I&Ammnveﬁ

ROLEPLAYING GAME COMPATIBLE




Author: Alexander Augunas
Cover Design: Alexander Augunas
Cover Art: Jacob Blackmon
Interior Art: Jacob Blackmon

DESIGNATION OF PRODUCT IDENTITY
All company names, logos, and artwork, images, graphics, illustrations, trade
dress, and graphic design elements and proper names are designated as Product
Identity. Any rules, mechanics, illustrations, or other items previously designat-
ed as Open Game Content elsewhere or which are in the public domain are not

included in this declaration

DEcLARATION OF OPEN GAME CONTENT
All content not designated as Product Identity is declared Open Game Content

as described in Section 1(d) of the Open Game License Version 1.0a.

Compatibility with the ParHFINDER ROLEPLAYING GAME requires the PATHFINDER ROLEPLAY-
ING GamE from Paizo Inc.. See for more
information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee

compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo Inc., and the ParrNDER RoLEPLAYING
Ganme and the Pathfinder Roleplaying Game Compatibility Logo are trademarks
of Paizo Inc., and are used under the Pathfinder Roleplaying Game Compat-
ibility License. See http://paizo.com/pathfinderRPG/compatibility for more

information on the compatibility license.

Everyman Options: Kineticist © 2016 by Everyman Gaming, LLC.

Alexander Augunas is best known as the writer of Know Direction’s tri-weekly blog,
Guidance, as well as the Pact Macic UNsounp series by Radiance House. Alex is a known

kitsune aficionado and hopes to be writing well past his death.

Follow Alexander Augunas’s exploits as well as upcoming products and previews from

Everyman Gaming, LLC

nrr

FJ; m




Author’s Anecdote

Thank you for purchasing Everviun Oprions: Kivericists. Of all

the classes that were published in PATHFINDER ROLEPLAYING GAME
Occutr Apventurgs, few classes caught the imagination quite
like the kineticist did. Invoking the likes of Ammir: THE LasT
ArseNDER and a particularly well-liked 3.5 class, the warlock,
the archetype of the elemental master is a powerful one in
fantasy, and it was one that was just begging to be officially
brought into the Parrrinper Roterraving Gane. GMs and players
alike were thrilled to discover the exciting new options that
they could dream into existence using the kineticist, and it
quickly became the most talked about class both in its initial
playtest and after it was finally published in 2015.

Obviously, a class as evocative as the kineticist deserves to
have the Everyman Gaming treatment, and that’s exactly what
we’re looking to provide with Everyman Options: Kineticists.
Note that going forward, we’re changing the name of the
product line from “Everyman Archetypes” to “Everyman
Options;” historically, our Everyman Archetypes products
tend to have non-archetype content in them, and Everyman
Options simply reflects this better. I doubt that this is the last
time that we will ever provide kineticist offerings; if they’re
popular, I 100% want to revisit the concept of advanced
composite blasts, for instance. But in the meantime, I hope
you enjoy the new and exciting ways that your characters can
bend reality to their whims using the content herein.

— Alexander Augunas

Table of Contents
The following sections are presented in EvERvMaN OPTIONS:
KiNeTicist.

Kineticist Elements (Pg. 4): This section introduces a
new kineticist element, the dream element. Psychokineticists
can use this element to manipulate the minds and perceptions
of their enemies, weaving fantastic illusions and enchantments
by manipulating dreamstuff from the Dimension of Dreams.

Kineticist Archetypes (Pg. 8.): This section introduces
a number of new archetypes that kineticists can choose from,
including the elemental blade, the elemental expert, the
harbinger, and more. This section uses content from PARiNORMAL
Apventures, by Everyman Gaming, LLC.

Advanced Composite Blasts (Pg 11.): This section
includes three new composite blast talents that hydrokineticists
and pyrokineticists can choose from. These composite blasts
are more powerful than standard composite blasts, but also
require a greater expenditure of burn on the kineticist’s part.

Scion of the Elements (Pg. 12.): This section introduces
an all-new prestige class for kineticists, the scion of the
elements. Able to slowly unlock the ability to control the
four classic elements, the scion of the elements calls upon her
previous incarnations in order to supplement her elemental

knowledge and mastery.

Design Goals
The following design goals guided the development of
Everyman OpTiONS: KINETICIST.

1. Play the Avatar. As a huge fan of the Avatar franchise,
we wanted to make sure that it was possible for a kineticist
player to master all four elements and become the Avatar.
Ultimately we decided that an archetype was never going
to create this character option to our satisfaction because
it absolutely had to adhere to the progressions set forth by
the kineticist base class, and we really wanted to start fresh
when designing this option. Plus, if being the Avatar isn’t
prestigious, then I don’t know what is. Thus, the decision to
make the option into a prestige class was made, and the scion
of the elements was born shortly after.

2. Play a Psychokineticist. As an occult ideas, the
psychokineticist is really the heart of the “manipulate things”
archetype, and there are plenty of characters throughout
fantasy that need a strong option for manipulating minds with
psychic powers that wasn’t psychic spellcasting. Of course,
the problem of making this option into a kineticist “element”
arose; what would the kineticist manipulate? Brain waves?
That seemed far-fetched to us. That is, until the concept of
manipulating the essence of the Dimension of Dreams arose,
giving birth to the dream element. Using the power of the
dreaming mind, a psychokineticist is able to manipulate them
mind and addle the senses, creating precisely the feel we were
looking with in our psychokineticist class.

3. Diversify Blasts. One common problem that the
kineticist has is the fact that there isn’t much diversity between
builds of the same element. Creating a whole bunch of new
wild talents is nice, but that doesn’t really fix the problem of
visuals; we wanted to give kineticists the option of choosing
how the blasts themselves looked and acted. Although the
advanced composite blast mechanic doesn’t feature heavily in
Everyman Options: Kineticists, we're excited about how the
concept drastically changes what elemental forces kineticists
are able to attack with, and if the concept is popular with our
readers we’d be looking to expand the idea more in future
products. So let us know what you think on this!

4. Modify Blasts. There are tons of cool characters in
fiction, especially anime, that use magical energy strikes and
blasts in cool ways. One of the things that we really wanted
to do in Everyman Options: Kineticists is give kineticists
new ways to not only use their powers, but alter how they
manifest and where they come from. That’s why classes like
the kineticist marksman, which forges its blasts into projectile
ammunition, and the harbinger, which gets its kinetic powers
from the presence of a powerful outsider, exist. Through
iteration, we’re looking to better define what a kineticist is

and where her incredible powers come from.




Kineticist]E

In addition to the elements found in the kineticist section of Chapter 1 in PATHFINDER ROLEPLAYING GAME OCCULT ADVENTURES, a kineticist

can choose the following new element.

Dream

Dreamstuff is the quintessential building blocks of the
Dimension of Dreams, a plane that all mortal minds visit
when they dream. Kineticists able to manipulate both the
waking and unwaking mind using dreamstuff are called
psychokineticists.

Infusion wild talents are marked with a dagger (f); all other
wild talents listed below are utility wild talents.

Class Skills: A psychokineticist adds Knowledge (local)
and Diplomacy to her list of class skills.

Blast Talents: dream blast, mind blast

Composite Blast Talents: phantasmal boost, phrenic
blast, shadow blast

Defense Talents: dream ward

Wild Talents: Ist—basic psychokinesis, malleable blastf,
mental wards, mind scan, probing infusionf, psychokinetic
speech, sickeningt; 2nd—fearsome infusiont, psychokinetic
knowledge, infusionf;  3rd—dream

manipulation, mind scan (greater), mindscape duelist, psychic

sickening shaper,
augury, psychokinetic invisibility, psychosomatic treatment,
torrentf; 4th— paralyze, psychokinetic scare, telepathy, tiring
infusiont; 5th—exhausting infusiont, ; 6th—dream messenger,
dream shaper (greater), nauseating infusionf, psychic dowsing;
7th—mind  burstf, psychokinetic invisibility ~(greater),
terrorizing infusiont; §th—manipulation (greater), nightmare

messenger, paralyze (greater); 9th—mindscape master.

Kinetic Blasts

Kinetic blasts comprise simple and composite blasts.

Simple Blasts

A kineticist gains a simple blast from her primary element at
Ist level—some elements offer more than one option. When a
kineticist gains a new element via the expanded element class
feature, she gains a simple blast from that element as well. Each
simple blast is either a physical blast or an energy blast. Physical
blasts are ranged attacks that deal an amount of damage equal
to 1d6+1 + the kineticist’s Constitution modifier, increasing by
1d6+1 for every 2 kineticist levels beyond 1st. Spell resistance
doesn’t apply against physical blasts. Energy blasts are ranged
touch attacks that deal an amount of damage equal to 1d6 +
1/2 the kineticist’s Constitution modifier, increasing by 1d6 for
every 2 kineticist levels beyond 1st.

DReEAM BLasT

Element dream; Type simple blast; Level —; Burn 0

BlastType energy or physical; Damage see text

Saving Throw Will disbelief

You manifest a quasi-real blast of dreamstuff and hurl it at a
foe. Each time you attack with a dream blast, you choose its
blast type (energy or physical) and damage type (acid, cold,
electricity, or fire for energy blasts, or bludgeoning, piercing,
or slashing for physical blasts). A dream blast is an energy
blast unless at least one type of physical damage is chosen
(bludgeoning, piercing, or slashing damage).

