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EERIE PRESENCE

The otherworldly air of your patron’s influence is palpable to certain creatures.
PREREQUISITES: occult or stars patron

BENEFIT: You may choose not to apply your Charisma modifier (if negative) to Charisma-
based skill checks made to influence aberrations and outsiders. Additionally, you gain a
+2 bonus on all Charisma-based skill checks made to influence such creatures, and
unfriendly aberrations and outsiders regard you as indifferent instead.

FORKED TONGUE

Your forked tongue serves as a supernatural sign of your witchy glibness.
PREREQUISITES: deception, enchantment, or trickery patron, Bluff 1 rank

BENEFIT: You may add Bluff to your list of class skills, and you gain a +2 bonus on Bluff
skill checks made to influence indifferent, friendly, and helpful creatures. This bonus is
doubled against indifferent, friendly, and helpful creatures under the effects of a mind-
affecting spell or effect that you cast.

SPECIAL: Your forked tongue makes you easier to identify. Unless you have the aid of

magic which grants you any type of bonus to the skill, you take a -4 penalty on Disguise
skill checks.

HEART OF ICE

A wintry vengeance dwells in the darkest corners of your heart.

PREREQUISITES: shadow, vengeance, or winter patron, Intimidate 1 rank

BENEFIT: Creatures that you successfully demoralize with the Intimidate skill take twice
the usual penalty on Fortitude saving throws (if you chose the winter patron), Reflex
saving throws (if you chose the vengeance patron), or Will saving throws (if you chose
the shadow patron) against spells that you cast.

NIGHTSHADE BREW

You can concoct deadly, toxic potions.

PREREQUISITES: death or plague patron, Brew Potion, Craft (alchemy) 6 ranks

BENEFIT: You can apply one dose of an ingested poison that you create with a potion
that you create in order to improve the DCs of both the poison and the potion by +1.

PATRON’S PROMISE

Yours is the promise of physical power and great health.

PREREQUISITES: agility, endurance, or strength patron, base attack bonus +3

BENEFIT: Your unarmed strikes and natural attacks (such as those granted by the nails
hex) deal an additional amount of damage equal to the highest-level patron spell that
you have prepared. Additionally, you gain a resistance bonus on saving throws against
disease effects equal to the highest-level patron spell that you have prepared.

PIERCE THE VFIL

Your eyes peer into another time and place.
PREREQUISITES: ancestors, portents, spirits, or time patron

BENEFIT: You can see ethereal undead creatures, and identify them as such by sight.

SHIMMERING ILLUSIONS

Your illusions evoke a watery glow not unlike the reflection of the moon upon the water.

PREREQUISITES: light, moon, or water patron

BENEFIT: At your option, illusion (figment) spells that you cast give off a ghostly, watery

light equivalent to that of a candle. This light can be incorporated into the illusion, or

you may simply leave those that perceive the figment to puzzle over the strange glow.
In addition, creatures that do not disbelieve the figment take a -2 penalty on Will

saving throws against fascination effects.

TERRIBLE TRANSFORMATION

Your transformative spells may only be reversed or removed at a terrible price.
PREREQUISITES: insanity or transformation patron

BENEFIT: Whenever a transmutation (polymorph) spell effect that you cast is dispelled
or removed before the duration of the effect expires, the target must succeed on a
Will saving throw against the DC of the spell or become inflicted by an insanity (see the
Pathfinder® Roleplaying Game: Advanced Player’s Guide™), determined at random.

WISE WORDS

You can heal your allies without compromising their spell resistance.

PREREQUISITES: healing or wisdom patron, Wis 13

BENEFIT: You may speak a few obscure and archaic words of wisdom when you cast an
arcane conjuration (healing) spell. A spell cast in this way requires verbal components
if it did not already, and the effective spell resistance of the target (if any) is reduced
by an amount equal to your Wisdom score for the purposes of that casting.

WITCH OF THE WILDS

Your ensorcelled nails are as sharp as the claws of a beast.

PREREQUISITES: animals or elements patron, nails hex, Wis 13

BENEFIT: Your nails are treated as primary attacks. Additionally, you may qualify for the
Elemental Fist feat (if you chose the elements patron; see the Pathfinder® Roleplaying
Game: Ultimate Combat ™ sourcebook for a description of this feat) or the Stunning
Fist feat (if you chose the animals patron) as though you possessed the Improved
Unarmed Strike feat, even if you do not. Furthermore, you may ignore the base attack
bonus prerequisites of both feats. You may use those feats in conjunction with your
nails, but not with any other natural attack.
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