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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.
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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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Welcome to the ninth 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 a new
hybrid class is introduced, The Inviolate Hound.

@ The Inviolate Hound

Episcopal problem solvers, Inviolate Hounds are
sent to seek out the truth in matters of a spiritual
’] nature when local clergy are not adequately equipped
H to do so. While others work within the parameters
'] of the church to one degree or another, Sacrosanct
Shadows are generally not officially recognized by
’] any organized church. Though when others fail, the
\ Inviolate Hound is called in. Where Inquisitors may
bend the rules, Inviolate Hound generally ignore them
L@ all together.
lg Role: There is no place a Inviolate Hound will refuse
l%]\ to go in pursuit of tackling the task at hand. As a
r]. result the Inviolate Hound is well versed in a variety
tﬂ of skills that grants him access to most places both
H high and low, regardless of barriers physical or social.
7

,’] Although used to working on their own, Inviolate
L;,] Hounds will work with others as long as they share

l%]] the same goal.
;
t;q

V

Alignment: The Inviolate Hound must be within one
step of his deity or denominational beliefs, either from
a law/chaos or good/evil axis. Otherwise there is no
restrictions as to the Inviolate Hound’s alignment.

’] Parent Classes: Inquisitor and Rogue

ﬂ
;
lfg]] Starting Wealth: 4d6 x 10 gp (average 140 gp.) In
l‘ addition, each character begins play with an outfit
L worth 10 gp or less.

@ Class Skills

g Bluff, Climb, Craft, Diplomacy, Disable Device,

L;,] Disguise, Intimidate, Knowledge (arcana), Knowledge
rl (dungeoneering), Knowledge (local), Knowledge

’] (planes), Knowledge (religion), Linguistics, Perception,
lf’}j] Profession, Ride, Sense Motive, Spellcraft, Stealth,

'] Survival, Swim, and Use Magic Device

Hit Dice: d8

,] Skill Ranks per Level: 8 + Int modifier

lg Weapon and Armor Proficiencies: The

PLAYER PARAPHERNAL
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Inviolate Hound is proficient with all simple LR

>

weapons, light and one handed martial weapons, lrt(]
hand crossbow, and favored weapon of his deity. He L
is also proficient with light armor and light shields or

bucklers. lr'd/]

Spells: The Inviolate Hound gains the ability to Lﬂ
cast Inquisitor spells beginning at 4 level. The @
Inviolate Hound only gains a set number of known rin
spells similar to that of the Sorcerer as listed on lﬂ
the Inviolate Hound Spells Known table. He may ‘ rl
cast these spells spontaneously for a total number l‘?]
of spells given by the number of spell slots he has Lr’j
available. He also gains an additional number rj]
of bonus spells per day for a high Wisdom score Lﬂ
as listed in the Ability Modifiers and Bonus rJ
Spells table found in Chapter 1 of the Pathfinder L

Roleplaying Game Core Rulebook.

spell for a new one of the same level at 8™, 12% 16%,

The Inviolate Hound may replace an existing known L;]
g
and 20™ levels. fJ

g
Orisons: The Inviolate Hound gains the use of Lr%]

orisons (0-level spells) beginning at 2nd level as listed
on the Inviolate Hound Spells known table. These @

orisons must be chosen from the Inquisitor spell list. O
The Inviolate Hound may cast these spells as desired lrj

and do not expend them once cast. /'
Deceptive Touch (Ex): The Inviolate Hound is lr:j]
skilled at both telling and sensing lies. As a result ‘r‘!
he gains a morale bonus equal to half his class level k{]
(minimum of +1) to all skill checks for Bluff and [?‘
Sense Motive. E‘l
»
Eldritch Lore(Ex): The Inviolate Hound adds his r&]
Wisdom modifier on all Knowledge checks involving L

arcane and religious subjects. This includes arcane, L
dungeoneering, planes, and religion. This includes
identifying creatures, their abilities and weaknesses. '

Righteous Talent: The Inviolate Hound gains a

talent associated with this trade and skill every rJ
odd level beginning at 1t level. Unless noted in the L/q
individual description, a Righteous Talent may only lr’J
be taken once. Certain talents may only be taken r%]
at certain levels as listed below. Talents that rely or L?]
add to the Inviolate Hound’s shadow attack can only rJ
be taken at 3™ level or above. The Righteious Talent L?]
is similar to the Rogue Talent and feats that grant Lr‘J
bonuses or additional talents may be used with the f]

