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INTRODUCTION

he gods of the Pathfinder Campaign Setting

play significant roles in the lives of Golarion’s

people and the designs of some of the world’s
most powerful organizations, from the holy crusaders in
the Worldwound to the staunch atheists of Rahadoum.
The faiths and philosophies of these characters play out
not only in their actions, but in the mechanics that drive
them as part of the Pathfinder Roleplaying Game. Traits,
feats, spells, and prestige classes with ties to deities and
faiths can all help define a character’s nature and role
within a party or a story.

This chapter provides numerous options for followers
of'the deities presented in the previous chapters, including
three new faith-based prestige classes, over 100 new traits,
scores of new feats, dozens of spells, and a treasure trove
of new magic items, including a magic altar for each of the
20 core deities of the Inner Sea region.

Many of the new rules presented in this chapter have
close ties to a single deity, but followers of other faiths
can use them as well. A priest of Nethys may be the first
mortal to discover a new spell, but spellcasters of other
faiths can research it thereafter, and other deities may
grant it to their servants. A magic item may have been
first crafted at a forge dedicated to Torag, but that
doesn’t preclude another craftsman from replicating the
process; in fact, the Forgefather would likely smile upon
such an act. When exploring options for your character
that are associated with a deity different from the one
she worships, check with your GM to see if doing so is
appropriate. He might wish to restrict options from
certain religions, slightly alter the flavor of the item,
or incorporate your discovery possession of it into the
campaign’s story.

Each deity entry in Chapter 1 presents an index of rules
elements in this chapter that are directly or thematically
tied to their respective faiths. Refer to those sections to
find associated feats, spells, traits, and magic items from
the following pages to make your character’s faith shine
through in her abilities.

PRESTIGE CLASSES

Clerics, inquisitors, and other divine spellcasters are
tied closely to their deities, but other characters who are
devout servants of Golarion’s gods can also draw upon
their power. The three prestige classes in this book
are designed to give these characters mechanical and
thematic links to their patrons. Characters of all types

will find the evangelist (page 198) an intriguing option
for incorporating the powers and tenets of their chosen
faith into the abilities they already receive from their base
classes. Divine spellcasters will find the exalted (page 200)
empowers them to embody the essence of their faith and
inspire others to follow their chosen religion, whether
the exalted operates within the church structure or apart
from it. The sentinel (page 202) presents opportunities
for characters with a martial bent to become champions
of their patron deity, serving as divine warriors with
power channeled directly from their god.

All three prestige classes require the Deific Obedience
feat (page 210), granting access to various abilities unique
to the character’s patron deity. For a complete listing of
the granted powers for sentinels, evangelists, exalted,
along with those who take the Deific Obedience feat, see
each god’s entry in Chapter 1. Whenever an ability refers
to a “sacred or profane bonus,” the type matches that of
the character’s bonus from performing his obedience.
See page 174 for advice on playing an obedient worshiper
of any of the other gods detailed in Chapter 2.

FEATS

Feats often define a character’s abilities and style both
in and out of combat, regardless of her class. The feats
presented in this chapter provide mechanical benefits
specific to characters of many of the gods of the Inner
Sea, helping to define the unique powers available to
members of every faith, and may also provide tools for
outlining a character’s philosophy toward her faith.
Many of the included feats have a particular patron deity
as a prerequisite, but others may be selected by members
of any religion.

RELIGION TRAITS

Even characters without a large investment in their faith
may still show signs of their upbringing within their
chosen church, or bear the mark of a religion that has
influenced who they are or the way that they see the
world. The traits provided in this section give characters
of nearly every religion at least one possible background
trait to further tie them to their deity. All the included
traits are religion traits, and can be selected at character
creation, or by taking the Additional Traits feat (Pathfinder
RPG Advanced Player’s Guide 150). For more information
on traits, see page 326 of the Advanced Player’s Guide or
page 51 of Pathfinder RPG Ultimate Campaign.
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INNER SEA GODS

SPELLS

Arcane and divine spellcasters alike are sure to find these
deity-themed spells useful in carrying out their gods’
wills with their magical abilities. Whether granted by
a cleric’s patron or as the result of a wizard’s expansive
research into the magic of another faith, these spells
provide magical characters the tools they need to evoke
their faith through the spells they cast.

SUBDOMAINS

Players looking for ways to give clerics specialization
options beyond domain selection will find a wealth of
choices in the subdomains found in this section. For a
complete list of all subdomains available to clerics of each
deity detailed in this book, see the appendix on page 316.

MAGIC ITEMS

No rules compendium would be complete without a
stockpile of new magic items. In this chapter, you'll find
weapons (page 254), armor (page 250), rings (page 258),
wondrous items (page 260), and a new category of magic
item: the permanent and powerful altars of the Inner Sea
region’s core deities (page 246).

OTHER SOURCES

A number of other sources provide extensive character
options for characters of all faiths, expanding on the
cults and religions of Golarion and opening doorways
beyond those detailed here.

Pathfinder Adventure Path: The articles included in
every volume of Pathfinder Adventure Path regularly
feature in-depth explorations of the deities and faiths of
Golarion, similar to those found in Chapter 1.

Pathfinder Campaign Setting: Book of the Damned
Series: Divided into three volumes (Princes of Darkness,
Lords of Chaos, and Horsemen of the Apocalypse), the most
evil servants of the gods will find a host of patrons, new
prestige classes, spells, special magic items, and more in
these foul tomes.

Pathfinder Campaign Setting: Chronicle of the
Righteous: Adherents of the mystery cults of the angelic
empyreal lords will find the details on these good-
aligned demigods and the associated mechanics useful.

Pathfinder Player Companion: Champions of Balance:
This guide to playing lawful, chaotic, and neutral
characters is an asset to any character who views the
battle between chaos and order as more important than
the struggle between good and evil.

Pathfinder
Corruption: Players of evil-aligned characters will

Player Companion: Champions of
find the tools in this book helpful in emulating their
alignments, serving their dark patrons, and spreading

corruption throughout the Inner Sea regions.

Pathfinder Player Companion: Champions of Purity:
This player’s guide presents character options for
good-aligned characters of any class and faith, with an
emphasis on redemption.

Pathfinder Player Companion: Faiths & Philosophies:
For characters who follow philosophies such as the
Green Faith, atheism, shamanism, or the Prophecies
of Kalistrade, this book presents options to make these
faiths (or lack thereof) as pronounced as those of followers
of the deities described in this book.

Pathfinder Player Companion: Mythic Origins:
Expanding on the powers of Pathfinder RPG Mythic
Adventures, this guide gives players options to trace their
mythic might to the gods of Golarion, whether through
amazing encounters or direct blood relations.

NOILONAOdA.LNI




PRESTIGE CLASSES

EVANGELIST

Though all faiths have their dedicated priests and
righteous warriors, gods inspire devotion from a wide
range of individuals. Rogues who specialize in stealth
and poisons might swear allegiance to Norgorber, while
wandering bards sing songs in praise of Desna. Even
the most powerful deity is not too proud to turn such
followers aside, for the worship of passionate acolytes is
precious regardless of their backgrounds, professions,
races, or ages, and they might lead others to the faith by
example. These unusual but skillful followers of the gods
are called evangelists.

An evangelist could have a childhood rooted in wealth
or poverty, hail from the north or the south, and may have
been raised in her faith or come to it late in life. She may
follow one path strictly or dabble in multiple professions.
She may be of any race and pledge her faith to any of the
core deities. Of all the preeminent followers of the core
deities, the evangelist is the hardest to predict and shows
the most variety in her abilities.

Hit Die: d8.

REQUIREMENTS
To qualify to become an evangelist, a character must
fulfill all of the following criteria.

Alignment: Within one step of chosen deity.

Deity: Must worship a single, specific deity. While
any worshiper of any deity can become an evangelist,
the unique focus of each faith inspires individuals of
different backgrounds to aspire to this path within that
faith. Below are examples of the class types most likely
to become evangelists in each of the major faiths of the
Inner Sea region.

Abadar: Alchemist, cavalier, inquisitor, monk, wizard

Asmodeus: Cavalier, magus, monk, rogue, summoner

Calistria: Bard, ranger, rogue, sorcerer, witch

Cayden Cailean: Alchemist, bard, fighter, magus, rogue

Desna: Bard, magus, ranger, rogue, sorcerer

Erastil: Barbarian, druid, fighter, ranger, wizard

Gorum: Barbarian, cavalier, fighter, magus, sorcerer

Gozreh: Barbarian, druid, ranger, summoner, witch

Iomedae: Bard, cavalier, monk, paladin, ranger, wizard

Irori: Alchemist, bard, inquisitor, monk, wizard

Lamashtu: Alchemist, barbarian, sorcerer, summoner, witch

Nethys: Alchemist, magus, sorcerer, summoner, wizard

Norgorber: Alchemist, fighter, magus, rogue, sorcerer

Pharasma: Fighter, inquisitor, oracle, sorcerer, witch

Rovagug: Barbarian, druid, fighter, sorcerer, summoner

Sarenrae: Cavalier, druid, inquisitor, sorcerer, wizard

Shelyn: Bard, fighter, rogue, sorcerer, summoner

Torag: Alchemist, cavalier, fighter, monk, wizard

Urgathoa: Magus, rogue, witch, wizard

Zon-Kuthon: Inquisitor, monk, rogue, summoner, witch

Feat: Deific Obedience*

Special: Any one of the following: base attack bonus +5,
5 ranks in any skill other than Knowledge (religion), or
ability to cast 3rd-level spells.

CLASS SKILLS
The evangelist’s class skills (and the key ability for
each skill) are Craft (Int), Diplomacy (Cha), Heal (Wis),
Knowledge (religion) (Int), Perception (Wis), and
Profession (Wis).

Skill Ranks at Each Level: 6 + Int modifier.

CLASS FEATURES
The following are class features of the evangelist
prestige class.

Weapon and Armor Proficiency: An evangelist is
proficient with all simple weapons and light armor. An
evangelist also gains weapon proficiency with her chosen
deity’s favored weapon.

Obedience (Ex): In order to maintain the abilities
granted by this prestige class, including all abilities gained
from aligned class (see below), an evangelist must perform a
daily obedience to her chosen deity (see page 10).

Skilled: Evangelists possess a range of skills across
multiple disciplines. At 1st level, an evangelist selects two
skills to add to her class skill list. Once selected, these
class skills can’t be changed.

Aligned Class (Ex): Evangelists come from many
different backgrounds, and they show an unusual range of
diversity. At 2nd level, the evangelist must choose a class
she belonged to before adding the prestige class to be her
aligned class. She gains all the class features for this class,
essentially adding every evangelist level beyond 1st to her
aligned class to determine what class features she gains.
She still retains the Hit Dice, base attack bonus, saving
throw bonuses, and skill ranks of the prestige class, but
gains all other class features of her aligned class as well as
those of the evangelist prestige class.

