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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 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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Player ParaPhernalia #10
By the Knotty-Works

Welcome to the tenth 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 an 
alternate version of the wizard, the Cathartic Caster 
is introduced.

The Cathartic Caster
Magic is energy and life. The Cathartic Caster 
understands the true connection to life and magic 
and the ability to channel their own life force to 
empower their spells. These casters function much 
in the same way as wizards, studying laboriously 
in researching and delving into the eldritch secrets 
of the universe. However, cathartic casters have 
unlocked the secrets to use their own life force to 
empower their spell casting. As a result, they are not 
as limited to the number of spells they may cast per 
day as other wizards but casting physically drains 
their vitality.

Role: As with the wizard, the cathartic caster study 
and prepare spells that can fill a multitude of roles 
within the adventuring party. In addition, their 
knowledge and intuitive skills of deduction can be 
invaluable in many situations.

Alignment: The cathartic caster may be of any 
alignment.

Hit Dice: d6

Starting Wealth: 2d6 × 10 gp (average 70 gp.) In 
ddition, each character begins play with an outfit 
worth 10 gp or less.

Class Skills

Appraise, Craft, Fly, Knowledge (any), Linguistics, 
Profession, and Spellcraft

Skill Ranks per Level:  2 + Int modifier

Weapon and Armor Proficiencies:  The cathartic 
caster is proficient with the club, dagger, glaive, 
guisarme, halberd, heavy crossbow, light crossbow, 
and ranseur. The cathartic caster is not proficient 
with any types of armor or shields, and wearing 
armor or using a shield will impact any spells with 
somatic components, causing the cathartic caster to 
suffer the chance of arcane spell failure as listed 
for the armor and shield.

Spells: The cathartic caster gains the ability to cast 
sorcerer/wizard spells beginning at 1st level. Like 
other wizards the cathartic caster maintains a spell 
book from which he must study on a daily basis 
in order to cast spells. Unlike other wizards, the  
cathartic caster does not have spell slots, but may cast 
spells studied as desired with the following effects.

First, the cathartic caster fuels his spells with his 
own life force which means that he takes a number 
of points of non-lethal damage equal to the level of 
the spell cast. If the spell is not successfully cast, the 
cathartic caster does not suffer this damage, it only 
occurs once the spell is actually produced.

This damage only heals with rest and at the 
beginning of each day the cathartic caster regains 
hit points lost from all non-lethal damage caused by 
spell casting. Natural healing from other effects—
such as the heal skill—cannot be used to heal the 
damage from this effect. Magical healing effects may 
be more effective, but only if the magic used is of a 
higher effective level than the highest level spell cast 
by the cathartic caster that day. Channeling effects 
are treated as a spell level equal to the number of 
dice of healing energy generated minus one. Thus, 
the channeling effects of a 1st level cleric are treated 
as a 0 level spell in regards to this limitation. Unlike 
normal non-lethal damage, magical healing does not 
automatically remove all non-lethal damage from 
this effect.  Temporary hit points gained from spells 
or magic items may be used to fuel the spell effect as 
long as the temporary hit points are available before 
the spell is cast.

Second, the cathartic caster must make a 
concentration check once the spell is cast to retain 
the spell. The DC to retain the spell is equal to 10 
plus the level of the spell being cast. In addition, the 
DC increases by a number equal to the level of the 
spell multiplied by the number of times the cathartic 
caster has already cast the spell that day. Thus a 
cathartic caster firing off his third fireball for the day 
would have an effective Concentration DC equal to 
19, 10 plus 3 for the spell level plus 6 for casting the 
spell twice before.

If the cathartic caster fails the concentration check 
the spell is lost for the day. This check is made 
while the spell is being cast and if other effects 
would require the cathartic caster to make the 

concentration check, only one concentration 
check is required using the highest DC based 

http://www.d20pfsrd.com/skills/appraise
http://www.d20pfsrd.com/skills/craft
http://www.d20pfsrd.com/skills/fly
http://www.d20pfsrd.com/skills/knowledge
http://www.d20pfsrd.com/skills/linguistics
http://www.d20pfsrd.com/skills/profession
http://www.d20pfsrd.com/skills/spellcraft
http://www.d20pfsrd.com/magic/spell-lists-and-domains/spell-lists---sorcerer-and-wizard
http://www.d20pfsrd.com/skills/heal
http://www.d20pfsrd.com/classes/core-classes/cleric#TOC-Channel-Energy-Su-
http://www.d20pfsrd.com/magic#TOC-Concentration
http://www.d20pfsrd.com/magic#TOC-Concentration
http://www.d20pfsrd.com/magic#TOC-Concentration
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on the situation.  If the cathartic 
caster fails the concentration due 
to additional effects that would 
normally cause the casting to fail 
(such as being damaged or violent 
weather), then the spell is both 
lost and fails to cast.  Otherwise 
the cathartic caster does 
successfully cast the spell but 
loses the ability to cast it again 
that day.

