creation
with true religious zeal.

Druid: Many gnomes hew to the earth and forests,
taking up the druidic mantle and staying in close
communion with animals and the spirits of nature.

Fighter: Gnome fighters are a tenacious lot, eager to
prove that even the smallest combatant can be a titan on
the battlefield.

Inquisitor: Some gnomes learn the harshness of
the world, and especially harder-hearted races, all too
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personally, donning the mantle of the inquisitor to defend
their people and protect their lands from callous souls.

Monk: Gnomes are colorful, passionate, and flamboyant
by nature, adopting such whimsy into their vision of
physical and natural perfection. Many gnome martial
styles thus prove unpredictable, more akin to improvised
dances than long-practiced techniques.

Oracle: As inheritors of ancient fey spirits, gnomes
take quite naturally to oracular devotion, interpreting
otherworldly portents and whispers of the natural forces.

Paladin: Gnomes who find their lives changed by
religious zeal or the passion to protect those around
them might adopt the paladin’s calling. Most find their
ability to speak with animals an especial boon, both in
communicating with their mounts and in hunting down
evil-doers.

Ranger: Militant gnomes most often become rangers,
playing upon their innate relationship with nature and
ability to commune with its creations.

Rogue: Gnome rogues typically master a variety of
skills, plying others with their charismatic personalities,
and even adding a touch of magic to enhance their skills at
creating and defeating locks and traps.

Sorcerer: The intrinsic arcane power of the fey
bloodline is common in many gnome families, though
sorcerers of other bloodlines often arise. Most all of
these are accepted as normal in gnome society, though
those who draw their power from darker sources elicit
suspicion and scorn.

Summoner: Gnomes are inveterate tinkers and
endlessly creative, delighting in the design and shaping
of eidolons. The servants of gnome summoners often
resemble clockwork creations or fairy creatures.

Witch: Eagerly embracing weird and ancient powers,
Most
adopt strange or exotic familiars well-suited to their

gnomes make deceptively capable witches.
personalities.

Wizard: Gnomes have an expansive magical tradition,
specializing in the realms of illusion and elemental magic.
They are much respected as historians, researchers,
and academics committed to pushing the boundaries of

magical possibility, often by unprecedented leaps.

ALTERNATE RACIAL TRAITS

The following racial traits replace existing gnome racial
traits. Consult your GM before selecting any of these
new options.

Academician: Some gnomes are more academically
inclined than their kin. Gnomes with this racial trait
gain a +2 bonus on any one Knowledge skill. This racial
trait replaces the obsessive racial trait.

Eternal Hope: Gnomes rarely lose hope and are always
confident that even hopeless situations will work out.
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Gnomes with this racial trait receive a +2 racial bonus
on saving throws against fear and despair effects. Once
per day, after rolling a 1 on a d20, the gnome may reroll
and use the second result. This racial trait replaces the
defensive training and hatred racial traits.

Gift of Tongues: Gnomes love languages and learning
about those they meet. Gnomes with this racial trait gain
a +1 bonus on Bluff and Diplomacy checks, and they learn
one additional language every time they put a rank in the
Linguistics skill. This racial trait replaces the defensive
training and hatred racial traits.

Magical Linguist: Gnomes study languages in both their
mundane and supernatural manifestations. Gnomes with
this racial trait add +1 to the DC of spells they cast with the
language-dependent descriptor or those that create glyphs,
symbols, or other magical writings. They gain a +2 racial
bonus on saving throws against such spells. Gnomes with a
Charisma of 11 or higher also gain the following spell-like
abilities: 1/day—arcane mark, comprehend languages, message,
read magic. The caster level for these effects is equal to the
gnome’s level. This racial trait replaces the gnome magic
and illusion resistance racial traits.

Master Tinker: Gnomes experiment with all manner of
mechanical devices. Gnomes with this racial trait gain a
+1 bonus on Disable Device and Knowledge (engineering)
checks. They are treated as proficient with any weapon
they have personally crafted. This racial trait replaces the
defensive training and hatred racial traits.

Pyromaniac: Gnomes with this racial trait are treated as
one level higher when casting spells with the fire descriptor,
using granted powers of the Fire domain, using the bloodline
powers of the fire elemental bloodline or the revelations of the
oracle’s flame mystery, and when determining the damage of’
alchemist bombs that deal fire damage (this ability does not
give gnomes early access to level-based powers, only affecting
the powers they could use without this ability). Gnomes with
Charisma of 11 or higher also gain the following spell-like
abilities: 1/day—dancing lights, flare, prestidigitation, produce
flame. The caster level for these effects is equal to the gnome’s
level; the DCs are Charisma-based. This racial trait replaces
the gnome magic and illusion resistance racial traits.

Warden of Nature: Gnomes must often protect
their homes against unnatural or pestilential
infestations. Gnomes with this racial trait get
a +2 dodge bonus to AC against aberrations,
oozes, and vermin, and a +1 bonus on attack
rolls against them because of their special
training. This racial trait replaces the defensive
training and hatred racial traits.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit point
whenever she gains alevel in a favored class, gnomes have
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the option of choosing from a number of other bonuses,
depending upon their favored class. The following options
are available to all gnomes who have the listed favored
class, and unless otherwise stated, the bonus applies each
time you select the listed favored class reward.

Alchemist: Add +1/2 to the number of bombs per day
the alchemist can create.

Bard: Add 1 to the gnome’s total number of bardic
performance rounds per day.

Druid: Gain energy resistance 1 against acid, cold,
electricity, or fire. Each time the druid selects this reward,
increase her resistance to one of these energy types by 1
(maximum 10 for any one type).

Oracle: Treat the gnome’s level as +1/2 higher for the
purpose of determining the effects of the oracle’s curse
ability.

Ranger: Add DR 1/magic to the ranger’s animal
companion. Each time the ranger selects this benefit, the
DR/magic increases by +1/2 (maximum DR 10/magic). If
the gnome ever replaces his animal companion, the new
companion gains this DR.

Rogue: Gnome rogues gain a +1 bonus on Disable
Device and Use Magic Device checks related to glyphs,
symbols, scrolls, and other magical writings each time
they gain a level of rogue.

Summoner: Add +1 hit point to the summoner’s eidolon.

Wizard: Add +1/2 to the number of uses per day of
arcane school powers. This increase only applies to
arcane school powers available at 1st level and normally
usable a number of times per day equal to 3 + the wizard’s
Intelligence modifier.




HALF-ELVES

Half-elves are the idealized orphans of society, at once

both charismatic and passionate, but never quite at home
anywhere. Many half-elves throw themselves into social
careers quite readily, yet often have a hard time sticking
to a single path. Others seek fulfillment in spiritual
pursuits or in honing inborn magical talents, while still
others give up and resign themselves to lives of isolation
in the wild or of misanthropy, living day to day at the
expense of others.

Half-elves vary in appearance as much as their human
and elven parents do, encompassing every imaginable
hue ofhair, eye, and skin, yet also possessing an effortless
and graceful allure. Half-elves’ unique talents also vary a
great deal depending on their upbringing, the nature of
their bloodlines, the strength of their psyches, and their
relationship to their dual nature. Some half-elves have
different racial traits than normal for their kind.

Although well represented among the ranks of
adventurers and other wanderers, half-elves are rarities
in most parts of the world, the fraternization of humans
and elves typically leading to feelings of consternation
in both races rather than romance. While some half-
elves find themselves cherished members of unusual
but happy families, this rarely proves the norm. More
often, they find themselves shunned or embodiments of
burdensome shames. Yet while many possess dark pasts,
such hardships prepare them for lives full of challenge
and adventure like few members of more unified races
could ever know.

HALF-ELF ADVENTURERS

Half-elf adventurers often specialize in social classes or
choose to multiclass, dabbling in several career paths as
they try to find the perfect blend to suit their multifaceted
personalities.

Alchemist: Half-elves are curious dabblers, and many
undertake at least a passing study of alchemy, often
showing great skill in the blending and apportioning of
volatile elements.

Barbarian: Half-elf barbarians typically hail from the
societies of savage parents. While manyleave their cultures
to escape their differences, others viciously defend their
people, ever seeking to prove their worthiness.

Bard: Many half-elves gravitate to the bard class, as it
binds together their natural allure and social adaptability,
often to the adulation of others.

Cavalier: Half-elf cavaliers take the arts of war and
gild them with elegance and finesse. The path of the
cavalier gives them a code to follow and a master to serve
to earn honor and esteem, though elves and humans alike
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sometimes look at them as pretenders or trespassers
within their knightly orders.

Cleric: Half-elves often feel disconnected from
human or elven faiths, but many still choose to follow
a divine calling that provides a comfortable context in
which to engage with other races in a common faith, or
simply for an immanent connection with the divine that
renders their uncertainty with other mortals of small
consequence.

Druid: Half-elves uncertain of their place in civilized
society frequently abandon it entirely for the implicit
harmony of the natural world. Embracing the connection
to nature inherent in their elven blood, many find a
tranquility in the wilds no society can offer.

Fighter: Half-elf fighters are relatively common, as the
harsh simplicity of the battlefield holds great appeal for
those tired of reconciling their divided natures. Half-
elves’ varied tastes and skills often make them masters of
a dazzling array of weapons.

Inquisitor: Facing their own inner turmoil, half-elf
inquisitors possess keen insights into the minds of others
and knowledge of the balance between life and death.

Monk: Half-elves who come to peace with their mixed
heritages embody the stillness of mind and meditative
enlightenment of the monk’s way. Many learn to adopt
both human and elven martial techniques into deadly
new schools of combat.

Oracle: Half-elves tend to live in the now, drawing
oracular insights from whispers in the air, the motion of
the stars, and imperceptible eddies in crowded streets, or
even the ancient voices within their blood.

Paladin: Whether devoted to a deity of their human
parent, their elven parent, or any other they choose
to adopt, half-elf paladins take up the aegis of their
god with both zeal and grace. Often, among such holy
orders, half-elves find a peace and camaraderie they're
otherwise denied.

Ranger: Half-elves frustrated by common society
often retreat into the wild, developing a close bond with
animals and the predictable changes of nature.

Rogue: Many half-elves excel at the roguish arts,
studying people and their habits and by effect learning to
take advantage of the proud or careless.

Sorcerer: Magic runs in the blood of every half-elf,
often manifesting as arcane or fey bloodlines, though
other fonts of sorcerous power often arise. Regardless
of their magic’s sources, half-elves quickly master their
inherited boons.

Summoner: Some half-elves have a curious fascination
with the idea of molding and shaping life, mind, body,
and soul. Many even seek to create their eidolons as
idealized beings, whether as creatures of uncanny beauty
or mind-numbing terror.
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Witch: Whether out of bitterness or lust for greater
magical power, half-elves find themselves just as adept
at wielding the power of witches as other forms of magic.
Many adopt wounded or otherwise distinctive familiars,
often creatures considered outcasts in their own rights.

Wizard: Many half-elves inherit magical talents from
their lineage, finding both solace and respect in the
mastery of the arcane. While all schools of magic stand
open to them, many gravitate toward spells of explosive
power, those that cloak them in mystery, or that otherwise
aid in manipulating the world around them.

ALTERNATE RACIAL TRAITS

The following racial traits replace existing half-elf
racial traits. Consult your GM before selecting any of
these new options.

Ancestral Arms: Some half-elves receive training in an
unusual weapon. Half-elves with this racial trait receive
Exotic Weapon Proficiency or Martial Weapon Proficiency
with one weapon as a bonus feat at 1st level. This racial
trait replaces the adaptability racial trait.

Arcane Training: Half-elves occasionally seek tutoring
to help them master the magic in their blood. Half-elves
with this racial trait have only one favored class and it must
be an arcane spellcasting class. They can use spell trigger
and spell completion items for their favored class as if 1
level higher (or as a 1st-level character if they have no levels
in that class). This racial trait replaces the multitalented
racial trait.

Dual Minded: The mixed ancestry of some half-elves
makes them resistant to mental attacks. Half-elves with
this racial trait get a +2 bonus on all Will saving throws.
This racial trait replaces the adaptability racial trait.

Integrated: Many half-elves are skilled in the art of
ingratiating themselves into a community as if they
were natives. Half-elves with this racial trait gain a +1
bonus on Bluff, Disguise, and Knowledge (local) checks.
This racial trait replaces the adaptability racial trait.

Sociable: Half-elves are skilled at charming
others and recovering from faux pas. If half-
elves with this racial trait attempt to change
a creature’s attitude with a Diplomacy
check and fail by 5 or more, they can
try to influence the creature a second
time even if 24 hours have not passed.
This racial trait replaces the adaptability
racial trait.

Water Child: Some half-elves are born of
elves adapted to life on or near the water. These
half-elves gain a +4 racial bonus on Swim checks, can
always take 10 while swimming, and may choose Aquan
as a bonus language. This racial trait replaces the half-
elf’s adaptability and multitalented racial traits.
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FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit point
whenever she gains a level in a favored class, half-elves
have the option of choosing from a number of other
bonuses, depending upon their favored class. The
following options are available to all half-elves who have
the listed favored class, and unless otherwise stated, the
bonus applies each time you select the listed favored
class reward.

Bard: Add 1 to the half-elf’s total number of bardic
performance rounds per day.

Druid: Select one cleric domain power at 1st level that
is normally usable a number of times per day equal to
3 + the druid’s Wisdom modifier. The druid adds 1/2 to
the number of uses per day of that domain power. For
half-elf druids whose nature bond gives them an animal
companion, add +1 skill rank to the animal companion. If
the half-elf ever replaces her animal companion, the new
companion gains these bonus skill ranks.

Fighter: Add +1 to the fighter’s CMD when resisting a
disarm or overrun.

Ranger: Add +1 skill rank to the ranger’s animal
companion. If the half-elf ever replaces his companion,
the new companion gains these bonus skill ranks.

Rogue: Add a +1/2 bonus on Bluff checks to feint and
Diplomacy checks to gather information.

Summoner: Add +1/4 to the eidolon’s evolution pool.

Witch: Add one spell from the witch spell list to the
witch’s familiar. This spell must be at least one level
below the highest spell level she can cast. If the witch
ever replaces her familiar, the new familiar knows these
bonus spells.
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HALF-ORCS

Half-orcs often exist at the social margins. Bestial in

appearance and traditionally feared by those non-orcs
they encounter, half-orcs tend to be tenacious and driven
to prove themselves. Some hope to show that they are
different from their brutish orc kin, struggling to find the
better angels of their nature, while others embrace their
monstrous heritage to become terrifying exemplars of
ferocity in combat. One way or another, almost all half-
orcs crave respect—whether it’s given freely or must be
taken by force.

