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The Book of Arcane Magic: A Sourcebook for Bards, 
Sorcerers & Wizards presented ten new sorcerer 
bloodline options compatible with the Pathfinder 

Roleplaying Game.  Now, to go along with the Bestial, 
Divine, Feline, Fiendish, Genie, Lycanthropic, Mixed, 
Monstrous, Nightmarish and Scaly bloodlines, 4 Winds 
Fantasy Gaming presents the Reborn Soul.
    Spells denoted with an (*) after the spell name are 
spells that are detailed in Chapter 1 of The Book of Arcane 
Magic.

Reborn Soul
You are the reborn soul of a long-dead arcane spellcaster. 
As such, you are occasionally gifted with insight into the 
mystical arts, flashes of the past, and are capable of bursts 
of great power. 
    Class Skill: Knowledge (Religion).
    Bonus Spells: chill touch (3rd), false life (5th), arcane 
sight (7th), shadow conjuration (9th), spirit sight* (11th), 
legend lore (13th), finger of death (15th), moment of 
prescience (17th), foresight (19th).
    Bonus Feats: Arcane Strike, Augment Summoning, 
Endurance, Extend Spell, Great Fortitude, Magical 
Aptitude, Silent Spell, Still Spell.
    Bloodline Arcana: Whenever you cast a spell of the 
divination school, increase the duration of the spell by 
50% (minimum 1 round).  This bonus does not stack with 
the increase granted by the Extend Spell feat.
    Bloodline Powers: As you grow more powerful, your 
control over your power grows, however as your past life 
and current become more intertwined, your perception of 
reality may become distorted.
    Knowing Touch (Ex): Starting at 1st level, you can 
make a melee touch attack against a creature and learn 
something of their past and future which leaves them 
susceptible to your attacks – magical and physical – 
for a number of rounds equal to ½ your sorcerer level 
(minimum 1).  Creatures affected by the knowing touch 
suffer a -1 penalty to all saving throws versus your spells 
and a -1 penalty to AC versus your attacks.  You can use 
this ability a number of times per day equal to 3 + your 
Charisma modifier.
    Soul Shadow (Su): Beginning at 3rd level, whenever 
anyone attempts to scry you (with a spell or magical 
device) you appear to them as nothing more than a 
shadow, with only occasional distinct features becoming 
clear.  Those features that do become clearly visible from 
time to time are closer in appearance to your past life’s 
body than your current body.  Beginning at 9th level, you 
become immune to attempts to scry you (with a spell or 

magical device), and you simply cannot be located in such 
a manner.  
    Strength of Death (Ex): At 9th level, you gain DR 5/cold 
iron.  Your body and your soul have experienced death 
before and have become strengthened by it.  At 17th level, 
the DR increases to 10/cold iron.
    Hindsight (Sp): At 15th level you gain the ability to see 
into the recent past in your local area, similar to the spell 
hindsight*.  A 60 foot cone in front of you reveals events 
that transpired in that area as far back in the past as 72 
hours.  You can move about and scan the area in different 
directions during the duration of the ability, which lasts 3 
½ hours.  While using your hindsight ability you can also 
use spells such as detect magic, arcane sight and other 
divinations as if you were present during the time you are 
viewing.  At 15th level you can use this ability once per day.  
At 19th level you can use this ability twice per day.
    When Past and Present Collide (Ex): At 20th level, your 
mind exists simultaneously in the present as well as in 
your past life.  As such, you gain permanent immunity to 
all divination spells and to any mind-affecting spells and 
effects.  In addition, creatures who are the subject of your 
divination or mind-affecting spells suffer a -5 penalty to 
their saving throws and you receive a +5 bonus to your 
caster level check to overcome spell resistance, should it 
apply.

The Forgetful Wizard says, “Look for ‘The Book of Divine 
Magic: A Sourcebook for Clerics, Druids, Paladins & 

Rangers’ coming in September from 

4 Winds Fantasy Gaming!”
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means 
product and product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner 
of the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material 
of Open Game Content. (h) “You” or “Your” means the licensee in terms 
of this agreement.
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content 
distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 
Open Game Content.
5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as expressly licensed 
in another, independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly 

indicate which portions of the work that you are distributing are Open 
Game Content.
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document. Copyright 2000, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based 
on material by E. Gary Gygax and Dave Arneson. 
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, 
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, 
Monte Cook, and Skip Williams. 
The Book of Experimental Might. Copyright 2008, Monte J. Cook. 
All rights reserved. 
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; 
Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, 
Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick 
Lawinger, and Bill Webb; Based on original content from TSR.
The Book of Erotic Fantasy. Copyright 2006, Arthaus, Inc.; Authors: 
Gwendolyn F.M. Kestrel and Duncan Scott
The Book of Arcane Magic.  Copyright 2009, 4 Winds Fantasy 
Gaming; Authors Connie J. Thomson and Robert W. Thomson
The Book of Arcane Magic Web Enhancement.  Copyright 2009, 
4 Winds Fantasy Gaming; Authors Sean O’Connor and Robert W. 
Thomson