&
Righteous Talent class feature. @!‘

N
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L}] Cooperative Focus (Ex): Inviolate Hound Progessrion Table tﬂ
L‘ The Inviolate Hound may spells Per D >
Hl| choose a teamwork feat Class Base Attack Fort Ref  Will PeeSiLCr S a
;\_ as a bonus feat. While Level Bonus Save Save Save Speical Abilities 1168 1) o 3L L1 L?]
rjl working with others, the Deceptive Touch, :
&) Inviolate Hound may share Eldritch Lore, Righteous [{']
l‘ this feat with another ally 1 +0 +2 +0 +2 Talent, Trapfinding — = = = lr;
lc] A e N f 2 #3 40 +3  Shadow Aftack +1d6 — — — — ;J]
/A day equal to 2 his class ) 4 a2 U}]
r] Y e ) e & = | +1 +3 Righteous Talent r‘
lg Inviolate Hound must meet 4 +3 +4 +1 +4 RO, Trap Sense +1° 11" — — — L”]
lfﬁ any prerequisites for the Shadow Attack +2dé, Lr"l
rj feat chosen and if shared 5 +3 +4 +1 +4 Righteous Talent T pe s, _F ;{R
L/’ with an ally, the gll.y must +4 +5 +2 e Uncanny Dodge s Y @]
Lr;]\ meet the prerequisites as R o Us Tolermiion Lf:l
FI. e 7 45 +5 42 +5  Sense +2 \ e fa
lrgj Focused ‘Veng.eance (Sy): 8 +6/+1 +6 +2 +6 Shadow Attack +3dé 2 | = = L?]
L By focusing his energies . Sy SRS +6 +3  +6  Righteous Talent a\ — — @
L upon a particular foe type, | - rj
N : mproved Uncanny ,
A\ the Inviolate Hound may Lﬂ
r] ER ST 10 LI I f 43 WA, *DoddRalico SEEER MO\ 1 — rj
L/, special ability to the Shadow Attack +4dé, @]
‘ weapon being wielded 11 +8/+3 +7 +3 +7 RighTeOUS Talent 2 2 1 — tr’J
"J by the hound as a swift 12 +9/+4 +8 +4 +8  Greater Evasion g e r’a]
L{ action. The 01jeature type Righteous Talent, Trap L&]
r/J fand s@ir: lf}fluma;mld 13 +9/+4 +8  +4  +8  Sense +4 AT A @
)| or outsider is chosen) must ']
L’\ be chosen whén activated, 14 +10/+5 4 +4 +9 Shadow Attack +5dé e’ V2R 1 r]
Fj' though the Inviolate 15 N6 /R & +5 i) Righteous Talent 3 LBm2 1 [%]
t@ Hound may change to a i SR AE AT ~StE70 G BN Ykl THSCSERsENHT 4 47 3|2\ "2 Lg]
|| different type as a swift rJ
- Shadow Attack +6dé, ;
@|| action in alaterround. If 47 4490,.7/00 410 +5  +10 Righteous Talent | 2 Lﬂ
L the Inviolate Hound drops ; Lﬁ
r/j or loses the weapon, the 18 IR L8/aSm=Zri J| #5 +11  Exploit Weakness 4 4 3 3 4'
lg‘ effect immediately ends, Righteous Talent, Trap lr‘j
r] though he may initiate it 19 +14/+9/+4  +11 +6  +11  Sense +6 g/ JIR rJ
|| again when the weapon Shadow Attack +7dé, @]
L is retrieved or another 20 10/ GG /8 2f S0 +12  Ultimate Evasion AL A N4 r,{
@ is used. If the weapon p s & N : 7 l
,’ is already has the Bane special ability, this talent floundhs ?chent.. -9 atle H01‘,1ndl m;‘?’ ¥ NG Lr’J
replaces it for the duration of the effect. The LOnEY G OVEREINUE RS Talents: Bleeding

¢«|| Inviolate Hound may initiate this talent for a total

9
Attack, Fast Stealth, Ledge Walker, Quick Disable, ch’J]
l?] number of rounds equal to his class level per day,
’

Resiliency, Rogue Crawl, Slow Reactions, Stand Up, F].
Surprise Attack, and Trap Spotter. The Inviolate t@

though they do not have to be used consecutively and
g s % ¥ dis' Hound’s Shadow Attack is treated as the Sneak

may be dismissed as a free action. This talent cannot - Ed
BN 1 taken until 5t level. Attack ability for talents that augment that ability \a
l‘ and those talents may not be chosen until the L[‘;‘
rJ | Greater Vengeance (Su); The Inviolate Hound must Inviolate Hound gains that class feature at 2" level. q
) have the Focused Vengeance talent and at least 11t% ;
9 level to take this talen%. This talent increases the The Inviolate may take this talent multiple times, but r/m
L damage from the Bane effect to 4d6 points of damage. must choose a different talent from the list above and