Derided as mongrels by humans and weaklings by orcs,
half-orcs have bitterness beaten into them from birth, as
well as the burning will to endure and overcome. With their
physical size and strength, half-orcs represent raw and
primal power, yet whether that power gets used for good or
evil depends entirely on the individual.

HALF-ORC ADVENTURERS

Due to their powerful builds, half-orcs are particularly
suited to the martial classes, whether as axe-wielding
barbarians, battle-scarred soldiers, or cold-eyed assassins,
and even those of the magical classes are generally no
stranger to bloodshed.

Alchemist: While half-orcs raised by their monstrous
kin are rarely studious, a surprising number take up the
discipline of alchemy, relishing the destructive potential
of its bombs, poisons, and mutagens.

Half-orc
champions, unstoppable combat engines that cement the
fell reputation of their kind throughout the world (for
better or worse). Their hunger for battle and ability to tap

Barbarian: barbarians are legendary

into the bestial fury of their orc heritage are all that is
needed to earn them a place in most adventuring parties.

Bard: Half-orcs trying to overcome racial prejudice
among the civilized races sometimes pursue performance,
diplomacy, and learning as a means to uplift not only
their own genteel disposition but also the reputation of
other half-orcs in the community and society.

Cavalier: While half-orcs often face prejudice when it
comes to being accepted into human noble houses and
the knightly orders of cavaliers, their physical stature and
aptitude in combat sometimes force those who would deny
them entrance to reconsider their views. In orc society,
cavaliers frequently act as standard bearers for warlords.

Cleric: Half-orc clerics are often the spiritual leaders
of their communities, bridging the gap between the living
and the dead and as ready to mete out divine judgment
and conquest as to nurture and heal.

Druid: Half-orc druids often see the natural world as
a source of feral power, tapping into the destructive force
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of storms and predators. Many of them take up druidism
as outcasts from humanoid society, finding peace and
acceptance among the beasts of the field.

Fighter: Many orcs are singled out for martial training
because of their intimidating size and appearance. While
many other races assume all half-orc combatants employ
the barbarian’s howling charge, in fact many prefer the
discipline, precision, and versatility of the fighter’s
studied warcraft.

Inquisitor: Already intimidating to many races, half-
orcs make natural inquisitors, acting as bodyguards,
criminal organizers and enforcers, and monster-hunters
(sometimes even acting against their orc kin).

Monk: Most half-orc monks learn their abilities from
humans, as such discipline is rare in orc society. Some seek
to overcome their bestial natures with perfect balance and
control, others merely to break foes with their bare hands.

Oracle: Creatures of mystery and omen, half-orc oracles
are often imposing prophets of doom and destruction,
drawing upon the spirits of the dead, the power of war, or
the more violent elements of fire and storm.

Paladin: While some races laugh at the idea of a half-orc
paladin, in fact it’s not uncommon for half-orcs devoted
to a lawful good deity to become champions of the cause,
seeking to redeem themselves in society’s eyes through
great personal valor.

Ranger: Often forced to live on the fringes of society and
fend for themselves, half-orcs make excellent hunters and
scouts, sometimes protecting the very communities that
have rejected them in the hope of finding acceptance.

Rogue: Marginalized by society, half-orcs are often
forced to sneak and steal to survive, and some find that
the lifestyle suits them, becoming bandits, burglars,
enforcers, and cutthroats.

Sorcerer: While wizardry is rare among orc society,
sorcery has a brutal simplicity that orcs can understand
and appreciate, making half-orc sorcerers prized (and
feared) for their abilities in both orc and human society.

Summoner: Half-orcs are often outcasts, and hence
many gravitate toward the summoner class as a chance
to construct beings of perfect loyalty and friendship.
Especially in orc lands, half-orc summoners tend to create
eidolons that are as large and menacing as possible.

Witch: Orc society is inherently superstitious, and many
half-orcs inherit this trait. Half-orc witches in human
society sometimes use their bestial features to enhance
their air of intimidating otherness. Even more than
other witches, half-orc witches find themselves generally
regarded with fear and distrust by those who would seek
their power, and many take to the road in pursuit of their
own mysterious ends.

Wizard: While wizard are extremely rare in orc society,
as their culture has little access to or interest in books
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and arcane study, half-orc wizards are sometimes found
in human societies, studying hard in a pursuit of power
that could help win them the respect and position they so
desperately desire.

ALTERNATE RACIAL TRAITS

The following racial traits replace existing half-orc
racial traits. Consult your GM before selecting any of
these new options.

Beastmaster: Some half-orcs have a spiritual kinship
with fantastical beasts, capturing them for sport or living
and hunting with them. A half-orc with this trait treats
whip and net as martial weapons and gains a +2 bonus on
Handle Animal checks. This racial trait replaces the orc
ferocity racial trait.

Bestial: The orc blood of some half-orcs manifests in the
form of particularly prominent orc features, exacerbating
their bestial appearances but improving their already keen
senses. They gain a +2 racial bonus on Perception checks.
This racial trait replaces the orc ferocity racial trait.

Cavewight: Some half-orcs live far from the surface,
seeking solace in winding cave complexes. Half-orcs
with this racial trait gain a +1 bonus on Knowledge
(dungeoneering) and Survival checks made underground.
This racial trait replaces the intimidating racial trait.

Chain Fighter: Some half-orcs have escaped from
slavery and reforged the chains of their imprisonment
into deadly weapons. Half-orcs with this racial trait are
proficient with flails and heavy flails, and treat dire flails
and spiked chains as martial weapons. This trait replaces
the weapon familiarity racial trait.

Gatecrasher: Many half-orcs revel in acts of wanton
destruction. Half-orcs with this racial trait gain a +2 bonus
on Strength checks to break objects and a +2 bonus on
sunder attempts. This racial trait replaces the orc ferocity
racial trait.

Plagueborn: Half-orcs are sometimes forced to live on the
rancid and unsanitary margins of society, becoming
inured to all manner of sickness. Half-orcs with this
racial trait gain a +2 racial bonus on saving throws
against disease, ingested poisons, and becoming
nauseated or sickened. This racial trait replaces the
intimidating and orc ferocity racial traits.

Rock Climber: Half-orcs from mountainous
regions are excellent climbers, and sometimes ambush prey
by leaping down from above. Half-orcs with this racial trait
gain a +1 bonus on Acrobatics and Climb checks. This
racial trait replaces the intimidating trait.

Sacred Tattoo: Tattoos, piercings, and ritual
scarification are sacred markings to many half-orcs.
Half-orcs with this racial trait gain a +1 luck bonus on all
saving throws. This racial trait replaces the orc ferocity
racial trait.
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Scavenger: Some half-orcs eke out a leaving picking
over the garbage heaps of society, and must learn to
separate rare finds from the inevitable dross. Half-orcs
with this racial trait receive a +2 racial bonus on Appraise
checks and on Perception checks to find hidden objects
(including traps and secret doors), determine if food is
spoiled, or identify a potion by taste. This racial trait
replaces the intimidating racial trait.

Toothy: Some half-orcs’ vestigial tusks are massive and
sharp, granting a bite attack. This is a primary natural
attack that deals 1d4 points of piercing damage. This
racial trait replaces the orc ferocity racial trait.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit point
whenever they gain a level in a favored class, half-orcs
have the option of choosing from a number of other
bonuses, depending upon their favored class.

The following options are available to all half-orcs who
have the listed favored class.

Alchemist: Add +1/2 to bomb damage.

Barbarian: Add 1 to the half-orc’s total number of rage
rounds per day.

Fighter: Add +2 on rolls to stabilize when dying.

Inquisitor: Add +1/2 on Intimidate checks and Knowledge
checks to identify creatures.

Ranger: Add +1 hit point to the ranger’s animal
companion. If the half-orc ever replaces his animal
companion, the new animal companion gains these
bonus hit points.

Sorcerer: Add +1/2 to fire spell damage.

Witch: Add 1 skill rank to the witch’s familiar. If the
half-orc ever replaces her familiar, the new familiar gains
these bonus skill ranks.
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HALFLINGS

Often overlooked due to their diminutive size, halflings

have an amazing ability to seamlessly insert themselves
into the grand narrative of the world around them. Quick,
deft, and strong-willed, they blend into the societies of
other races and quickly make themselves indispensable.
Though sometimes stereotyped as sneaks and thieves
by other races—and with plenty of examples to back up
the allegations—halflings as a rule are neither. Rather,
most halflings are adaptable and easy-going, and though
their curiosity sometimes gets them into trouble, most
gnomes meet adversity with a tenacity and courage that
belies their small stature.

Halflings rarely live in segregated communities, but
their cultural kinship with other halflings (and to a lesser
extent with gnomes) is an unspoken connection between
those who know what it is to be so small and ignored in a
world full of bigger creatures.

HALFLING ADVENTURERS

Halflings who choose to become adventurers often
favor light armor and weapons that play to their natural
dexterity, emphasizing a variety of skills to be ready for
any occasion. Though rarely looking for a fight, their
insatiable curiosity often leads them to wander far and
wide—and sometimes straight into danger.

Alchemist: Halflings’ natural curiosity leads them to
experimentation, and few classes reinforce this tendency
so much as that of the alchemist, where new and ever-
more incendiary (sometimes literally) discoveries are
always just around the corner.

Barbarian: Though larger races may laugh at the idea
of a halfling barbarian, few do so to his face. Though
weaker than many other barbarians, the sheer fury of a
raging halfling can catch many opponents off guard.

Bard: Halflings love to sing, dance, and celebrate, and
their bards are masterful entertainers with the common
touch. Though sometimes employed in high halls and
grand theaters, halfling bards are even more likely to be
found engaging their wanderlust on the road, bringing
mirth and merriment to new audiences every day.

Cavalier: Halflings may be too small to effectively
master horsemanship, but astride a pony, riding dog, or
more exotic mount, a halfling cavalier can turn the japes
oflarger rivals on their heads, leading soldiers into battle
with complete fearlessness and inspiring great heroics
with their skill and dedication.

Cleric: Halflings have an enduring faithfulness in
one another, and this devotion carries over to their gods.
Their good humor, curiosity, and ability to blend into new
societies with ease make them natural missionaries.
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Druid: Though halflings tend to appreciate the
finer points of civilization, some halfling druids find
solace and enlightenment in the wilds, and others ally
themselves with the animals already present in cities.

Fighter: Halflings are often less bloodthirsty than
other races, yet they still understand and appreciate the
value of a trained warrior capable of defending her kin.

Inquisitor: With their ability to blend in with the scenery
and eavesdrop without being noticed, halflings pick up
clandestine information quite easily, and this combined
with their curiosity makes them perfect inquisitors,
especially suited to investigating other races.

Monk: Many halflings seek the simple life of devotion
and dedication that is the monk’s path. With their placid
and seemingly harmless appearance and their dedication
to hard work, monks blend seamlessly into halfling
communities, though many a raider has learned his error
after attacking an unarmed halfling.

Oracle: Though oracles are rare among most races,
in places where halflings are oppressed or enslaved,
oracles become more common, acting as the secret
spiritual centers of a community when open worship or
organization is forbidden. Halfling oracles often venerate
the spirits of earth, nature, or even heroes of the past.

Paladin: Given the high value they place on community,
hearth, and home, many halflings aspire to be paladins.
Enemies who do not take them seriously soon learn their
error as these stout crusaders unleash the fury of heaven
upon those of evil motives.

Ranger: Halflings may not be renowned for hunting,
but only because their great skill is overlooked by those
unable to overcome their prejudices. Halfling rangers
are experts at bringing down game both large and small,
blending into the wilds as easily as their brethren blend
into the cityscape, or using their tactical acumen in
conjunction with their trusted animal companions (who
sometimes act as their steeds as well).

Rogue: Rogues are stereotypical halfling adventurers,
making their way as jocular raconteurs, cunning burglars,
and daring highwaymen. With their light step and deft
hands, halflings make natural thieves and pickpockets, a
fact not overlooked by their detractors.

Sorcerer: Halfling sorcerers often keep their magical
abilities concealed until they're needed, the better to
catch their opponents off-guard, and often favor charms
to enhance their natural persuasiveness or massive
evocations that make their small size seem irrelevant.

Summoner: Halflings are endlessly curious, and some
seek the path of the summoner to explore the myriad
possible forms that magical life can take. Their eidolons
are generally flamboyant in their color, with appearances
aswild astheirsummoners’imaginations,and sometimes
used as mounts.
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Witch: Though halflings have a reputation for wide-eyed
naiveté, they also tend to collect secrets, and some follow
this route to the superstitious calling of the witch, becoming
wise women, herbalists, and crazed knowledge-seekers.

Wizard: Halfling wizards often seek their arcane
secrets out of a combination of curiosity and a desire
to rise above their physical size and force other races to
take notice of them. As a result, they tend to prefer flashy
spells and flagrant displays of power.

ALTERNATE RACIAL TRAITS

The following racial traits replace existing halfling
racial traits. Consult your GM before selecting any of
these new options.

Craven: While most halflings are fearless, some are
skittish, making them particularly alert. Halflings with
this racial trait gain a +1 bonus on initiative checks and
a +1 bonus on attack rolls when flanking. They suffer a
-2 penalty on fear saves and gain no benefit from morale
bonuses on fear saves. When affected by a fear effect, their
base speed increases by 10 feet and they gain a +1 dodge
bonus to Armor Class. This racial trait replaces the fearless
and halfling luck racial traits.

Low Blow: Some halflings train extensively in how to
attack larger creatures. Halflings with this racial trait
gain a +1 bonus on critical confirmation rolls against
opponents larger than themselves. This racial trait
replaces the keen senses racial trait.

Outrider: Some halflings specialize in mounted
combat. Halflings with this racial trait gain a +2 bonus
on Handle Animal and Ride checks. This racial trait
replaces the sure-footed racial trait.

Practicality: Halflings are grounded in hard work and
common sense. Halflings with this racial trait gain a +2
bonus on any one Craft or Profession skill, as well as on
Sense Motive checks and saves against illusions. This racial
trait replaces the fearless and sure-footed racial traits.

Swift as Shadows: Halflings possess incredible stealth
even while moving through obstructed areas. Halflings
with this racial trait reduce the penalty for using Stealth
while moving by 5, and reduce the Stealth check penalty
for sniping by 10. This racial trait replaces the sure-
footed racial trait.