Protective Grace (Su): The evangelist’s chosen deity
rewards her with heightened awareness and reaction
skills, making her more difficult to strike in combat. At
2nd level, the evangelist gains a +1 dodge bonus to AC.
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INNER SEA GODS

EVANGELIST

Level Base Attack Bonus | Fort Save Ref Save | Will Save |Special
st +0 +0 +1 +0 Obedience, skilled
2nd +1 +1 +1 +1 Aligned class, protective grace +1
3rd +2 +1 +2 +1 Divine boon 1
4th +3 +1 +2 +1 Gift of tongues
5th +3 +2 +3 +2 Multitude of talents
6th +4 +2 +3 +2 Divine boon 2
7th +5 +2 +4 +2 Protective grace +2
8th +6 +3 +4 +3 Gift of tongues
9th +6 +3 +5 +3 Divine boon 3
10th +7 +3 +5 +3 Spiritual form

This bonus increases to +2 at 7th level. The evangelist loses
this bonus when she is denied her Dexterity bonus to AC.

Divine Boon: As the evangelist gains levels, she gains
boons from her chosen deity. The nature of these boons
varies depending on the evangelist’s chosen deity. Each
deity grants three boons, each more powerful than the
last. At 3rd level, the evangelist gains the first boon. At 6th
level, she gains the second boon, and at gth level, she gains
the third boon. Consult the Deific Obedience feat on page
210 and the core deity descriptions in Chapter 1 for details
on these divine boons. When a divine boon grants a spell-
like ability, the evangelist’s caster level for the spell-like
ability equals her total character level. This ability allows
an evangelist to access these boons earlier than with the
Deific Obedience feat alone; it does not grant additional
uses of the boons once the character reaches the necessary
Hit Dice to earn the boons normally.

Gift of Tongues: At 4th level, the evangelist may select
a new language as a gift from her chosen deity. She gains
the ability to speak and write this new language fluently,
so as to better communicate with those she meets in the
course of her travels. At 8th level, the evangelist selects
a second language to learn. The ability to comprehend
these languages is an instantaneous divine gift, and spells
and effects that dispel persistent effects can’t remove the
evangelist’s gift of tongues.

Multitude of Talents (Ex): The evangelist finds herself
in many strange situations requiring a variety of skills.
Starting at sth level, the evangelist gains a +4 sacred or
profane bonus on any skill check attempted with a skill in
which the character has no ranks. This bonus applies only
to skill checks that can be made untrained.

Spiritual Form (Su): Upon reaching ioth level, the
evangelist gains the ability to assume a spiritual form.
Assuming this formisastandard action, and the evangelist
can remain in spiritual form for a number of minutes per
day equal to her character level. This duration does not
need to be consecutive, but it must be used in 1-minute
increments. Returning to her normal form is a free action.

The evangelist’s spiritual form grants her telepathy
to a range of 100 feet, as well as two variable abilities.

Upon reaching 1oth level, the evangelist must choose the
form of these two abilities, and once she has selected them
they can’t be changed. First, she chooses one ability score
to which she gains a +4 bonus when in spiritual form.
Second, she chooses one physical transformation from the
following to gain when she transforms: wings (fly speed of
go feet with good maneuverability), gills (ability to breathe
water and a swim speed of 30 feet), or a single natural attack
(a claw, bite, gore, slam, or tail sting that deals damage as
appropriate for the evangelist’s size) as well as a temporary
appendage capable of making such an attack if necessary.
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EXALTED

The exalted exemplifies the teachings of her faith. More
than areligious leader, she is the embodiment of faith that
all members of the religion strive to emulate. She may be
part of the official religious hierarchy or an independent
worshiper, but wherever she goes she inspires others to
join or commit more fully to her faith.

Through constant meditation, reflection, and religious
study, the exalted has forged a unique connection to
her god. Though the exalted of every faith share certain
granted abilities, each one also receives special abilities
based on the specific teachings of her religion. An exalted
of Torag acts and appears very differently from an exalted
of Lamashtu, for example. All exalted conduct themselves
with devotion and passion, however, inspiring zealotry
through word and deed wherever they go.

Hit Die: d8.

REQUIREMENTS __
To qualify to become an exalted, a character x%
must fulfill all of the following criteria. /
Alignment: Same as chosen deity. '
Deity: Must worship a single, specific deity.
Deific Obedience*, Skill Focus
(Knowledge [religion]).

Feats:

Skills: Diplomacy 5 ranks, Knowledge
(religion) 5 ranks.

Spells: Ability to cast 3rd-level divine
spells.

CLASS SKILLS

The exalted’s class skills (and the
key ability for each skill) are Craft
(Int), Diplomacy (Cha), Heal (Wis),
Intimidate (Cha), Knowledge (planes),
Knowledge (religion), Linguistics

(Int), Perform (oratory) (Cha),
Profession (Wis), Sense Motive (Wis),
and Spellcraft (Int).

Skill Ranks at Each Level: 2 + Int
modifier.

CLASS FEATURES
The following are class features of the
exalted prestige class.

Weapon and Armor Proficiency: An
exalted gains weapon proficiency with
her chosen deity’s favored weapon.

Spells per Day/Spells Known: At
the indicated levels, an exalted gains
new spells per day as if she had also
gained a level in a spellcasting class to which she
belonged before taking the prestige class. She

does not, however, gain other benefits a character of that
class would have gained, except for additional spells per
day, spells known (if she is a spontaneous spellcaster),
and an increased effective level of spellcasting. If
the character had more than one divine spellcasting
class before becoming an exalted, she must decide to
which class she adds the new level for the purposes of
determining spells per day.

Divine Brand (Su): At 1st level, a mark appears
somewhere on the exalted’s body. The mark’s location
varies by individual and by faith, but the mark clearly
represents the exalted’s chosen deity. The divine brand
generally appears in a location easy to display, such as
on the hand, forearm, chest, or face. An uncovered divine
brand functions as a silver holy (or unholy) symbol. If
the divine brand is forcibly removed from an unwilling

exalted, it reappears on her body 24
hours later.

Obedience (Ex): In order to
maintain the abilities granted
by this prestige class (including

all spellcasting abilities that

have been augmented by this prestige

class), an exalted must perform a daily

obedience to the deity she worships
(see page 10).

Scholar (Ex): The exalted come from many
backgrounds and study different aspects of
their chosen faiths. At 1st level, an exalted
may select one additional Knowledge skill
to add to her list of class skills.

Vitality (Su): Divine energy suffuses the
body of the exalted, making her more resilient. At
2nd level, the exalted gains a +2 sacred or profane
bonus on Fortitude saves and on Constitution
checks to stabilize.

Divine Boon: As the exalted gains levels,
she gains boons from her chosen deity. The
nature of these boons varies depending on
the exalted’s chosen deity. Each deity grants
three boons, each more powerful than the
last. At 3rd level, the exalted gains the first
boon. At 6th level, she gains the second
boon, and at gth level, she gains the third

boon. Consult the Deific Obedience

feat on page 210 and the core deity
descriptions in Chapter 1 for details
on these divine boons. When a divine
boon grants a spell-like ability, the
exalted’s caster level for the spell-like
ability equals her total character level.
This ability allows an exalted to access these
boons earlier than with the Deific Obedience
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EXALTED

BASEATTACK | FORT | REF | WILL
“"“‘ BONUS ‘ SAVE ‘ SAVE ‘ SAVE ‘SPEC'AL

1st +0 +0 +0 +1

‘ SPELLS PER DAY

Divine brand, obedience, scholar +1 level of existing divine spellcasting class

2nd +1 +1 +1 +1 Vitality +1 level of existing divine spellcasting class
3rd +2 +1 +1 +2 Divine boon 1 +1 level of existing divine spellcasting class
4th +3 +1 +1 +2 Religious speaker +1 level of existing divine spellcasting class
5Sth +3 +2 +2 +3 Expanded portfolio +1 level of existing divine spellcasting class
6th +4 +2 +2 +3 Divine boon 2 +1 level of existing divine spellcasting class
7th +5 +2 +2 +4 Aspect of divinity +1 level of existing divine spellcasting class
8th +6 +3 +3 +4 Ardent vision +1 level of existing divine spellcasting class
9th +6 +3 +3 +5 Divine boon 3 +1 level of existing divine spellcasting class
10th +7 +3 +3 +5 Perform miracle +1 level of existing divine spellcasting class

feat alone; it does not grant additional uses of the boons
once the character reaches the necessary Hit Dice to earn
the boons normally.

Religious Speaker (Ex): Through her intense studies,
meditation, and discussions with other worshipers, the
exalted has mastered the art of speaking about her faith.
At 4th level, she gains a +2 competence bonus on Bluff,
Diplomacy, and Perform (oratory) checks while her divine
brand is visible.

Expanded Portfolio (Su): At s5th level, the exalted
further increases her already impressive knowledge of
her chosen deity’s faith and is rewarded with increased
powers in one of the spheres over which her deity holds
sway. The exalted chooses a domain of her chosen deity
to which she gains access, using her exalted level as her
effective cleric level.

The exalted can also can use each of the chosen
domain’s spells once per day as a spell-like ability, with
a caster level equal to her exalted level. The exalted can
use each spell-like ability only if she is able to cast divine
spells of that level. If the exalted has any domain spell
slots, she is also able to cast the chosen domain’s spells in
those slots as normal.

Aspect of Divinity (Su): At 7th level, the exalted gains a
physical trait that reflects her faith. These physical traits
vary by individual and deity; examples include hair with
the appearance of fire or water, scaled or metallic flesh,
talons, reptilian or glowing eyes, or a faint and colorful
aura. The traits may be obvious or subtle, but in any case
they confer no special attacks or abilities and impose a —4
penalty on Disguise checks.

In addition, the exalted gains a permanent protection
from chaos/evil/good/law effect with a caster level equal to
her character level. She must select one alignment from
which her aura protects her, and the chosen alignment
must be opposed to the exalted’s alignment (and therefore
her deity’s). An exalted who is neutral chooses any of the
four alignments. Once the exalted makes this choice, it
can’t be changed.

Ardent Vision (Sp): At 8th level, the exalted can always
discern the enemies of her faith. She gains the ability to
cast detect chaos/evil/good/law at will, with a caster level
equal to her character level. The exalted must choose one
alignment to detect that is opposed to her alignment (or
one of her choice is if she is neutral), and once this choice
is made it can’t be changed.

Perform Miracle (Su): The exalted at the pinnacle of
her abilities can create effects that are nothing short of
miraculous. At 10th level, once per day the exalted can do
one of the following things.

