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INTRODUCTION

When I asked Michael to write some
arcanist exploits for me, I wasn’t allowed
. tolook at them. You see, I helped write the
Pathfinder Roleplaying Game: Advanced
Class Guide. Paizo asked its writers
that work on their core rulebooks to not
write material for Pathfinder Compatible
companies until 60 days after the book is
published. This is completely fair since the

. . writers have more intimate knowledge of

‘. what is in a given book than anyone else

\? -outside of Paizo.

So I asked him to write me some
material based on the playtest document
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and tweak it once the final book came out.
For a busy person, though, 60 days can

be quite a long time. To my own shame, I
forgot about it. I ran across it the other day
and immediately started work to prepare
this for release.

Arcanist fans should really enjoy these
exploits, even if they are out much later
than I would like. These 10 options will
help to fill in a few character designs that
just need a little something extra.

Dale C. McCoy, Jr.
May 2016
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New Arcanist Exploits

can cast arcanist spells while
wearing light armor without

| incurring the normal arcane spell

failure chance. This exploit may

be selected up to three times. The
second time it is selected, its effects
also apply to medium armor. The
third time it is selected, its effects
also apply to heavy armor.

School Defense (Ex): The arcanist

* chooses one school of magic—her

intense study grants her special
insight into that school’s effects. She
gains a +1 insight bonus on dispel
checks and saving throws against
spells and spell-like abilities of the
chosen school. This bonus increases
by +1 for every 5 levels the arcanist
possesses (up to a maximum of +5
at 20th level).

Spell Improvisation (Su): The
arcanist can expend 2 points from
her arcane reservoir as a swift
action when casting a prepared spell
to instead cast a spell of the same
level or lower from her spellbook.
She can use this ability a number
of times per day equal to 3 + her
Charisma modifier. The arcanist
must be able to reference her
spellbook when using this ability.

Theurge (Su): The arcanist selects
one domain or subdomain upon
taking this exploit. The chosen
domain must be one offered by a
deity the arcanist worships. The
arcanist gains that domain’s 1st-
level power as though she were a
1st-level cleric. As a swift action, the
arcanist can expend 1 point from
her arcane reservoir to bolster her

. = divine connection, allowing her to
| treat her arcanist level as her cleric

level for the purpose of using this
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ability, which lasts for a number
of rounds equal to her Charisma
modifier (minimum 1).

She does not gain any other abilities
when using this exploit in this way,
such as class skills, domain spells,
domain slots, or domain powers
gained at higher levels. If this ability
is used to gain an arcane bond and a
bonded item is selected, the arcanist
can only use that item to cast spells
of a level equal to the level of the
spell that could be cast by her
equivalent cleric level (limiting her
to 1st-level spells unless she spends
a point from her arcane reservoir).

If the arcanist already has a domain
(or gains one later), taking this
exploit instead allows her arcanist
levels to stack with the levels of

the class that granted her access to
the domain when determining the
powers and abilities of her domain.

Unfettered (Su): The arcanist
selects one spell from a spell list
other than the sorcerer/wizard list
and adds it to her spellbook and
spell list at one level higher than its
original level.

New Arcanist Greater
Exploits

Consume Magic Items, Greater
(Sw): The arcanist can consume the
power of magic armor, weapons,
rings, rods, and wondrous items
(this exploit may not be used on
artifacts). Using this ability is
a move action, and this ability
cannot be used on an object in the
possession of an unwilling creature.
When using this exploit, the
arcanist adds a number of points to
her arcane reservoir equal to V2 the
caster level of the object, and the
object gains the broken condition
e B e
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(or is destroyed if it already had
the broken condition). Points

- gained in excess of the arcanist’s

reservoir’s maximum are lost.

| Objects damaged through the use of

this exploit may not be repaired by
mundane means, or by any magic
except miracle or wish. The arcanist
must possess the consume magic
items exploit before selecting this
greater exploit.

Devotion (Su): The arcanist can

. expend 1 point from her arcane

reservoir as a swift action to
temporarily prepare a domain spell
for a number of rounds equal to
her Charisma modifier (minimum
1). While prepared, the spell is
considered to be on the arcanist’s
spell list. The spell must come from
the domain chosen with the theurge
exploit. The arcanist must possess
the theurge exploit before selecting
this greater exploit.

Dimensional Seal (Su): The arcanist
can expend 1 point from her

arcane reservoir to emanate a field
centered on herself which blocks
dimensional travel—including
summoning and teleportation
effects, as well as the dimensional
slide exploit—in a radius of 5 feet
per arcanist level for a number of
minutes equal to her Charisma
modifier (minimum 1). She may
dismiss this effect at will. The
arcanist must have the dimensional
slide exploit to select this greater
exploit.

Spell Leech (Su): When the arcanist
successfully uses the counterspell
exploit, she can spend an additional
point from her arcane reservoir to

“ prepare that spell. The next time
' 1 she prepares spells, any spells

| prepared through this greater
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exploit are lost. Spells not on the
sorcerer/wizard list are prepared at
their original level, and the arcanist
must spend 1 point from her arcane
reservoir each time she casts such

a spell. The arcanist may copy a
spell prepared through this greater
exploit into her spellbook if it is an
arcanist spell. The arcanist must
have the counterspell exploit to
select this greater exploit.

Theurge, Greater (Su): The arcanist
gains the higher level ability of the
domain or subdomain selected for
the theurge exploit. The arcanist
gains that domain’s higher level
power as though she were the
minimum level needed to gain it.
As a swift action, the arcanist can
expend 1 point from her arcane
reservoir to bolster her divine
connection, allowing her to treat
her arcanist level as her cleric

level for the purpose of using the
abilities granted by this exploit and
the theurge exploit, which lasts for
a number of rounds equal to her
Charisma modifier (minimum 1).

She does not gain any other abilities
when using this exploit in this way,
such as class skills, domain spells,

or domain slots. If this ability is
used to gain an arcane bond and a
bonded item is selected, the arcanist
can only use that item to cast spells
of a level equal to the level of the
spell that could be cast by her
equivalent cleric level.

If the arcanist already has a domain
(or gains one later), taking this
exploit instead allows her arcanist
levels to stack with the levels of

the class that granted her access to
the domain when determining the
powers and abilities of her domain.




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b) “Derivative
Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d) “Open Game Content” means the
game mechanic and includes the methods, procedures, processes
and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor,

.and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts, creatures,
characters, stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other
visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions
are Your original creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or
distributing, and You must add the title, the copyright date, and the
copyright holder’s name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

- 8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

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. r

10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

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

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

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo
Publishing, LLC; Author: Jason Bulmahn, based on material by
Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder 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.

The Book of Experimental Might. Copyright 2008, Monte J. Cook.
All rights reserved.

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

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors:
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick
Lawinger, and Bill Webb; Based on original content from TSR.

Angel, Monadic Deva 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.

Angel, Movanic Deva 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.

Daemon, Derghodaemon 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.

Daemon, Guardian 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 lan
McDowall.

Daemon, Hydrodaemon 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.

Daemon, Piscodaemon 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.

Book of Magic: 10 Arcanist Exploits, © 2016, Jon Brazer
Enterprises

L.'l 9. Updating the License: Wizards orlts desigr_]ated Agents may publish
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