The first time each round that a foe is hit by a dream blast,
a shadow blast, or a simple blast that has been infused with
dreamstuft via the phantasmal boost composite blast, it can
attempt a Will save to disbelieve. If the foe fails to disbelieve,
it takes full damage from all dream blasts and all simple blasts
that have been infused with dreamstuff using the phantasmal
boost composite blast for the rest of the round. If a dream
blast is disbelieved, the foe takes only one-fifth (20%) damage
from the blast. If a simple blast that has been infused with
dreamstuff is disbelieved, it deals damage as that simple blast
normally would instead of as described by phantasmal boost.
Any infusions tied to a disbelieved blast are only one-fifth as
strong (if applicable) or only 20% likely to occur.

If you possess an infusion wild talent that allows you to
attack multiple times with your dream blast (such as flurry
of blasts or kinetic blade), you may chose a different type of
kinetic blast and a different type of damage with each attack.

A dream blast is an illusion (shadow) effect.

MinD Brast

Element dream; Type simple blast (Sp): Level —; Burn 0
BlastType energy; Damage untyped

Saving Throw Will half

You gather the psychic imprints of the thoughts and memories
of dreaming creatures and transfer it into a foe’s mind,
overloading it with psychic information. Creatures damaged
by the attack receive a Will save for half damage. A creature
can attempt to disbelieve a single psychokineticist’s mind
blast no more than once per round. Objects automatically
disbelieve a mind blast.
A mind blast is a mind-affecting divination effect.

Composite Blasts

Composite blasts combine elements to form a new blast. When
a kineticist gains a new element through expanded element, she
gains access to all composite blasts for which she qualifies. Most
composite blasts are either physical or energy blasts, like simple
blasts. Physical composite blasts deal an amount of damage
equal to 2d6+2 + the kineticist’s Constitution modifier,




increasing by 2d6+2 for every 2 kineticist levels beyond 1st;
energy composite blasts deal an amount of damage equal to 2d6
+ 1/2 the kineticist’s Constitution modifier, increasing by 2d6
for every 2 kineticist levels beyond 1st.

PHANTASMAL BoosT

Element dream; Type composite blast; Level —; Burn 2

Prerequisite dream blast, expanded element (acther, air,
earth, fire, water, or wood)

Blast Type special; Damage see text

Saving Throw Will disbelief

Prerequisite dream blast, negative energy blast
BlastType energy or physical; Damage see text
Saving Throw Will negates

You suffuse a simple blast you know with dreamstuff, causing it
to deal damage as though it were a composite blast. Half of the
damage dealt is of the same type and the rest is chosen from
among the list of damage types available to a dream blast (acid,
bludgeoning, cold, electricity, fire, piercing, or slashing). The
simple blast’s type doesn’t matter when determining which
damage types you can select in this manner.

The first time each round that a foe is hit by a dream blast,
a shadow blast, or a simple blast that has been infused with
dreamstuft via the phantasmal boost composite blast, it can
attempt a Will save to disbelieve. If the foe fails to disbelieve,
it takes full damage from all dream blasts and all simple blasts
that have been infused with dreamstuff using the phantasmal
boost composite blast for the rest of the round. If a dream
blast is disbelieved, the foe takes only one-fifth (20%) damage
from the blast. If a simple blast that has been infused with
dreamstuff is disbelieved, it deals damage as that simple blast
normally would instead of as described by phantasmal boost.
Any infusions tied to a disbelieved blast are only one-fifth as
strong (if applicable) or only 20% likely to occur.

At 15th level, you can also infuse a composite blast with
dreamstuff. To infuse a composite blast in this way, you
must accept 1 additional point of burn. If a composite blast
is disbelieved, it deals damage as that simple blast normally
would instead of as described by phantasmal boost.

A dream blast is an illusion (shadow) effect.

PHRENIC BLasT

Element dream; Type composite blast; Level —; Burn 2

Prerequisite primary element (dream), expanded element
(dream)

BlastType energy; Damage untyped

Saving Throw Will half

You throw a shifting globe of raw shadow at a foe. Each time
you attack with a shadow blast, you choose its blast type
(energy or physical) and damage type (acid, cold, electricity,
or fire for energy blasts, or bludgeoning, piercing, or slashing
for physical blasts). A shadow blast is an energy blast unless
at least one type of physical damage is chosen (bludgeoning,
piercing, or slashing damage).

The first time each round that a foe is hit by a dream blast,
a shadow blast, or a simple blast that has been infused with
dreamstuft via the phantasmal boost composite blast, it can
attempt a Will save to disbelieve. If the foe fails to disbelieve,
it takes full damage from all dream blasts and all simple blasts
that have been infused with dreamstuff using the phantasmal
boost composite blast for the rest of the round. If a dream
blast is disbelieved, the foe takes only one-fifth (20%) damage
from the blast. If a simple blast that has been infused with
dreamstuff is disbelieved, it deals damage as that simple blast
normally would instead of as described by phantasmal boost.
Any infusions tied to a disbelieved blast are only one-fifth as
strong (if applicable) or only 20% likely to occur.

If you possess an infusion wild talent that allows you to
attack multiple times with your shadow blast (such as flurry
of blasts or kinetic blade), you may chose a different type of
kinetic blast and a different type of damage with each attack.

A shadow blast is an illusion (shadow) effect.

Defense Wild Talents

A kineticist gains the defense wild talent from her primary
element at 2nd level.

DreaM WARD
Element dream; Type defense (Su); Level —; Burn 0

You blast the target with raw psychic energy, damaging both
its mind and its physical brain in the process. Creatures
damaged by the attack receive a Will save for half damage. Any
infusions tied to the phrenic blast affect the target as normal
on a failed saving throw.

A phrenic blast is a divination effect.

SHADOW BLast
Element dream, void; Type composite blast; Level —;
Burn 2

You constantly surround yourself with a scintillating aura of
otherworldly lights and images. All attacks that require an
attack roll to hit you (including touch attacks and ranged touch
attacks) have a 20% miss chance, as if from concealment.
Unlike actual concealment, dream ward does not prevent you
from being seen or targeted normally, nor does it allow you
to make Stealth checks. True seeing counteracts dream ward.

By accepting 1 point of burn as a standard action, you can
increase the chance that attacks made against you will miss
by an amount equal to half your kineticist level until the next
time your burn is removed, up to a maximum chance of 75%.
If you use this ability multiple times, the increases stack.

Whenever you accept burn using a dream wild talent, you
siphon some of the psychic information that you harnessed
with your powers and funnel it into your dream ward,
increasing the chance that attacks will miss you by 5% per
point of burn accepted until the start of your next turn, up to
a maximum miss chance of 75%.

Dream ward is an illusion (glamer) effect.




Infusion Wild Talents

Infusions change the way kineticists use their kinetic blasts.

ExXHAUSTING INFUsION

Element dream; Type substance infusion; Level 5; Burn 3
Prerequisites tiring

Associated Blasts dream, mind, phantasmal, phrenic, shadow
Saving Throw Fortitude negates

You psychically drain your foe’s strength. Whenever a blast with this

infusion deals damage to a foe, that foe becomes exhausted for

1 round. Using this infusion against a foe multiple times does

not extend the duration of the exhausted condition.

FearsoME INFusION

Element dream; Type substance infusion; Level 2; Burn 2
Associated Blasts dream, mind, phantasmal, phrenic, shadow
Saving Throw Will negates

Your blast imparts your foes with unsettling sights and sounds,
leaving them nervous and on-edge. Whenever a blast with this
infusion deals damage to a foe, that foe becomes shaken for a
number of rounds equal to half your kineticist level. Using this
infusion against a foe multiple times only extends the duration
of the shaken condition; it does not stack to create a more
powerful fear condition.

This infusion is a mind-affecting fear effect.

MaLLeaBLE BLAsT

Element dream; Type form infusion; Level 1; Burn 3
Prerequisites expanded element (any except dream)
Associated Blasts dream, phantasmal, shadow

You can precisely mimic the substances of other elements
when creating a dream or shadow blast or when infusing a
simple blast with dreamstuff with phantasmal boost. The
infused blast counts as all blast and composite blast talents that
you know for the purpose of determining which substance
infusions you can apply to the blast. You must still increase
your kinetic blast’s total burn cost as normal to apply those
infusions, and this ability does not allow you to exceed the
normal limit of one form infusion and one substance infusion

per kinetic blast.

MinD Burst
Element dream; Type form infusion; Level 7; Burn 4

Associated Blasts dream, mind, phantasmal, phrenic, shadow
Saving Throw Will negates

You focus your mental pOVVSI‘S on a pOiI’lt in space and create

a controlled burst of psychic power. Otherwise, this functions

like the explosion infusion.

NAUSEATING INFUSION

Element dream; Type substance infusion; Level 6; Burn 4
Prerequisites sickening

Associated Blasts dream, mind, phantasmal, phrenic, shadow
Saving Throw Fortitude negates

Your psychic powers ravage your opponent’s mind and body,
leaving them defiled and nauseous. Whenever a blast with this
infusion deals damage to a foe, that foe becomes nauseated for
1 round. Using this infusion against a foe multiple times does

not extend the duration of the nauseated condition.

PROBING INFUsION

Element dream; Type substance infusion; Level 1; Burn 1
Associated Blasts mind, phrenic

Saving Throw Will negates

Your kinetic blast probes the target’s mind, giving you
increased knowledge and foresight about that foe. You gain a
+2 insight bonus to your AC and on saving throws against the
abilities, spells, and special attacks of any opponent that fails
its Will save against this infusion for 1 round. In addition, you
learn the surface thoughts of any thinking creature that failed
its save against the infusion until the end of that creature’s next
turn (as the 3rd-round effect of detect thoughts).

This infusion is a mind-affecting divination effect.