.‘5]
may only choose one per three class levels obtained. Lr’J

F’h Hound’s Intuition(Ex): the Inviolate Hound may ; I . Th ol 9]
add his Wisdom modifier to his initiative checks in Hound’’s Talent Greater: The Inviolate Hound may Lf]

7 gt <
r] addition to his Dexterity modifier. In addition, if the F(;hi)ose onTehtalen‘F flrom P R((i)gu = 1:)St oF f‘ dvancifi rJ
)| Inviolate Hound is not flat footed, he may also add Lk B o ol g USERE Tileast g 2

lf his Wisdom modifier to his AC as a dodge bonus level before he can take this talent. l(’é]
rj i addi.tion teatugnorpalibopgined Ly S Intuitive Tracker (Ex): The Inviolate Hound r‘.n
l@ Dexterity. ‘ﬁt L may add '2 his class level (minimum of 1) to [ﬁ]

\ X - \" "L e
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http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents/paizo---rogue-talents/quick-disable-ex
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http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents/paizo---rogue-talents/rogue-crawl-ex
http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents/paizo---rogue-talents/slow-reactions-ex
http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents/paizo---rogue-talents/stand-up-ex
http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents/paizo---rogue-talents/surprise-attack-ex
http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents/paizo---rogue-talents/trap-spotter-ex
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h any Survival roles while tracking others. If tracking
rj down someone in a settled area including towns,

9] villages, etc. the Inviolate Hand may add this bonus
(F}J\_ to any Knowledge (local) skill checks to determine the

Ll whereabouts of his target(s).
7

rJ Inviolate Senses (Sp): The Inviolate Hound may use
lg any of the following as spell-like abilities for a total
r,l number of rounds per day equal to his class level:

“] Detect Chaos, Detect Evil, Detect Good, Detect Law,
or Discern Lies. The effect may be initiated as a swift
{) action and does not provoke attacks of opportunity
l_ﬂ and the Inviolate Hound may switch freely between
L the different effects as a swift action as listed above.

‘r’]] The talent may be ended as a free action and does
k not have to use this talent in consecutive rounds.
lr,j' Inviolate Senses, Greater (Sp): The Inviolate Hound
rl must have the Inviolate Senses talent to gain this
l{ talent. The spell-like abilities of Detect Poison,

d' Detect Scrying, and Detect Undead are added to the
9] list granted from the Inviolate Senses talent. This
}] talent does not grant any additional uses per day and
—|) the guidelines given for Inviolate Senses apply. The
«f|| Inviolate Hound must be at least 5% level in order to
fn]] take this talent.

r
l‘ Judgment (Su): The Inviolate Hound gains the

D] ability to pass judgment on his foes identical to the
l?‘\ Inquisitor class feature. He can do this once per day
r" for every 4 levels possessed. Unlike the Inquisitor,
k the Inviolate Hound cannot change the judgment

d once chosen. In addition, the Inviolate Hound is

9|| limited to the judgments of Destruction, Justice,

Lr/q Protection, Resiliency, and Smiting.

}] Once activated, this ability lasts until the combat

rj ends or the Inviolate Hound is becomes incapacitated

lﬂ (such as being frightened, panicked, paralyzed,

L%J stunned, or unconscious). If he is freed from the

"J. incapacitating effect and combat is still occurring

Lﬂ around him, the judgment initially chosen resumes.

l%l] This talent may be taken more than once but limited
to once per eight class levels possessed. When taken

\ [{] additional times it allows the Inviolate Hound to
activate multiple judgments per use.

l‘ Slayer (Ex): The Inviolate Hound must be at least

d ) the Judgment talent. When the talent is taken the

L/:] Inviolate Hound must choose one type of judgment,

Lr‘] is treated as having an additional number of levels

|| equal to his current level minus twelve. Thus, a 13%®
level, a 15%" level Inviolate Hound would be treated as

ﬁ] 18" level, etc.

ﬂ Trapfinding (Ex): The Inviolate Hound add

| 13t level before he can take this talent and have
and when that judgment is used the Inviolate Hound
r(J level Inviolate Hound would be treated as being 14%®
l‘ 2 his class level (minimum of +1) to any

Inviolate Hound Spells Known
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Perception skill checks to locate hidden traps and
to Disable Device skill checks. The Inviolate Hound
may use Disable Device to disarm magical traps.

