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Listed below are a selection of talents with associated feats 
with racial requirements. While the talents themselves still 
count as their associated feats, selecting any of the listed tal-
ents does not require you to be of any specific race.

Athletics Sphere:
Knockdown Tumble (motion)
When you successfully make an Acrobatics check to avoid pro-
voking an attack of opportunity from a opponent when you 
move through its threatened area or its space, you can expend 
your martial focus to try to knock them down. The opponent 
must succeed on a Reflex save or be knocked prone.

Associated Feat: Tangle Feet.

Barrage Sphere:
Shove and Shoot
When you make a barrage special attack action, you may forgo 
making your first ranged attack and instead make a Bull Rush 
combat maneuver as a free action against a creature within 
your natural reach. This does not provoke an attack of oppor-
tunity. Your barrage penalty to attack rolls also applies to your 
CMB with this combat maneuver.

Associated Feat: Stabbing Shot.

Equipment Sphere:
Cavalry Ready
You treat all one- or two-handed melee weapons as if they had 
the brace special feature.

Associated Feat: Let Them Come.

Goblin Heritage (Discipline)
You gain proficiency with the the brutal bola, dogslicer, gar-
rote, horsechopper, light flail, machete, sap, shortbow, spiked 
chain, swordbreaker dagger and torch.

In addition, when you wield a torch as a weapon it is consid-
ered a club that deals an additional 1d4 fire damage on a suc-
cessful hit if the torch is lit.

Associated Feat: Fire Hand, Burn! Burn! Burn!.

Gladiator Sphere:
Punish the Meek
Whenever you use an attack action to deal damage to a crea-
ture that is currently demoralized by you, extend the duration 
of the demoralization by one round.

Associated Feat: Demoralizing Lash.

Vengeful Boast
You may perform a boast as a immediate action even when it is 
not your turn whenever an ally you can perceive and is within 
the range of your boasts takes damage from an enemy attack 
that results in the ally being at or below half their maximum 
hit points.

Scout Sphere:
Honed Sense
You gain the scent special ability, with a base distance of 30 
feet. You receive a +4 bonus on Perception checks to detect 
creatures with the shaken, frightened, or panicked conditions 
using scent. You can substitute your Perception skill for Sense 
Motive skill checks if the subject has one of the previous con-
ditions or is attempting to cover up their fear in some way.

Associated Feat: Sharp Senses, Smell Fear.

Open Hand Sphere:
Aquatic Stalker
You may perform the trip combat maneuver against swimming 
creatures. If you succeed, instead of making the target prone 
you make them off-balanced. An off-balance creature loses its 
Dexterity bonus to Armor Class, and opponents gain a +2 bo-
nus on attacks against it as long as it remains in water. Treat 
this as if you had made the creature prone for abilities that 
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depend on knocking down or targetting a prone creature. The 
off-balanced creature may right itself as a move action that 
provokes attacks of opportunity.

Associated Feat: Sea Hunter.

Warleader Sphere:
Strategically Distant Examination
When you are benefiting from cover or concealment against at 
least one opponent and you are not within the threatened area 
of any opponent, increase morale bonuses granted by your tac-
tics and shouts by 1 for every 10 ranks in Diplomacy you posses 
(minimum 1) until the start of your next turn.

Associated Feat: Lead from the Back.

Monster Talents
The following talents are designed to add a little extra edge 
and flexibility to monsters. Since these talents are primarily 
designed to add depth and options to monsters and NPCs; 
players looking to take one of the following talents should seek 
GM approval first.

Dual Wielding Sphere

Multi-Limbed Combat
Prerequisites: Dual Wielding Sphere, two or more offhand 
attacks.

When making your offhand attacks with the Dual Wielding 
sphere, you may make an additional off-hand attack with every 
off-hand weapon or natural attack you possess whose limb is 
not already engaged in making an attack. For every additional 
attack take an additional -2 penalty to all your attack rolls. You 
may forgo making additional attacks with extra limbs to re-
duce the penalty for fighting like this by 2 (to a minimum of 4).