SICKENING INFUsiON

Element dream; Type substance infusion; Level 2; Burn 2
Prerequisites sickening

Associated Blasts dream, mind, phantasmal, phrenic, shadow
Saving Throw Fortitude negates

Your psychic powers upset the chemistry of your foe’s mind
and body, making them sickly. Whenever a blast with this
infusion deals damage to a foe, that foe becomes sickened for
a number of rounds equal to half your kineticist level. Using
this infusion against a foe multiple times does not extend the

duration of the sickened condition.

TIRING INFUsION

Element dream; Type substance infusion; Level 4; Burn 3
Associated Blasts dream, mind, phantasmal, phrenic, shadow
Saving Throw Fortitude negates

You psychically sap your foe’s physical energy, fatiguing them.
Whenever a blast with this infusion deals damage to a foe, that
foe becomes fatigued for a number of rounds equal to half

your kineticist level.

Utility Wild Talents

A kineticist can select one of the following wild talents at each

even level, provided she meets the prerequisites.

Basic PsYCHOKINESIs
Element dream; Type utility (Sp); Level 1; Burn 0

You can use your psychokinesis to telepathically communicate
with nearby creatures, functioning like telepathy with a range
of 25 feet + 5 feet per 2 kineticist levels. Unlike telepathy, you
can only communicate with creatures with which you share a
language. If you possess the extended range wild talent, the
range of basic psychokinesis increases to 100 feet + 10 feet

per kineticist level, and if you possess the extreme range wild




talent, the range of basic psychokinesis increases to 400 feet +
40 feet per kineticist level. You can also use basic psychokinesis
to duplicate the effects of the daze or ghost sound cantrips.

DREAM MESSENGER
Element dream; Type utility (Sp); Level 6; Burn 0

all Will saves that you make against mind-affecting effects in
addition to your Wisdom modifier.

Element dream; Type utility (Sp); Level 1; Burn 0

You can communicate with any creature via its dreams, as
the dream spell. You can accept 1 point of burn when using
dream messenger to deliver your message via telepathy rather
than touch, increasing this ability’s range to equal that of your
base psychokinesis wild talent. Wild talents that alter how
you communicate with others via basic psychokinesis (such as

telepathy) affect this ability.

DREAM SHAPER
Element dream; Type utility (Sp); Level 3; Burn 0

You are able to draw raw dreamstuff from the Dimension of

Dreams and shape it into lifelike representations of creatures,
objects, and sounds. This acts as the minor image spell or the
ventriloquism spell, except both effects last only while you
concentration and have a maximum duration of 1 round per

kineticist level you possess..

DREAM SHAPER, GREATER
Element dream; Type utility (Sp); Level 6; Burn 0
Prerequisite dream shaper

You can scan other creatures’ minds, functioning like the
detect thoughts spell except you cannot study an area or subject
for more than 1 round without accepting points of burn. By
accepting 1 point of burn when you use this ability, you may
concentrate on detect thoughts for as long as you wish until the
next time your burn is removed. Alternatively, you can accept
1 point of burn when you use this ability to immediately
discern information as if you had studied the subject or area
for 3 rounds. You may choose to accept 2 points of burn in

order to gain both of these benefits similtaneously.

MIND ScAN, GREATER
Element dream; Type utility (Sp); Level 3; Burn 0
Prerequisite mind scan

You are able to create even more lifelike representations of

creatures, objects, sounds, and even terrain from dreamstuff.
This acts as the mirage arcana spell or the persistent image spell,
except both effects last only while you concentration and have

a maximum duration of 1 round per kineticist level.

ManipuLATION
Element dream; Type utility (Sp); Level 3; Burn 0

You can manipulate the thoughts and actions of other
creatures, as the command spell. By accepting 1 point of burn,
you can instead implant your commands deep within the

minds of others, as the suggestion spell.

MaANIPULATION, GREATER
Element dream; Type utility (Sp); Level 8; Burn 0

Prerequisite manipulation

You can manipulate the memories of other creatures,
functioning as modify memory or repress memory®*. By accepting
1 point of burn when using this ability to modify another
creature’s memories, you may enter the target’s subliminal
mind to perform your work, allowing you to modify up to
1 day per kineticist level you possess per round you spend
modifying the target’s memory.

MEeNTAL WARDS
Element dream; Type utility (Sp); Level 1; Burn 0

Your psychokinetic powers allow you to resist mental attacks
and effects with ease. Add your Constitution bonus (if any) on

You can scan the minds of others for spegific pieces of
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information, as the seek thoughts*™® spell. Whether or not the
save is successful, you cannot target a creature with this wild
talent again for 1 day. Spending 1 point of burn when you use
greater mind scan allows you to ignore this limitation for that

one, specific use.

MinDpscaPe DUELIST
Element dream; Type utility (Sp); Level 3; Burn 0

You are a master of creating and battling in mindscapes.
Whenever you take part in a psychic duel, you count as a psychic
spellcaster for the purpose of determining the potency of the
effects that you create during a psychic duel and the amount of
MP that you can spend when creating a manifestation is equal
to the spell level of your kinetic blast ability. Additionally, you
can accept 1 point of burn during a psychic duel in order to
generate an amount of MP equal to the effective spell level of
your kinetic blast ability. Finally, you can accept 1 point of burn

in order to instigate a psychic duel between yourself and one
JOA

target, as the instigate psychic due

spell.

MiINDscAPE MASTER
Element dream; Type utility (Sp); Level 9; Burn 0

Prerequisite mindscape duelist

Using dreamstuff in concordance with your psychic powers,
you are able to create entire worlds from your dreams, as

the greater create mindscapeo’\

spell. You may only have one
mindscape in existence in this manner. You may also enter or

leave mindscapes at your leisure, as the mindscape door® spell.

NIGHTMARE MESSENGER
Element dream; Type utility (Sp); Level 8; Burn 0
Prerequisite dream messenger

You can assault one specific creature with nightmares, as
the nightmare spell. Whether or not the save is successful, a

creature cannot be the target of this ability again for 1 day.

PArALYZE
Element dream; Type utility (Sp); Level 4; Burn 2

You psychically disturb one humanoid creature’s ability to

control its own body, as hold person.

PARALYZE, GREATER
Element dream; Type utility (Sp); Level 8; Burn 2
Prerequisites paralyze

You can disturb the mental abilities of virtually any creature,

rendering it completely unable to act or move, as hold monster.




A
PsycHic AUGURY

Element dream; Type utility (Sp); Level 3; Burn 0
Prerequisites mind scan

PSsYCHOKINETIC SCARE
Element dream; Type utility (Sp); Level 4; Burn 1

Prerequisites dream shaper

You can scan another creature’s mind and study their body
language in order to learn a great deal about them, functioning

like the psychic reading spell.

PsvcHic DowsiNng
Element dream; Type utility (Sp); Level 6; Burn 0

Prerequisites mind scan, psychic augury

You can detect powerful minds across vast distances using the
Dimension of Dreams as a conduit, functioning like the locate
creature spell. By accepting 1 point of burn when you use this
ability, you can choose to detect creatures of a specific age,
alignment, class, gender, race or ethnicity, religion, or sexual
orientation, creatures with a specific feat or racial trait, or
creatures that have training in a specific Craft, Perform, or

Profession skill or that hail from a specific place of origin.

PsycHOKINETIC INVISIBILITY
Element dream; Type utility (Sp); Level 3; Burn 0

You use your psychokinetic powers to prevent others from
being able to perceive you. Otherwise, this functions like the

telekinetic invisibility wild talent.

PsycHOKINETIC INVIsSIBILITY, GREATER
Element dream; Type utility (Sp); Level 7; Burn 0

You use your psychokinetic powers to invade a foe’s mind,
creating illusory images that make their worst fears seem
real. This ability functions as scare, except it causes one target
creature within range to become frightened and can affect any
creature whose Hit Dice are equal to or less than your caster
level. Whether or not the target succeeds on its Will save,
it cannot be affected by this wild talent again for 24 hours
unless you accept 1 additional point of burn when targeting
that creature again with this spell-like ability. Using this
ability against a foe multiple times only extends the duration
of the frightened condition; it does not stack to create a more

powerful fear condition.

PSYCHOKINETIC SPEECH
Element dream; Type utility (Ex); Level 1; Burn 0

Your study of thought patterns and processes allow you to use
your psychokinetic powers to assist you socially. Add Bluff and
Sense Motive to your list of kineticist class skills. Whenever
you successfully feint an opponent in combat, the next melee
attack or kinetic blast you make against the target does not

allow him to use his Dexterity bonus to AC (if any).

PsycHosoMATIC TREATMENT
Element dream; Type utility (Su); Level 3; Burn 0

You possess masterful skill at remaining unnoticed when
using your psychokinetic powers. This acts as psychokinetic
invisibility, except you also avoid automatic detection via all
forms of blindsense, blindsight, and abilities that function like
blindsense and blindsight (such as tremorsense or lifesense). By
accepting 1 point of burn when you use greater psychokinetic
invisibility, you can either extend the effect to include your
allies, functioning like invisibility sphere, or you can continue
to benefit from greater psychokinetic invisibility even after you
attack for 1 round per kineticist level, functioning like the

greater invisibility wild talent.

PsycHOKINETIC KNOWLEDGE
Element dream; Type utility (Ex); Level 2; Burn 1

Your psychokinetic powers grant you vast knowledge of the
greater cosmic reality, making you knowledgeable in many
subjects. You may make all Knowledge skill checks untrained.
In addition, if dream is your primary element, you may select
two Knowledge skills and add half your kineticist level to all
checks made with those Knowledge skills. This bonus doesn’t
stack with any bonuses on those Knowledge skills that you
receive from other wild talents, such as the skilled kineticist
and greater skilled kineticist abilities.