« Duplicate any cleric spell of 6th level or lower.

« Duplicate any other spell of 5th level or lower.

« Potentially undo the harmful effects of certain spells,
such as feeblemind or insanity, that require miracle to
counteract. To attempt to undo such a spell, the exalted
must make a caster level check using her level in the
spellcasting class to which she added her exalted levels
(including the increases in spellcasting from her
exalted levels) against a DC of 11 + the caster level of
the targeted effect. On a success, the exalted counters
the spell or effect. On a failure, the exalted does not
counter the spell or effect, though she can try again
after 24 hours.

« Make a request of her chosen deity in line with the
above effects. Doing so requires a sacrifice of 10,000 gp
in powdered diamond or another appropriate precious
material based on the teachings of the deity’s faith.
Examples of potential effects include returning a
fallen ally to life and full health, teleporting the
exalted and her allies to a location with no chance
of error, or protecting a town from a wildfire. In any
event, a request that is out of line with the deity’s
nature is refused.

A duplicated spell allows saving throws and spell
resistance as normal, but the save DCs are calculated as if
it were a yth-level spell. When an exalted uses this ability
to duplicate a spell with a material component that costs
more than 100 gp, she must provide that component.

R\

SHSSYTO dADILSd3dd



PRESTIGE CLASSES

SENTINEL

Every major deity boasts champions of some type, whether
they are paladins sworn to Iomedae or barbarians who
channel their destructive rage from Rovagug. The
sentinel is a warrior who receives special powers in
exchange for his service to a deity, and often serves as
a guard for the deity’s clergy. Some undergo official
training, others experience visions leading them to their
path, and some simply make the decision to pledge their
lives to upholding their faith.

Sentinels frequently clash with enemies of their deity
or champions of rival faiths, and occasionally work with
other sentinels to undertake great quests or overcome
challenging obstacles. Some inspire unique warrior
orders dedicated to their faith, and legendary champions
of the faith are often sentinels.

Hit Die: dio

REQUIREMENTS
To qualify to become a sentinel, a character must fulfill
all of the following criteria.

Alignment: Within one step of chosen deity.

Deity: Must worship a single, specific deity.

Feats: Deific Obedience*, Weapon Focus (deity’s favored
weapon).

Special: Base attack bonus +5 or higher.

CLASS SKILLS
The sentinel’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Handle Animal (Cha),
Intimidate (Cha), Knowledge (religion) (Int), Perception
(Wis), Profession (Wis), Ride (Dex), Survival (Wis), and
Swim (Str).

Skill Ranks at Each Level: 2 + Int modifier.

CLASS FEATURES
The following are class features of the sentinel prestige class.
Weapon and Armor Proficiency: Sentinels are
proficient with all simple and martial weapons,
with all types of armor (heavy, medium, and
light), and with shields (except tower shields).
Obedience (Ex): In order to maintain the
abilities granted by this prestige class, a
4 sentinel must perform a daily obedience to

" his chosen deity (see page 10).

Symbolic Weapon (Su): When wielding his

deity’s favored weapon, the sentinel gains a +1

sacred or profane bonus on attack and damage rolls.

These bonuses increase by 1 for every 3 levels he has in

the sentinel prestige class (maximum +4). His deity’s

favored weapon also functions as a holy (or unholy)
symbol when wielded by a sentinel.

Bonus Feat: At 2nd level and again at yth level, the
sentinel gains a bonus feat in addition to those gained
from normal advancement. These bonus feats must be
selected from those listed as combat feats. Sentinel levels
stack with fighter levels for the purpose of qualifying for
feats with a fighter level prerequisite. If the bonus feat
selected requires the sentinel to select a specific weapon
for the feat to apply to (such as Greater Weapon Focus),
the sentinel must select his deity’s favored weapon.

Divine Boon: As the sentinel gains levels, he gains
boons from his chosen deity. The nature of these boons
varies depending on the sentinel’s chosen deity. Each
deity grants three boons, each more powerful than the
last. At 3rd level, the sentinel gains the first boon. At
6th level, he gains the second boon, and at gth level, he
gains the third boon. Consult the Deific Obedience feat
on page 210 and the core deity descriptions in Chapter 1
for details on these divine boons. When a divine boon
grants a spell-like ability, the sentinel’s caster level for
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SENTINEL

BASE ATTACK
LEVEL | A

FORT SAVE | REF SAVE | WILL SAVE | SPECIAL

st +1 +1 +0 +0 Obedience, symbolic weapon +1

2nd +2 +1 +1 +1 Bonus feat

3rd +3 +2 +1 +1 Divine boon 1, symbolic weapon +2
4th +4 +2 +1 +1 Divine quickness +2

5th +5 +3 +2 +2 Aligned strike, stalwart

6th +6 +3 +2 +2 Divine boon 2, symbolic weapon +3
7th +7 +4 +2 +2 Bonus feat, practiced combatant

8th +8 +4 +3 +3 Divine quickness +4, righteous leader
9th +9 +5 +3 +3 Divine boon 3, symbolic weapon +4
10th +10 +5 +3 +3 Unstoppable warrior

the spell-like ability equals his total character level.
This ability allows a sentinel to access these boons
earlier than with the Deific Obedience feat alone; it
does not grant additional uses of the boons once the
character reaches the necessary Hit Dice to earn the
boons normally.

Divine Quickness (Ex): Starting at 4th level, so long as
the sentinel carries his deity’s favored weapon, he gains
a +2 sacred or profane bonus on initiative checks. The
weapon doesn’t need to be carried in hand, but must at
least be on his person and accessible enough that he can
wield it with no greater than a move action. At 8th level,
this bonus increases to +4.

Aligned Strike (Su): The sentinel’s righteous fervor
allows him to cut through certain types of damage
reduction. At s5th level, the sentinel gains the ability to
bypass a specific type of damage reduction when wielding
his deity’s favored weapon. The type of damage reduction
his weapon bypasses is based on his chosen deity’s
alignment. The sentinel chooses this type of damage
reduction when he gains this ability and this choice can’t
be changed. He can choose only one of the aligned weapon
types regardless of how many options he has based on his
deity’s alignment. For example, a sentinel of Tomedae can
treat his weapon as axiomatic or holy, but not both. The
choices are as follows.

Lawful: The sentinel can treat his weapon as axiomatic
if'his deity is lawful.

Chaotic: The sentinel can treat his weapon as anarchic if
his deity is chaotic.

Good: The sentinel can treat his weapon as holy if his
deity is good.

Evil: The sentinel can treat his weapon as unholy if his
deity is evil.

Neutral: The sentinel can choose one of the four other
weapon alignment types if his deity is neutral.

Stalwart (Su): At sth level, the sentinel gains mental
fortitude through his constant meditation and adherence
to religious tenets. He gains a +2 sacred or profane bonus
on saving throws to resist divine spells.

!
CHOSEN DEITY’S | DAMAGE REDUCTION

ALIGNMENT
LG 10/evil
NG 5/evil and silver
(G 5/cold iron and evil
LN 10/chaotic
N 3/—
CN 10/lawful
LE 10/good
NE 5/good and silver
CE 5/cold iron and good

Practiced Combatant (Ex): At 7th level, the sentinel
displays increased combat ability thanks to his extensive
training and experience. He gains a +2 sacred or profane
bonus on combat maneuvers he performs with his deity’s
favored weapon.

Righteous Leader (Ex): At 8th level, the sentinel’s
commitment to his faith and the deeds he does in the
name of his god add to his reputation. He gains Leadership
as a bonus feat, and is considered to qualify for that feat’s
special power leadership modifier. He takes no penalty for
moving around a lot (normally this imposes a —1 penalty to
a character’s leadership score) but he takes double the usual
penalty for recruiting a cohort of a different alignment (-2
instead of ).

Unstoppable Warrior (Su): At 1oth level, the sentinel
becomes a stalwart paragon demonstrating incredible
combat prowess. He gains damage reduction based on
the alignment of his deity, as shown in the table.

In addition, the sentinel no longer falls unconscious
when reduced to a negative hit point total, though he
can take only a single standard or move action while at
negative hit points, and he continues to lose hit points
normally if he is not stabilized. Taking standard actions
after becoming stable causes the sentinel’s wounds to
reopen, and he begins losing hit points normally again.

Once per day as a swift action, the sentinel can use cure
critical wounds, but targeting only himself, with a caster
level equal to his character level.
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The following feats are available to all characters and of the deity with which the feat is associated. As long as a

creatures that qualify for them. Many of these feats have character is a willing and devout worshiper of the deity in

prerequisites that require a character to be a worshiper question, that character fulfills such a prerequisite.

FEAT

Arcane Insight

| PREREQUISITES

Arcane Shield*?¢, arcane spellcaster, caster level 10th,
worshiper of Nethys

| BENEFITS

+1 bonus to AC when using Arcane Shield

Aura of Succumbing

Channel energy class feature, worshiper of one of the Four
Horsemen

Channel energy to create aura that saps life
from dying creatures

Beacon of Hope

Channel energy 3d6, worshiper of Milani

Channel positive energy to heal creatures and
grant +2 morale bonus

Believable Veils

Caster level 3rd, ability to cast figments or glamers,
worshiper of Sivanah

DC to disbelieve your figments and glamers is
2 higher

Bestow Hope

Improved Channel, channel energy class feature, worshiper
of Sarenrae

Channel positive energy to heal creatures and
alleviate fear conditions

Blessed Hammer

Ability to cast 3rd-level divine spells, proficient with
warhammer, worshiper of Torag

Use warhammer as holy symbol and cast touch
spells through it

Bloodletting®

Worshiper of Zon-Kuthon

Deal 1 bleed damage when you threaten a
critical hit with a piercing or slashing weapon

Bloody Sabresft

Dex 15, Exotic Weapon Proficiency (sawtooth sabre), Two-
Weapon Fighting, worshiper of Achaekek

When you hit with both your primary and off-
hand sawtooth sabres, deal 1 bleed damage

Bloody Vengeancef

Base attack bonus +1, worshiper of Calistria

Study those who have damaged you to deal
bleed damage

Bolster Undead

Channel energy 6d6, worshiper of Urgathoa

Channel negative energy to heal undead and
grant +1 channel resistance

Breaker of Barrierst

Str 17, worshiper of Rovagug

+2 bonus on checks to break barriers, bull rush,
and overrun

Bullseye Shott

Point-Blank Shot, Precise Shot, base attack bonus +5

Gain +4 bonus on next ranged attack as a move
action

Butterfly’s Sting®

Combat Expertise, worshiper of Desna

Grant confirmed critical hit to an ally instead

Channel Discord

Channel energy 8d6, worshiper of a demon lord

Affect those damaged by your channeled
energy with song of discord

Channel Endurance

Channel positive energy 3d6, worshiper of Gozreh

Affect those healed by your channeled energy
with endure elements

Channel Hate

Channel energy 6d6, worshiper of Gyronna

Expend a use of channel energy to affect
creatures with vengeful outrage™

Channel Viciousness

Channel negative energy 4d6, worshiper of Gorum

Expend a use of channel energy to grant vicious
special ability to allies” weapons

