
Druidic Enclaves I
New Druid Archetypes

#108



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.
15 COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 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 RPG Core Rulebook. © 2009, Paizo Publishing, LLC; Author: 
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and 
Skip Williams.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; 
Author: Jason Bulmahn.
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.
Player Paraphernalia #108 Druid Enclaves I, New Druid Archetypes © 
2017, The Knotty-Works; Author: John Buckley.
Some artwork derrived from images found at the British Library Digital 
Collection on Flikr.com.
d20pfsrd.com. Copyright 2010, John Reyst.

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 compatibility license. Some rights reserved.



1

Player Paraphernalia #108
By The Knotty-Works

Welcome to issue one hundred and eight of  the 
Player Paraphernalia series, short supplements 
designed to offer players new options for use with 
the Pathfinder RolePlaying Game (©Paizo, Inc.).   
This issue introduces several new druid archetypes, 
designed from the four alignment aspects.

AnArchic DruiD

Chaos gave birth to life, and drives it forward 
in perpetual motion.  The anarchic druid 
understands that only through the strife of 
anarchy may life be driven forward.  While 
many bathe in the flames of chaos, the 
anarchic druid’s very soul in infused with 
the burning desire to bring down those that 
would attempt to shackle nature with their 
own preconceptions.
Alignment:  The anarchic druid must be 
chaotic neutral in alignment.

Aura (Ex)

The anarchic druid gains a powerful chaotic 
aura based on his class level.

Chaotic Spells

When casting spells with the Chaos descriptor, 
the anarchic druid is treated as having a 
+1 caster level while determining the spell’s 
effects.

This modifies the druid’s spell casting feature.

Chaos Bond (Ex)

At 1st level the anarchic druid may choose 
an animal companion or he may choose 
the Chaos domain (or an appropriate sub-
domain).
If the anarchic druid chooses an animal 
companion, it shares the same alignment as 
the druid and is naturally harder to control 
than other animals due to its chaotic nature.  
Any Handle Animal skill checks performed 
on the anarchic druid’s animal companion 
or attempts to alter its attitude suffer a 
-4 penalty.  This penalty cancels out the 
bonus the druid gains through the animal 
companion’s link special ability.  While the 
anarchic druid may handle his companion 
as a free action, it takes a standard action to 
push the animal to perform a task for which it 
wasn’t trained.  It takes twice as long to train 
his animal companion a new task or trick.
The anarchic druid’s companion gains a 
+2 bonus on Will saves versus enchantment 
spells and effects including fear based 
effects at 1st level.  This bonus increases by 
+1 at 6th level and every six levels thereafter.
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At 6th level the animal companion gains DR 
1/Law.  This damage reduction increases by 
1 at 9th level and every three levels thereafter.
This feature alters the druid’s nature bond class 
feature.  The druid’s animal companion’s Link 
feature is also modified as listed above and 
the Devotion special ability is lost.

Summon Chaos Born (Sp)

When the anarchic druid spontaneously 
casts a Summon Nature’s Ally spell in place 
of a prepared spell, those summoned gain 
Spell Resistance equal to its CR +5 and it may 
smite law 1/day as a swift action (adding 
its HD to its attack and damage rolls to the 
designated target if it is lawful in alignment).  
The smite persist until the summoned animal 
is dismissed, killed, or the target of the smite 
is dead.

Hit Dice Ability

1 - 5
All natural attacks are treated 
aligned (chaotic)

6 - 10 DR 5/Law
11+ DR 10/Law

This feature modifies the druid’s Spontaneous 
Casting class feature.

AxiomAtic DruiD

Life is order, all things in creation have 
their place.  The axiomatic druid excels at 
ensuring that natural laws are not violated by 
man or those that would seek impose their 

own will over that of nature.  When nature is 
corrupted, the axiomatic druid hunts down 
such corruption and eliminates the source no 
matter what the personal cost.
Alignment:  The axiomatic druid must be 
lawful neutral in alignment.

Aura (Ex)

The axiomatic druid gains a powerful lawful 
aura based on his class level.

Lawful Spells

When casting spells with the Law descriptor, 
the axiomatic druid is treated as having a 
+1 caster level while determining the spell’s 
effects.
This modifies the druid’s spell casting feature.

Law Bond (Ex)

At 1st level the axiomatic druid may choose 
an animal companion or he may choose the 
Law domain (or an appropriate sub-domain).
If the axiomatic druid chooses an animal 
companion, it shares the same alignment 
as the druid and is naturally compliant to 
the druid’s control due to its lawful nature.  
The axiomatic druid may push his animal 
companion as a swift action and the animal 
is easier to train and picks up new tasks and 
tricks quickly.  The axiomatic druid adds ½ his 
class level to any Handle Animal skill checks 
to train his companion, and it only takes 1 
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day per week of normal training to complete 
the training.
The axiomatic druid’s companion gains a 
+2 bonus on Will saves versus enchantment 
spells and effects including fear based 
effects at 1st level.  This bonus increases by 
+1 at 6th level and every six levels thereafter.
At 6th level the animal companion gains DR 1/
Chaos.  This damage reduction increases by 
1 at 9th level and every three levels thereafter.
This feature alters the druid’s nature bond 
class feature.  The druid’s animal companion’s 
Link feature is modified as listed above and it 
Devotion special ability is lost.