If the cathartic caster is casting the 
spell defensively, then two separate 
concentration checks need to 
be made, one for attempting to 
cast the spell without provoking 
attacks of opportunity and one for 
the actual casting of the spell.

The cathartic caster may only cast 
spells of equal level to half his 
class level (rounded up), capping 
at 9th level spells at 17th level.  
The cathartic caster’s Intelligence 
must be at least 10 + the level of 
the spell in order to cast the spell.

The total number of spell levels 
that may be prepared in one day 
is given in the cathartic caster’s 
prepared spell table. The cathartic caster may only 
prepare a maximum number of spells of the same 
level equal to his Intelligence modifier plus one, and 
he cannot prepare the same spell multiple times in 
a single day.  He does gain an additional number of 
spell levels equal to his Intelligence modifier.

As the cathartic caster does not have spell slots, any 
effect that would remove or alter a spell slot instead 
effects a spell prepared by the caster. Unless the 
effect can be used to name a specific spell, the spell 
lost or altered is randomly generated.

Cathartic casters may use meta-magic feats with his 
spells as a normal wizard with no additional effects or 
requirements.

Cathartic casters begin with a spell book containing 4 
1st level spells and gains an additional 2 spells when 
he advances a new level as a normal wizard.  Cantrips 
are handled a little differently as detailed below.

This class ability alters the Spell class ability of the 
Wizard class.

Cantrips: The cathartic caster gains the use of 
cantrips (0-level spells) beginning at 1st level chosen 
from the sorcerer/wizard spell list. The cathartic 
caster may prepare a number of cantrips per 
day equal to his Intelligence modifier plus 
an additional cantrip at every 5th level. The 

cathartic caster must have access 
to these spells from his spell book 
and begins with five cantrips and 
gains an additional cantrip every 
level after 1st level.

Cantrips cast by the cathartic 
caster do not expend his life force 
and do not require a concentration 
check to retain the spell once cast.

This class ability alters the Cantrips 
class ability of the Wizard class.

Arcane Bond: This class ability 
is identical to the wizard’s Arcane 
Bond class ability. If a bonded 
object is chosen the cathartic 
caster still gains the ability to cast 
a single spell from his spell book 
regardless of whether or not it is 
prepared.

This spell does not require a 
concentration check in regards to 
maintaining the spell even if the 
spell cast is one prepared for the 
day. In addition, the spell cast with 
this ability does not deal non-
lethal damage to the caster.

Arcane School: The cathartic 
caster may choose to specialize in one school of magic 
upon initial character creation. If a particular school 
is chosen then the cathartic caster must choose two 
opposition schools which cannot be changed as well. 
Focusing on a particular school grants the cathartic 
caster the following abilities.

Any spell that the cathartic caster prepares from the 
school chosen is treated as one level less in regard to 
the total number of spell levels that the caster may 
study a day with a minimum of one level.

Any spell studied from the cathartic caster’s 
opposition school is treated as two levels higher in 
regard to the number of spell levels that the cathartic 
caster may study per day.  In addition, the initial DC 
to retain the spell after casting is 15 plus the spell 
level.

This effect is only in regards to the total number of 
spells the caster may study per day. The spell level 
of the spell does not change nor the effects of casting 
the spell including non-lethal damage suffered for 
casting the spell or the DC of the concentration check 
to maintain the spell.

In addition, the cathartic caster also gains the powers 
associated with the school of specialization. If the 

cathartic caster does not choose a specific 
school, he gains the powers of the Universal 

Cathartic Caster Spell Progression Table
Caster 
Level

Max Spell 
Level

Spell Levels 
Per Day

1 1 1
2 1 3
3 2 5
4 2 7
5 3 10
6 3 13
7 4 16
8 4 20
9 5 24

10 5 28
11 6 33
12 6 38
13 7 44
14 7 50
15 8 57
16 8 64
17 9 72
18 9 80
19 9 89
20 9 98

http://www.d20pfsrd.com/magic#TOC-Concentration
http://www.d20pfsrd.com/magic/spell-lists-and-domains/spell-lists---sorcerer-and-wizard#TOC-0-Level-Sorcerer-Wizard-Spells-Cant
http://www.d20pfsrd.com/classes/core-classes/wizard#TOC-Arcane-Bond-Ex-or-Sp-
http://www.d20pfsrd.com/classes/core-classes/wizard#TOC-Arcane-Bond-Ex-or-Sp-
http://www.d20pfsrd.com/magic#TOC-Concentration
http://www.d20pfsrd.com/classes/core-classes/wizard/arcane-schools
http://www.d20pfsrd.com/classes/core-classes/wizard/arcane-schools
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school and gains no additional benefits or detriments 
for this feature. This class ability alters the Arcane 
School class ability of the wizard class.