Charge of the Righteous®

Base attack bonus +1, any good alignment

When charging an undead creature, you don’t
take the -2 penalty to AC

Clarifying Channel

Channel energy class feature, worshiper of Shelyn

Channel positive energy to heal and grant extra
save against charms and compulsions

Conversion Channel

Channel energy 7d6, worshiper of Asmodeus

Channel negative energy to heal undead,
Asmodeans, and creatures who convert

Courage in a Bottle

Bravery class feature, worshiper of Cayden Cailean

Alcohol increases effects of your bravery class
feature

Cruelty

Worshiper of Zon-Kuthon

+2 bonus on attacks and damage when you
cause others to suffer

Curse of Vengeance

Ability to cast a curse spell or spell-like ability, worshiper
of Calistria

Cast an immediate curse when you become
helpless or are killed
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FEAT

Deific Obedience

| PREREQUISITES

Knowledge (religion) 3 ranks, must worship a deity

| BENEFITS

Gain spell-like and other abilities in exchange
for performing a daily obedience

Destroy Identity®

Critical Focus, base attack bonus +11, worshiper of Lamashtu

Deal Charisma damage and stagger target on
a critical hit

Devilish Pride

Iron Will, worshiper of Asmodeus

Roll twice and take the better result on saves
against the compulsions and charms of non-
Asmodeans

Diabolical Negotiator

Skill Focus (Diplomacy), worshiper of Asmodeus

Diplomacy checks are based on Intelligence or
Wisdom

Disciple of the Sword

Weapon Focus (longsword), cleric or inquisitor level 4th,
worshiper of lomedae

Gain benefits of Weapon Specialization
(longsword)

Divination Guide

Caster level 3rd, ability to cast augury or divination, must
worship a deity

Your divinations steer you from danger and
grant a +1 bonus on saving throws

Divine Barrier

Channel energy class feature, worshiper of Apsu

Expend a use of channel energy to protect allies
from energy damage

Divine Dignity

Combat Casting, ability to cast divine spells, worshiper
of Abadar

Cast harmless spells without provoking attacks
of opportunity

Perfect Casting

Combat Casting, Divine Dignity, ability to cast divine spells,
worshiper of Abadar

Benefits of Divine Dignity extend to all divine
spells

Divine Expression

Bard level 1st, cleric or oracle level 1st, worshiper of Shelyn

Add cleric or oracle levels to bard levels to
determine rounds and actions for bardic
performance

Dreamed Secrets

Ability to cast divine spells, caster level 7th, worshiper of a
Great Old One or Outer God

Gain access to wizard spells through dreams

Drunken Brawler®

Endurance, worshiper of Cayden Cailean

Alcohol bestows a -2 penalty on Reflex saves,
but grants temporary hit points and more

Eerie Sense

Ability to cast detect undead or detect evil, worshiper of
Pharasma

Intuitively sense the presence undead

Elemental Vigor

Worshiper of an elemental lord

Gain temporary hit points and a +10 ft. bonus
to speed while in elemental form

Fateful Channel

Channel positive energy 3d6, worshiper of Pharasma

Channel positive energy to heal and grant
creatures a second roll on an attack, skill check,
or save

Fearsome Finish®

Intimidating Prowess, worshiper of Lamashtu

+4 bonus on Intimidate checks to demoralize
when you reduce an enemy to 0 or fewer hit

points

Fey Friend Worshiper of one of the Eldest Gain a +2 bonus on Bluff, Diplomacy, and Sense
Motive checks against fey

Flagellant Endurance, character level 7th, worshiper of Zon-Kuthon Gain a +4 bonus on saving throws against pain

effects and nonlethal damage has a lesser
effect on you

Forceful Channel

Channel negative energy 7d6, worshiper of Nethys

Channel negative energy to deal force damage
and knock foes prone

Glorious Heat

Ability to cast divine spells, caster level 5th, worshiper of
Sarenrae

Heal nearby allies when you cast fire spells

Hands of Valor

Lay on hands class feature, worshiper of lomedae

Lay on hands to grant bonus on attacks and
saves against fear

Hellish Shackles

Channel energy 5d6; worshiper of an archdevil, infernal
duke, malbranche, or whore queen

Affect those damaged by your channeled
energy with dimensional anchor

Heroic Interposition®

Dex 13, Dodge, Improved Initiative, Mobility, worshiper of
an empyreal lord

Move your speed as an immediate action to
move next to an enemy attacking an ally

Hunter of Dahak

Favored enemy (dragon), worshiper of Dahak

Your favored enemy bonuses increase by 2
against metallic dragons

Intrepid Rescuer®

Combat Reflexes, worshiper of Kurgess

Those you threaten that attack helpless,
prone, or stunned allies provoke an attack of
opportunity

Ironbound Master

Cleric level 7th, worshiper of Gorum

Gain armor training as a fighter
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FEAT

Ki Channel

| PREREQUISITES

Channel positive energy class feature, worshiper of Irori

| BENEFITS

Channel positive energy to either heal creatures
or replenish their ki points

Liberation Channel

Channel energy 7d6, worshiper of Cayden Cailean

Affect those healed by your channeled energy as
per the spell freedom of movement

Magical Epiphany

Ability to prepare spells, worshiper of Nethys

Once per day, prepare a spell in an open spell
slot as a standard action

Master of Knowledge

Int 17, Skill Focus (Knowledge [any]), worshiper of Irori

Once per day, treat a roll on your selected
Knowledge skill check as a natural 20

Measured Responsef

Base attack bonus +1, worshiper of Abadar

When you hit with a melee or ranged weapon
attack, you can choose to deal the average
amount of damage

Merciless Rusht

Improved Bull Rush, worshiper of Rovagug

When your bull rush exceeds your target’s
CMD by 5 or more, deal damage equal to your
Strength modifier

Squash Flatt

Improved Bull Rush, Merciless Rush, worshiper of Rovagug

Whenever you exceed a bull rush attempt by 5
or more, trip the target as a free action

Messenger of Fate

Ability to cast augury, worshiper of Pharasma

Cast divination spells at +1 caster level, and
increase your chance for correct divination

Nightmare Scars

Worshiper of Lamashtu

+2 bonus on Intimidate checks and to affect
attitudes of magical beasts, monstrous
humanoids, and worshipers of Lamashtu

Nimble Natural Summons

Augment Summoning, Spell Focus (conjuration), ability to cast
summon nature’s ally, caster level 6th, worshiper of Erastil

Summoned creatures may move freely through
nonmagical undergrowth

Oath of the Unbound

Worshiper of Rovagug

+2 bonus on combat maneuver checks, Strength
checks, and saving throws to break free of
bonds and restraints

Ordered Mind

Caster level 7th, any lawful alignment

Counterspell with spells of the same school

Persuasive Performer

Versatile performance class feature, worshiper of Shelyn

Use any Perform skill in place of Diplomacy

Poisoner’s Channel

Channel energy 3d6, worshiper of Norgorber

Channel negative energy to deal damage and
impose a -4 penalty on saving throws to resist
poison

Potion Glutton

Worshiper of Urgathoa

Drink potables as a swift action instead of a
move action

Protective Channel

Channel energy 7d6, worshiper of lomedae

Affect those healed by your channeled energy
with protection from evil

Protector’s Strike

Base attack bonus +5, smite evil class feature

Grant your deflection bonus to another creature
when you smite evil

Reject Poison

Con 13, poison use class feature, worshiper of Norgorber

You have a 20% chance of not being affected
by poisons

Riptide Attack

Improved Drag”*®, Improved Trip, worshiper of Gozreh

Drag tripped foes as a swift action

Savior’s Arrow

Ability to cast cure spells, proficient with longbow,
worshiper of Erastil

Once per day, shoot an arrow that heals the
target

Seductive Channel

Channel positive energy class feature, worshiper of Calistria

Creatures healed by your channeled energy
may accept extra healing in exchange for
susceptibility to your charms

Shadow Dodge

Dex 13, worshiper of Norgorber

+3 dodge bonus to AC when you move through
normal or dim light

Shatter Resolve

Channel energy class feature, worshiper of Urgathoa

Creatures damaged by your channeled negative
energy become shaken

Siphon Channel

Channel energy 3d6, worshiper of Ghlaunder

Gain temporary hit points when you deal
damage with channeled negative energy

Spear Dancert

Weapon Focus (any two-handed reach weapon), Perform
(dance) 4 ranks

When you hit a creature with a two-handed
reach weapon they are dazzled for 1 round

Spiked Destroyert

Proficient with armor spikes

Use your armor spikes against foes you bull
rush or overrun

Steady Engagement®

Combat Reflexes, Stand Still, worshiper of Irori

When you use Stand Still, you can attempt to
disarm or trip as an immediate action

CHAPTER

THREE




INNER SEA GODS

FEAT | PREREQUISITES

Steelskin Channel

Channel energy 7d6, worshiper of Torag

| BENEFITS

Grant DR to creatures healed by your channeled
positive energy

Stone Read Knowledge (dungeoneering) 4 ranks

+3 bonus on Perception checks in mountainous
or underground terrain

Stone Strider

Stonecunning racial trait, worshiper of Torag

Move freely through nonmagical rocky terrain

Sun Strikert
worshiper of Sarenrae

Critical Focus, Weapon Focus (scimitar), character level 7th,

Critical hits against undead bypass DR and gain
additional properties

Thicket Channel

Channel energy 7d6, worshiper of Erastil

Make plants in the area grow when you
channel positive energy

To the Lastt

Diehard, Endurance, worshiper of Gorum

You are no longer staggered when disabled

Torch Bearert =

Treat torch as a light weapon that deals
damage as a mace

Trailblazing Channel

Channel energy 3d6, worshiper of Desna

Creatures healed by your channeled energy are
not impeded by difficult terrain

Undermining Exploit Knowledge (dungeoneering) 4 ranks

+4 bonus on combat maneuvers against foes on
rocky difficult terrain

Wave Master Worshiper of Gozreh

When you succeed at a Swim check you can
move your full speed as a full-round action, or
half your speed as a move action

T This is a combat feat and can be selected as a fighter bonus feat

ARCANE INSIGHT
Magical insight helps you evade attacks.