Summon Law Born (Sp)

When the axiomatic druid spontaneously 
casts a Summon Nature’s Ally spell in place 
of a prepared spell, those summoned gain 
Spell Resistance equal to its CR +5 and it may 
smite law 1/day as a swift action (adding 
its HD to its attack and damage rolls to the 
designated target if it is chaotic in alignment).  
The smite persist until the summoned animal 
is dismissed, killed, or the target of the smite 
is dead.

Hit Dice Ability

1 - 5
All natural attacks are treated 
aligned (law)

6 - 10 DR 5/Chaos
11+ DR 10/Chaos

This feature modifies the druid’s Spontaneous 
Casting class feature.

ProfAne DruiD

Life is survival, and only those strong enough 
to take what they need should be granted 
the spoils of life.  The profane druid seeks to 
weed out the chaff from the wheat, working 
to ensure that only the fittest survive and 
thrive while weaker species meet their 
extinction in a timely manner.
Alignment:  The profane druid must be 
neutral evil in alignment.

Aura (Ex)

The profane druid gains a powerful evil aura 
based on his class level.

Evil Spells

When casting spells with the Evil descriptor, 
the profane druid is treated as having a +1 
caster level while determining the spell’s 
effects.
This modifies the druid’s spell casting feature.

Evil Bond (Ex)

At 1st level, the profane druid may choose 
an animal companion or he may choose the 
Evil domain (or an appropriate sub-domain).
If the profane druid chooses an animal 
companion, it shares the same alignment as 
the druid and is tempermental when dealing 
with the druid or others.  As a result, any 
attempts to use Handle Animal or any ability 
that attempts to alter the animal companion’s 
attitude suffers a -2 penalty, also reducing 
the bonuses granted by the  Link between 
the druid and the animal companion.  The 
profane druid may handle the animal 
companion normally, but if the druid wishes 
to push the animal into performaing a task or 
trick it does not know, the profane druid must 
succeed in an opposed Inidimidate check.
The profane druid’s companion gains a +2 
bonus on Will saves versus enchantment 
spells and effects including fear based 
effects at 1st level.  This bonus increases by 
+1 at 6th level and every six levels thereafter.
At 6th level the animal companion gains DR 1/
Good.  This damage reduction increases by 1 
at 9th level and every three levels thereafter.
This feature alters the druid’s nature bond 
class feature.  The druid’s animal companion’s 
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Link feature is modified as listed above and it 
Devotion special ability is lost.

Summon Evil Spawn (Sp)

When the profane druid spontaneously casts 
a Summon Nature’s Ally spell in place of a 
prepared spell, those summoned gain Spell 
Resistance equal to its CR +5 and it may 
smite good 1/day as a swift action (adding 
its HD to its attack and damage rolls to the 
designated target if it is good in alignment).  
The smite persist until the summoned animal 
is dismissed, killed, or the target of the smite 
is dead.

Hit Dice Ability

1 - 5
All natural attacks are treated 
aligned (evil)

6 - 10 DR 5/Good
11+ DR 10/Good

This feature modifies the druid’s Spontaneous 
Casting class feature.

SAcreD DruiD

The sanctity of life is paramount to true 
fulfillment of nature.  While loss is inevitable , 
sacrifice for the lives of others the true service 
one may perform in nature.  The sacred 
druid strives to nurture the spirits of nature 
itself by faithfully serving and protecting their 
creation from the trepedations of those that 
seek to corrupt or destroy it.
Alignment:  The sacred druid must be neutral 
good in alignment.

Aura (Ex)

The sacred druid gains a powerful good aura 
based on his class level.

Good Spells

When casting spells with the Good descriptor, 
the sacred druid is treated as having a +1 
caster level while determining the spell’s 
effects.
This modifies the druid’s spell casting feature.

Good Bond (Ex)

At 1st level, the sacred druid may choose 
an animal companion or he may choose 
the Good domain (or an appropriate sub-
domain).
If the sacred druid chooses an animal 
companion, it shares the same alignment as 
the druid and is very friendly when dealing 
with the druid or others.  As a result, any 
attempts to use Handle Animal or any ability 
that attempts to alter the animal companion’s 
attitude gain a +2 bonus, also increasing the 
bonuses granted by the  Link between the 
druid and the animal companion.
The sacred druid’s companion gains a +2 
bonus on Will saves versus enchantment 
spells and effects including fear based 
effects at 1st level.  This bonus increases by 
+1 at 6th level and every six levels thereafter.
At 6th level the animal companion gains DR 
1/Evil.  This damage reduction increases by 1 
at 9th level and every three levels thereafter.
This feature alters the druid’s nature bond 
class feature.  The druid’s animal companion’s 
Link feature is modified as listed above and it 
Devotion special ability is lost.

Summon Good Spirits (Sp)

When the sacred druid spontaneously casts 
a Summon Nature’s Ally spell in place of a 
prepared spell, those summoned gain Spell 
Resistance equal to its CR +5 and it may 
smite evil 1/day as a swift action (adding 
its HD to its attack and damage rolls to the 
designated target if it is evil in alignment).  
The smite persist until the summoned animal 
is dismissed, killed, or the target of the smite 
is dead.

Hit Dice Ability

1 - 5
All natural attacks are treated 
aligned (good)

6 - 10 DR 5/Evil
11+ DR 10/Evil

This feature modifies the druid’s Spontaneous 
Casting class feature.
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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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