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compatibility license. Some rights reserved.

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.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of
this License.

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

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

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

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

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

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License.
You may use any authorized version of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

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

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

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

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

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it enforceable.
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Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc.. See http://paizo.com/pathfinderRPG
for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does not endorse this product.

Open Gaming License Copyright © 2007 Wizards of the Coast. All rights reserved, Pathfinder is a registered trademark of Paizo Publishing, LLC,
and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are
used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/ pathfinderRPG/compatibility for more information on the

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

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

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.

Anger of Angels. ©2003, Sean K Reynolds.

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

The Book of Hallowed Might. ©2002, Monte J. Cook.
Monte Cook’s Arcana Unearthed. ©2003, Monte J. Cook.

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

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

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

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.

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

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

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

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

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

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

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

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

Ice Golem from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott Greene.

Iron Cobra from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based
on original material by Philip Masters.
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By the Knotty-Works

. Welcome to the second issue of Player
Paraphernalia, a hodge podge of character ideas
and alternate rules that may be used with the
Pathfinder Roleplaying Game (Paizo, Inc®). In this
issue @ new Magus Archetype is introduced.

through her wand. This ability only works with
spells of less than or equal level than the spell
level of the wand and use of this ability expends
one charge from the wand. The range and attack
ability is determined by the spell, but the effective
caster level (and any bonuses associated with it)

is increased by one level. At 6th level the wand
weaver may expend up to two charges to increase
the effective caster level by two and at 12™ level the
wand weaver may expend up to three charges to
increase the effective caster level by three.

Lﬁ' The wand weaver has mastered the ability to

L integrate his fighting style with that of the wand.
r(J. This ability does not come without sacrifice and the
lﬂ wand weaver lacks some of the arcane weapon
l?])] training normally associated with their class.

Iy

ra\ Wand Weaver (Magus Archetype)

This ability replaces the magus Spellstrike feature.

Wand Wielding (Sp): The wand weaver may usea  Wand Familiarity (Su): At 4™ level the wand weaver

wand in her off hand while attacking with a weapon
in her primary hand in the same fashion as the
Magus Spell Combat ability, granting the wand
weaver the effects of Two-Weapon Fighting while
wielding the wand in the off hand (the wand is
treated as a light weapon in this regard). The wand
weaver may still cast spells through her off hand,
but - due to the specialization - does not gain the
ability to transfer an attack penalty from her attack

gains improved chances at using a wand containing
a higher level spell or an arcane spell that the wand
weaver does not have access. If the wand contains
an arcane spell not on the magus spell list, she may
still use the wand without the Use Magic Device as
long as it has a spell level she can prepare and cast
spells. In addition, the wand weaver’s effective
caster level is increased by one when trying to use
a wand with a spell that the wand weaver does not

to gain a bonus to concentration checks.

¢ currently have access to but is on the magus spell
l?]] In addition, the wand weaver may spend points

list. The wand weaver must spend a point from her

from her arcane pool to empower the wand arcane pool to initiate this ability.

lrf] without expending a charge from the wand. It

(’ costs one point from the arcane pool for every

rj two levels of the spell effect of the wand and the
p effective caster level of the wand is used. The

L/, wand being used must have at least one charge in
l%l] order to use this ability. The wand weaver does

H gain a wand with 10 charges as part of her starting
lfin | gear. The wand will contain a 1* level spell with an
2\ effective caster level of 1.

In addition if the wand attenuation rules are used
(see below), the wand weaver gains the ability to
become attuned to an additional wand at 4" level
and every four levels thereafter above that granted
for her Intelligence modifier.

This ability replaces Spell Recall gained at 4™ level,
but the wand weaver does gain Spell Recall at 1™
level, though she does not gain Improved Spell

Recall.
The wand weaver gains craft wand as a bonus feat

H . th
LT Replenish Wand (Su): At 7*" level, the wand weaver

gains the ability to recharge a wand she created by

These abilities alter and replace the Spell Combat, expending the same spell as if casting the spell in

Improved Spell Combat, and Greater Spell Combat
magus class abilities.

Wand Strike (Su): At 2™ level the wand weaver
| gains the ability to funnel an offensive spell

the process. Wands replenished this way can only
be replenished with a maximum of 25 charges and
if the wand is completely drained (o charges) it
cannot be replenished with this ability. If there is

S
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http://www.d20pfsrd.com/classes/base-classes/magus
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http://www.d20pfsrd.com/classes/base-classes/magus#TOC-Improved-Spell-Combat-Ex-

the wand weaver must meet the cost as part of
the process. The Wand Weaver must also have the
wand in her possession for at least 24 hours before
using this ability and if the wand is used by another
spell caster after being replenished by the wand
weaver, it consumes two charges per use of the
wand.
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If the wand attenuation rules are used (see below),
the wand weaver must be attuned to the wand
before she can use this ability. If another caster
attempts to use the wand, the DC for the caster
check is equal to the wand weaver’s class level + 10.
If successful, the wielder uses the wand normally
(and the wand only expends one charge per use).

This ability replaces Knowledge Pool.

Wand Attenuation (Optional Rule)

Wands tend to act as generic weapons of mass
destruction that nearly anyone with spell casting

| ability or the Use Magic Device can pick up and start

using. This rule makes them a bit more personal

and flavorful.

When a wand is first created (50 charges and no

| one has actually triggered it), it is considered un-
attenuated. The first time it is used it automatically
becomes attuned to the wielder. At that point the
wielder may use the wand as desired. However,
once it is used and someone else attempts to use
the wand it must be re-attenuated to the new
wielder. This requires a caster check with a DC
equal to the effective caster level of the wand +

10. If the check succeeds, the wand is now attuned
to the new wielder and if anyone else uses it, the
same process applies. If the caster check fails, the
wand expends a charge and the user cannot use
the wand. The wielder may attempt to re-attenuate
the wand as desired until successful or the wand
runs out of charges. Re-attenuation is a process of
triggering the wand so a charge is used regardless
of success or failure.
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Wand Attenuation and Use Magic Device

Use Magic Device still applies as written since the
check must be made every time the user attempts
to use the wand and the process is more about
tricking the wand into functioning that actually
wielding it in the manner of a true spell caster.

g

Number of Attenuated Wands

Wand attenuation is a process whereby the wand
becomes attuned to the energies of the wielder
and is a very personal connection. As aresult,

an individual can only have a finite number of
connections with these devices. A spell caster
may be attuned to a maximum number of wands
equal to the ability score modifier tied to his spell
casting ability (i.e. Wisdom for Clerics, Intelligence
for Wizards, Charisma for Sorcerers, etc.). When
a wielder becomes attuned to a new wand and
has already have a number of such devices that
have been attenuated equal to his relevant ability
score modifier then he must choose a pre-existing
one that becomes un-attenuated or it is randomly
selected.
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OTHER KNOTTY WORKS
PATHFINDER COMPATIBLE PRODUCTS

If you enjoyed this product, please check out these other
Pathfinder supplements produced by the Knotty Works.

Each of the Spell Works Compendiums offer over fifty
new and unique spells. Advancing with Class supple-
ments offer new abilities for existing classes

or introduce a new class with unique me-

chanics for the Pathfinder game.

THE SPELL-WORKS
COMPENDIUM

ADVANCING W|TH Crass v

ik JHYSICIST - 2
s o

J\




	Cover
	Content
	OGL
	Other Products