Prerequisites: Arcane Shield**¢, arcane spellcaster,
caster level 10th, worshiper of Nethys.

Benefit: Whenever you use Arcane Shield, you also
gain a +1 insight bonus to AC for 1 round.

AURA OF SUCCUMBING
Your foul patron’s influence hastens death’s approach.

Prerequisites: Channel energy class feature, worshiper
of one of the Four Horsemen.

Benefit: As a swift action, you can expend one of your
uses of channel energy to emanate a 30-foot-radius aura of
succumbing for a number of rounds equal to your effective
cleric level. Dying creatures in the area take 1 point of
damage per die of your normal channel negative energy
damage at the start of your turn each round. A successful
Will save (DC equal to the DC of your channel energy
ability) halves this damage. Whenever a living creature
dies while within your aura of succumbing, you gain a
number of temporary hit points equal to that creature’s
Hit Dice. These temporary hit points last for 1 hour.

BEACON OF HOPE
Your hope inspires allies in their struggles.

Prerequisites: Channel energy 3d6, worshiper of
Milani.

Benefit: When you channel positive energy to heal
living creatures, those you heal gain a +2 morale bonus on
saving throws, attack rolls, ability checks, and skill checks
for a number of rounds equal to your Charisma bonus

(minimum 1 round).

BELIEVABLE VEILS
The teachings of your deity help you keep your secrets safe.
Prerequisites: Caster level 3rd, ability to cast at least one
glamer or figment, worshiper of Sivanah.
Benefit: Once per day when you create a glamer or
figment effect, you can empower the effect so that the DC to
disbelieve it is 2 higher than normal.

BESTOW HOPE
You instill hope in the creatures you heal.

Prerequisites: Improved Channel, channel energy
class feature, worshiper of Sarenrae.

Benefit: When you heal a creature by channeling
positive energy, you also relieve its fear. If a creature you
heal is shaken, that condition ends. If the creature is
frightened, it becomes shaken instead. If the creature is
panicked, it becomes frightened instead.

BLESSED HAMMER
Your god’s power radiates from your warhammer.

Prerequisites: Ability to cast 3rd-level divine spells,
proficient with warhammer, worshiper of Torag.

Benefit: You can use any warhammer you wield as a holy
symbol when casting spells that require a divine focus or
when you channel energy.

Furthermore, as a swift action when you cast a divine
touch spell, you can choose to have the warhammer carry
the charge of the spell instead of your hand. When you
deliver a touch spell with your warhammer you can do
so as part of melee attack made with the warhammer. If
you drop the warhammer or the warhammer is disarmed
while carrying a charge, the charge is lost.
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BLOODLETTING (COMBAT)
When you attack with a piercing or slashing weapon, the
wounds you cause bleed profusely.

Prerequisite: Worshiper of Zon-Kuthon.

Benefit: Whenever you threaten a critical hit with a
piercing or slashing weapon (regardless of whether you
confirm the critical hit or not), you deal 1 point of bleed
damage to the targeted creature.

BLOODY SABRES (COMBAT)
Imitating the forms of your god, you strike deep and
inflict a bloody wound.

Prerequisites: Dex 15, Exotic Weapon Proficiency
(sawtooth sabre), Two-Weapon Fighting, worshiper of
Achaekek.

Benefit: If you hit an opponent with both your primary
weapon and your off-hand weapon as part of the same
attack action, and both of those weapons are sawtooth
sabres, you deal 1 point of bleed damage in addition to the
normal damage dealt by these attacks.

BLOODY VENGEANCE (COMBAT)

Your retaliatory strikes have long-lasting effects.

o

Prerequisites: Base attack bonus +1, worshiper of Calistria.

Benefit: If an opponent within line of sight has damaged
you within the last minute, you may study that opponent
as a standard action. Thereafter, if you hit that opponent
with a melee attack, you deal 1 point of bleed damage to
that creature in addition to the normal damage dealt by
your attack.

BOLSTER UNDEAD

You can fortify undead against positive energy.
Prerequisites: Channel energy 6d6, worshiper of Urgathoa.
Benefit: Whenever you channel negative energy to

heal undead creatures, you grant all undead you heal

+1 channel resistance (or a +1 bonus to their existing

channel resistance) for a number of rounds equal to your

Charisma modifier (minimum 1 round).

BREAKER OF BARRIERS
(COMBAT)
You see it as your sacred duty to destroy all obstacles.

Prerequisites: Str 17, worshiper of Rovagug.

Benefit: You gain a +2 bonus on Strength checks to
break down doors, walls, dams, and other barriers and
on combat maneuver checks to bull rush and overrun
opponents. You ignore the first 5 points of hardness when
you deal damage to doors, walls, dams, and other barriers.

BULLSEYE SHOT (COMBAT)
You slow your breath, calm yourself; and hit the bullseye,
just as you were trained to do.

Prerequisites: Point-Blank Shot, Precise Shot, base
attack bonus +5.

Benefit: You can spend a move action to steady your
shot. When you do, you gain a +4 bonus on your next
ranged attack roll before the end of your turn.

BUTTERFLY’S STING (COMBAT)
You can forgo a critical hit in order to pass it on to an ally.
‘éf . Prerequisites: Combat Expertise, worshiper of

ﬁ%‘ Desna.
‘J Benefit: When you confirm a critical hit against
a creature, you can choose to forgo the effect of the
critical hit and grant a critical hit to the next ally who
hits that creature with a melee attack before the start of
your next turn. Your attack only deals normal damage, and
the next ally to hit the target automatically confirms the
attack as a critical hit.

CHANNEL DISCORD

You can focus the Abyss’s power to sow discord among

those who take damage from your channeled energy.
Prerequisites: Channel energy 8d6, worshiper of a

demon lord.
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Benefit: Once per day when you channel negative energy
to harm living creatures, in addition to dealing damage
you can choose to affect those who fail their Will save
against your channel with a song of discord (caster level
equal to your effective cleric level).

CHANNEL ENDURANCE
Calling upon the winds and the waves, you prepare your
allies for the dangers of the natural world.

Prerequisites: Channel positive energy 3d6, worshiper
of Gozreh.

Benefit: Once per day when you channel positive
energy to heal living creatures, you can choose to grant
each healed creature the benefit of endure elements (caster
level equal to your effective cleric level). This effect lasts
24 hours.

CHANNEL HATE
You masterfully inspire in others violence toward those
you hate.

Prerequisites: Channel energy 6d6, worshiper of Gyronna.

Benefit: As a standard action, you can expend one use
of your channel energy ability to affect a single creature
within 30 feet as if you had cast vengeful outrage"™ (caster
level equal to your effective cleric level). Upon obtaining
channel energy 9d6, you can affect anumber of creatures
within 30 feet equal to your Charisma bonus (minimum
2 creatures) with this feat instead. If you expend an extra
use of channel energy when using this feat, the target
does not gain a second saving throw against this effect
if you designate the target’s friend or loved one as its
hated enemy.

CHANNEL VICIOUSNESS
You can channel brutality into the weapons of your allies.

Prerequisites: Channel negative energy 4d6, worshiper
of Gorum.

Benefit: As a standard action, you can expend one of
your uses of channel energy to charge the melee weapons
of all allies within 30 feet of you with negative energy.
Affected melee weapons gain the vicious magic weapon
special ability for 1 minute x your Charisma bonus
(minimum 1 minute).

CHARGE OF THE RIGHTEOUS
(COMBAT)
You charge toward undead and fiends with confidence in
your righteous cause.

Prerequisites: Base attack bonus +1, any good alignment.

Benefit: You do not take a penalty to AC while charging
undead creatures and evil outsiders.

Normal: When you charge, you take a —2 penalty to AC
until the start of your next turn.

CLARIFYING CHANNEL
Your channeled energy heals the body and opens the mind
to the possibility of true love.

Prerequisites: Channel energy class feature, worshiper
of Shelyn.

Benefit: Once per day when you channel positive
energy to heal living creatures, if any of the creatures you
healed are currently affected by one or more charms or
compulsions that allowed a saving throw, you grant each
of those creatures an immediate save to prematurely end
one of those effects. Creatures healed gain a sacred bonus
on this save equal to your Charisma bonus (minimum +1).

CONVERSION CHANNEL
When you channel negative energy, you can heal others in
return for their obedience.

Prerequisites: Channel energy 7d6, worshiper of
Asmodeus.

Benefit: Once per day when you channel negative
energy to deal damage to living creatures, you can
grant the effects of channeling positive energy to the
faithful of Asmodeus. Worshipers of Asmodeus within
the area of your channel recover a number of hit points
equal to the amount of negative energy channeled. Non-
Asmodeus worshipers within the channeled energy can
convert to the worship of Asmodeus as an immediate
action in order to gain this healing effect. As long as
their conversion is sincere, willing converts gain the
healing instead of the damage from the channeled
negative energy. Such a conversion can only be undone
by an atonement or similar effect.

COURAGE IN A BOTTLE
You show little fear while inebriated.

Prerequisites: Bravery class feature, worshiper of
Cayden Cailean.

Benefit: While you are intoxicated, the bonus you gain
from your bravery class feature increases by 2. If this
increase grants you a total bonus of +6 or higher against
fear effects, you become immune to fear instead.

CRUELTY
The suffering of others compels you to greater cruelties.

Prerequisite: Worshiper of Zon-Kuthon.

Benefit: Whenever you deal bleed damage to an opponent,
cause an opponent to suffer a fear or pain effect, or reduce
an opponent’s hit points to o or fewer, you gain a +2 morale
bonus on attack rolls and weapon damage rolls for 1 round.

CURSE OF YVENGEANCE

Your deity lays curses upon those who wrong you.
Prerequisites: Ability to cast at least one spell or spell-like

ability with the curse descriptor, worshiper of Calistria.
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Benefit: Whenever you are rendered helpless or a creature
kills you, you can cast a single spell or spell-like ability with
the curse descriptor as an immediate action before you
become helpless or are killed. The curse must have a casting
time of 1 standard action or less and must target the creature
who rendered you helpless or who killed you. Ifthe curse has
arange of touch and the attacker is not within your reach, you
can deliver it as a ranged touch attack with a range of 30 feet.

DEIFIC OBEDIENCE
Your reverence for a deity is so great that daily prayer and
minor sacrifices grant you special boons.

Prerequisites: Knowledge (religion) 3 ranks, must
worship a deity.

Benefit: Each deity requires a different daily obedience, but
all obediences take no more than 1 hour per day to perform.
Once you've performed the obedience, you gain the benefit of
a special ability or resistance as indicated in the “Obedience”
entry for the god to whom you performed the obedience.