Underfoot: Halflings must train hard to effectively
fight bigger opponents. Halflings with this racial trait
gain a +1 dodge bonus to AC against foes larger than
themselves and a +1 bonus on Reflex saving
throws to avoid trample attacks. This racial
trait replaces the halfling luck racial trait.

Wanderlust: Halflings love travel and maps.
Halflings with this racial trait receive a +2 bonus
on Knowledge (geography) and Survival checks. When
casting spells or using abilities that provide or enhance
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movement, halflings treat their caster level as +1 higher
than normal. This racial trait replaces the fearless and
halfling luck racial traits.

Warslinger: Halflings are experts at the use of the
sling. Halflings with this racial trait can reload a sling as
a free action. Reloading a sling still requires two hands
and provokes attacks of opportunity. This racial trait
replaces the sure-footed racial trait.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit point
whenever they gain a level in a favored class, halflings
have the option of choosing from a number of other
bonuses, depending upon their favored class.

The following options are available to all halflings
who have the listed favored class.

Bard: Add +1/2 on Bluff checks to pass secret messages,
+1/2 on Diplomacy checks to gather information, and +1/2
on Disguise checks to appear as an elven, half-elven, or
human child.

Cleric: Select one domain power granted at 1st level that
is normally usable for a number of times per day equal to 3
+ the cleric’s Wisdom modifier. The cleric adds 1/2 to the
number of uses per day of that domain power.

Fighter: Add +1 to the fighter’s CMD when resisting a
grapple or trip.

Monk: Add +1 to the monk’s CMD when resisting a
grapple and +1/2 to the number of stunning attacks he
can attempt per day.

Paladin: Add +1/2 hp to the paladin’s lay on hands
ability (whether using it to heal or harm).

Ranger: Add +1/3 dodge bonus to Armor Class against
the halfling’s favored enemies.

Rogue: Choose a weapon from the following list: sling,
dagger, or any weapon with “halfling” in its name. Add
a +1/2 circumstance bonus on critical hit confirmation
rolls with that weapon (maximum bonus of +4). This
bonus does not stack with Critical Focus.

Summoner: Add +1 skill rank to the summoner’s eidolon.
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HUMANS

Humans possess an adaptability and expansionist verve,

driven by endless fonts of ambition and imagination.
Such traits have allowed them to spread across the face of’
the world, acclimating to an endless variety of lands and
conquering each new frontier. While often perceived as
aggressive and destructive by farther-sighted races, most
humans seek merely to use what time they’re given to live
their lives to the fullest. Able negotiators and adaptors,
even those peoples who fall beneath humanity’s endless
march are often assimilated, becoming new resources
fueling the race’s endless cultural adventurism.

Humans demonstrate immense diversity in their
physical appearance, with skin ranging from dusky hues
to milky pallor, and hair running the gamut from flaxen
to ebon. Where they might be found also varies widely,
settlers and ambitious human explorers finding their
ways into the hearts of the most barren deserts, to the
frigid coasts of icy seas, even into the sweltering depths
of the earth, all seemingly united in an impossible,
endless quest to chart what lies over the next horizon.
Human diversity extends to every field of study as well,
as their curiosity leads them to unlimited opportunities,
endlessly striving for mastery.

HUMAN ADVENTURERS

Human adventurers specialize in every career, their
talent and ambition driving them not just to succeed but
to achieve greatness, founding legacies to endure long
past their short lifespans.

Alchemist: Sometimes dismissed as eccentrics and
dabblers in dangerous arts, the practical skills of human
alchemists always find them employment, if often at a
safe distance from their employers.

Barbarian: From steaming jungles to the desolate
steppes, barbarians shun “civilized” society, winning
esteem by their toughness, steely confidence, and
indomitable prowess. Even in savagery the race’s
inventiveness shines through, leading human barbarians
to often create and master a variety of crude but deadly
weapons and fighting styles.

Bard: Human bards show little inhibition but great
artistic range. They often prove intensely curious,
collecting stories and histories, building their personal
legends while they retell the tales of others.

Cavalier: Humans form the backbone of many cavalier
orders, balancing an aristocratic gentility with dedication
to serving their liege and the chivalric ideal, earning the
esteem of commoners and nobility alike.

Cleric: Humans readily believe in ideals larger than
themselves and flock to religions great and small.
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Humans often form personal connections with deities,
embodying traits and forces they idealize.

Druid: Druidism is regarded by many humans as an
“old faith,” eternal and as all-encompassing as the world
itself. Though some dismiss them as backward hermits
standing in the way of progress, druids often garner a
measure of both wary respect and suspicious fear.

Fighter: Human fighters run the gamut of professions—
from wanderers and soldiers to swashbucklers and
brawlers—but are never people to be trifled with.

Inquisitor: While capable of faith and trust, humans
are equally susceptible to paranoia and suspicion, and
entire orders of mostly human inquisitors have earned
fame (or infamy) through their purges of dangerous
creatures and tenacious witch hunts.

Monk: Craving peace and the discipline of perfection,
human monks often stand apart from society. While
many admire monks, only the most dedicated possess the
clarity and self-control to master their ways.

Oracle: Human oracles employ a variety of cultic arts to
reveal the essence and outlook of the oracle. What agents
these seers might employ in their strange arts varies
mildly, often reflecting mysterious truths.

Paladin: Humans aspiring to heroic ideals, seeking
noble ways to defend their people, or merely aspiring
to lofty ideas of honor and heroism, often gravitate to
the paladin class. Though a difficult and often self-
sacrificing road, human paladins charge to the forefront
of nearly any crusade against the forces of evil.

Ranger: Humans challenge themselves to best every
kind of prey, leading many to become skilled hunters
and trackers of beasts and even deadlier quarries. Over
time, many human rangers come to prefer the company
of animals to that of people.

Rogue: Ambitious, sometimes to a fault, human rogues
defy all barriers to gain what they desire. Whether as
unscrupulous assassins or dashing thieves, few can
resist the deceptions and charms of such determined
scoundrels.

Sorcerer: With a long history of commingled bloodlines,
humans frequently display latent arcane power. Sometimes
denounced as freaks or praised as marvels, sorcerers must
rely on their inner strength to survive.

Summoner: Shapinglife and commanding terrors with
their every word, human summoners embrace the powers
of creation. Eidolons under their command might take a
vast variety of shapes, typically being manifestations of
their masters’ deepest hopes or darkest nightmares.

Witch: The human lust for mastery over the world
sometimes leads down mysterious and potentially
dangerous routes, such as that of the reclusive witch.

Wizard: Many humans seek power, knowledge, and
insights into the secrets of creation, leading human
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wizards to seek out ancient mysteries of arcane lore and
new magical innovations. Humans excel both at mastering
specific schools of magic and in more universal studies.

ALTERNATE RACIAL TRAITS

The following racial traits replace existing human
racial traits. Consult your GM before selecting any of
these new options.

Eye for Talent: Humans have great intuition for hidden
potential. They gain a +2 bonus on Sense Motive checks.
In addition, when they acquire an animal companion,
bonded mount, cohort, or familiar, that creature gains
a +2 bonus to one ability score of the character’s choice.
This racial trait replaces the bonus feat racial trait.

Heart of the Fields: Humans born in rural areas are
used to hard labor. They gain a bonus equal to half their
character level to any one Craft or Profession skill, and
once per day they may ignore an effect that would cause
them to become fatigued or exhausted. This racial trait
replaces the skilled racial trait.

Heart of the Streets: Humans from bustling cities are
skilled with crowds. They gain a +1 bonus on Reflex saves
and a +1 dodge bonus to Armor Class when adjacent to at
least two other allies. Crowds do not count as difficult
terrain for them. This racial trait replaces the skilled
racial trait.

Heart of the Wilderness: Humans raised in the wild
learn the hard way that only the strong survive. They gain
a bonus equal to half their character level on Survival
checks. Theyalso gain a +5 bonus on Constitution checks
to stabilize when dying and add half their character
level to their Constitution score when determining the
negative hit point total necessary to kill them. This
racial trait replaces the skilled racial trait.

FAVORED CLASS OPTIONS

Instead of receiving an additional skill rank or hit point
whenever they gain a level in a favored class, humans
have the option of choosing from a number of other
bonuses, depending upon their favored class. The
following options are available to all humans who
have the listed favored class, and unless otherwise
stated, the bonus applies each time you select the
listed favored class reward.

Alchemist: Add one extract formulae from the
alchemist’s list to the character’s formulae book.
This formulae must be at least one level below the
highest formulae level the alchemist can create.

Barbarian: Add a +1/2 bonus to trap sense or +1/3 to the
bonus from the superstitious rage power.

Bard: Add one spell known from the bard spell
list. This spell must be at least one level below
the highest spell level the bard can cast.

-
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Cavalier: Add +1/4 to the cavalier’s banner bonus.

Cleric: Add +1 on caster level checks made to overcome
the spell resistance of outsiders.

Druid: Add a +1/2 bonus on Diplomacy and Intimidate
checks to change a creature’s attitude.

Fighter: Add +1 to the fighter’'s CMD when resisting
two combat maneuvers of the character’s choice.

Inquisitor: Add one spell known from the inquisitor
spell list. This spell must be at least one level below the
highest spell level the inquisitor can cast.

Monk: Add +1/4 to the monk'’s ki pool.

Oracle: Add one spell known from the oracle spell list.
This spell must be at least one level below the highest
spell level the oracle can cast.

Paladin: Add +1 to the paladin’s energy resistance to
one kind of energy (maximum +10).

Ranger: Add +1 hit point or +1 skill rank to the ranger’s
animal companion. If the ranger ever replaces his
companion, the new companion gains these bonus hit
points or skill ranks.

Rogue: The human gains +1/6 of a new rogue talent.

Sorcerer: Add one spell known from the sorcerer spell
list. This spell must be at least one level below the highest
spell level the sorcerer can cast.

Summoner: Add +1 hit point or +1 skill rank to the
summoner’s eidolon.

Witch: Add one spell from the witch spell list to the
witch’s familiar. This spell must be at least one level
below the highest spell level she can cast. If the witch
ever replaces her familiar, the new familiar knows these
bonus spells.

Wizard: Add one spell from the wizard spell list to the
wizard’s spellbook. This spell must be at least one level
below the highest spell level he can cast.
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leapt backward as the
troglodytes scrambled toward
them over the ancient stones.
“One would think you'd be
used to it by now,” Alahazra
observed. Alain waved her
away irritably.
D “Not now, crone!” He swept
\ his longsword in a wide arc,
N forcing back the attackers
who suddenly stood tall,
brandishing spears and
swords. Alain swore.
“I refuse to die in a cesspit.

If one of us could get around §&=

| behind them, we might have a
fighting chance, but I don’t—" %

|  “That can be arranged,” the §
oracle said. Then, spreading

{ her arms, she rose into the air.
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PASE CLASSES

ALCHEMIST

While most common folk have shared ale with a fighter
or perhaps even seen a wizard perform an awesome act of
magic, these are not the only adventurers known to legends
and history. The following character classes present new
options for players and greater variety for a Game Master’s
cast of nonplayer characters.

BASE CLASSES

The six new base classes presented in this book are
equivalent in power to the 11 core classes in the Pathfinder
RPG Core Rulebook. Game Masters (also called GMs) are
encouraged to allow players to choose freely from these
classes and the other additional rules and options in this
book, but each GM must make a personal decision about
what is and isn’t allowed in his campaign, and the relative
prevalence of such character classes in his or her world.

Each new class presents interesting character themes
and special abilities as follows.

Alchemist: The alchemist is the master of alchemy,
using extracts to grant him great power, mutagens to
enhance his form, and bombs to destroy his enemies.

Cavalier: Mounted upon his mighty steed, the cavalier is
a brave warrior, using his wit, charm, and strength at arms
to rally his companions and achieve his goals.

Inquisitor: Scourge of the unfaithful and hunter of
horrors, the inquisitor roots out the enemies of her faith
with grim conviction and an array of divine blessings.

Oracle: Drawing upon divine mysteries, the oracle
channels divine power through her body and soul, but at
a terrible price.

Summoner: Bonded to a mysterious creature called
an eidolon, the summoner focuses his power on
strengthing that connection and enhancing his strange,
otherworldy companion.

Witch: Lurking on the fringe of civilization, the witch
makes a powerful connection with a patron that grants her
strange and mysterious powers through a special familiar.

STARTING WEALTH

The following table lists the starting gold piece values
by class. In addition, each character begins play with an
outfit worth 10 gp or less.

Class Starting Wealth Average
Alchemist 3d6 x 10 gp 105 gp
Cavalier 5d6 x 10 gp 175 gp
Inquisitor 4d6 x 10 gp 140 gp
Oracle 3d6 x 10 gp 105 gp
Summoner 2d6 x 10 gp 70 gp
Witch 3d6 x 10 gp 105 gp
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Whether secreted away in a smoky basement laboratory
or gleefully experimenting in a well-respected school
of magic, the alchemist is often regarded as being
just as unstable, unpredictable, and dangerous as the
concoctions he brews. While some creators of alchemical
items content themselves with sedentary lives as
merchants, providing tindertwigs and smokesticks, the
true alchemist answers a deeper calling. Rather than cast
magic like a spellcaster, the alchemist captures his own
magic potential within liquids and extracts he creates,
infusing his chemicals with virulent power to grant him
impressive skill with poisons, explosives, and all manner
of self-transformative magic.

Role: The alchemist’s reputation is not softened by his
exuberance (some would say dangerous recklessness) in
perfecting his magical extracts and potion-like creations,
infusing these substances with magic siphoned from his
aura and using his own body as experimental stock. Nor
is it mollified by the alchemist’s almost gleeful passion
for building explosive bombs and discovering strange
new poisons and methods for their use. These traits,
while making him a liability and risk for most civilized
organizations and institutions of higher learning, seem to
fit quite well with most adventuring groups.

Alignment: Any.

Hit Die: d8.

CLASS SKILLS
The alchemist’s class skills are Appraise (Int), Craft (any)
(Int), Disable Device (Dex), Fly (Dex), Heal (Wis), Knowledge
(arcana) (Int), Knowledge (nature) (Int), Perception (Wis),
Profession (Wis), Sleight of Hand (Dex), Spellcraft (Int),
Survival (Wis), Use Magic Device (Cha).

Skill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are class features of the alchemist.