Every time you select dream as your expanded element,
you may select two additional Knowledge skills with this
ability and add half your kineticist level to all checks made
with those Knowledge skills as well.

You can channel psychic energy directly from the Dimension
of Dreams into a foe’s mind, helping them shake off affects
that confound or impede the mind with their own dreams.
This ability functions similarly to the mesmerist’s touch
treatment ability, using your kineticist level as your effective
mesmerist level, but instead of gaining uses per day as a
mesmerist would, you must accept 1 point of burn in order
to use this ability. Additionally, this wild talent doesn’t count
as touch treatment for any effects that interact with or require

the touch treatment class feature.

SICKENING INFUsION
Element dream; Type substance infusion; Level 1; Burn 1

Associated Blasts dream, mind, phantasmal, phrenic,
shadow

Saving Throw Fortitude negates

Your psychic powers rattle your opponent’s mind and body,
leaving them feeling defiled and queasy. Whenever a blast with
this infusion deals damage to a foe, that foe becomes sickened

for a number of rounds equal to half your kineticist level.

TELEPATHY
Element dream; Type utility (Su); Level 4; Burn 0

Your telepathic powers are able to cross language barriers.
When using basic psychokinesis, you can communicate with
any intelligent creature, even if you don’t speak that creature’s

language.




Each alternate class feature presented in an archetype either replaces or alters one or more specific class features from the base class.

When an archetype includes multiple alternate class features, a character must take all of them—often blocking the character
from ever gaining certain standard class features, but replacing them with other options. All class features of the base class that aren’t
mentioned among the alternate class features of an archetype remain unchanged and are acquired normally when a character reaches
the appropriate level. If an alternate class feature replaces a base class feature, the archetype doesn’t count as having that base class
feature for the purpose of meeting any requirements or prerequisites. If an alternate class feature alters an existing class feature, it is
considered to be the core class feature for the purposes of meeting any requirements or prerequisites, even if it was renamed.

A character can take more than one archetype, but none of the alternate class features can replace or alter the same class feature
of the base class.

If a class feature has a series of improvements (such as a kineticist’s infernal buffer), it can be replaced either entirely or partially.
By default, an alternate class feature replaces the entire original class feature and all of its improvements. For example, if a class
feature states that it replaces elemental overflow without mentioning a specific bonus, it replaces elemental overflow entirely.

If an alternate class feature replaces one instance of a class feature that’s part of a series, the next time the character would
gain an improvement to that ability, the new improvement counts as the lower-level ability that was replaced by the archetype,
and all subsequent improvements follow suit. For example, if the kineticist’s 3rd-level elemental overflow +1 were replaced, the

kineticist would gain elemental overflow +1 at 6th level, elemental overflow +2 at 9th level, and so on.

Elemental Blade (Archetype)

Rather than blast their opponents with powerful blasts of
kinetic energy, some Kineticists prefer to channel elemental
power through a melee weapon. Known as elemental blades,
these powerful warriors suppliment their martial skills with
their incredible elemental powers.

Weapon and Armor Proficiency: An elemental blade
is proficient with all simple and martial weapons, with light
armor, and with shields (except tower shields).

This replaces the kineticist’s weapon and armor proficiencies.

Kinetic Combat (Ex): At 1st level, an elemental blade
learns to use his elemental powers and wield his weapons at
the same time. This functions much like two-weapon fighting,
but the off-hand weapon is a kinetic blast. To use this ability, the
elemental blade must have one hand or prehensile appendage
free, while wielding a light or one-handed melee weapon
in her other hand. As a full-round action, she can make all of
her attacks with her melee weapon at a —2 penalty and can
also attack with a kinetic blast (any attack roll required by her
kinetic blast also takes this penalty). If she casts her kinetic blast
defensively, she can decide to take an additional penalty on her
attack rolls, up to her Constitution bonus, and add the same
amount as a circumstance bonus on her concentration check
made to cast the kinetic blast defensively. If the check fails, the
kinetic blast is wasted, but the kinetic blade’s attacks still take
the penalty. An elemental blade can choose to attack with her
kinetic blast or her melee weapon first, but if she has more than
one attack, she cannot use her kinetic blast between weapon
attacks. Using kinetic combat counts as a form infusion with a
burn cost of 0, and as a result an elemental blade cannot apply
a form infusion to her kinetic blast when using kinetic combat.
This ability replaces the 1st-level infusion.

Gather Power (Su): At 1st level, an elemental blade can
gather power even while holding a light or melee weapon
in one of her hands or prehensile appendages. She cannot
use gather power while holding two or more light or melee
weapons, or while holding a melee weapon in two hands.

This ability alters gather power.

Elemental Overflow (Su): An elemental blade applies her
elemental overflow bonus on attack rolls made with any light or
one-handed melee weapon that she is proficient with in addition
to attack rolls and damage rolls made with her kinetic blast.

This ability alters elemental overflow.

Improved Kinetic Combat (Ex): At 9th level, an
elemental blade’s kinetic combat ability no longer counts as
a form infusion for the purpose of determining the number
of infusions that she can apply to her kinetic blast. Instead,
she must increase the burn cost of any kinetic blast that she
uses during kinetic combat by 1 additional point of burn if
she applies a form infusion to her blast. If she applies kinetic
blade or kinetic whip to her kinetic blast, she may make two
off-hand attacks with her kinetic blast instead of one.

This ability replaces the 9th-level infusion.

Harbinger (Archetype)
Although most kineticists gain their unusual powers and
abilities from circumstance of birth or from chance encounters
with occult forces, some gain their elemental abilities as a side
effect of otherworldly possession. These kineticists harbor
a powerful outsider within themselves, and their elemental
powers are a result of this strange union.

Passenger: At st level, a harbinger gains a passenger, as the
vessel class feature (Paranormur Apventures 20). The harbinger’s

passenger must be appropriate for a kineticist with her focus
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element. For instance, a harbinger with elemental focus (water)
must have a passenger with an appropriate, thematic connection
to this element, such as a water elemental or a cetaceal agathion.
The GM has the final decision on whether or not each elemental
focus and passenger combination is appropriate.

This ability replaces the 1st-level infusion.

Harbinger’s Auspice (Su): At 2nd level, a harbinger can
accept a point of burn before rolling a d20 to roll twice and
use the higher result. Alternatively, she can accept a point of
burn after rolling a d20 to reroll her d20 and use the new
result, even if its worse.

This replaces the 2nd-level utility wild talent.

Grace Overfloweth (Su): At 3rd level, a harbinger gains
grace overfloweth, as the vessel class feature.

This ability replaces elemental overflow.

Kinetic Marksman (Archetype)

Rather that unleash her kinetic power without focus or
constraint, a kinetic marksman channels her elemental powers
into small projectiles that she fires from a ranged projectile
weapon with devastating effect.

Weapon and Armor Proficiency: A kinetic marksman
is proficient with all simple and martial weapons and with
light armor. This replaces the kineticist’s weapon and armor
proficiencies.

Kinetic Projectiles (Ex/Sp): At Ist level, a kinetic
marksman gains Weapon Focus as a bonus feat with one ranged
projectile weapon that she is proficient with. Whenever she
attacks with a ranged projectile weapon that she has Weapon
Focus with as part of an attack or full-attack action, her attack
deals an additional 1d6 points of damage per 6 kineticist levels
she possesses (minimum 1d6). This damage is of the same type
as her kinetic blast’s damage, except it ignores spell resistance
and doesn’t apply any modifiers to your kinetic blast’s damage,
such as your Constitution modifier. Since using this spell-
like ability is part of another action (loading your projectile
weapon), using this spell-like ability doesn’t provoke any
additional attacks of opportunity. This spell-like ability counts
as a form infusion for all purposes.

A kinetic markshan cannot use her kinetic blast without a
form infusion, nor can she ever use her kinetic blast with the
chain, extended range, extreme range, foe throw, flurryo f
blasts, many throw, or snake form infusions, or with any other
form infusion that requires a ranged attack roll or ranged
touch attack roll.

This ability alters kinetic blast and replaces elemental
overflow.

Ballistic Specialization (Su): At 5th level, a kinetic
marksman can accept 1 point of burn as a swift action to
grant any weapon she is holding a +1 enhancement bonus for
1 minute. For every 3 levels beyond 5th, the weapon gains
another +1 enhancement bonus, to a maximum of +5 at 17th
level. These bonuses can be added to the weapon, stacking

with existing weapon enhancement to a maximum of +5.

Multiple uses of this ability do not stack with themselves.

At 5th level, these bonuses can be used to add any of the
following weapon properties: distance, nimble shot"", speed.

Adding these properties consumes an amount of bonus
equal to the property’s base price modifier. These properties
are added to any the weapon already has, but duplicates do not
stack. If the weapon is not magical, at least a +1 enhancement
bonus must be added before any other properties can be
added. These bonuses and properties are decided when the
point of burn is accepted and cannot be changed until the next
time the kinetic marksman uses this ability. These bonuses do
not function if the weapon is wielded by anyone other than the
kinetic marksman.

A kinetic blade can only enhance one weapon in this way at a
time. If she uses this ability again, the first use immediately ends.

This ability replaces infusion specialization.

Bonus Feats: A kinetic marksman gains a bonus feat at 5th
level, 9th level, 13th level, and 17th level. She must meet a
feat’s prerequisites in order to select it as a bonus feat, but
her kineticist levels count as fighter levels for the purpose of
qualifying for any feat marked with an asterisk (*). Initially, a
kinetic marksman can select a bonus feat from the following
list: Deadly Aim, Point-Blank Shot, Precise Shot, Rapid Shot,
and Weapon Specialization*. At 9th level, she adds Greater
Weapon Focus* and Point-Blank Master to this list. At 13th
level, she adds Improved Critical and Manyshot to this list.