Shadow Attack (Ex): If the Inviolate Hound has
partial or total concealment against a foe or is
flanking a foe, he may perform a shadow attack that
causes extra damage. At 27 level the attack grants
an additional +1d6 points of damage which increases
by an additional 1d6 every three levels thereafter
(with a maximum of 7d6 at 20% level). This may be
used with melee attacks or ranged attacks up to 30
feet distant.

This damage is not multiplied for critical hits nor
does it stack with other types of precision damage
such as the rogue’s Sneak Attack. If a nonlethal
weapon or attack is used, the damage caused by this
ability is also nonlethal.

Evasion (Ex): the Inviolate Hound gains the ability
to avoid certain magical and unusual attacks at 4%
level. If the Inviolate Hound makes a successful
Reflex saving throw against an attack that normally
causes reduced damage or other effect with a
successful save, the Hound suffers no damage or
adverse effect. The Hound must be wearing nothing
heavier than light armor and not be encumbered. If
the Inviolate Hound is helpless, he does not gain this
benefit.
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Lt Trap Sense (Ex): The Inviolate Hound gains in
rf]\\ inherent sense of danger when dealing with traps at
;]' 4th level. This ability grants the Inviolate Hound a +1
L/’:\ bonus on Reflex save to avoid traps and a +1 Dodge
rji bonus to AC against attacks made by traps. This

|| bonus increases by +1 every three levels after 4th

{f; with a max bonus of +6 at 19™ level.

['; Uncanny Dodge (Ex): The Inviolate Hound gains the
D|| ability to react to danger instantaneously at 6% level.
L‘ As a result, the Inviolate Hound cannot be caught

rl. flat-footed nor lose any dodge bonuses when being
'g] attacked by invisible or totally concealed opponents.
rl If the Inviolate Hound is helpless or is successfully

D|| feinted by an opponent, this feature is negated.

Lﬁ: If the Inviolate Hound already has Uncanny Dodge
[,;é from a different class, he automatically gains
r’]} Improved Uncanny Dodge feature.

1
Y Improved Uncanny Dodge (Ex): The Inviolate
L’n Hound can no longer be flanked at 10" level. This
r,l defense denies any attack grants precision damage
J|] from flank attacks (such as Shadow Attack or
/)| Sneak Attack), unless the attacker has at least four
] additional class levels that grant precision damage
m beyond that of the Inviolate Hand. If the Inviolate
@J\ Hand gains Uncanny Dodge from another class, the
‘ || total levels of the two classes stack to determine the
lg‘ minimum class level required to flank the Inviolate
r‘,ell Hand.
7

:

th Exploit Weakness (Ex): At 18% level the Inviolate
;L‘ Hound learns how to strike an opponent at their

‘J weakest point. Whenever the Inviolate Hound

L&] successfully strikes an opponent with a critical hit,
r] any damage reduction possessed by the target is
m ignored for the attack. In addition, if the target has
rl fast healing or regeneration the effect is negated

L for a full round after the strike. Creatures with

A\ regeneration may be killed normally during this
F]] round unless immune to this ability.

'

Evasion, Greater (Ex): At 12% level, the Inviolate
Hound can withstand damage or effects caused

from successful Fortitude saving throws in a similar
fashion to the effect of the Evasion feature gained at
4t Jevel. If the Inviolate Hound is helpless or wearing
anything heavier than light armor, then he loses the
benefit of this feature.

i

tréj] Hound can withstand damage or effects caused from

L;’.\ successful Will saving throws in a similar fashion to
l Evasion and Greater Evasion. If the Inviolate Hound

Ultimate Evasion (Ex): At 20%™ level the Inviolate

L;! is helpless or wearing anything heavier than light
lr)] armor, then he loses the benefit of this feature.

l.r‘J Chaotic, Evil, Good, and Lawful Spells: An Inviolate
@ Hound cannot cast spells of an alignment
f

opposed to his own or his deity’s except

&

4 “'\ \\
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for those of the Divination school (Detect Good,
Detect Evil, etc.). Spells associated with particular
alignments are indicated by the chaotic, evil, good
and lawful descriptors in their spell descriptions.

Ex-Inviolate Hounds

An Inviolate Hound who slips into corruption or
changes to a prohibited alignment loses all spells and
Shadow Talents. He does retain the Shadow Attack,
Trap Finding, Trap Sense, Evasion, and Uncanny
Dodge abilities but he can no longer gain levels as an
Inviolate Hound until he atones for the corruption.
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