Weapon and Armor Proficiency: Alchemists are
proficient with all simple weapons and bombs. They are
also proficient with light armor, but not with shields.

Alchemy (Su): Alchemists are not only masters of creating
mundane alchemical substances such as alchemist’s fire
and smokesticks, but also of fashioning magical potion-
like extracts in which they can store spell effects. In effect,
an alchemist prepares his spells by mixing ingredients
into a number of extracts, and then “casts” his spells by
drinking the extract. When an alchemist creates an extract
or bomb, he infuses the concoction with a tiny fraction
of his own magical power—this enables the creation of
powerful effects, but also binds the effects to the creator.
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When using Craft (alchemy) to create an alchemical
item, an alchemist gains a competence bonus equal to his
class level on the Craft (alchemy) check. In addition, an
alchemist can use Craft (alchemy) to identify potions as if
using detect magic. He must hold the potion for 1 round to
make such a check.

An alchemist can create three special types of
magical items—extracts, bombs, and mutagens.
Bombs are explosive splash weapons, and mutagens
are transformative elixirs that the alchemist drinks to
enhance his physical abilities—both of these are detailed
in their own sections below.

Extracts are the most varied of the three. In many ways,
they behave like spells in potion form, and as such
their effects can be dispelled by effects like dispel
magic using the alchemist’s level as the caster
level. Unlike potions, though, extracts can have
powerful effects and duplicate spells that a potion
normally could not.

An alchemist can create only a certain number of
extracts of each level per day. His base daily allotment
of extracts is given on Table 2—1. In addition,
he receives bonus extracts per day if he has
a high Intelligence score, in the same way a
wizard receives bonus spells per day.

When an alchemist mixes an extract, he
infuses the chemicals and reagents in
the extract with magic siphoned from
his own magical aura. An extract
immediately becomes inert if it
leaves the alchemist’s possession, |
reactivating as soon as it returns P
tohiskeeping—analchemist
cannot normally pass out
his extracts for allies
to use (but see the
“infusion” discovery
below). An extract, once
created, remains potent
for 1 day before losing
its magic, so an
alchemist must re-
prepare his extracts
every day. Mixing an extract
takes 1 minute of work—most
alchemists prepare many
extracts at the start of the
day or just before going on an
adventure, but it’s not uncommon
for an alchemist to keep some (or
even all) of his daily extract slots open
so that he can prepare extracts in the
field as needed.
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Although the alchemist doesn’t actually cast spells, he does
have aformulaelist that determines what extracts he can create
(see page 32). An alchemist can utilize spell-trigger items if the
spell appears on his formuale list, but not spell-completion
items (unless he uses Use Magic Device to do so). An extract
is “cast” by drinking it, as if imbibing a potion—the effects of
an extract exactly duplicate the spell upon which its formula
is based, save that the spell always affects only the drinking
alchemist. An alchemist can draw and drink an extract as a
standard action. The alchemist uses his level as the caster
level to determine any effect based on caster level.

Creating extracts consumes raw materials, but the
cost of these 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
q during the consumption
I? of that particular extract.
| Extracts cannot be made

/‘ from spells that have focus
. requirements (alchemist
4 ) extracts that duplicate divine
spells never have a divine

focus requirement).

An alchemist can prepare
an extract of any formula
he knows. To learn or use

an extract, an alchemist

must have an Intelligence
score equal to at least 10
+ the extract’s level. The

Difficulty Class for a

saving throw against an

alchemist’s extract is 10
o" + the extract level + the alchemist’s
Intelligence modifier.

An alchemist 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
but not when he consumes it. An
alchemist begins play with two 1st-
level formulae of his choice, plus a
number of additional forumlae
equal to his
modifier. At
alchemist level, he gains

Intelligence
each new

. one new formula of
b any level that he
\z\‘_ can create. An

alchemist can




also add formulae to his book just like a wizard adds spells
to his spellbook, using the same costs, pages, and time
requirements. A formulae book costs as much as a spellbook.
An alchemist can study a wizard’s spellbook to learn any
formula that is equivalent to a spell the spellbook contains.
Awizard, however, cannot learn spells from a formula book.
An alchemist does not need to decipher arcane writings
before copying them.

Bomb (Su): In addition to magical extracts, alchemists
are adept at swiftly mixing various volatile chemicals
and infusing them with their magical reserves to create
powerful bombs that they can hurl at their enemies. An
alchemist can use a number of bombs each day equal
to his class level + his Intelligence modifier. Bombs
are unstable, and if not used in the round they are
created, they degrade and become inert—their method
of creation prevents large volumes of explosive material
from being created and stored. In order to create a
bomb, the alchemist must use a small vial containing
an ounce of liquid catalyst—the alchemist can create
this liquid catalyst from small amounts of chemicals
from an alchemy lab, and these supplies can be readily
refilled in the same manner as a spellcaster’s component
pouch. Most alchemists create a number of catalyst vials
at the start of the day equal to the total number of bombs
they can create in that day—once created, a catalyst vial
remains usable by the alchemist for years.

Drawing the components of, creating, and throwing a
bomb requires a standard action that provokes an attack
of opportunity. Thrown bombs have a range of 20 feet and
use the Throw Splash Weapon special attack (see page 202
of the Pathfinder RPG Core Rulebook). Bombs are considered
weapons and can be selected using feats such as Point-Blank
Shot and Weapon Focus. On a direct hit, an alchemist’s
bomb inflicts 1d6 points of fire damage + additional
damage equal to the alchemist’s Intelligence modifier. The
damage of an alchemist’s bomb increases by 1d6 points at
every odd-numbered alchemist level (this bonus damage is
not multiplied on a critical hit or by using feats such as Vital
Strike). Splash damage from an alchemist bomb is always
equal to the bomb’s minimum damage (so if the bomb
would deal 2d6+4 points of fire damage on a direct hit, its
splash damage would be 6 points of fire damage). Those
caught in the splash damage can attempt a Reflex save for
half damage. The DC of this save is equal to 10 + 1/2 the
alchemist’s level + the alchemist’s Intelligence modifier.

Alchemists can learn new types of bombs as discoveries
(see the Discovery ability) as they level up. An alchemist’s
bomb, like an extract, becomes inert if used or carried by
anyone else.

Brew Potion (Ex): At 1st level, alchemists receive Brew
Potion as a bonus feat. An alchemist can brew potions of
any formulae he knows (up to 3rd level), using his alchemist
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level as his caster level. The spell must be one that can be
made into a potion. The alchemist does not need to meet
the prerequisites for this feat.

Mutagen (Su): At1st level, an alchemist discovers how to
create a mutagen that he can imbibe in order to heighten
his physical prowess at the cost of his personality. It
takes 1 hour to brew a dose of mutagen, and once brewed,
it remains potent until used. An alchemist can only
maintain one dose of mutagen at a time—if he brews
a second dose, any existing mutagen becomes inert. As
with an extract or bomb, a mutagen that is not in an
alchemist’s possession becomes inert until an alchemist
picks it up again.

When an alchemist brews a mutagen, he selects one
physical ability score—either Strength, Dexterity, or
Constitution. It’s a standard action to drink a mutagen.
Upon being imbibed, the mutagen causes the alchemist
to grow bulkier and more bestial, granting him a +2
natural armor bonus and a +4 alchemical bonus to the
selected ability score for 10 minutes per alchemist level.
In addition, while the mutagen is in effect, the alchemist
takes a —2 penalty to one of his mental ability scores. If
the mutagen enhances his Strength, it applies a penalty to
his Intelligence. If it enhances his Dexterity, it applies a
penalty to his Wisdom. If it enhances his Constitution, it
applies a penalty to his Charisma.

A non-alchemist who drinks a mutagen must make
a Fortitude save (DC 10 + 1/2 the alchemist’s level + the
alchemist’s Intelligence modifier) or become nauseated for
1 hour—a non-alchemist can never gain the benefit of a
mutagen, but an alchemist can gain the effects of another
alchemist’s mutagen if he drinks it. (Although if the other
alchemist creates a different mutagen, the effects of the
“stolen” mutagen immediately cease.) The effects of a mutagen
do not stack. Whenever an alchemist drinks a mutagen, the
effects of any previous mutagen immediately end.

Throw Anything (Ex): All alchemists gain the Throw
Anything feat as a bonus feat at 1st level. An alchemist
adds his Intelligence modifier to damage done with splash
weapons, including the splash damage if any. This bonus
damage is already included in the bomb class feature.

Discovery (Su): At 2nd level, and then again every 2
levels thereafter (up to 18th level), an alchemist makes
an incredible alchemical discovery. Unless otherwise
noted, an alchemist cannot select an individual discovery
more than once. Some discoveries can only be made if
the alchemist has met certain prerequisites first, such
as uncovering other discoveries. Discoveries that modify
bombs that are marked with an asterisk (*) do not stack.
Only one such discovery can be applied to an individual
bomb. The DC of any saving throw called for by a discovery
is equal to 10 + 1/2 the alchemist’s level + the alchemist’s
Intelligence modifier.
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TABLE 2-1: ALCHEMIST

Base
Attack Fort Ref Will Extracts per Day
Level Bonus Save Save Save Special ist 2nd 3rd 4th
1st +0 +2 +2 +0  Alchemy, bomb 1d6, Brew Potion, 1 —_ = - = =
mutagen, Throw Anything
2nd +1 +3 +3 +0  Discovery, poison resistance +2, 2 — = = = =
poison use

3rd +2 +3 +3 +1  Bomb 2d6, swift alchemy 3 _ = = = —
4th +3 +4 +4 +1  Discovery 3 1 _ = = —
sth +3 +4 +4 +1  Bomb 3d6, poison resistance +4 4 2 — = =
6th +4 +5 +5 +2  Discovery, swift poisoning 4 3 —_ = = —
7th +5 +5 +5 +2  Bomb 4d6 4 3 1 — N
8th +6/+1 +6 +6 +2  Discovery, poison resistance +6 4 4 20 R
oth +6/+1 +6 +6 +3  Bomb s5dé 5 4 3 —_ = =
10th +7/+2 +7 +7 +3  Discovery, poison immunity 5 4 3 1 —  —
11th +8/+3 +7 +7 +3  Bomb 6d6 5 4 4 2 — —
12th +9/+4 +8 +8 +4  Discovery 5 5 4 3 —  —
13th +9/+4 +8 +8 +4 Bomb7dé 5 5 4 3 1 —
14th +10/+5 +9 +9 +4  Discovery, persistent mutagen 5 5 4 4 2 —
15th +11/+6/+1 +9 +9 +5  Bomb 8d6 5 5 5 4 3 —
16th +12/+7/+2 +10  +10 +5  Discovery 5 5 5 4 3 al
17th +12/+7/+2 +10  +10 +5  Bomb gd6 5 5 5 4 4 2
18th +13/+8/+3 +11 +11 +6  Discovery, instant alchemy 5 5 5 5 4 3
19th +14/+9/+4 +11 +11 +6  Bomb10dé 5 5 5 5 5 4
20th +15/+10/+5 +12 +12 +6  Grand discovery 5 5 5 5 5 5

Acid bomb*: When the alchemist creates a bomb, he can
choose to have it inflict acid damage. Creatures that take a
direct hit from an acid bomb take an additional 1d6 points
of'acid damage 1 round later.

Combine extracts: When the alchemist creates an extract,
he can place two formulae into one extract. When the
extract is consumed, both formulae take effect. This
extract has a level two levels higher than the highest-level
formulae placed in the extract. An alchemist must be at
least 8th level before selecting this discovery.

Concentrate poison: The alchemist can combine two doses
of the same poison to increase their effects. This requires
two doses of the poison and 1 minute of concentration.
When completed, the alchemist has one dose of poison.
The poison’s frequency is extended by 50% and the save DC
increases by +2. This poison must be used within 1 hour of
its creation or it is ruined.

Concussive bomb*: When the alchemist creates a bomb,
he can choose to have it inflict sonic damage. Concussive
bombs deal 1d4 points of sonic damage, plus 1d4 points
of sonic damage for every odd-numbered level, instead
of 1d6. Creatures that take a direct hit from a concussive
bomb are deafened for 1 minute unless they succeed at
a Fortitude save. An alchemist must be at least 6th level
before selecting this discovery.
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Delayed bomb: The alchemist can place a bomb so that
it explodes a number of rounds after the alchemist ceases
contact with the bomb. This delay can be any number
of rounds as chosen by the alchemist, up to a number of
rounds equal to his level. If at any point the alchemist
reclaims possession of the delayed bomb, he can end the
timer and prevent the bomb’s detonation. A delayed bomb
detonates immediately if any other creature attempts to
touch or move it, or if the bomb’s contents are removed
from the vial (such as if the vial breaks). The bomb deals
damage as if it scored a direct hit to any creature in the
square with the bomb when it detonates, and splash
damage to all adjacent creatures as normal. An alchemist
cannot have more than one delayed bomb at one time.
If he creates another delayed bomb, the previous bomb
becomes inert. Dispel magic can neutralize a delayed
bomb, as can a successful Disable Device check (DC equals
10 + the alchemist’s level + the alchemist’s Intelligence
modifier). An alchemist must be at least 8th level before
selecting this discovery.

Dilution: Once per day, the alchemist can dilute any
one potion or elixir, creating two doses of the same
potion from one. Diluting a potion costs a number of
gp equal to one-quarter of the potion’s market value. A
potion that has been diluted cannot be diluted again.
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This discovery cannot be used to dilute extracts or
mutagens. An alchemist must be at least 12th level
before selecting this discovery.

Dispelling Bomb: When the alchemist creates a bomb, he
can choose to have it dispel magic effects instead of deal
damage. Creatures that take a direct hit from a dispelling
bomb are subject to a targeted dispel magic spell, using the
alchemist’s level as the caster level. This cannot be used
to target a specific spell effect. The alchemist must be at
least 6th level before selecting this discovery.

Elixir of life: Once per day, the alchemist can brew an
elixir of life. This special concoction costs 25,000 gp to
create and takes 1 hour of work. An elixir of life, when
administered by the alchemist who brewed it, restores
life to a dead creature as per the spell true resurrection.
Alternatively, the alchemist himself may drink the elixir
of life, after which point he is immediately targeted with
a resurrection spell the next time he is killed. Used in this
manner, the effects of an elixir of life persist only for a
number of days equal to the alchemist’s Intelligence
modifier; if he does not die before that time expires, the
effects of the elixir of life end. An alchemist must be at
least 16th level before selecting this discovery.