The cathartic caster also gains the Draconic language 
as a bonus language, bonus feats at every 5th level 
and the Scribe Scroll feat at 1st level as a bonus feat.

DC to retain spell:  10 + spell level + (spell level X # of 
times spell already cast that day)

DC to retain spell from opposition school:  15 + spell 
level + (spell level X # of times spell already cast that 
day)

New Feats
Superior Retention

You have trained your mind in the intracies of storing 
spells.

Pre-requisites:  Cathartic Caster 1st level

Benefit:  You gain a +2 bonus when making a 
concentration check to retain a spell after casting it.  
This bonus does not apply if other effects that would 
call for a concentration check apply such as being 
damaged by an attack, violent weather, etc...

Arcane Endurance

You have learned to endure the damage caused by the 
magics that ravage your body when you cast a spell.

Pre-requisites:  Cathartic Caster 1st level

Benefit:  The damage you suffer from casting a spell 
is reduced by one point (with a minimum of 0 points 
of non-lethal damage).

Familiar Cathartic Link

You have forged a supernatural bond with your 
familiar so that you may pass on the damage from 
your spell casting to your familiar.

Pre-requisites:  Cathartic Caster 1st level and 
Familiar

Benefit:  While your familiar is within physical 
contact with you, you may transfer any non-lethal 
damage taken from casting a spell to the familiar 
instead while the familiar is conscious.  The familiar 
may regain hit points from this damage in the same 
manner as a cathartic caster with either a full night’s 
rest or healing magic from a spell greater than the 
greatest spell level cast by you whose damage was 
transfered to the familiar.

Greater Arcane Endurance

You have become more resistant to the ravages of the 
magic that eats away at your health when you cast a 
spell.

Pre-requisites:  Cathartic Caster 3rd level, 
Arcane Endurance

Benefit:  The damage you suffer from casting a spell 
is reduced by two points (with a minimum of 0 points 
of non-lethal damage).

New Spells
Cathartic Link

School  Necromancy
Level Cathartic Caster 2
Casting Time 1 standard action
Components V,S,M(hair from willing target)
Range touch (see below)
Targets one living creature
Duration 1 round/level
Saving Throw Will negates (harmless, object)
Spell Resistance yes (harmless, object)
The cathartic caster creates a link between himself 
and a willing living participant.  Once forged, the 
link transfers non-lethal damage from the casting 
of another spell to the recipient instead for the 
duration of this spell.  The recipient of the spell effect 
is allowed an initial Will save to avoid its effects, 
otherwise as long as the recipient is within 30 feet of 
the caster the recipient takes the non-lethal damage 
rather than the cathartic caster when the spell caster 
casts another spell.

The damage suffered can only be regained in the 
same fashion as an actual cathartic caster such as a 
full night’s rest or healing magic from a spell or effect 
of a higher level than the highest level spell cast by 
the cathartic caster while linked to the recipient.

Hostile Cathartic Link

School  Necromancy
Level Cathartic Caster 4
Casting Time 1 standard action
Components V,S
Range touch (see below)
Targets one living creature
Duration 1 round/level
Saving Throw Will negates 
Spell Resistance yes
The cathartic caster creates a link between himself 
and an unwilling living participant.  Once forged, the 
link transfers non-lethal damage from the casting 
of another spell to the recipient instead for the 
duration of this spell.  The recipient of the spell effect 
is allowed an initial Will save to avoid its effects, 
otherwise as long as the recipient is within 30 feet of 
the caster the recipient takes the non-lethal damage 
rather than the cathartic caster when the spell caster 
casts another spell.

The damage suffered can only be regained in the 
same fashion as an actual cathartic caster such as 
a full night’s rest or healing magic from a spell or 

effect of a higher level than the highest level spell 
cast by the cathartic caster while linked to the 

recipient.

http://www.d20pfsrd.com/classes/core-classes/wizard/arcane-schools
http://www.d20pfsrd.com/classes/core-classes/wizard/arcane-schools
http://www.d20pfsrd.com/feats/item-creation-feats/scribe-scroll-item-creation---final
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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 
supplements offer new abilities for existing 
classes or introduce a new class with unique 
mechanics for the Pathfinder game.
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