Ifyou have at least 12 Hit Dice, you also gain the first boon
granted by your deity upon undertaking your obedience. If
you have at least 16 Hit Dice, you also gain the deity’s second
boon. If you have 20 Hit Dice or more, you also gain the
deity’s third boon. Unless a specific duration or number of
uses per day is listed, a boon’s effects are constant.

Certain prestige classes (see page 198) gain access to these
boons at lower levels as a benefit of their prestige class. If
you have no levels in one of these prestige classes, you gain
the boons marked as exalted boons. If you later take levels
in sentinel or evangelist, you lose access to the exalted boons
and gain access to the new boons appropriate to your class.

If you ever fail to perform a daily obedience, you lose
all access to the benefits and boons granted by this feat
until you next perform the obedience.

DESTROY IDENTITY (COMBAT,
CRITICAL)

You can use your weapons to mar your opponents’ most
distinctive characteristics.

Prerequisites: Critical Focus, base attack bonus +11,
worshiper of Lamashtu.

Benefit: Whenever you confirm a critical hit against an
opponent, in addition to dealing critical damage as normal,
you maim your target so much that it takes 2 points of
Charisma damage and becomes staggered for 1 round.

DEVILISH PRIDE

Your pride allows no master but Asmodeus.
Prerequisites: Iron Will, worshiper of Asmodeus.
Benefit: Whenever you attempt a Will save against a

charm or compulsion spell cast by anyone who is not a

worshiper of Asmodeus, you may roll twice and take the

better result.

DIABOLICAL NEGOTIATOR
You treat the art of negotiation as devilish science.

Prerequisites: Skill Focus (Diplomacy), worshiper of
Asmodeus.

Benefit: You can add your Intelligence or Wisdom
modifier (whichever is higher) on Diplomacy checks in
place of your Charisma modifier. You can shift a creature’s
attitude more than two steps with Diplomacy, and a
creature’s attitude is only decreased by one step if you roll
anatural 1 and fail the check by 5 or more.

DISCIPLE OF THE SWORD
Your dedication to mastering Iomedae’s favored weapon
puts other to shame.

Prerequisites: Weapon Focus (longsword), cleric or
inquisitor level 4th, worshiper of Tomedae.

Benefit: You gain the benefits of Weapon Specialization
(longsword), and you can use your cleric or inquisitor level
in place of your fighter level for the purpose of qualifying
for Greater Weapon Focus (longsword) and Greater Weapon
Specialization (longsword). You can use this feat instead of
Weapon Specialization (longsword) to qualify for Greater
Weapon Specialization (longsword).

DIVINATION GUIDE
You deity grants you greater guidance and divine insight.

Prerequisites: Caster level 3rd, ability to cast augury or
divination, must worship a deity.

Benefit: Whenever you cast augury or divination, you
receive further guidance from your deity’s agents. You
gain a +1 sacred bonus if your worship a good deity ora +1
profane bonus if you worship an evil deity (if you worship
a neutral deity the type of bonus is either determined by
the type of energy you channel with the channel energy
class feature or, if you don’t have that class ability, your
choice upon taking this feat) on all saving throws for 1
minute per caster level of the augury or divination spell
you cast.

DIVINE BARRIER
You have trained in the art of blocking breath weapons.

Prerequisites: Channel energy class feature, worshiper of
Apsu.

Benefit: When you are within an area effect that deals
acid, cold, electricity, or fire damage, you can expend
one use of your channel energy ability as an immediate
action to shield yourself and all allies within 30 feet. You
and allies within your shield only take half damage if they
fail their save against the effect, and those who make a
successful save take no damage from the effect.

DIVINE DIGNITY
Secrets of the First Vault help you perfect your spellcasting.
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Prerequisites: Combat Casting, ability to cast divine
spells, worshiper of Abadar.

Benefit: Three times per day, as a free action when you
cast a harmless divine spell or a domain spell, you can
choose for the casting to not provoke attacks of opportunity.

Special: You can take this feat multiple times. When
you do, you can use this feat three more times per day.

DIVINE EXPRESSION
You mix faith with art to empower your performances.

Prerequisites: Bard level 1st, cleric or oracle level 1st,
worshiper of Shelyn.

Benefit: When you take this feat, choose either the
cleric or oracle class. Levels in the selected class stack
with your bard level when determining the number of
rounds per day you can use your bardic performance and
the type of action it takes to start a bardic performance.

DREAMED SECRETS
When you sleep you gain secrets from beyond the stars, but
such power comes with a price.

Prerequisites: Ability to cast divine spells, caster level
7th, worshiper of a Great Old One or Outer God.

Benefit: With each night’s rest, you can choose two
spells from the wizard spell list, both of which must be
at least 1 wizard spell level lower than the highest level
divine spell you can cast. If you are a spontaneous caster,
these spells are added to your spells known for 24 hours. If
you prepare spells, you can prepare these spells any time
you do so in the next 24 hours. Each time you attempt
to cast one of the wizard spells you have chosen, you
must succeed at a DC 20 Will save or take 1d2 points of
Wisdom damage and fail to cast the spell, though
you do not lose the spell.

DRUNKEN BRAWLER
(COMBAT)
You have learned how to fight effectively
while drunk.
Prerequisites: Endurance, worshiper of Cayden Cailean.
Benefit: When you drink a tankard of ale or strong
alcohol, you take a -2 penalty on Reflex saving throws,
but gain a number of temporary hit points equal to
your character level, and gain a +2 alchemical bonus on
Fortitude and Will saving throws. These bonuses last
1 hour or until the temporary hit points gained by this
effect are lost, whichever occurs first. Regardless, the
penalty lasts for a full hour.

EERIE SENSE
You have a knack for sniffing out undead.

Prerequisites: Ability to cast detect undead or detect evil as
a spell or spell-like ability, worshiper of Pharasma.

Benefit: At the beginning of your turn each round, if
you are within 6o feet of an undead creature or a haunt,
you get a chill down your spine and instinctively sense
that something eerie is very near. This sense does
not alert you to the direction of the undead or haunt.
Anything that can block detect undead can likewise block
this sense.

ELEMENTAL VIGOR
You have learned transformative secrets from communing
with elemental beings.

Prerequisite: Worshiper of an elemental lord.

Benefit: Whenever you use a polymorph effect to assume
the form of an elemental you gain a rush of vital energy.
You gain a number of temporary hit points equal to the
caster level of the polymorph effect and you gain a +10 foot
bonus to your base speed.




FATEFUL CHANNEL
Your faith not only heals the body, it tugs the strands of fate.

Prerequisites: Channel positive energy 3d6, worshiper
of Pharasma.

Benefit: When you channel positive energy to heal
living creatures, you grant each creature you heal the
ability to roll twice and take the better result on a single
attack roll, skill check, or saving throw of their choice
within a number of rounds equal to your Charisma bonus
(minimum 1). Multiple uses of this ability do not stack,
but they do reset the effect’s duration. A creature can only
benefit from one instance of this channel effect at a time.

FEARSOME FINISH (COMBAT)
When you slay enemies, you frighten other opponents.

Prerequisites: Intimidating Prowess, worshiper of
Lamashtu.

Benefit: Upon reducing an enemy to o or fewer
hit points, for the remaining duration of the combat
encounter, you gain a +4 bonus on any Intimidate checks
made to demoralize opponents who can see both you and
the opponent you dropped.

FEY FRIEND
Your reverence for the Eldest helps make fey your allies.

Prerequisite: Worshiper of one of the Eldest.

Benefit: Fey regard you as akin to them, and the spells
and other abilities of fey treat you as fey or your actual
type, whichever is more advantageous to you. You gain a
+2 bonus on Bluff, Diplomacy, and Sense Motive checks
against fey.

FLAGELLANT
You have learned to ignore the effects of pain through long
years of exposure to it.

Prerequisites: Endurance, character level 7th, worshiper
of Zon-Kuthon.

Benefit: You gain a +4 bonus on saving throws against
pain effects. Also, you suffer no adverse effect when your
nonlethal damage equals your current hit points, and you
become staggered when your nonlethal damage exceeds
your current hit points. You never fall unconscious due to
nonlethal damage.

Normal: When your nonlethal damage equals your
current hit points, you become staggered. When your
nonlethal damage exceeds your current hit points, you
fall unconscious.

FORCEFUL CHANNEL
Calling on the destructive aspect of Nethys, you channel
pure force.

Prerequisites: Channel negative energy 7d6, worshiper
of Nethys.

Benefit: Once per day when you channel negative energy
to deal damage to living creatures, you can cause affected
creatures to make Fortitude saves instead of Will saves.
Affected creatures take the amount of damage channeled
in force damage (a successful save halves). Creatures that
fail their saves are also knocked prone.

GLORIOUS HEAT
When you cast divine fire spells, their heat empowers
nearby allies.

Prerequisites: Ability to cast divine spells, caster level
sth, worshiper of Sarenrae.

Benefit: Whenever you cast a divine spell with the fire
descriptor, choose a single ally within 30 feet that you
can see. That ally heals a number of hit points equal to
halfyourlevel and gains a +1 morale bonus on attack rolls
until the end of'its next turn.

HANDS OF VALOR
Your touch staunches wounds and inspires great deeds.

Prerequisites: Lay on hands class feature, worshiper of
Iomedae.

Benefit: Once per day when you use lay on hands, you can
also imbue that ally with valor. In addition to the normal
effects of your lay on hands, the targeted ally gains a sacred
bonus on attack rolls and on saves against fear effects equal
to your Charisma bonus (minimum +1) for 1 minute.

HELLISH SHACKLES
You can channel the shackles of Hell onto your foes.
Prerequisites: Channel energy 5d6; worshiper of an
archdevil, infernal duke, malbranche, or whore queen.
Benefit: Once per day when you channel negative
energy to damage living creatures, you can attempt
to affect damaged creatures with a dimensional anchor.
Those damaged must make a successful Will save (DC
equal to the DC of the channel effect) in addition to the
normal Will save to halve damage from the channeled
energy. Those that fail their save against the channeled
energy take a —4 penalty on their saving throw against
the dimensional anchor effect. Those that fail their second
Will save are affected by dimensional anchor for a number
of minutes equal to your Charisma modifier (minimum

1 minute).

HEROIC INTERPOSITION (COMBAT)
You arrive just when you are most needed to vanquish evil.

Prerequisites: Dex 13, Dodge, Improved Initiative,
Mobility, worshiper of an empyreal lord.

Benefit: Once per day, you can move up to your
speed as an immediate action, but you must end this
movement adjacent to an opponent who is about to make
an attack against an ally. As long as you are visible to

CHAPTER

THREE




INNER SEA GODS

the opponent you moved next to, that opponent takes
a —2 penalty on the attack roll to which you moved in
response.