Enhance potion: A number of times per day equal to
his Intelligence modifier, the alchemist can cause any
potion he drinks to function at a caster level equal to
his class level.

Eternal potion: If an alchemist drinks a potion that he
extends, the effects of that potion become permanent
until he chooses to make another potion -effect
permanent. An alchemist must be at least 16th level
and must possess the extend potion discovery before
selecting this discovery.

Explosive bomb*: The alchemist’s bombs now have
a splash radius of 10 feet rather than 5 feet. Creatures
that take a direct hit from an explosive bomb catch fire,
taking 1d6 points of fire damage each round until the
fire is extinguished. Extinguishing the flames is a full-
round action that requires a Reflex save. Rolling on the
ground provides the target with a +2 to the save. Dousing
the target with at least 2 gallons of water automatically
extinguishes the flames.

Extend potion: A number of times per day equal to his
Intelligence modifier, the alchemist can cause any potion
he drinks that does not have an instantaneous duration
to function at twice its normal duration. This does not
apply to extracts.

Fast bombs: An alchemist with this discovery can
quickly create enough bombs to throw more than one
in a single round. The alchemist can prepare and throw
additional bombs as a full-round action if his base
attack bonus is high enough to grant him additional
attacks. This functions just like a full-attack with a
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ranged weapon. An alchemist must be at least 8th level
before selecting this discovery.

Feral mutagen: Whenever the alchemist imbibes a
mutagen, he gains two claw attacks and a bite attack. These
are primary attacks and are made using the alchemist’s
full base attack bonus. The claw attacks deal 1d6 points of
damage (1d4 if the alchemist is Small) and the bite attack
deals 1d8 points of damage (1d6 if the alchemist is Small).
While the mutagen is in effect, the alchemist gains a +2
competence bonus on Intimidate skill checks.

Force bomb*: When the alchemist creates a bomb, he
can choose to have it inflict force damage. Force bombs
deal 1d4 points of force damage, plus 1d4 points of force
damage for every odd-numbered level, instead of 1d6.
Creatures that take a direct hit from a force bomb are
knocked prone unless they succeed on a Reflex save.
An alchemist must be at least 8th level before selecting
this discovery.

Frost bomb*: When the alchemist creates a bomb, he can
choose to have it inflict cold damage. Creatures that take
a direct hit from a frost bomb are staggered on their next
turn unless they succeed on a Fortitude save.

Grand mutagen: The alchemist’s mutagen now grants a
+6 natural armor bonus, a +8 alchemical bonus to one
ability score (Strength, Dexterity, or Constitution), a +6
alchemical bonus to a second physical ability score, and
a +4 alchemical bonus to a third physical ability score.
The alchemist takes a —2 penalty to his Intelligence,
Wisdom, and Charisma as long as the mutagen persists
(see Mutagen). An alchemist must be at least 16th level
and must possess the greater mutagen discovery before
selecting this discovery.

Greater mutagen: The alchemist’s mutagen now grants
a +4 natural armor bonus, a +6 alchemical bonus to
one physical ability score (Strength, Dexterity, or
Constitution), and a +4 alchemical bonus to a second
physical ability score. The alchemist takes a —2 penalty
on both associated mental ability scores as long as the
mutagen persists. An alchemist must be at least 12th level
before selecting this discovery.

Infuse mutagen: When the alchemist creates a mutagen,
he can infuse it with an extra bit of his own magical
power. This inflicts 2 points of Intelligence damage
to the alchemist and costs 1,000 gp in rare reagents,
but the mutagen created persists on its own and is not
rendered inert if the alchemist creates another mutagen.
This allows an alchemist to create different types of
mutagens and keep them handy for emergencies. This
does not allow an alchemist to gain the effects of multiple
mutagens—only the most recently imbibed mutagen has
any effect.

Inferno bomb*: The effects of the smoke created by an
alchemist’s bomb duplicate the effects of incendiary cloud
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instead of fog cloud, filling an area equal to twice the
bomb’s splash radius for 1 round per level. An alchemist
must be at least 16th level and must possess the smoke
bomb discovery before selecting this discovery.

Infusion: When the alchemist creates an extract, he
can infuse it with an extra bit of his own magical power.
The extract created now persists even after the alchemist
sets it down. As long as the extract exists, it continues
to occupy one of the alchemist’s daily extract slots. An
infused extract can be imbibed by a non-alchemist to
gain its effects.

Madness bomb: The alchemist’s bombs do more than
sear flesh—they sear the mind. A creature that takes a
direct hit from a madness bomb takes damage from the
bomb plus 1d4 points of Wisdom damage. Reduce the
amount of normal damage dealt by the bomb by 2d6 (so a
bomb that would normally deal 6d6+4 points of damage
deals 4d6+4 points of damage instead). The amount of
Wisdom damage dealt by a madness bomb is reduced by
1 for each madness bomb that hit the target in the past
24 hours, to a minimum of 1 point of Wisdom damage.
An alchemist must be at least 12th level before selecting
this discovery.

Poison bomb*: The effects of the smoke created by an
alchemist’s bomb duplicates the effects of cloudkill instead
of fog cloud, filling an area equal to twice the bomb’s
splash radius for 1 round per level. An alchemist must
be at least 12th level and must possess the smoke bomb
discovery before selecting this discovery.

Precise bombs: Whenever the alchemist throws a
bomb, he can select a number of squares equal to his
Intelligence modifier that are not affected by the splash
damage from his bombs. If the bomb misses, this
discovery has no effect.

Shock bomb*: When the alchemist creates a bomb, he
can choose to have it inflict electricity damage. Creatures
that take a direct hit from a shock bomb are dazzled for
1d4 rounds.

Smoke bomb*: When the alchemist creates a bomb, he
can choose to have it create a cloud of thick smoke when
it detonates. The cloud functions as fog cloud, filling an
area equal to twice the bomb’s splash radius for 1 round
per level.

Sticky bomb: The effects of the alchemist’s bombs are
persistent and continue to damage creatures for 1 round
after the initial damage. Creatures that take a direct
hit from a sticky bomb take the splash damage 1 round
later. Bombs that have effects that would normally occur
1 round later instead have those effects occur 2 rounds
later. An alchemist must be at least 1oth level before
selecting this discovery.

Sticky poison: Any poison the alchemist creates is
sticky—when the alchemist applies it to a weapon, the
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weapon remains poisoned for a number of strikes equal
to the alchemist’s Intelligence modifier. An alchemist
must be at least 6th level before selecting this discovery.

Stink bomb*: The effects of the smoke created by an
alchemist’s bomb can duplicate the effects of stinking
cloud instead of fog cloud, filling an area equal to twice
the bomb’s splash radius for 1 round. An alchemist
must possess the smoke bomb discovery before
selecting this discovery.

Poison Resistance (Ex): At 2nd level, an alchemist gains
a +2 bonus on all saving throws against poison. This
bonus increases to +4 at 5th level, and then again to +6 at
8th level. At 10th level, an alchemist becomes completely
immune to poison.

Poison Use (Ex): Alchemists are trained in the use
of poison and starting at 2nd level, cannot accidentally
poison themselves when applying poison to a weapon.

Swift Alchemy (Ex): At 3rd level, an alchemist can
create alchemical items with astounding speed. It takes
an alchemist half the normal amount of time to create
alchemical items, and he can apply poison to a weapon as
a move action.

Swift Poisoning (Ex): At 6th level, an alchemist can
apply a dose of poison to a weapon as a swift action.

Persistent Mutagen (Su): At 14th level, the effects of a
mutagen last for 1 hour per level.

Instant Alchemy (Ex): At 18th level, an alchemist can
create alchemical items with almost supernatural speed.
He can create any alchemical item as a full-round action
if he succeeds at the Craft (alchemy) check and has the
appropriate resources at hand to fund the creation. He
can apply poison to a weapon as an immediate action.

Grand Discovery (Su): At 2oth level, the alchemist
makes a grand discovery. He immediately learns two
normal discoveries, but also learns a third discovery
chosen from the list below, representing a truly
astounding alchemical breakthrough of significant
import. For many alchemists, the promise of one of
these grand discoveries is the primary goal of their
experiments and hard work.

Awakened Intellect: The alchemist’s constant exposure
to strange chemicals has expanded his mind. His
Intelligence score permanently increases by 2 points.

Eternal Youth: The alchemist has discovered a cure for
aging, and from this point forward he takes no penalty
to his physical ability scores from advanced age. If the
alchemist is already taking such penalties, they are
removed at this time.

Fast Healing: The alchemist’s flesh responds to damage
with shocking speed—he gains fast healing 5.

Philosopher’s Stone: The alchemist learns how to create
a philosopher’s stone, and can do so once per month at no
cost. Creating a philosopher’s stone takes 1 day of work.

R e —




Poison Touch: The alchemist gains a poisonous touch,
as if under the effects of a poison spell. He can suppress
or activate this ability as a free action. The physical
appearance of how the alchemist generates and delivers
his poisonous touch varies from alchemist to alchemist.

True Mutagen: The alchemist’s mutagen now grants
a +8 natural armor bonus and a +8 alchemical bonus to
Strength, Dexterity, and Constitution. The alchemist takes
a —2 penalty to his Intelligence, Wisdom, and Charisma as
long as the mutagen persists (see Mutagen). An alchemist
must possess the grand mutagen discovery before selecting
this discovery.

ALCHEMIST FORMULAE

Alchemists gain access to a variety of formulae, allowing
them to make extracts of the following spells. While most
of these spells are found in the Core Rulebook, those marked
with an asterisk (*) appear in Chapter 5 of this book.

1st-Level Alchemist Formulae—ant haul*, bomber’s eye?,
comprehend languages, crafter’s fortune*, cure light wounds,
detect secret doors, detect undead, disguise self, endure elements,
enlarge person, expeditious retreat, identify, jump, keen senses*,
negate aroma*, reduce person, shield, stone fist*, touch of the
sea*, true strike.

2nd-Level Alchemist Formulae—aid, alchemical
allocation®*, alter self, barkskin, bear’s endurance, blur, bull’s
strength, cat’s grace, cure moderate wounds, darkvision, delay
poison, detect thoughts, eagle’s splendor, elemental touch*,
false life, fire breath, fox’s cunning, invisibility, levitate, owl’s
wisdom, perceive cues*, protection from arrows, resist energy,
restoration (lesser), see invisibility, spider climb, transmute
potion to poison*, undetectable alignment, vomit swarm*.

3rd-Level Alchemist Formulae—absorbing touch*,
amplify elixir*, arcane sight, beast shape I, bloodhound*, cure
serious wounds, displacement, draconic reservoir*, elemental
aura*, fly, gaseous form, haste, heroism, nondetection,
protection from energy, rage, remove blindness/deafness, remove
curse, remove disease, seek thoughts*, thorn body*, tongues,
water breathing.

4th-Level Alchemist Formulae—air walk, arcane eye, beast
shape II, cure critical wounds, death ward, detonate*, discern
lies, dragon’s breath*, elemental body I, fire shield, fluid form*,
freedom of movement, invisibility (greater), neutralize poison,
restoration, spell immunity, stoneskin, universal formula*.

sth-Level Alchemist Formulae—beast shape III,
contact other plane, delayed consumption*, dream, elemental
body II, elude time*, magic jar, nightmare, overland flight,
planar adaptation®, plant shape I, polymorph, resurgent
transformation®, sending, spell resistance.

6th-Level Alchemist Formulae—analyze dweomer, beast
shape IV, elemental body I11, eyebite, form of the dragon I, giant
form I, heal, mislead, plant shape II, shadow walk, statue,
transformation, true seeing, twin form*, wind walk.

T S

paizo.com #1654275, Kevin Athey <drizz@acm.org>, May 18, 2012

CAVALIER

While many warriors strive to perfect their art, spending

all of their time honing their skill at martial arms, others
spend as much effort dedicating themselves to a cause.
These warriors, known as cavaliers, swear themselves to
a purpose, serving it above all else. Cavaliers are skilled
at fighting from horseback, and are often found charging
across a battlefield, with the symbol of their order trailing
on a long, fluttering banner. The cavalier’s true power
comes from the conviction of his ideals, the oaths that he
swears, and the challenges he makes.

Role: Cavaliers tend to marshal forces on the battlefield,
using their mounted talents and challenges to control
the flow of the fight. Outside of battle, cavaliers can be
found advancing their cause through diplomacy and, if
needed, subterfuge. The cavalier is no stranger to courtly
intrigue and can hold his own in even the most delicate
of social situations.

Alignment: Any.

Hit Dice: d1o.

CLASS SKILLS
The cavalier’s class skills are Bluff (Cha), Climb (Str), Craft
(Int), Diplomacy (Cha), Handle Animal (Cha), Intimidate
(Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), and
Swim (Str).

Skill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are the class features of the cavalier.

Weapon and Armor Proficiency: Cavaliers are proficient
with all simple and martial weapons, with all types of
armor (heavy, light, and medium) and with shields (except
tower shields).

Challenge (Ex): Once per day, a cavalier can challenge
a foe to combat. As a swift action, the cavalier chooses
one target within sight to challenge. The cavalier’s melee
attacks deal extra damage whenever the attacks are made
against the target of his challenge. This extra damage
is equal to the cavalier’s level. The cavalier can use this
ability once per day at 1st level, plus one additional time
per day for every three levels beyond 1st, to a maximum of
seven times per day at 19th level.

Challenging a foe requires much of the cavalier’s
concentration. The cavalier takes a -2 penalty to his
Armor Class, except against attacks made by the target
of his challenge.

The challenge remains in effect until the target is dead
or unconscious or until the combat ends. Each cavalier’s
challenge also includes another effect which is listed in
the section describing the cavalier’s order.
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Mount (Ex): A cavalier gains the service of a loyal and
trusty steed to carry him into battle. This mount functions
as adruid’s animal companion, using the cavalier’s level as
his effective druid level. The creature must be one that he
is capable of riding and is suitable as a mount. A Medium
cavalier can select a camel or a horse. A Small cavalier can
select a pony or wolf, but can also select aboar ora dogifhe
is at least 4th level. The GM might approve other animals
as suitable mounts.

A cavalier does not take an armor check penalty on
Ride checks while riding his mount. The mount is always
considered combat trained and begins play with Light
Armor Proficiency as a bonus feat. A cavalier’s mount does
not gain the share spells special ability.