This ability replaces the 5th, 9th, 13th, and 17th-level
infusions.

Expanded Element (Su): At 15th level, if a kinetic
marksman expands her understanding of her primary element
at both 7th and 15th levels, her mastery of that element
increases. When making an attack or full-attack action with a
projectile weapon that she has Weapon Focus with, she gains
a +1 bonus on attack and damage rolls with that weapon, and
adds a +1 bonus to her caster level and to the save DCs of all
wild talents of her element.

This ability alters expanded element.

Metakinetic Manyshot (Su): At 17th level, by accepting
4 points of burn, the kinetic marksman increase the damage
dealt by her kinetic projectiles ability to equal that of one of
her simple blast or composite blast wild talents.

This ability replaces metakinesis (twice).

Kinetic Trickster (Archetype)

Although most kineticists use their elemental powers as a
weapon first and foremost, some focus on using their abilities
to augment their skills rather than as a weapon. Known as
kinetic tricksters, these kineticists use their powers to enhance
their strength and mobility, as well as other pursuits.

Class Skills: A kinetic trickster gains 6 skill ranks + a
number of skill ranks equal to her Intelligence modifier at
each level, instead of the normal 4 skill ranks + Intelligence
modifier at each level. Furthermore, all Strength- and
Dexterity-based skills are class skills for a kinetic trickster.




This ability alters the kineticist’s list of class skills.

Skilled Trickster (Su): At 1Ist level, a kinetic trickster
gains the skilled kineticist utility talent as a bonus talent. At
2nd level, she gains the greater skilled kineticist utility talent,
ignoring its prerequisites.

This ability replaces the 1st-level infusion and the 2nd-level
utility wild talent.

Kinetic Skill Specialization (Su): At 5th level, a
kineticist chooses one additional kineticist class skill with her
greater skilled kineticist wild talent. In addition, she chooses
one of her primary element’s class skills or one skill that she has
selected with the greater skilled kineticist utility wild talent.
She gains the skill unlock abilities of this skill, as detailed in
the skill unlock section of Chapter 2 in PATHFINDER ROLEPLAYING
GAME PatHFINDER  UNcHaINED. At 8th level, 11th level, 14th
level, 17th level, and 20th level, the kinetic trickster chooses
another skill to benefit from her greater skilled kineticist wild
talent and gains the skill unlock abilities of another one of her
primarily element’s class skills or another skill that she has
selected with greater skilled kineticist.

This ability replaces infusion specialization.

Expanded Element: At 7th level, a kinetic trickster
doesn’t gain any infusion or utility wild talents when she
expands her understanding of an element. (She doesn’t gain
the basic utility wild talent if she expands her understanding
of anew element and she doesn’t gain a new infusion or utility
wild talent if she expands her understanding of her primary
element.) Instead, if a kinetic trickster chooses an expanded
element that is different from her primary element, she adds
her new element’s class skills to her list of class skills and
treats them as if they were added by her primary element
for the purpose of the skilled kineticist wild talent and the
kinetic skill specialization ability. If she chooses to expand her
understanding of her primary element, she instead gains Skill
Focus with both of her primary element’s class skills as bonus
feats. If she selects her primary element as her expanded
element at both 7th and 15th levels, she can take 10 on skill
checks made with her primary element’s skill, even if stress
and distraction would normally prevent her from doing so.
Additionally, she can take 20 on any skill check made with her
primary element’s skills as a free action three times per day.

This ability alters expanded element.

Metabolic Elementalist (Archetype)
Though most merely wield their element, elemental powers
run so deep through some kineticists that their very being
resonates with the power of the elemental planes, granting
her the power to transform her very being into an essence
fully comprised of the elements she wields.

Elemental Focus (Su): A metabolic elementalist must
choose acther, air, earth, fire, or water as her primary element.

This ability alters elemental focus.

Elemental Apotheosis (Su): At 6th level, whenever a
metabolic elementalist has at least 1 point of burn, she can
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assume the form of a Small elemental whose elemental subtypes

match her primary element; aerokineticists can transform
into air elementals, geokineticists into earth elementals,
hydrokineticists into water elementals, pyrokineticists into fire
elementals, and telekineticists into aether elementals; aether
elemental forms grant the same abilities as air elementals,
except their fly speed maneuverability is good and they
gain the telekinetic throw ability (PATHFINDER ROLEPLAYING GAME
Bestury 5) instead of whirlwind. Changing shape is a standard
action. A metabolic elementalist retains all of her kineticist
class abilities while in elemental form. This ability otherwise
functions like elemental body I, except it lasts indefinitely and
the metabolic elemental doesn’t adjust her ability scores.

Starting at 8th level, whenever she has at least 3 points of
burn, she can use elemental apotheosis to assume the form
of a Medium elemental, functioning like elemental body II. At
12th level, whenever the metabolic elementalist has at least
5 points of burn, she can use elemental apotheosis to assume
the form of a Large elemental, as per elemental body IIl. At
18th level, whenever the metabolic elementalist has at least
7 points of burn, she can transform into a Huge elemental, as
per elemental body IV.

This ability replaces the 6th-, 8th-, 12th-, and 18th-level
utility wild talents.

Expanded Apotheosis (Su): Starting at 7th level, a
metabolic elementalist can accept 1 additional point of burn
whenever she uses her elemental apotheosis ability to transform
into an elemental amalgam of her primary element and one
other element that she has selected with the expanded element
ability. While doing so, she gains the abilities of both kinds of
elementals, as described by her elemental apotheosis ability.

This ability alters expanded element.

Wu Jen (Archetype)

Spellcasters with mysterious powers, wu jen command the
very fabric of the natural world itself using mystic techniques
and magic rituals. Wu jen seldom live in traditional socities,
preferring the solitude of nature to the bustle of urban life,
and are often hermits as a result. Through communing with
nature and adhering to strict taboos, a wu jen is able to coerce
the nature spirits of the world into gifting her magical secrets
that enable her to cast arcane spells.

Spells: A wu jen casts arcane spells and cantrips as a bard.
She can cast any spell she knows without preparing it ahead of
time, assuming she has not yet used up her allotment of spells per
day for the spell’s level, and she chooses her spells known from
the elementalist wizard spell list*™ that matches her clemental
focus. Only elementalist wizard spells of 6th level and lower are
considered to be part of the wu jen spell list, and a wu jen cannot
use spell completion or spell trigger magic items (without making
a successful Use Magic Device check) of elementlist wizard spells
of 7th level or higher. A wu jen’s selection of spells is extremely
limited; use Table: Bard Spells Known to determine how many
spells the wu jen knows at each level.




This replaces elemental overflow and all utility wild talents.
A wu jen cannot gain new utility wild talents using the Extra
Wild Talent feat.

Spellburn (Su): A wu jen can channel stored spell energy
into her kinetic blast or her defense wild talent to increase
its utility and power. In order to use her infusions and
metakinesis abilities, a wu jen must lose one or more prepared
wu jen spells to apply an infusion or metakinesis ability to her
kinetic blast. The total number of spell levels of wu jen spells
sacrificed must be equal to or greater than the total burn cost
of all infusions or metakinesis abilities added to the kinetic
blast. A wu jen cannot accept additional burn if her infusion
would normally allow her to do so.

Starting at 2nd level, when a wu jen meditates to regain
her spells for the day, she can sacrifice an unused wu jen spell
slot in order to fuel her defense wild talents. She may sacrifice
a maximum of one wu jen spell per defense wild talent she
possesses in this manner. Upon doing so, is counted as having
accepted an amount of burn for that talent equal to half the spell’s
level (minimum 1). In addition, each time she casts a wu jen spell,
the wu jen reabsorbs a bit of the spell’s energy, allowing her to
caculate the elemental defense with that spell’s element as having
1 more point of burn spent to activate it for 1 round.

A wu jen cannot sacrifice cantrips to fuel her infusions,
metakinesis abilities, or defense wild talents.

This ability replaces burn.

Taboo:At Istlevel, during her daily meditation to regain
her wu jen spells, a wu jen must accept the following taboo:
she must strongly revere nature and avoid metal armor, and
cannot touch dead creatures (this taboo is immediately broken
if she makes a touch attack against an undead creature, or touches
an undead creature for any reason). A wu jen cannot regain her
spells for the day if she does not accept this taboo. Otherwise, this
functions as the medium class feature and a wu jen faces the same
consequences for breaking her taboo (though no entity gains any
influence over her for doing so).

This ability replaces gather power.

Expanded Spell Lore (Su): At 7th level, a wu jen learns to
use another element or expands her understanding of her own
element. She can choose any element, including her primary
element. She gains one of that element’s simple blast wild
talents that she does not already possess, if any. She also gains
all composite blast wild talents whose prerequisites she meets,
as well as the basic wild talent of her chosen expanded element
(for instance, basic acrokinesis if she chooses air). In addition, she
adds all spells of 6th level and lower from her chosen expanded
element’s associated elementalist wizard spell list to her wu jen
spell list, and immediately adds one spell known from this spell
list of each spell level that she can cast, including at subsequent
spell levels. She doesn’t gain the defense wild talent of the
expanded element.

If the wu jen’s expanded element is different from her
primary element, she treats her kineticist level as 4 levels
lower for the purpose of determining which wild talents

she can learn from her expanded element, and her caster level is
4 levels lower when casting spells from her expanded element’s
associated elemental spell list. This reduction can prevent a wu
jen from casting spells of a certain level, as appropriate.