Associated Feat: Multi-attack, Multiweapon Fighting.

Equipment Sphere

Breath Weapon Specialist
Prerequisites: Breath weapon universal monster ability that 
deals damage.

You have learned to use your breath weapon in a more refined 
manner, allowing you to use it as a weapon. The weapon uses 
the base statistics of a longbow (adjusted for size), except using 
your breath weapon’s distance as a range increment if it’s lon-
ger, and using your breath weapon’s damage type. If the breath 
weapon deals multiple types of damage choose a single type 
of damage it inflicts with every shot (you can choose to deal 
multiple types of physical damage with one shot).

Specific additional effects of the breath weapon don’t apply. 
This weapon has unlimited ammunition and does not provoke 
attacks of opportunity to reload. Otherwise it functions as a 
regular weapon and can be used in conjunction with talents 
and feats that depend on one. When used this way, creatures 
hit by the breath weapon don’t get a save for half damage. At 
the time of selecting this talent you can choose if your weapon 
is considered a thrown weapon or not.

You can select this talent twice to allow the weapon to target 
touch AC.

Alternate Racial Traits
Goblin - Pyromania Specialist
Most goblins have an affinity for burning things down, a few 
specialize in it to the point of mania. They gain the Goblin 
Heritage Equipment talent as a bonus talent at 1st level. This 
replaces skilled.

Kobold - Instinctual Trapper 
All kobolds must deal with the reality that they are vulnera-
ble to attack by much stronger creatures, but the especially 
vulnerable kobolds compensate by not fighting fair. They gain 
the Trap sphere, and one talent of their choice from the Trap 
sphere as a bonus talents at 1st level. This replaces armor. 

Merfolk - Underwater Warrior
While all merfolk are adept at underwater working environ-
ments for underwater living, it surprises landwalkers that those 
same tools make some merfolk quite adept at underwater com-
bat as well. They gain the Peasant Training Equipment talent as 
a bonus talent at 1st level. This replaces low-light vision.
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Compatibility with the Pathfinder® Roleplaying Game requires the 
Pathfinder® Roleplaying Game from Paizo Publishing, LLC. See http://paizo.
com/pathfinderRPG for more information on the Pathfinder® Roleplaying 
Game. Paizo, Publishing, LLC does not guarantee compatibility, and does not 
endorse the product.
Pathfinder is a registered trademark of Paizo Publishing, LLC, and the 
Pathfinder® Roleplaying Game and the Pathfinder® Roleplaying Game 
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used 
under the Pathfinder® Roleplaying Game Compatibility License. See http://
paizo.com/pathfinderRPG/compatibility for more information on the com-
patibility license.
Spheres Apocrypha: Nature Talents: Spirit and all other Drop Dead Studios 
product names and their respective logos are trademarks of Drop Dead 
Studios in the U.S.A. and other countries.
All Drop Dead Studios characters, character names, and the distinctive like-
nesses thereof are property of Drop Dead Studios. This material is protect-
ed under the copyright laws of the United States of America. Any similarity 
to actual people, organizations, places, or events included herein is purely 
coincidental.
Open Game Content: All material — including but not limited to art, place 
and character names, character and setting descriptions, background, and new 
class descriptions— is Product Identity. All other content is considered Open 
Game Content
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 own-
ers who have contributed Open Game Content; (b)”Derivative Material” 
means copyrighted material including derivative works and translations (in-
cluding 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 prod-
uct and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, di-
alogue, 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, enchant-
ments, personalities, teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or supernatural abili-
ties 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 con-
veyed 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 dis-
tributing, 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, includ-
ing as an indication as to compatibility, except as expressly licensed in anoth-
er, 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 chal-
lenge 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 in-
dicate which portions of the work that you are distributing are Open Game 
Content. 
9. Updating the License: Wizards or its designated Agents may publish updat-
ed 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 
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 becom-
ing 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. 
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