A cavalier’s bond with his mount is strong, with the
pair learning to anticipate each other’s moods and moves.
Should a cavalier’s mount die, the cavalier may find
another mount to serve him after 1 week of mourning.
This new mount does not gain the link, evasion, devotion,
or improved evasion special abilities until the next time
the cavalier gains a level.

Order (Ex): At 1st level, a cavalier must pledge himself’
to aspecific order. The order grants the cavalier anumber
of bonuses, class skills, and special abilities. In
addition, each order includes a number of edicts
that the cavalier must follow. If he violates any of
these edicts, he loses the benefits from his order’s
challenge ability for 24 hours. The violation of an
edict is subject to GM interpretation.

A cavalier cannot change his order without
undertaking a lengthy process to dedicate himself
to a new cause. When this choice is made, he
immediately loses all of the benefits from
his old order. He must then follow the edicts
of his new order for one entire level without gaining
any benefits from that order. Once accomplished, he
gains all of the bonuses from his new order. Note that
the names of these orders might vary depending
upon the campaign setting or GM’s preference.

Tactician (Ex): At 1st level, a cavalier receives
a teamwork feat as a bonus feat. He must
meet the prerequisites for this feat. As a
standard action, the cavalier can grant
this feat to all allies within 30 feet who
can see and hear him. Allies retain the
use of this bonus feat for 3 rounds plus 1 round
for every two levels the cavalier possesses. Allies do not
need to meet the prerequisites of these bonus feats.
The cavalier can use this ability once per day at
1st level, plus one additional time per day at 5th
level and for every 5 levels thereafter.

Cavalier’s Charge (Ex): At 3rd level, a
cavalier learns to make more accurate
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charge attacks while mounted. The cavalier receives a +4
bonus on melee attack rolls on a charge while mounted
(instead of the normal +2). In addition, the cavalier does
not suffer any penalty to his AC after making a charge
attack while mounted.

Expert Trainer (Ex): At 4th level, a cavalier learns to
train mounts with speed and unsurpassed expertise.
The cavalier receives a bonus equal to 1/2 his cavalier
level whenever he uses Handle Animal on an animal that
serves as a mount. In addition, he can reduce the time
needed to teach a mount a new trick or train a mount for a
general purpose to1day per1week required by increasing
the DC by +5. He can also train more than one



mount at once, although each mount after the first adds
+2 to the DC.

Banner (Ex): At sth level, a cavalier’s banner becomes a
symbol of inspiration to his allies and companions. As long
as the cavalier’s banner is clearly visible, all allies within
60 feet receive a +2 morale bonus on saving throws against
fear and a +1 morale bonus on attack rolls made as part ofa
charge. At 10th level, and every five levels thereafter, these
bonuses increase by +1. The banner must be at least Small
or larger and must be carried or displayed by the cavalier
or his mount to function.

Bonus Feat: At 6thlevel,and ateverysixlevels thereafter,
a cavalier gains a bonus feat in addition to those gained
from normal advancement. These bonus feats must be
selected from those listed as combat feats. The cavalier
must meet the prerequisites of these bonus feats.

Greater Tactician (Ex): At gth level, the cavalier receives an
additional teamwork feat as a bonus feat. He must meet the
prerequisites for this feat. The cavalier can grant this feat
to his allies using the tactician ability. Using the tactician
ability is a swift action.

Mighty Charge (Ex): At 11th level, a cavalier learns to
make devastating charge attacks while mounted. Double
the threat range of any weapons wielded during a charge
while mounted. This increase does not stack with other
effects that increase the threat range of the weapon. In
addition, the cavalier can make a free bull rush, disarm,
sunder, or trip combat maneuver if his charge attack is
successful. This free combat maneuver does not provoke
an attack of opportunity.

Demanding Challenge (Ex): At 12th level, whenever a
cavalier declares a challenge, his target must pay attention
to the threat he poses. As long as the target is within the
threatened area of the cavalier, it takes a—2 penalty to its AC
from attacks made by anyone other than the cavalier.

Greater Banner (Ex): At 14th level, the cavalier’s banner
becomes a rallying call to his allies. All allies within 6o
feet receive a +2 morale bonus on saving throws against
charm and compulsion spells and effects. In addition, while
his banner is displayed, the cavalier can spend a standard
action to wave the banner through the air, granting all allies
within 60 feet an additional saving throw against any one
spell or effect that is targeting them. This save is made at
the original DC. Spells and effects that do not allow saving
throws are unaffected by this ability. An ally cannot benefit
from this ability more than once per day.

Master Tactician (Ex): At 17th level, the cavalier receives
an additional teamwork feat as a bonus feat. He must meet
the prerequisites for this feat. The cavalier can grant this
feat to his allies using the tactician ability. Whenever
the cavalier uses the tactician ability, he grants any two
teamwork feats that he knows. He can select from any of
his teamwork feats, not just his bonus feats.
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Supreme Charge (Ex): At 20th level, whenever the cavalier
makes a charge attack while mounted, he deals double the
normal amount of damage (or triple if using a lance). In
addition, if the cavalier confirms a critical hit on a charge
attack while mounted, the target is stunned for 1d4 rounds.
A Will save reduces this to staggered for 1d4 rounds. The DC
is equal to 10 + the cavalier’s base attack bonus.

CAVALIER ORDERS

The following orders represent the most common chosen
by cavaliers. Members of these orders are not necessarily
bound together, but some organizations do exist that are
comprised of cavaliers that all belong to one specific order.

Order of the Cockatrice

A cavalier who belongs to this order serves only himself,
working to further his own aims and increase his own
prestige. Cavaliers of this order tend to be selfish and
concerned only with personal goals and objectives.

Edicts: The cavalier must keep his own interests and aims
above those of all others. He must always accept payment
when it is due, rewards when earned, and an even (or greater)
share of loot. The cavalier must take every opportunity to
increase his own stature, prestige, and power.

Challenge: Whenever an order of the cockatrice
cavalier issues a challenge, he receives a +1 morale bonus
on all melee damage rolls made against the target of his
challenge as long as he is the only creature threatening the
target (not counting his mount). This bonus increases by
+1 for every four levels the cavalier possesses.

Skills: An order of the cockatrice cavalier adds Appraise
(Int) and Perform (Cha) to his list of class skills. In addition,
an order of the cockatrice cavalier adds his Charisma
modifier to the DC on another creature’s attempt to
demoralize him through Intimidate (in addition to his
Wisdom modifier, as normal).

Order Abilities: A cavalier that belongs to the order of’
the cockatrice gains the following abilities as he increases
in level.

Braggart (Ex): At 2nd level, the cavalier can spend
a standard action to extol his own accomplishments
and battle prowess. He receives Dazzling Display
as a bonus feat. He does not need a weapon in hand
to use this ability. The cavalier receives a +2 morale
bonus on melee attack rolls made against demoralized
targets.

Steal Glory (Ex): At 8th level, the cavalier can steal the
glory from another creature’s successful strike. Whenever
a creature other than the cavalier scores a critical hit
against a target that the cavalier is threatening, he can
make an attack of opportunity against the same target.

Moment of Triumph (Ex): At 15th level, the cavalier can,
as a free action, declare a moment of triumph. For 1
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TABLE 2-2: CAVALIER

Base
Attack Fort Ref will
Level Bonus Save Save Save Special
1st +1 +2 +0 +0 Challenge 1/day, mount, order, tactician
2nd +2 +3 +0 +0 Order ability
3rd +3 +3 +1 +1 Cavalier’s charge
4th +4 +4 +1 +1 Challenge 2/day, expert trainer
sth +5 +4 +1 +1 Banner
6th +6/+1 +5 +2 +2 Bonus feat
7th +7/+2 +5 +2 +2 Challenge 3/day
8th +8/+3 +6 +2 +2 Order ability
oth +9/+4 +6 +3 +3 Greater tactician
10th +10/+5 +7 +3 +3 Challenge 4/day
11th +11/+6/+1 +7 +3 +3 Mighty charge
12th +12/+7/+2 +8 +4 +4 Bonus feat, demanding challenge
13th +13/+8/+3 +8 +4 +4 Challenge 5/day
14th +14/+9/+4 +9 +4 +4 Greater banner
15th +15/+10/+5 +9 +5 +5 Order ability
16th +16/+11/+6/+1 +10 +5 +5 Challenge 6/day
17th +17[+12/+7[+2 +10 +5 +5 Master tactician
18th +18/+13/+8/+3 +11 +6 +6 Bonus feat
19th +19/+14/+9/+4 +11 +6 +6 Challenge 7/day
20th +20/+15/+10/+5 +12 +6 +6 Supreme charge

round, the cavalier receives a competence bonus equal to
his Charisma modifier on all ability checks, attack rolls,
damage rolls, saving throws, and skill checks. This bonus
is also added to his AC. In addition, any critical threats he
makes are automatically confirmed. The cavalier can use
this ability once per day.

Order of the Dragon

Cavaliers belonging to the order of the dragon dedicate
themselves to a group of like-minded individuals, be it a
mercenary company or a small band of adventurers. These
cavaliers believe in loyalty and friendship, and are willing
to lay down their lives to protect their allies.

Edicts: The cavalier must remain loyal to his allies and
must always work to further the aims of the group. He
must protect his allies from harm and defend their honor
when called into doubt.

Challenge: Whenever an order of the dragon cavalier
issues a challenge, his allies receive a +1 circumstance
bonus on melee attack rolls against the target of his
challenge whenever he is threatening the target. This
bonus increases by +1 for every four levels the cavalier
possesses.

Skills: An order of the dragon cavalier adds Perception
(Wis)and Survival (Wis)to hislist of class skills. In addition,
whenever an order of the dragon cavalier uses Survival to
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provide food and water for his allies or to protect his allies
from harsh weather, he receives a bonus on the check equal
to 1/2 his cavalier level (minimum +1).

Order Abilities: A cavalier that belongs to the order of the
dragon gains the following abilities as he increases in level.

Aid Allies (Ex): At 2nd level, whenever an order of the
dragon cavalier uses the aid another action to assist one of’
his allies, the ally receives a +3 bonus to his Armor Class,
attack roll, saving throw, or skill check. At 8th level, and
every six levels thereafter, this bonus increases by an
additional +1.

Strategy (Ex): At 8th level, the cavalier can spend a
standard action to grant one of a number of bonuses to all
allies within 30 feet (including himself). The allies must
be able to see or hear the cavalier to receive this bonus.
The cavalier can grant a +2 dodge bonus to AC for 1 round,
a +2 morale bonus on all attack rolls for 1 round, or the
ability to move up to their speed as an immediate action
once. The cavalier can grant a different bonus to each ally
within range, but allies can only benefit from this ability
once per combat.

Act as One (Ex): At 15th level, the cavalier can spend a
standard action to move up to his speed and make a melee
attack. All allies within 30 feet can also move up to their
speed and make a melee attack as an immediate action.
This movement and attack can be made as a charge
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if the movement qualifies. All attacks are made at a +2
bonus (this stacks with the bonus from a charge) and all
participants receive a +2 dodge bonus to their AC for 1
round. A cavalier can use this ability once per combat.

Order of the Lion

A cavalier who belongs to this order has pledged himselfto
a sovereign; be it a king, queen, or even the local warlord.
Cavaliers of this order are stalwart and dedicated to their
cause, willing to go any length to ensure the safety of their
lord and his domain.

Edicts: The cavalier must protect the life and lands of
his sovereign at all costs. He must obey the commands of
his sovereign without question. He must strive to expand
the power and prestige of his realm.

Challenge: Whenever an order of the lion cavalier issues
a challenge, he receives a +1 dodge bonus to his AC against
attacks made by the target of his challenge. This bonus
increases by +1 for every four levels the cavalier possesses.

Skills: An order of the lion cavalier adds Knowledge
(local) (Int) and Knowledge (nobility) (Int) to his list of class
skills. An order of the lion cavalier can make Knowledge
(nobility) skill checks untrained. If he has ranks in the
skill, he receives a bonus on the check equal to 1/2 his
cavalier level (minimum +1) as long as the check involves
his sovereign.

Order Abilities: A cavalier belonging to the order of the
lion gains the following abilities as he increases in level.

Lion’s Call (Ex): At 2nd level, an order of the lion cavalier
gains the ability to rally his allies. As a standard action,
he can give an encouraging speech which grants all
allies within 6o feet a competence bonus on their saving
throws against fear equal to his Charisma modifier and
a +1 competence bonus on attack rolls for a number of
rounds equal to his cavalier level. If an ally within range is
under the effect of a spell or ability that causes him to be
frightened or panicked, he can immediately make another
saving throw to resist the effect (if allowed).

For the King (Ex): At 8th level, an order of the lion cavalier
can call out to his allies, inspiring them to greatness. As
a swift action, the cavalier can grant a competence bonus
equal to his Charisma modifier on all attack and damage
rolls to all allies within 30 feet. This bonus lasts for 1
round. This ability can be used once per combat.

Shield of the Liege (Ex): At 15th level, an order of the lion
cavalier can protect those around him. Allies that are
adjacent to the cavalier receive a +2 shield bonus to their
AC. In addition, as an immediate action, the cavalier can
redirect an attack made at a creature adjacent to himself,
as long as the creature making the attack is within the
cavalier’s reach. This ability must be declared before the
attack roll is made. The attack is made against the cavalier’s
AC and defenses, even if the creature could not normally
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reach or attack the cavalier. The cavalier loses any cover or
concealment bonuses when subject to the redirected attack.

Order of the Shield

Cavaliers who join the order of the shield devote their lives
to protecting the common folk, from the simple farmer
to the honest craftsman. These cavaliers stand before the
tide, protecting the innocent from roving marauders and
hungry monsters.

Edicts: The cavalier must protect the lives and
prosperity of the common folk, shielding them from
the deprivations of those who would seek to cause them
harm or exploit them. He must give charity when it is
warranted and aid when needed. He must take no action
that would cause harm or hardship to those who cannot
defend themselves.

Challenge: Whenever an order of the shield cavalier
issues a challenge, he receives a +1 morale bonus on attack
rolls made against the target of his challenge if the target
makes an attack against a target other than the cavalier.
This bonus lasts for 1 minute. The bonus increases by +1
for every four levels the cavalier possesses.

Skills: An order of the shield cavalier adds Heal (Wis)
and Knowledge (local) (Int) to his list of class skills.
Whenever an order of the shield cavalier uses the Heal
skill on a creature other than himself, he receives
a bonus on the check equal to 1/2 his cavalier level
(minimum +1).