If the kineticist chooses to expand her understanding of an
element she already has, she gains an additional infusion of her
choice from that element, as if from her infusion or wild talent
class feature, as appropriate. She also immediately adds one spell
known from this spell list of each spell level that she can cast,
including at subsequent spell levels.

At 15th level, the wu jen can either select a new element
or expand her understanding of her original element. She can’t
select the same element she selected at 7th level unless it is
her primary element. She gains all the benefits from her new
expanded element as listed above. However, if the kineticist
selected her primary element as her expanded element at both
7th and 15th levels, her mastery of that element increases. For
wild talents and wu jen spells of her element, the kineticist gains
a 11 bonus on attack rolls and damage rolls, as well as to caster
level and DCs.

This ability alters expanded element.
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Advanced Composite Blasts

Whenever a kineticist uses the expanded element class feature
to expand her understanding of her primary element, she can
select one of the following advanced composite blasts instead
of a new utility wild talent or infusion, provided she meets
the advanced composite blast’s prerequisites. The advanced
composite blasts featured below are themed around suffusing
elemental matter with righteous or vile power, allowing the
kinetic to blast her foes with the very essence of another plane.

Advanced blast wild talents count as composite blasts wild
talents for all effects.

Celestial Composite Blasts

Righteous souls that display a kineticist’s gift are able to
harness the essence of goodly planes that match their
alignment—Elysium, Heaven, and Nirvana being among
the most common sources for this power. The result of this
combination is a celestial composite blast, which infuses the
kineticist’s raw elemental matter with righteous might.

Half of all damage dealt by a celestial composite blast is
of the same type as the blast’s prerequisite simple blast
wild talent; the rest stems directly from the raw essence of
a good-aligned plane such as Elysium, Heaven, or Nirvana.
Holy damage dealt by a celestial composite blast is the direct
result of divine power and is not subjected to being reduced
by damage reduction or energy resistances or immunities.
In addition, all celestial composite blasts gain a +2 bonus on

caster level checks made to overcome the spell resistance of

evil creatures.

Holy Fire BLast

Element fire; Type composite blast; Level —; Burn 2

Prerequisite fire blast, expanded element (fire), kineticist
must be good-aligned.

Blast Type energy; Damage half holy, half fire.

You infuse your simple blast with the power of the celestial

planes, scorching your foe with righteous fire.

Houy Ice Brast

Element water; Type composite blast; Level —; Burn 2

Prerequisite cold blast, expanded element (water),
kineticist must be good-aligned.

Blast Type energy; Damage half holy, half cold.

You infuse your simple blast with frozen holy water, allowing

you to smite wicked foes with its blessed properties.

HoLy WAaTEr BLasT

Element water; Type composite blast; Level —; Burn 2

Prerequisite water blast, expanded element (water),
kineticist must be good-aligned.

Blast Type physical; Damage half holy, half bludgeoning,

piercing, or slashing.

You infuse your simple blast with the raw essence of a goodly

plane, transforming it from ordinary water into holy water.

Howy WiND Brast

Element air; Type composite blast; Level —; Burn 2

Prerequisite air blast, expanded element (air), kineticist
must be good-aligned.

Blast Type physical; Damage half holy, half bludgeoning.

You infuse your simple blast with gales from the trade winds

of a goodly plane, causing it to wreck evil foes.

RIGHTEOUS AETHERIC BLAsT

Element acther; Type composite blast; Level —; Burn 2

Prerequisite telekinetic blast, expanded element (acther),
kineticist must be good-aligned.

Blast Type energy; Damage half holy, half bludgeoning,

piercing, or slashing.

Your simple blast is fueled by aether that has been touched by
the presence of a goodly soul, allowing it to wreck evil foes

with righteous power.

RIGHTEOUS LIGHTNING BLAsT

Element air; Type composite blast; Level —; Burn 2

Prerequisite eclectric blast, expanded element (air),
kineticist must be good-aligned.

Blast Type energy; Damage half holy, half electricity

You supercharge your simple blast with the essence of a goodly

plane, allowing you to zap evil foes with its blessed properties.

SACRED GROVE BLAsT
Element wood; Type composite blast; Level —; Burn 2

Prerequisite wood blast, expanded element (wood),
kineticist must be good-aligned.
Blast Type physical; Damage half holy, half bludgeoning,

piercing, or slashing,

You bless the raw plant matter used in your simple blast with
the power of the goodly planes, allowing it to destroy foul

creatures with its grace.

SACRED STONE BLAsT
Element carth; Type composite blast; Level —; Burn 2

Prerequisite carth blast, expanded element (earth, kineticist
must be good-aligned.
Blast Type physical; Damage half holy, half bludgeoning,

piercing, or slashing,

You infuse your simple blast with righteous power from the
depths of the goodly planes, allowing your attacks to smite

wicked foes with celestial grace

Fiendish Composite Blasts

Evil souls who wield the powers of a kineticist are able to
taint and corrupt their simple blasts with the raw power of
malevolent planes that match their alignment—Abaddon, the
Abyss, and Hell being among the most common sources for
this power. The result of this vile union is a fiendish composite
blast, which corrupts the kineticist’s raw elemental matter

with dark power.




Half of all damage dealt by a fiendish composite blast is
of the same type as the blast’s prerequisite simple blast wild
talent; the rest stems directly from the raw essence of an evil-
aligned plane such as Abaddon, the Abyss, or Hell. Unholy
damage dealt by a fiendish composite blast is the direct
result of divine power and is not subjected to being reduced
by damage reduction or energy resistance or immunities. In
addition, all fiendish composite blasts gain a +2 bonus on
caster level checks made to overcome the spell resistance of

evil creatures.

HELLFIRE BLAsT
Element fire; Type composite blast; Level —; Burn 3

Prerequisite fire blast, expanded element (fire); kineticist
must be evil-aligned

Blast Type special; Damage half fire, half unholy

You unleash a blast of hellish fire at a single target, scorching
them with unholy flames. Despite this composite blast’s name,
the suffused energy can come from any evil-aligned plane of

existence, not just Hell.

MALEVOLENCE BLAsT
Element void; Type composite blast; Level —; Burn 2

Prerequisite negative energy blast, expanded element
(void), kineticist must be evil-aligned.
Blast Type energy; Damage half unholy, half negative energy.

You infuse your simple blast with the raw essence of pain and

suffering used by the kytons of the Shadow Plane, causing

your blast to wreck your foes with unbearable agony.

TAINTED BRIAR BLAsT

Element wood; Type composite blast; Level —; Burn 2

Prerequisite wood blast, expanded element (wood),
kineticist must be evil-aligned.

Blast Type energy; Damage half unholy, half bludgeoning,

piercing, or slashing.

You infuse your simple blast with the taint of pure evil,
corrupting and twisting the plant matter you control into

hellish shapes and forms as you strike your foes.

ViLe AETHERIC BLAsT

Element acther; Type composite blast; Level —; Burn 2

Prerequisite telekinetic blast, expanded element (acther),
kineticist must be evil-aligned.

BlastType energy; Damage half holy, half half bludgeoning,

piercing, or slashing,

Your simple blast is fueled by aether that has been touched by
the presence of a wicked soul, allowing it to wreck good foes

with vile power.

ViLe Ice BLast
Element water; Type composite blast; Level —; Burn 2

Prerequisite cold blast, expanded element (water),
kineticist must be evil-aligned.

New Feat: Spiritual Ascension

The following feat is intended for kineticists with an
exemplary tie to the spirit world and the elemental beings
that dwell there.

Spiritual Ascension

You have the backing of the spirits of nature, and their power
allows you to converse with other spiritual creatures and
determine the emotional state and health of any living being,

Prerequisite: Skill Focus (Knowledge [nature]); elemental
focus class feature; able to speak Aquan, Auran, Ignan, Sylvan,
and Terran; kineticist level 3rd.

Benefit: By accepting 1 point of burn, you can speak with
and understand the language of any intelligent aberration,
dragon, fey, magical beast, outsider (elemental), outsider
(native), and undead (incorporeal) creature, as if using tongues.
You can also cast analyze aura® as a spell-like ability at will,
using your kineticist level as your caster level. You may only
use this spell-like ability to analyze the emotional and health
auras of living creatures. These benefits last until your burn is

removed.

Blast Type energy; Damage half unholy, half cold.

You infuse your simple blast with frozen unholy water,

allowing it to reek havoc upon the innocent and pure of heart.

VIiLE LIGHTNING BLAsT

Element air; Type composite blast; Level —; Burn 2

Prerequisite eclectric blast, expanded element (air),
kineticist must be evil-aligned.

Blast Type energy; Damage half unholy, half electricity.

You infuse your simple blast with the essence of evil,

corrupting it with vile powers that tear goodly foes asunder.

VILE STONE BLAST

Element carth; Type composite blast; Level —; Burn 2

Prerequisite carth blast, expanded element (earth),
kineticist must be evil-aligned.

Blast Type energy; Damage half unholy, half bludgeoning,

piercing, or slashing..

You call forth elemental matter from the deepest pits from the
most wretch planes for use in your simple blast, allowing it to

taint even the most righteous of foes.

ViLe WiND Brast
Element air; Type composite blast; Level —; Burn 2
Prerequisite air blast, expanded element (air), kineticist

must be evil-aligned.

Blast Type energy; Damage half unholy, half bludgeoning.
You infuse your simple blast with the raw power of the four
trade winds of a fiendish plane, causing your attack to corrupt

and twist even the most righteous of foes.
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The scion of the elements is a prestige class designed specifically for kineticist characters. Prestige classes represent specializations

not available to most adventurers, the culmination of extensive practice in a specific field or discipline. The scion of the elements

supplements the prestige classes found in Chapter 11 of the Parrrinper Rorepraving Game Core Ruresook. Always check with your GM

to make sure a given prestige class is allowed before working toward it.