HUNTER OF DAHAK
You viciously hunt and sacrifice metallic dragons.
Prerequisites: Favored enemy (dragon), worshiper of
Dahak.
Benefit: Your favored enemy bonuses increase by 2
against metallic dragons.

INTREPID RESCUER (COMBAT)
You instinctively react to interfere with foes that attack
your allies or innocents.

Prerequisites: Combat Reflexes, worshiper of Kurgess.

Benefit: Whenever an opponent you threaten makes an
attack against a helpless, prone, or stunned ally or any
attack against a noncombatant, that opponent provokes
an attack of opportunity from you. If your attack of
opportunity hits your foe, she takes a —4 penalty on the
attack roll that provoked this attack of opportunity.

IRONBOUND MASTER

You wear your heavy armor like a second skin.
Prerequisites: Cleric level yth, worshiper of Gorum.
Benefit: You gain the armor training fighter class

feature with an effective fighter level equal to your

cleric level —4.

K1 CHANNEL
When you channel positive energy, you can also
channel ki.

Prerequisites: Channel positive energy class
feature, worshiper of Trori.

Benefit: When you channel positive energy
to heal living creatures, any creature that
could be healed by the channeled energy can
choose to regain ki from it instead. Affected
creatures regain a number of ki points equal
to the number of dice healed by the channel. A
creature regaining ki in such a way must either
regain ki or be healed by the channel (it cannot
gain both).

LIBERATION CHANNEL
Your channeled energy is truly liberating.

Prerequisites: Channel energy 7d6, worshiper of
Cayden Cailean.

Benefit: When you channel positive energy, any
creature healed by the channel also gains the effect of
freedom of movement for a number of rounds equal to your
Charisma modifier (minimum 1 round). This effect has a
caster level equal to your effective cleric level.

MAGICAL EPIPHANY
Your faith allows you to prepare a spell when you need it.
Prerequisites: Ability to prepare spells, worshiper of
Nethys.
Benefit: Once per day, you can prepare a spellin an open
spell slot as a standard action.

MASTER OF KNOWLEDGE
In times of need, you have the answers.

Prerequisites: Int 17, Skill Focus (Knowledge [any]),
worshiper of Irori.

Benefit: Choose a single Knowledge skill with which you
have Skill Focus. Once per day, when you wish to make a
check with that Knowledge skill, you need not roll, and may
treat the result as if you had rolled a natural 20 instead.

MEASURED RESPONSE
(COMBAT)
You believe that a conservative but consistent response
guarantees success.
Prerequisites: Base attack bonus +1, worshiper of Abadar.
Benefit: When you hit an opponent with a melee or
ranged weapon attack, you may choose to deal average
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damage (rounded down), as if you had rolled exactly the
average amount on the damage die or dice. You add your
damage bonuses and penalties as normal.

MERCILESS RUSH (COMBAT)
Though hordes stand against you, they rarely stand long.
Prerequisites: Improved Bull Rush, worshiper of
Rovagug.
Benefit: When you bull rush a creature and your check
exceeds the target’s CMD by 5 or more, you deal damage
equal to your Strength modifier to that target.

MESSENGER OF FATE
The Lady of Graves has blessed you with the power of
true prophecy.

Prerequisites: Ability to cast augury, worshiper of
Pharasma.

Benefit: When casting divination spells, you do so at +1
caster level. If your divination spell has a base percentage
chance of providing correct or useful information, your
maximum chance of gleaning correct or useful information
is 100%, instead of the standard 90%.

NIGHTMARE SCARS

You bear scars in honor of Lamashtu, whether because
you injured yourselfin her name or because she saw fit to
bless you with them.

Prerequisite: Worshiper of Lamashtu.

Benefit: You gain a +2 bonus on Diplomacy and
Handle Animal checks to affect the attitudes of magical
beasts, monstrous humanoids, and worshipers of
Lamashtu. You take a -2 penalty on Diplomacy and
Handle Animal checks to affect the attitudes of all
other types of creatures. You also gain a +2 bonus on
Intimidate checks, and take no penalty on Intimidate
checks based on your size.

NIMBLE NATURAL SUMMONS
Your summoned natural allies may walk the wild parts of
the world unimpeded.

Prerequisites: Augmented Summoning, Spell Focus
(conjuration), ability to cast summon nature’s ally, caster
level 6th, worshiper of Erastil.

Benefit: Creatures you summon with summon nature’s
ally can move through any sort of undergrowth (such
as natural thorns, briars, and similar terrain) at their
normal speeds without taking damage or suffering other
impairment. Thorns, briars, and undergrowth areas that
have been magically manipulated to impede motion,
however, still affect summoned creatures.

OATH OF THE UNBOUND
You have sworn never to be shackled.

Prerequisite: Worshiper of Rovagug.

Benefit: You gain a +2 bonus on combat maneuver
checks to break free of a grapple or pin, on Strength
checks to burst bonds or to break through doors or walls,
and on saving throws to resist spells and effects that
N would entangle or slow you.

ORDERED MIND
You can modify a variety of your spells to use as
counterspells.
% Prerequisites: Caster level 7th, any lawful
alignment.

Benefit: The DC of your Spellcraft check to identify
an opponent’s spell is equal to 20 + the spell level of the
opponent’s spell, but for your counterspell you can cast any
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spell from the same school of your foe’s spell. The level of
the spell used to counterspell must be equal to or higher
than the level of your foe’s spell.

Normal: The Spellcraft DC to identify an opponent’s
spell is equal to 15 + the spell’s level. Generally, a spell can
only counter itself.

PERFECT CASTING
You unlock greater secrets of divine spellcasting from the
First Vault.

Prerequisites: Combat Casting, Divine Dignity, ability
to cast divine spells, worshiper of Abadar.

Benefit: When you use Divine Dignity, it can affect the
casting of any of your divine spells, not just harmless and
domain spells.

PERSUASIVE PERFORMER
For you, performance is the heart of negotiation.

Prerequisites: Versatile performance class feature,
worshiper of Shelyn.

Benefit: You can use any of your Perform skills in place
of Diplomacy, not just Perform (keyboard instruments,
oratory, string, or wind). If you do use Perform (keyboard
instruments, oratory, string, or wind), you gain a +2
bonus on your check.

POISONER’S CHANNEL
You cause anyone damaged by your negative energy to
become susceptible to poison.

Prerequisites: Channel energy 3d6, worshiper of
Norgorber.

Benefit: Once per day when you channel negative energy
to damage living creatures, you can cause any creatures that
failed their save against your channel to take a —4 penalty
on saving throws against poison effects. This penalty lasts
for 1 minute.

POTION GLUTTON
You gulp down potions with unsettling speed.
Prerequisite: Worshiper of Urgathoa.
Benefit: You can drink potions, elixirs, or other potables
as a swift action without provoking attacks of opportunity.
Normal: Drinking potions is a move action that
provokes attacks of opportunity.

PROTECTIVE CHANNEL
When you channel energy, Iomedae grants protection
against dark forces.
Prerequisites: Channel energy 7d6, worshiper of Tomedae.
Benefit: When you channel positive energy to heal
living creatures, you can choose to affect healed creatures
with a protection from evil spell (caster level equal to your
effective cleric level).

PROTECTOR’S STRIKE
You can use your smiting power to protect an ally from
known evil.

Prerequisites: Base attack bonus +5, smite evil class
feature.

Benefit: When you choose the target of your smite
evil ability, you also choose one creature other than you
within line of sight. While your smite is in effect, the
additional creature you chose gains a deflection bonus
to AC equal to your Charisma modifier against attacks
made by the target of the smite. This bonus ends when
the smite ends. You do not gain the deflection bonus to
AC normally granted by smite evil.

Normal: While smite evil is in effect, the paladin
gains a deflection bonus to her AC equal to her Charisma
bonus (if any) against attacks made by the target of her
smite attack.

REJECT POISON
Youareacareful poisoner,and know how to protect yourself
against exposure to the ill effects of most substances.
Prerequisites: Con 13, poison use class feature,
worshiper of Norgorber.
Benefit: Whenever you fail the initial saving throw
against poison, you have a 20% chance of naturally rejecting
the toxin, negating its effects and wasting its use.

RIPTIDE ATTACK (COMBAT)
You can immediately drag opponents you successfully trip.
Prerequisites: Improved Drag*®¢, Improved Trip,
worshiper of Gozreh.
Benefit: Whenever you succeed at a trip combat
maneuver, you can automatically attempt a drag combat
maneuver against your tripped target as a swift action.

SAVIOR’S ARROW
Calling on the power of Erastil, you can fire an arrow that
heals instead of harms.

Prerequisites: Ability to cast cure spells, proficient with
longbow, worshiper of Erastil.

Benefit: Once per day when you cast a cure spell, you
can replace the normal somatic component with drawing
a longbow to create a shaft of green glowing light. When
you fire the bow as a part of casting the spell and hit your
target with a ranged touch attack, the green shaft of light
cures the target as if it were touched by the cure spell.

SEDUCTIVE CHANNEL
Even your healing is seductive.

Prerequisites: Channel positive energy class feature,
worshiper of Calistria.

Benefit: When you channel positive energy, those
you heal can choose to take additional healing equal to
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your Charisma bonus (minimum 1), but in return they
take a —2 penalty on Will saves against your charms,
compulsions, and emotion effects and on Sense Motive
checks against your Bluff checks. This penalty lasts for 24
hours. A creature cannot benefit from this feat again for
the duration of this penalty.

SHADOW DODGE
You use shadows to confound your enemies’ senses.
Prerequisites: Dex 13, worshiper of Norgorber.
Benefit: You can use the light around you to move back
and forth from shadow to light again, and your sudden
shifting confuses your enemies’ eyes. Each time you
move a distance equal to or greater than your speed in
areas of normal light or dim light, you gain a +3 dodge
bonus to AC until the start of your next turn. Enemies
who do not use sight in order to perceive you or are using
true seeing or a similar effect ignore this AC bonus. This
feat is ineffective in areas of darkness or bright light,
where one cannot readily shift between light and shadow.

SHATTER RESOLVE
Your negative energy causes despair in those you harm.

Prerequisites: Channel energy class feature, worshiper
of Urgathoa.

Benefit: When you damage a creature by channeling
negative energy, you fill your foe with fear. A creature
that fails its Will save against your channeled energy
also becomes shaken for a number of rounds equal to the
number of dice you roll for your channel energy ability.

SIPHON CHANNEL
You can channel negative energy to feed off the suffering
of others.

Prerequisites: Channel energy 3d6, worshiper of
Ghlaunder.

Benefit: Once per day when you channel negative energy
to damage living creatures, you gain a number of temporary
hit points equal to half the die result of your channeled
energy + 1 per creature affected by the channeled energy.
For each affected creature that did not succeed at its saving
throw against the channeled energy, you gain an additional
temporary hit point. These temporary hit points disappear
after 1 hour.