Order Abilities: A cavalier belonging to the order of
the shield gains the following abilities as he increases
in level.

Resolute (Ex): At 2nd level, whenever the cavalier takes
damage from a melee or ranged attack while wearing heavy
armor, the cavalier can convert 1 point of lethal damage to
1 point of nonlethal damage. He can use this ability once
each time he takes damage. This ability cannot be used
to convert ability damage, ability drain, or energy damage
to nonlethal damage. At 6th level, and every four levels
thereafter, the amount of damage the cavalier can convert
increases by 1.

Stem the Tide (Ex): At 8th level, the cavalier receives
Stand Still as a bonus feat, even if he does not meet the
prerequisites. Instead of making a combat maneuver
check to stop the creature from moving, a cavalier with
this ability can elect to make a normal attack instead. If
the attack hits and deals damage, the target must stop
moving, just as if the cavalier had made a successful
combat maneuver check.

Protect the Meek (Ex): At 15th level, the cavalier can move
to intercept foes. As an immediate action, he can move
up to his speed (or his mount’s speed, if mounted) and
make a single melee attack. This movement provokes
attacks of opportunity as normal. The cavalier must end
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his movement adjacent to an enemy. On his next turn, the
cavalier is staggered and cannot use this ability again for
1 round.

Order of the Star

Cavaliers who join the order of the star dedicate themselves
to the protection and service of a faith and its members.
Cavaliers belonging to this order tend to follow many of
the tenets and guides of the religion that they serve. When
a cavalier joins this order, he should select a single religion
to serve.

Edicts: The cavalier must strive to protect the faith
and all those who follow its teachings, from priest to
common man. He must adhere to the strictures of the
faith, promote its cause whenever possible, and serve the
agents of the divine.

Challenge: Whenever an order of the star cavalier
issues a challenge, he receives a +1 morale bonus on all his
saving throws as long as he is threatening the target of his
challenge. This bonus increases by +1 for every four levels
the cavalier possesses.

Skills: An order of the star cavalier adds Heal (Wis) and
Knowledge (religion) (Int) to his list of class skills. An order
of the star cavalier can make Knowledge (religion) skill
checks untrained. If he has ranks in the skill, he receives a
bonus on the check equal to 1/2 his cavalier level (minimum
+1) as long as the check involves his chosen faith.

Order Abilities: An order of the star cavalier gains the
following abilities as he increases in level.

Calling (Ex): At 2nd level, the cavalier can make a short
prayer as a standard action, filling him with confidence in
his abilities. At any point in the next minute, he can receive
a competence bonus on an ability check, attack roll, saving
throw, or skill check equal to his Charisma modifier. He
must declare that he is using this bonus before the roll is
made. He can use this ability up to four times per day, once
for each type of check or roll. In addition, the cavalier adds
1/2 his cavalier level to any levels of paladin or cleric he
might possess for the purposes of determining the effects
of channel energy or lay on hands.

For the Faith (Ex): At 8th level, the cavalier can call upon
his faith to bolster himself in combat. As a free action,
the cavalier can call out the name of his deity, granting
him a morale bonus on attack rolls equal to his Charisma
modifier for 1 round. In addition, any allies within 30 feet
that share his faith also receive halfthis bonus (minimum
+1). The cavalier can use this ability once per day, plus
one additional time per day at 12th level and every four
levels thereafter.

Retribution (Ex): At 1s5th level, the cavalier can take
retribution on those who dare to strike an agent of his
faith. Whenever an enemy makes a successful melee
attack against the cavalier or an adjacent ally devoted
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to the same faith as the cavalier, the enemy provokes
an attack of opportunity from the cavalier. The cavalier
receives a +2 morale bonus on the attack of opportunity.
If the attack made by the enemy was a critical hit, the
cavalier may treat the enemy as the target of his challenge
for the attack of opportunity. The cavalier can use this
ability once per round.

Order of the Sword

Cavaliers who join the order of the sword dedicate their
lives to the code of chivalry, living a life of honor, valor,
and fairness. Cavaliers of this order tend to swear service
to alord or a lady. Of all the orders, the order of the sword
is perhaps the broadest in terms of its focus and ideals.

Edicts: The cavalier must show courage in the face of
danger, mercy to those who have wronged him, and charity
to the poor and the meek. He must be just and honorable at
all times and in all things. He must defend his honor and,
above all else, the honor of those he serves.

Challenge: Whenever an order of the sword cavalier
issues a challenge, he receives a +1 morale bonus on attack
rolls against the target of his challenge so long as he is
astride his mount. The bonus increases by +1 for every four
levels the cavalier possesses.

Skills: An order of the sword cavalier adds Knowledge
(nobility) (Int) and Knowledge (religion) (Int) to his list of
class skills. Whenever the cavalier uses Sense Motive to
oppose a Bluff check, he receives a competence bonus on
the check equal to 1/2 his cavalier level (minimum +1).

Order Abilities: An order of the sword cavalier receives
the following abilities as he increases in level.

By My Honor (Ex): At 2nd level, the cavalier must select
one alignment. As long as he maintains the selected
alignment, he receives a +2 morale bonus to one saving
throw of his choice.

Mounted Mastery (Ex): At 8thlevel, the cavalierignores the
armor check penalty when using the Ride skill, regardless
of whether or not the creature he is riding is his mount.
Whenever he makes a charge attack while mounted, he
receives a +4 dodge bonus to his AC to avoid attacks set
against his charge. When making such an attack, he can
add his mount’s Strength modifier to the damage roll, in
addition to his own. He also receives a bonus feat, chosen
from the following list: Mounted Combat, Ride-By Attack,
Skill Focus (Ride), Spirited Charge, Trample, or Unseat. He
must qualify for the feat selected.

Knight’s Challenge (Ex): At 15th level, the cavalier can
make a knight’s challenge once per day. This functions
like a normal challenge, but the cavalier adds his
Charisma bonus on all attack rolls and damage rolls made
against the target of his challenge. In addition, he receives
a +4 circumstance bonus on attack rolls made to confirm
critical hits against the target of his knight’s challenge.
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INQUISITOR

Grim and determined, the inquisitor roots out enemies of’

the faith, using trickery and guile when righteousness and
purity is not enough. Although inquisitors are dedicated
to a deity, they are above many of the normal rules and
conventions of the church. They answer to their deity and
their own sense of justice alone, and are willing to take
extreme measures to meet their goals.

Role: Inquisitors tend to move from place to place,
chasing down enemies and researching emerging
threats. As a result, they often travel with others, if for
no other reason than to mask their presence. Inquisitors
work with members of their faith whenever possible, but
even such allies are not above suspicion.

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

Hit Dice: d8.

CLASS SKILLS

The inquisitor’s class skills are Bluff (Cha), Climb
(Str), Craft (Int), Diplomacy (Cha), Disguise (Cha),
Heal (Wis), Intimidate (Cha), Knowledge (arcana) (Int),
Knowledge (dungeoneering) (Int), Knowledge (nature)
(Int), Knowledge (planes) (Int), Knowledge (religion) (Int),
Perception (Wis), Profession (Wis), Ride (Dex), Sense
Motive (Wis), Spellcraft (Int), Stealth (Dex), Survival (Wis),
and Swim (Str).

Skill Ranks per Level: 6 + Int modifier.

CLASS FEATURES

The following are class features of the inquisitor.

Weapon and Armor Proficiency: An inquisitor is
proficient with all simple weapons, plus the hand
crossbow, longbow, repeating crossbow, shortbow, and
the favored weapon of her deity. She is also proficient
with light armor, medium armor, and shields (except
tower shields).

Spells: An inquisitor casts divine spells drawn from the
inquisitor spell list (see page 42). She can cast any spell
she knows at any time without preparing it ahead of time,
assuming she has not yet used up her allotment of spells
per day for the spell’s level.

To learn or cast a spell, an inquisitor must have
a Wisdom score equal to at least 10 + the spell level.
The Difficulty Class for a saving throw against an
inquisitor’s spell is 10 + the spell level + the inquisitor’s
Wisdom modifier.

An inquisitor can cast only a certain number of spells of
each spell level each day. Her base daily spell allotment is
given on Table 2—3. In addition, she receives bonus spells
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per day if she has a high Wisdom score (see Table 1-3 of the
Pathfinder RPG Core Rulebook).

An inquisitor’s selection of spells is extremely limited.
An inquisitor begins play knowing four o-level spells
and two 1st-level spells of the inquisitor’s choice. At each
new inquisitor level, she gains one or more new spells as
indicated on Table 2—4. (Unlike spells per day, the number
of spells an inquisitor knows is not affected by her Wisdom
score. The numbers on Table 2—4 are fixed.)

Upon reaching s5th level, and at every third inquisitor
level thereafter (8th, 11th, and so on), an inquisitor can
choose to learn a new spell in place of one she already
knows. In effect, the inquisitor “loses” the old spell in
exchange for the new one. The new spell’s level must be the
same as that of the spell being exchanged, and it must be at
least one level lower than the highest-level inquisitor spell
she can cast. The inquisitor may swap out only a single
spell at any given level and must choose whether or not to
swap the spell at the same time that she gains new spells
known for the level.

Domain: Like a cleric’s deity, an inquisitor’s deity
influences her alignment, what magic she can perform,
and her values. Although not as tied to the tenets of
the deity as a cleric, an inquisitor must still hold such
guidelines in high regard, despite that fact she can go
against them if it serves the greater good of the faith.
An inquisitor can select one domain from among those
belonging to her deity. She can select an alignment
domain only ifher alignment matches that domain. With
the GM’s approval, an inquisitor can be devoted to an
ideal instead of a deity, selecting one domain to represent
her personal inclination and abilities. The restriction on
alignment domains still applies.

Each domain grants a number of domain powers,
depending on the level of the inquisitor. An inquisitor
does not gain the bonus spells listed for each domain, nor
does she gain bonus spell slots. The inquisitor uses her
level as her effective cleric level when determining the
power and effect of her domain powers. If the inquisitor
has cleric levels, one of her two domain selections must
be the same domain selected as an inquisitor. Levels of
cleric and inquisitor stack for the purpose of determining
domain powers and abilities, but not for bonus spells.

Judgment (Su): Starting at 1st level, an inquisitor can
pronounce judgment upon her foes as a swift action.
Starting when the judgment is made, the inquisitor
receives a bonus or special ability based on the type of
judgment made.

At 1st level, an inquisitor can use this ability once per
day. At 4th level and every three levels thereafter, the
inquisitor can use this ability one additional time per
day. Once activated, this ability lasts until the combat
ends, at which point all of the bonuses immediately end.
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The inquisitor must participate in the combat to gain
these bonuses. If she is frightened, panicked, paralyzed,
stunned, unconscious, or otherwise prevented from
participating in the combat, the ability does not end, but
the bonuses do not resume until she can participate in
the combat again.

When the inquisitor uses this ability, she must select one
type of judgment to make. As a swift action, she can change
this judgment to another type. Ifthe inquisitor is evil, she
receives profane bonuses instead of sacred, as appropriate.
Neutral inquisitors must select profane or sacred bonuses.
Once made, this choice cannot be changed.

Destruction: The inquisitor is filled with divine wrath,
gaining a +1 sacred bonus on all weapon damage rolls.
This bonus increases by +1 for every three inquisitor levels
she possesses.

Healing: The inquisitor is surrounded by a healing
light, gaining fast healing 1. This causes the
inquisitor to heal 1 point of damage each round
as long as the inquisitor is alive and the judgment
lasts. The amount of healing increases by 1 point for
every three inquisitor levels she possesses.

Justice: 'This judgment spurs the inquisitor to seek
justice, granting a +1 sacred bonus on all attack rolls. This
bonus increases by +1 for every five inquisitor levels she
possesses. At 1oth level, this bonus is doubled on all attack
rolls made to confirm critical hits.

Piercing: This judgment gives the inquisitor great focus
and makes her spells more potent. This benefit grants a
+1 sacred bonus on concentration checks and caster level
checks made to overcome a target’s spell resistance. This
bonus increases by +1 for every three inquisitor levels
she possesses.

Protection: The inquisitor is surrounded
by a protective aura, granting a +1 sacred
bonus to Armor Class. This bonus
increases by +1 for every five inquisitor
levels she possesses. At 1oth level, this bonus is
doubled against attack rolls made to confirm critical hits
against the inquisitor.

Purity: The inquisitor is protected from the vile taint of

her foes, gaining a +1 sacred bonus on all saving throws.
This bonus increases by +1 for every five inquisitor levels she
possesses. At 10th level, the bonus is doubled against curses,
diseases, and poisons.

Resiliency: This judgment makes the inquisitor resistant
to harm, granting DR 1/magic. This DR increases by 1
for every five levels she possesses. At 10th level, this DR
changes from magic to an alignment (chaotic, evil, good,
or lawful) that is opposite the inquisitor’s. If she is neutral,
the inquisitor does not receive this increase.

Resistance: The inquisitor is shielded by a flickering
aura, gaining 2 points of energy resistance against one
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energy type (acid, cold, electricity, fire, or sonic) chosen
when the judgment is declared. The protection increases
by 2 for every three inquisitor levels she possesses.
Smiting: This judgment bathes the inquisitor’s weapons
in a divine light. The inquisitor’s weapons count as magic
for the purposes of bypassing damage reduction. At 6th
level, the inquisitor’s weapons also count as one alignment
type (chaotic, evil, good, or lawful) for the purpose of
bypassing damage reduction. The type selected must
match one of the inquisitor’s alignments. If the inquisitor
is neutral, she does not receive this bonus. At 10th level,
the inquisitor’s weapons also count as adamantine for the
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TABLE 2-3: INQUISITOR

Base
Attack Fort Ref Will Spells per Day
Level Bonus Save Save Save Special ist 2nd 3rd 4th sth  é6th
1st +0 +2 +0 +2 Domain, judgment 1/day, monster lore, 1 —_- = = = =
orisons, stern gaze
2nd +1 +3 +0 +3 Cunning initiative, detect alignment, track 2 —- = = = —
3rd +2 +3 +1 +3 Solo tactics, teamwork feat 3 _ = = = =
4th +3 +4 +1 +4 Judgment 2/day 3 1 —_ = = =
sth +3 +4 +1 +4 Bane, discern lies 4 2 —_ = = —
! 6th +4 +5 +2 +5 Teamwork feat 4 3 _ = = =
! 7th +5 +5 +2 +5 Judgment 3/day 4 3 1 —_ = —
! 8th +6/+1 +6 +2 +6 Second judgment 4 4 2 —_ = —
! oth +6/+1 +6 +3 +6 Teamwork feat 5 4 3 —_ - =
10th +7/+2 +7 +3 +7 Judgment 4/day 5 4 3 1 - —
11th +8/+3 +7 +3 +7 Stalwart 5 4 4 2 - —
12th +9/+4 +8 +4 +8 Greater bane, teamwork feat 5 5 4 3 — —
13th +9/+4 +8 +4 +8 Judgment 5/day 5 5 4 3 1 —
! 14th +10/+5 +9 +4 +9 Exploit weakness 5 5 4 4 2 —
15th +11/+6/+1 +9 +5 +9 Teamwork feat 5 5 5 4 3 —
16th +12/+7/+2 +10 +5 +10  Judgment 6/day, third judgment 5 5 5 4 3 1
17th +12/+7/+2 +10 +5 +10 Slayer 5 5 5 4 4 2
| 18th +13/+8/+3 +11 +6 +11  Teamwork feat 5 5 5 5 4 3
I 19th +14/+9/+4 +11 +6 +11  Judgment y/day 5 5 5 5 5 4
| 20th +15/+10/+5  +12 +6 +12  True judgment 5 5 5 5 5 5

purpose of overcoming damage reduction (but not for
reducing hardness).