Definition of Terms

Below are definitions of some common terms used here.

Core Class: One of the standard eleven classes found in the Pathfinder RPG Core Rulebook.

Base Class: A class that progresses from level 1-20.

Caster Level: Generally equal to the number of class levels (see below) in a spellcasting class. Some prestige classes add caster

levels to an existing class.
Character Level: The sum of a character’s class levels.
Class Level: The level of a character in a particular class.

Though most kineticists are able to master one, perhaps
two elements at most, legends claim of the existence
of exceptionally powerful kineticists that are capable of
harnessing all four of the classical elements: air, earth, fire, and
water. Known as scions of the elements because their powers
are believed to be the result of a spiritual birthright afforded
to their soul through concordance of the great spirits of
nature. As a result of these powers, scions of the elements are
believed to reincarnate endlessly throughout the ages, forever
predestined to act as a force of balance not only between the
elements, but between the inner planes themselves.

Requirements
To qualify to become a scion of the elements, a character must
fulfill all the following criteria.
Feats: Spiritual Ascension.
Skills: Knowledge (nature) 5 ranks.
Special: Must have the burn, elemental focus (air, earth,
fire, or water), and elemental overflow class features.
Cannot have the expanded element class feature.

Class Skills
The scion of the element’s class skills are Acrobatics (Dex),
Climb (Str), Craft (Int), Escape Artist (Dex), Fly (Dex), Heal
(Wis), Intimidate (Cha), Knowledge (dungeoneering) (Int),
Knowledge (nature) (Int), Perception (Wis), Stealth (Dex),
Swim (Str), and Use Magic Device (Cha).

Skill Ranks per Level: 2 + Int modifier.

Class Features
The following are class features of the scion of the elements
prestige class.
Weapon and Armor Proficiency: A scion of the
elements gains no proficiency with any weapon or armor.
Kinetic Scion: Levels of the scion of the elements

prestige class stack with kineticist levels for determining
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when a kineticist gains the supercharge ability, her effective
kineticist level for the purpose of meeting the prerequisites of
wild talents, and the effects of her burn, elemental overflow,
infusion specialization, internal buffer, kinetic blast, and
metakinesis abilities and her wild talents.

Elemental Flexibility (Ex): A scion of the elements can
take a move action to gain the benefit of a wild talent (either
an infusion or a utility wild talent) she doesn’t possess. This
effect lasts 1 minute. The scion of the elements must meet
all the wild talent’s prerequisites, including the minimum
kineticist level required to select the wild talent. She may use
this ability a number of times per day equal to 1 + her scion
level (minimum twice per day).

The scion of the elements can use this ability again before
the duration expires to replace the previous wild talent with
another choice.

At 4th level, a scion of the elements can use this ability to
gain the benefit of two wild talents at the same time. She may
select one wild talent as a swift action or two wild talents as
a move action. She may use one of these wild talents to meet
a prerequisite of the second wild talent; doing so means that
she cannot replace a wild talent currently fulfilling another’s
prerequisite without also replacing those wild talents that
require it. Each individual wild talent selected counts towards
her daily use of this ability.

At 6th level, a scion of the elements can use this ability to
gain the benefit of three wild talents at the same time. She
may select one wild talent as a free action, two wild talents as
a swift action, or three wild talents as a move action. She may
use one of the wild talents to meet a prerequisite of the second
and third wild talents, and use the second wild talent to meet
a prerequisite of the third wild talent. Each individual wild
talent selected counts towards her daily uses of this ability.

At 8th level, a scion of the elements can use this ability to
gain the benefit of one wild talent as an immediate action, or
three wild talents as a swift action. Each individual wild talent




Table: Scion of the Elements

Level BAB Fort Save Ref Save Will Save  Special

01 +0 +0 +1 +0 Elemental flexibility, elemental incarnation, expanded element
02 +1 +1 +1 +1 Elemental understanding 1, scion wild talent

03 +2 +1 +2 +1 Scion state

04 +3 +1 +2 +1 Elemental flexibility (swift), scion wild talent

05 +3 +2 +3 +2 Expanded element

06 +4 +2 +3 +2 Elemental flexibility (free), scion wild talent

07 +5 +2 +4 +2 Elemental understanding 2

08 +6 +3 +4 +3 Elemental flexibility (immediate), scion wild talent

09 +6 +3 +5 +3 Expanded element

10 +7 +3 +5 +3 Elemental flexibility (any number), scion wild talent, true scion

selected counts towards her daily uses of this ability.

At 10th level, a scion of the elements can use this ability to
gain the benefit of any number of wild talents as a swift action.
Each wild talent selected counts towards her daily uses of this
ability, and can be used as a prerequisite for any of the other
wild talents.

Elemental Incarnation (Su): A scion of the elements
has a timeless bond with the spirits of air, earth, fire, and
water, allowing her soul to endear where others would falter.
If a scion of the elements is killed, she may automatically
reincarnate (as the spell) 1 day later. The scion of the elements
appears in a safe location within 1 minute of her previous
body, appearing exactly as she did in her previous one. If she
is killed again within 7 weeks of her previous death or she dies
of natural causes, her soul undergoes true reincarnation and
passes into the womb of a randomly determined humanoid
creature capable of giving birth to her. Effectively, the scion
of the elements is born again and grows into a new Ist-level
kineticist who is destined to take this prestige class again upon
meeting its prerequisites. If the scion of the elements is killed
while in a scion state or by a death effect, she remains dead and
does not reincarnate.

Expanded Element: At 1st level, a scion of the elements
learns to use another element. She can choose air, earth, fire,
or water. She gains one of that element’s simple blast wild
talents as well as the basic wild talent of her chosen expanded
element (for instance, basic acrokinesis if she chooses air).
She doesn’t gain any composite blast wild talents or the
defense wild talent of the expanded element. In addition, she
treats her kineticist level as 4 levels lower for the purpose
of determining which wild talents she can learn from her
expanded element.

At 5th level and 9th level, the scion of the elements can select
anew element from among the list provided above, gaining all
the benefits from her new expanded element as listed above. A
scion of the elements cannot gain the expanded element class
feature from any class other than this prestige class; instead,
she gains an infusion from her primary element whenever she
would gain expanded element from another class.

Elemental Understanding (Su): At 2nd level, a scion

of the elements chooses one element that she has expanded
her understanding of with the expanded element ability. She
no longer treats her kineticist level as 4 levels lower for the
purpose of determining which wild talents she can learn from
the chosen expanded element. At 7th level, she chooses a
second expanded element to apply this benefit to.

Scion Wild Talent: At 2nd level, a scion of the elements
gains one wild talent of her choice. She can select any
infusion or utility wild talent from the list of options available
based on her elemental focus or her expanded elements.
Alternatively, she can choose a composite blast wild talent
whose prerequisites she meets. The scion of the elements
gains an additional scion wild talent at 4th level and every 2
levels thereafter.

Scion State (Su): Beginning at 3rd level, a scion of the
elements can enter a state of pure zen that grants her perfect
connection to the elements. In order to enter a scion state, the
scion of the elements must be benefiting from her elemental
overflow ability, and she must accept 1 point of burn as a move
action. While in a scion state, a scion of the elements increases
any size bonuses on ability scores that she gains from her
elemental overflow ability by 2, and she adds her elemental
overflow’s attack roll bonus to all caster level checks and
concentration checks that she makes with her wild talents.
Additionally, she adds half of her elemental overflow’s attack
roll bonus to the save DCs of her wild talents. This state lasts
for 1 minute, after which the scion of the elements becomes
exhausted for 2 minutes and fatigued for 1 hour. A scion of
the elements can accept burn while in a scion state to increase
the duration of her scion state by 1 minute per point of burn
accepted. When the state ends, the scion of the elements
becomes exhausted for twice the number of minutes she spent
in her wild state (rounded up to the nearest minute), and is
then fatigued for 1 hour. These conditions cannot be removed
or suppressed, and a scion of the elements that is incapable of
becoming exhausted or fatigued cannot enter a scion state.

True Scion (Su): At 10th level, whenever a scion of the
elements is in a scion state, she doesn’t need to spend an
action to use her elemental flexibility ability. She can even use

her elemental flexibility during an opponent’s turn.
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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 ContentYou 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, independant 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 ContentYou 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 the Open Game Content due to
statute, judicial order, or governmental regulation thenYou 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 © 2000, Wizards
of the Coast, Inc.

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax
and Dave Arneson.

Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing,
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook,
and Skip Williams.

Advanced Bestiary © 2004, Green Ronin Publishing, LLC; Author: Matt
Sernett.

Anger of Angels. © 2003, Sean K Reynolds.

The Book of Experimental Might © 2008, Monte ]. Cook. All rights
reserved.

The Book of Fiends © 2003, Green Ronin Publishing; Authors: Aaron Loeb,
Erik Mona, Chris Pramas, and Robert ]. Schwalb.

The Book of Hallowed Might © 2002, Monte J. Cook.

Everyman Options: Kineticist © 2015, Everyman Gaming, LLC; Author
Alexander Augunas.

Leadership Handbook © 2015, Everyman Gaming, LLC; Author Alexander
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Microsized Adventures © 2015, Everyman Gaming, LLC.; Authors:
Alexander Augunas.

Kobold Quarterly Issue 7© 2008, Open Design LLC, www.koboldquarterly.
com; Authors John Baichtal, Wolfgang Baur, Ross Byers, Matthew Cicci, John
Flemming, Jeremy Jones, Derek Kagemann, Phillip Larwood, Richard Pett, and
Stan!