SPEAR DANCER (COMBAT)
You incorporate your two-handed reach weapon into a
dizzying martial dance.

Prerequisites: Weapon Focus (any two-handed reach
weapon), Perform (dance) 4 ranks.

Benefit: Each time you hit a creature with a two-
handed reach weapon that you have Weapon Focus in, the
creature is dazzled for 1 round.

SPIKED DESTROYER (COMBAT)
You can attack with your armor spikes while using bull
rush or overrun.

Prerequisite: Proficient with armor spikes.

Benefit: When you succeed at a bull rush or overrun
combat maneuver, you may automatically make an
attack roll with your armor spikes against the target
of the maneuver as a swift action, using your highest
attack bonus.

SQUASH FLAT (COMBAT)
You can bull rush an opponent straight to the ground.

Prerequisites: Improved Bull Rush, Merciless Rush,
worshiper of Rovagug.

Benefit: Whenever you make a bull rush attack and
your combat maneuver check exceeds the target’s CMD
by 5 or more, you can attempt to trip the target as part of’
your bull rush as a free action. This does not provoke an
attack of opportunity.

STEADY ENGAGEMENT
(COMBAT)
You can draw on your excellent balance to trip or disarm
opponents when they try to disengage.

Prerequisites: Combat Reflexes, Stand Still, worshiper
of Irori.

Benefits: If you use Stand Still to prevent an opponent
from moving, you may make a disarm or trip combat
maneuver against your target as an immediate action.

STEELSKIN CHANNEL
Torag's blessing heals the body and hardens the skin.
Prerequisites: Channel energy 7d6, worshiper of Torag.
Benefit: Once per day when you channel positive
energy to heal living creatures, you can grant healed
creatures damage resistance. Affected creatures gain DR
2/— (or increase their DR/— by 2, if they already have
DR/—) for a number of minutes equal to your Charisma
bonus (minimum 1 minute).

STONE READ

Faint vibrations in stone can alert you to trouble.
Prerequisite: Knowledge (dungeoneering) 4 ranks.
Benefit: You gain a +3 bonus on Perception checks in

underground or mountainous environments. If you have

10 or more ranks in Knowledge (dungeoneering), this

bonus increases to +6.

STONE STRIDER

You discern the best path through rocky terrain.
Prerequisites: Stonecunning racial trait, worshiper of Torag.
Benefit: You can move through any sort of nonmagical

rocky terrain without taking damage, becoming slowed due
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to difficult terrain, or suffering any other impairments the
terrain would otherwise cause.

SUN STRIKER (COMBAT, CRITICAL)
Called by the Dawnflower to strike down the undead,
your scimitar becomes an agent of her burning will.

Prerequisites: Critical Focus, Weapon Focus (scimitar),
character level yth, worshiper of Sarenrae.

Benefit: Whenever you confirm a critical hit against an
undead creature, your attack bypasses all DR, deals full
damage to incorporeal creatures, and acts as though it has
the flaming burst weapon special ability.

THICKET CHANNEL

Your deity infuses your channeled energy with bounty.
Prerequisites: Channel energy 7d6, worshiper of Erastil.
Benefit: When you channel positive energy, you can

cause plants in the affected area to grow as though targeted

by the overgrowth version of plant growth (caster level equal

to your effective cleric level).

TO THE LAST (COMBAT)
Your devotion to battle inspires you to fight competently
until death claims you.

Prerequisites: Diehard, Endurance, worshiper of Gorum.

Benefit: When you are disabled, you are not staggered,
though performing standard actions still deals 1 point of
damage to you. Taking a full-round action deals 2 points
of damage to you.

TORCH BEARER
(COMBAT)

You can make use of a torch as a deadly,
macelike weapon.

Benefit: You treat a torch as a
light weapon that deals bludgeoning
damage equal to that of a light
mace of its size plus 1 point of fire
damage, and you do not incur penalties
as you would for using it as an improvised
weapon.

Normal: A torch used in combat is
treated as a one-handed improvised weapon
that deals bludgeoning damage equal to that of a
gauntlet of its size plus 1 point of fire damage.

TRAILBLAZING CHANNEL
Your positive energy makes trailblazers of those you heal.
Prerequisites: Channel energy 3d6, worshiper of Desna.
Benefit: Once per day when you channel positive
energy, you can cause healed creatures to be unimpeded
by difficult terrain for a number of minutes equal to your
Charisma modifier (minimum 1 minute).

UNDERMINING EXPLOIT
Your familiarity with earth and stone gives you a distinct
advantage on rocky battlefields.
Prerequisite: Knowledge (dungeoneering) 4 ranks.
Benefit: You gain a +4 insight bonus on combat
maneuver checks against opponents occupying a square of
rocky difficult terrain such as rubble, broken ground, or
steep stairs.

WAVE MASTER
Gozreh has seen fit to bless you as an uncommonly skilled
swimmer.

Prerequisite: Worshiper of Gozreh.

Benefit: When you succeed at a Swim check, you can
move your full speed as a full-round action or half your
speed as a move action. This does not grant you the benefit
of having a swim speed.

Normal: A successful Swim check allows you to move up
to half'your speed as a full-round action or up to a quarter
your speed as a move action.




RELIGION TRAITS

The following traits religion traits can be taken only
by worshipers of the specified deity. An overview of the
traits system can be found on page 326 of the Pathfinder
RPG Advanced Player’s Guide.

Accident Resistant (Zyphus): Your understanding
of pointless and unexpected death grants you a special
awareness. You gain a +2 trait bonus on Reflex saves when
denied your Dexterity bonus or during a surprise round.

Adventurous Imbiber (Cayden Cailean): You've never
been afraid of good, strong drink, and that has prepared
you for the perils of more dangerous substances. You
gain a +1 trait bonus on saving throws against poison.

Affinity for the Elements (any elemental lord): Add 1
to the DC of saving throws made to resist the effects of
spells cast by you that have either the air, earth, fire, or
water descriptor, depending on which elemental lord you
worship. You must choose a single elemental lord when
you take this trait; once chosen, it cannot be changed.

Agent of Chance (Nivi Rhombodazzle): You can change
the fortunes of others, typically for the better. Once per
day, you can allow an adjacent ally to reroll a skill check
as an immediate action before the result is revealed. The
ally must take the second roll, even ifit is worse.

Always Threatening (Thamir Gixx): You are fast on the
draw. As a move action, you can draw a light, concealed
weapon for which you have Weapon Focus. If you have the
Quick Draw feat, drawing this weapon is a free action.

Arcane Depth (Nethys): You have studied the great
masters of spellcraft, and your knowledge is exceptional.
You gain a bonus of either +1 on Spellcraft checks or +2
on Knowledge (arcana) checks. You must choose which
bonus you receive when you take the trait; once chosen,
it cannot be changed.

Battlefield Surgeon (Zon-Kuthon): You're skilled at both
dealing and repairing wounds. Heal is a class skill for
you, and you can use the treat deadly wounds aspect
of Heal 1 additional time per creature per day.

Besmara’s Name (Besmara): Besmara sometimes
answers your call. Once per day when casting a
divine spell, you can speak or whisper her name
in place of using a divine focus.

Bestial Wrath (Rovagug): When you strike hard,
you strike deep. You gain a +2 trait bonus on critical
confirmation rolls.

Blessed Orphan (Folgrit): As an orphan, you
have always looked to Folgrit for protection.
Once per day, you gain a +1 trait bonus on any

saving throw. You must use this ability after the roll is
made but before the result is revealed.

Broken Mind (Groetus): You're used to living with your
own madness, and gain a +2 trait bonus on saving throws
against madness and confusion effects.

Centered (Irori): Having anchored yourself in your
faith and your knowledge of yourself, you've made it
difficult for others to dominate you. You gain a +1 trait
bonus on saving throws against charm and compulsion
effects, and the DC of any attempts to use the Intimidate
skill on you increases by 1.

Child of Nature (Gozreh): The wild places are your
home, and provide everything you need to be happy. You
gain a +2 trait bonus on Survival checks, and Survival is
a class skill for you.

Cleansing Light (Sarenrae): Your faith is pure and strong,
and your positive energy purges undead. When dealing
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damage to undead with your channel energy ability, you
can reroll any damage die roll that results in a natural 1.
Contract Master (Asmodeus): Your facility with
contracts makes you good at understanding dense text
and obfuscating your intent. You gain a +1 trait bonus on
Linguistics checks, and Linguistics is a class skill for you.
dedicated
yourself to the destruction of undead, and gain a +1 trait

Corpse Hunter (Pharasma): You have
bonus on attacks made against undead.

Covenant of Abaddon (any of the Four Horsemen):
Because your soul is pledged to one of the Horsemen, you
gain a +2 trait bonus on Fortitude saving throws against
level-draining effects.

Deadeye Bowman (Erastil): When you are using a
longbow, if only a single creature is providing soft cover to
your target, your target does not receive the +4 bonus to AC.

Deathspeaker (Urgathoa): Your experience with undead
creatures gives you a +2 trait bonus on Diplomacy checks
when dealing with undead, as well as a +2 trait bonus on
Charisma checks to influence undead (such as with the
command undead spell).

Deck Fighter (Besmara): Your long experience in
compensating for the pitch and yaw of ocean-going ships
grants you a +1 trait bonus on attacks of opportunity
when fighting aboard a ship.

Deep Wounding (Achaekek): You have learned the
bloody secret of striking true and deep. When you deal
bleed damage with a melee weapon, a successful DC 20
Heal check is required to stop the bleed damage. Magical
healing stops the damage as normal.

Defensive Strategist (Torag): Your study of dwarven
history has trained you in defensive strategy. You aren’t
flat-footed during a surprise round that you don'’t get to
act in or before you get to act at the start of a battle.

Deformed (Lamashtu): Your monstrous deformities
grant you a +1 trait bonus on Intimidate checks, and
Intimidate is a class skill for you.

Demonic Persuasion (any demon lord): Your lord’s favor
aids you in your interactions with demonic creatures. You
gain a +2 trait bonus on Diplomacy and Intimidate checks
when dealing with creatures of the demon subtype.

Demoralizing Presence (Zon-Kuthon): Your very
existence is unsettling to your foes. You gain a +2 trait bonus
on Intimidate checks made to demoralize opponents.

Denial of Fate (Urgathoa): The Pallid Princess has
blessed you with the ability to avoid the final fate. Once
per day while you are below o hit points, at the start of
your turn you can choose to stabilize without needing to
succeed at a Constitution check.

Destructive Blows (Rovagug): Your faith strengthens
your powers of destruction. You ga