Monster Lore (Ex): The inquisitor adds her Wisdom
modifier on Knowledge skill checks in addition to her
Intelligence modifier, when making skill checks to
identify the abilities and weaknesses of creatures.

Orisons: Inquisitors learn a number of orisons, or
o-level spells, as noted on Table 2—4 under “Spells Known.”
These spells are cast like any other spell, but they are
not expended when cast and may be used again. Orisons
prepared using other spell slots, such as those due to
metamagic feats, are expended normally.

Stern Gaze (Ex): Inquisitors are skilled at sensing
deception and intimidating their foes. An inquisitor
receives amorale bonus on all Intimidate and Sense Motive
checks equal to 1/2 her inquisitor level (minimum +1).

Cunning Initiative (Ex): At 2nd level, an inquisitor adds
her Wisdom modifier on initiative checks, in addition to
her Dexterity modifier.

Detect Alignment (Sp): At will, an inquisitor can use
detect chaos, detect evil, detect good, or detect law. She can
only use one of these at any given time.

Track (Ex): At 2nd level, an inquisitor adds halfher level
on Survival skill checks made to follow or identify tracks.

Solo Tactics (Ex): At 3rd level, all of the inquisitor’s allies
are treated as if they possessed the same teamwork feats as
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the inquisitor for the purpose of determining whether the
inquisitor receives a bonus from her teamwork feats. Her
allies do not receive any bonuses from these feats unless they
actually possess the feats themselves. The allies’ positioning
and actions must still meet the prerequisites listed in the
teamwork feat for the inquisitor to receive the listed bonus.

Teamwork Feat: At 3rd level, and every three levels
thereafter, the inquisitor gains a bonus feat in addition
to those gained from normal advancement. These bonus
feats must be selected from those listed as teamwork feats.
The inquisitor must meet the prerequisites of the selected
bonus feat.

As a standard action, the inquisitor can choose to learn
a new bonus teamwork feat in place of the most recent
bonus teamwork feat she has already learned. In effect,
the inquisitor loses the bonus feat in exchange for the
new one. She can only change the most recent teamwork
feat gained. Whenever she gains a new teamwork feat,
the previous teamwork feat becomes set and cannot be
changed again. An inquisitor can change her most recent
teamwork feat a number of times per day equal to her
Wisdom modifier.

Bane (Su): At 5th level, an inquisitor can imbue one of
her weapons with the bane weapon special ability as a swift
action. She must select one creature type when she uses
this ability (and a subtype if the creature type selected is
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humanoid or outsider). Once selected, the type can be
changed as a swift action. This ability only functions while
the inquisitor wields the weapon. If dropped or taken, the
weapon resumes granting this ability ifit is returned to the
inquisitor before the duration expires. This ability lasts for
a number of rounds per day equal to the inquisitor’s level.
These rounds do not need to be consecutive.

Discern Lies (Sp): At 5th level, an inquisitor can discern
lies, as per the spell, for a number of rounds per day equal
to her inquisitor level. These rounds do not need to be
consecutive. Activating this ability is an immediate action.

Second Judgment (Ex): At 8th level, whenever an
inquisitor uses her judgment ability, she selects two
differentjudgments, instead of one. This only consumes
one use of her judgment ability. As a swift action, she
can change one of these judgments to another type.

Stalwart (Ex): At 11th level, an inquisitor can use mental
and physical resiliency to avoid certain attacks. If she
makes a Fortitude or Will saving throw against an attack
that has a reduced effect on a successful save, she instead
avoids the effect entirely. This ability can only be used if
the inquisitor is wearing light armor, medium armor, or
no armor. A helpless inquisitor does not gain the benefit
of the stalwart ability.

Greater Bane (Su): At 12th level, whenever an inquisitor
uses her bane ability, the amount of bonus damage dealt by
the weapon against creatures of the selected type increases
to 4d6.

Exploit Weakness (Ex): At 14th level, the inquisitor
learns to take advantage of any opportunity that presents
itself. Whenever the inquisitor scores a critical hit, she
ignores any damage reduction the target might have. In
addition, if the target has regeneration, the creature loses
regeneration on the round following the critical hit and
can die normally during that round. Creatures whose
regeneration always functions are immune to this ability.
Finally, if the inquisitor deals energy damage to a creature
with vulnerability to that energy type, she deals +1 point of
damage per die rolled.

Third Judgment (Ex): At 16th level, whenever an inquisitor
uses her judgment ability, she selects three different
judgments, instead of just two. This only consumes one
use of her judgment ability. As a swift action, the inquisitor
can change one of these judgments to another type.

Slayer (Ex): At 17th level, an inquisitor learns to focus
her judgment. Whenever an inquisitor uses her judgment
ability, she must select one type of judgment. She is
treated as if she were 5 levels higher for the purposes of
determining the bonus granted by the judgment. Unlike
other types of judgment, the one enhanced by this ability
cannot be changed for the remainder of the judgment

True Judgment (Su): At 20th level, an inquisitor can
call true judgment down upon a foe during combat.
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Whenever an inquisitor uses her judgment ability, the
inquisitor can invoke true judgment on a foe as a swift
action. Once declared, the inquisitor can make a single
melee (or ranged attack, if the foe is within 30 feet) against
the target. If the attack hits, it deals damage normally
and the target must make a Fortitude save or die. The
DC of this save is equal to 10 + 1/2 the inquisitor’s level +
the inquisitor’s Wisdom modifier. Regardless of whether
or not the save is made, the target creature is immune to
the inquisitor’s true judgment ability for 24 hours. Once
this ability has been used, it cannot be used again for
1d4 rounds.

Chaotic, Evil, Good, and Lawful Spells: An inquisitor
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 chaotic, evil, good and
lawful descriptors in their spell descriptions.

EX-INQUISITORS

An inquisitor who slips into corruption or changes to a
prohibited alignment loses all spells and the judgment
ability. She cannot thereafter gain levels as an inquisitor
until she atones (see the atonement spell description).

INQUISITOR SPELLS

Inquisitors gain access to the following spells. While most
of these spells are found in the Core Rulebook, those marked
with an asterisk (*) appear in Chapter 5 of this book.
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o-Level Inquisitor Spells—acid splash, bleed, brand?,
create water, daze, detect magic, detect poison, disrupt undead,
guidance, light, read magic, resistance, sift*, stabilize, virtue.

1st-Level Inquisitor Spells—alarm, bane, bless, bless water,
burst bonds*, cause fear, command, comprehend languages, cure
light wounds, curse water, detect chaos/evil/good/law, detect
undead, disguise self, divine favor, doom, expeditious retreat,
hide from undead, inflict light wounds, magic weapon, protection
from chaos/evil/good/law, remove fear, sanctuary, shield of faith,
tireless pursuit®, true strike, wrath*.

2nd-Level Inquisitor Spells—aid, align weapon,
bloodhound*, calm emotions, castigate*, confess*, consecrate,
corruption resistance®, cure moderate wounds, darkness, death
knell, delay poison, desecrate, detect thoughts, enthrall, find
traps, flames of the faithful*, follow aura*, ghostbane dirge*,
hold person, honeyed tongue*, inflict moderate wounds,
invisibility, knock, perceive cues*, remove paralysis, resist energy,
restoration (lesser), see invisibility, sacred bond*, shield other,
silence, spiritual weapon, tongues, undetectable alignment,
weapon of awe*, whispering wind, zone of truth.

jrd-Level Inquisitor Spells—arcane sight, banish
seeming®, blood biography*, cast out*, continual flame,
coordinated effort*, cure serious wounds, daylight, deeper
darkness, dimensional anchor, dispel magic, fester®, glyph of
warding, halt undead, heroism, hidden speech*, hunter’s eye*,
inflict serious wounds, invisibility purge, keen edge, locate object,
magic circle vs. chaos/evil/good/law, magic vestment, greater
magic weapon, nondetection, obscure object, prayer, protection
from energy, remove curse, remove disease, retribution?,
righteous vigor*, seek thoughts™, searing light, speak with dead,
ward the faithful*.

4th-Level Inquisitor Spells—brand (greater)*, chaos
hammer, coward’s lament*, cure critical wounds, death ward,
defile armor¥, denounce?, detect scrying, discern lies, dismissal,
divination, divine power, fear, freedom of movement, forced
repentance®, geas (lesser), hold monster, holy smite, inflict
critical wounds, invisibility (greater), neutralize poison,
order’s wrath, rebuke*, restoration, sanctify armor*, sending,
shared wrath*, sleepwalk*, spell immunity, stoneskin, tireless
pursuers*, unholy blight.

sth-Level Inquisitor Spells—atonement, banishment,
break enchantment, castigate (mass)*, command (greater),
commune, cure light wounds (mass), dispel chaos/evil/good/law,
disrupting weapon, flame strike, geas/quest, ghostbane dirge
(mass)*, hallow, inflict light wounds (mass), mark of justice,
resounding blow*, righteous might, spell resistance, telepathic
bond, true seeing, unhallow, unwilling shield*.

6th-Level Inquisitor Spells—blade barrier, blasphemy,
circle of death, cleanse*, cure moderate wounds (mass), dictum,
dispel magic (greater), fester (mass)*, find the path, forbiddance,
glyph of warding (greater), harm, heal, heroes’ feast, holy word,
inflict moderate wounds (mass), legend lore, repulsion, undeath
to death, word of chaos.
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ORACLE

Although the gods work through many agents, perhaps

none is more mysterious than the oracle. These divine
vessels are granted power without their choice, selected
by providence to wield powers that even they do not fully
understand. Unlike a cleric, who draws her magic through
devotion to a deity, oracles garner strength and power from
many sources, namely those patron deities who support
their ideals. Instead of worshiping a single source, oracles
tend to venerate all of the gods that share their beliefs.
While some see the powers of the oracle as a gift, others
view them as a curse, changing the life of the chosen in
unforeseen ways.

Role: Oracles do not usually associate with any one
church or temple, instead preferring to strike out on their
own, or with a small group of like-minded individuals.
Oracles typically use their spells and revelations to
further their understanding of their mystery, be it
through fighting mighty battles or tending to the poor
and sick.

Alignment: Any.

Hit Dice: d8.

CLASS SKILLS

The oracle’s class skills are Craft (Int), Diplomacy (Cha),
Heal (Wis), Knowledge (history) (Int), Knowledge (planes)
(Int), Knowledge (religion) (Int), Profession (Wis), Sense
Motive (Wis), and Spellcraft (Int). In addition, oracles
receive additional class skills depending upon their
oracle mystery.

Skill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are the class features of the oracle.

Weapon and Armor Proficiency: Oracles are proficient
with all simple weapons, light armor, medium armor,
and shields (except tower shields). Some oracle revelations
grant additional proficiencies.

Spells: An oracle casts divine spells drawn from the
cleric spell lists (see pages 226-229 of the Pathfinder RPG
Core Rulebook). She can cast any spell she knows without
preparing it ahead of time. To learn or cast a spell, an
oracle must have a Charisma score equal to at least 10 +
the spell level. The Difficulty Class for a saving throw
against an oracle’s spell is 10 + the spell’s level + the
oracle’s Charisma modifier.

Like other spellcasters, an oracle can cast only a certain
number of spells per day of each spell level. Her base daily
spell allotment is given on Table 2—s5. In addition, she
receives bonus spells per day if she has a high Charisma
score (see Table 1-3 of the Pathfinder RPG Core Rulebook).
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Unlike other divine spellcasters, an oracle’s selection of
spells is extremely limited. An oracle begins play knowing
four o-level spells and two 1st-level spells of her choice. At
each new oracle level, she gains one or more new spells, as
indicated on Table 2—6. Unlike spells per day, the number
of spells an oracle knows is not affected by her Charisma
score; the numbers on Table 2—6 are fixed.

In addition to the spells gained by oracles as they gain
levels, each oracle also adds all of either the cure spells or
the inflict spells to her list of spells known (cure spells
include all spells with “cure” in the name, inflict spells
include all spells with “inflict” in the name). These spells
are added as soon as the oracle is capable of casting them.
This choice is made when the oracle gains her first level
and cannot be changed.

Upon reaching 4th level, and at every even-numbered
oracle level after that (6th, 8th, and so on), an oracle
can choose to learn a new spell in place of one g,
she already knows. In effect, the oracle loses the -‘e;:..-___
old spell in exchange for the new one. The new
spell’s level must be the same as that of the spell being
exchanged. An oracle 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 cure or inflict spells, nor
can she swap any spells gained from her mystery.

Unlike a cleric, an oracle 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. Oracles do not need to provide a divine
focus to cast spells that list divine focus (DF) as part of the
components.

Mystery: Each oracle draws upon a divine mystery to grant
her spells and powers. This mystery also grants additional
class skills and other special abilities. This mystery can
represent a devotion to one ideal, prayers to deities that
support the concept, or a natural calling to champion a
cause. For example, an oracle with the waves mystery might
have been born at sea and found a natural calling to worship
the gods of the oceans, rivers, and lakes, be they benign or
malevolent. Regardless of its source, the mystery manifests
in a number of ways as the oracle gains levels. An oracle
must pick one mystery upon taking her first level of oracle.
Once made, this choice 