Monte Cook’s Arcana Unearthed © 2003, Monte ]. Cook.

Pact Magic Unbound: Grimoire of Lost Souls © 2015 Radiance House;
Authors: Alexander Augunas, Dairo Nardi.

Path of the Magi © 2002 Citizen Games/Troll Lord Games; Authors: Mike
McArtor, W. Jason Peck, Jeff Quick, and Sean K Reynolds.

Pathﬁndet Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.;
Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason
Bulmahn, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan H. Keith, Will
McCardell, Dale C. McCoy, Jr., Tom Phillips, Stephen Radney-MacFarland,
Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ
Taylor.

Pathfinder Roleplaying Game Advanced Player’s Guide © 2010, Paizo
Publishing, LLC; Author: Jason Bulmahn.

Pathfinder Roleplaying Game Advanced Race Guide © 2012, Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason
Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, Hal MacLean, Jason Nelson,
Stephen Radney-MacFarland, Owen K.C. Stephens, Todd Stewart, and Russ
Taylor.

Pathfinder Roleplaying Game Bestiary © 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.

Pathfinder Roleplaying Game Bestiary 2 © 2010, Paizo Publishing, LLC;
Authors: Wolfgang Baur, Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal
Frasier, Joshua . Frost, Tim Hitchcock, Brandon Hodge, James Jacobs, Steve
Kenson, Hal MacLean, Martin Mason, Rob McCreary, Erik Mona, Jason Nelson,
Patrick Renie, Sean K Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James
L. Sutter, Russ Taylor, and Greg A. Vaughan, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 3 © 2011, Paizo Publishing, LLC;
Authors: Jesse Benner, Jason Bulmahn, Adam Daigle, James Jacobs, Michael
Kenway, Rob McCreary, Patrick Renie, Chris Sims, F. Wesley Schneider, James
L. Sutter, and Russ Taylor, based on material by Jonathan Tweet, Monte Cook,
and Skip Williams.

Pathfinder Roleplaying Game Bestiary 4 © 2013, Paizo Publishing, LLC;
Authors: Dennis Baker, Jesse Benner, Savannah Broadway, Ross Byers, Adam
Daigle, Tim Hitchcock, Tracy Hurley, James Jacobs, Matt James, Rob McCreary,
Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Sean K Reynolds, F.
Wesley Schneider, Tork Shaw, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary 5 © 2015, Paizo Inc.; Authors:
Dennis Baker, Jesse Benner, John Bennett, Logan Bonner, Creighton Broadhurst,
Robert Brookes, Benjamin Bruck, Jason Bulmahn, Adam Daigle, Thurston
Hillman, Eric Hindley, Joe Homes, James Jacobs, Amanda Hamon Kunz, Ben
McFarland, Jason Nelson, Thom Phillips, Stephen Radney-MacFarland, Alistair
Rigg, Alex Riggs, David N. Ross, Wes Schneider, David Schwartz, Mark Seifter,
Mike Shel, James L. Sutter, and Linda Zayas-Palmer.

Pathfinder Roleplaying Game Mythic Adventures © 2013, Paizo Publishing,
LLC; Authors: Jason Bulmahn, Stephen Radney-MacFarland, Sean K Reynolds,

Dennis Baker, Jesse Benner, Ben Bruck, Jim Groves, Tim Hitchcock, Tracy Hurley,
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Jonathan Keith, Jason Nelson, Tom Phillips, Ryan Macklin, F. Wesley Schneider,
Amber Scott, Tork Shaw, Russ Taylor, and Ray Vallese.

Pathfinder Roleplaying Game Occult Adventures © 2015, Paizo Inc.;
Authors: John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross
Byers, John Compton, Adam Daigle, Jim Groves, Thurston Hillman, Eric Hindley,
Brandon Hodge, Ben McFarland, Erik Mona, Jason Nelson, Tom Phillips, Stephen
Radney-MacFarland, Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter,
Russ Taylor, and Steve Townshend.

Pathfinder Roleplaying Game Ultimate Campaign © 2013, Paizo
Publishing, LLC; Authors: Jesse Benner, Benjamin Bruck, Jason Bulmahn, Ryan
Costello, Adam Daigle, Matt Goetz, Tim Hitchcock, James Jacobs, Ryan Macklin,
Colin McComb, Jason Nelson, Richard Pett, Stephen Radney-MacFarland, Patrick
Renie, Sean K Reynolds, F. Wesley Schneider, James L. Sutter, Russ Taylor, and
Stephen Townshend.

Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing,
LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Bulmahn, Brian
J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason
Nelson, Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game Pathfinder Unchained © 2015, Paizo Inc.;
Authors: Dennis Baker, Jesse Benner, Ross Beyers, Logan Bonner, Jason Bulmahn,
Robert Emerson, Tim Hitchcock, Jason Nelson, Tom Phillips, Stephen Radney-
MacFarland, Thomas M. Reid, Robert Schwalb, Mark Seifter, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing,
LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary,
Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C.
Stephens, and Russ Taylor.

Psychological Combat © 2014, Everyman Gaming, LLC; Author Alexander
Augunas.

Skreyn’s Register:The Bonds of Magic. © 2002, Sean K Reynolds.

Tome of Horrors © 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.

Basidirond from the Tome of Horrors © 2002, Necromancer Games, Inc.;
Author Scott Greene, based on original material by Gary Gygax.

Cave Fisher from the Tome of Horrors © 2002, Necromancer Games, Inc.;
Author Scott Greene, based on original material by Lawrence Schick.

Crystal Ooze from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.

Dark Creeper from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Rik Shepard.

Dark Stalker from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Simon Muth.

Dracolisk from the Tome of Horrors © 2002, Necromancer Games, Inc.;
Author Scott Greene, based on original material by Gary Gygax.

Froghemoth from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scoit Greene, based on original material by Gary Gygax.
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Author Scott Greene, based on original material by Gary Gygax.
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Author Scott Greene.
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Scott Greene, based on original material by lan Livingstone and Mark Barnes.
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Inc.; Author Scott Greene, based on original material by Gary Gygax.
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Greene, based on original material by Gary Gygax.

Poltergeist from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Lewis Pulsipher.

Trapper from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc.; published and distributed by Frog God Games; Author: Scott
Greene, based on original material by Gary Gygax.

Amphisbaena from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Angel, Monadic Deva from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Animal Lord from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Ascomid from the Tome of Horrors, Revised, © 2002, Necromancer

Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.
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Atomie from the Tome of Horrors, Revised, © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.

Aurumvorax from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Axe Beak from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Bat, Mobat from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Authors: Scott Greene and Clark Peterson, based on original
material by Gary Gygax.

Beetle, Slicer from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Blindheim from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.

Brownie from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Bunyip from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Dermot Jackson.

Carbuncle from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Authors Scott Greene, based on original material by Albie Fiore.

Caryatid Column from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Jean Wells.

Crypt Thing from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of
Horrors, Revised © 2002, Necromancer Games, Inc.; Author: Scott Greene,
based on original material by lan McDowall.

Daemon, Derghodaemon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Dark Creeper from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Rik Shepard.

Dark Stalker from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Simon Muth.

Death Worm from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene and Erica Balsley.

Decapus from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Jean Wells.

Demon, Nabasu from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Demodand, Shaggy from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.

Demodand, Slimy from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.

Demodand, Tarry from the Tome of Horrors, Revised © 2002,

Necromancer Games, Inc.; Author Scott Greene, based on original material by
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Dire Corby from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Jeff Wyndham.

Disenchanter from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Roger Musson.

Dragon, Faerie from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Brian Jacger and
Gary Gygax.

Dragon Horse from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Dust Digger from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Flail Snail from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Simon Tilbrook.

Flumph from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by lan McDowell and
Douglas Naismith.

Foo Creature from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Forlarren from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by lan Livingstone.

Giant, Wood from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Wizards of the
Coast.

Gloomwing from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Grippli from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Gryph from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Peter Brown.

HangmanTree from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Hippocampus from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene and Erica Balsley, based on original material
by Gary Gygax.

Huecuva from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Underworld
Oracle.

Jackalwere from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.

Jubilex from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Kamadan from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Nick Louth.

Kech from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.

Kelpie from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Lawrence Schick.

Korred from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Leprechaun from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Magma ooze from the Tome of Horrors, Revised © 2002, Necromancer

Games, Inc.; Author: Scott Greene.




Mihstu from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Mongrelman from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Necrophidius from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by SimonTillbrook.
Nereid from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Pech from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Phycomid from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Poltergeist from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Lewis Pulsipher.
Quickling from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Quickwood from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.
Rot Grub from the Tome of Horrors, Revised, © 2002, Necromancer
Games, Inc.; Author Scott Greene and Clark Peterson, based on original material
by Gary Gygax.
Sandman from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.
Scarecrow from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Roger Musson.
Skulk from the Tome of Horrors, Revised © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Simon Muth.

Slime Mold from the Tome of Horrors, Revised © 2002, Necromancer
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Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Slithering Tracker from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Soul Eater from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by David Cook.

Spriggan from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene and Erica Balsley, based on original material
by Roger Moore and Gary Gygax.

Tenebrous Worm from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Tentamort from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Mike Roberts.

Tick, Giant & Dragon from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Gary Gygax.

Troll, Ice from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Russell Cole.

Troll, Rock from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene.

Wolf-In-Sheep’s-Clothing from the Tome of Horrors, Revised © 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.

Zombie, Juju from the Tome of Horrors, Revised © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by Gary Gygax.

Ultimate Charisma © 2015, Everyman Gaming, LLC; Author Alexander
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