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elcome to the thirty first issue of Player
Paraphernalia, a hodge podge of character ideas
1d alternate rules that may be used with the
thfinder Roleplaying Game (Paizo, Inc©). This
sue introduces a new hybrid class, the Totemic
ntinel. Combining the skill and martial prowess

e fighter with the shape shifting ability of the ,
, e - cannot use his wild shape ability wihl
any sort of non- orgomc armor.

e Totemlc Senhnel

eashing the beast within is the mon’rrc of The
>mic sentinel. These nature bound womors
se a single animal and spend their lives
g them, studying them, and even’ruolly
neling the animal’s spirit. Where conventional
ors rely on manufactured skin and claws, the
¢ sentinel relies on the gifts of the bestial

'he Totemic Sentinel serves both as a
ible and fearsome melee combatant as well
condary healer or general spell caster for
g the overall strength of the party. Though
ell protected as a fighter, the natural
and ferocity granted by the totemic spirit
p for the lack of the metal gear used by

‘Weapon and Armor Proficienc ies:
‘ sen’rlnel is proficient with S|mple

‘ composﬁe bows. The sentinel is pro

light armor and hide armor and WOOd 5
(except tower shield). The totemic se

Ammal Totem' The To’remlc sen’rlnelf
an animal o’r 15 level that acts as his tote

' j__,dmmci ond focus of his-abilities. Once s
“ihe animal spec;es cannot be changed

Each animal grants the totemic sentinel g |
feat at 1* level and powers associated witl
animal. At 14 level the totemic sentinel gain
the ability to make natural attacks associa
with his animal chosen. At 5" level and ev:

levels thereafter the totemic sentinel gains

additional power associated with the anima
The totemic sentinel may attempt to improv
the attitude of an animal associated with

 chosen totem. This functions identically to tt

DrU|d s Wild Empathy ability but only functi
this selecfed ’ro‘rem animal species. The to
sentinel rolls 1d20 and adds his class level
his Charisma modtﬁer when attempting
the animal’s attitude. The totemic sentin
be within 30 feet of the animal and this a
usually requires a bit of time, normolly at le
minute or so.

Unless attacked or threatened by ’fhe ’ro e

sentinel or his allies the totem animal Type
is considered indifferent. This ability can be
substituted for Wild Empathy for any feats
require that class ability but any benef

with the totem animal selec’red by"the
sentinel.

,Totem Pool (Su) The ’ro ' mn
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emic:SenhneI«Progressron Table ;
Base Attack Saving Throws
_Fort Ref Will Special
+1 +2 +0 +0 Animal Totem, orisons
+2 +3 +0 +0 Natural Attack Bonus
3 +3  +] +1  Natural Armor Bonus, Bonus Feat
+4 +4 +1 +1 Wild Shape (1)
+5 +4  +] +1 Totem Power
+6/+1 +5 +2 42 Natural Attack Bonus , Bonus Feat
+7/+2 +5 +2 42 Natural Armor Bonus
+8/+3 +6 +2 +2 Wild Shape (2)
+9/+4 +6 +3 +3 Totem Power, Bonus Feat
10 +10/+5 +7 +3 +3 Natural Attack Bonus, Wild Shape (Dire)
11 +11/+6/+1 +7 +3 +3 Natural Armor Bonus
12 +12/+7/+2 +8 +4 +4 Wild Shape (3) . Bonus Feat
13 +13/+8/+3 +8 +4 +4 Totem Power
14 +14/+9/+4 +9 +4  +4 Natural Aftack Bonus
15 +15/+10/+5 +9 +5 +5 Natural Armor Bonus , Bonus Feat
16 +16/+11/+6/+1 +5 +5 Wild Shape (4)
17 +17/+12/+7/+2 +5 +5 Totem Power
18 +18/+13/+8/+3 +6 +6 Natural Aftack Bonus , Bonus Feat
19 +19/+14/+9/+4 +6 +6 Natural Armor Bonus
20 +20/+15/+10/+5 +6 +6 W|Id Shape (=)
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er. These pom‘rs ore used To empower the at|® level He may cosr these- spell
entinel’s animal. powers as detdiled in- coshng The spell does no’r expen
dual totem animal descnp‘rrons These :
e replenished dculy ofrer eight hours of
he totemic sentinel regcrms 1d4 p0|m‘s each
eturns to hls normol form crf’rer usrng hls ‘
‘ cbrln‘y : q

mic sen’nnel moy also spend a porn’r
is ’ro’rem pool as a swift action fo gain a +1
nt bonus to attack and damage for oter
attacks made for that round. Once  cast the one. Once this decrsron: .
Tnel reaches 5 level he may it cannot be chonged until the next time
totemic sentinel may change the oriso

‘Spells (Sp): The totemic sentinel may cas
spells without preparing them ahead of tim
However, he only knows a limited number
spells per level as given on the totem s
Spells Known table. The totemic sent
have a Wisdom score equal to 10 + the s
in order to choose and cast the spe
number of spells the ’rorem Se ’rr



http://www.d20pfsrd.com/magic/spell-lists-and-domains/spell-lists---druid

the totem sen’rkih,k'el’s Wisdom

emic sentinel begins with knowledge of
svel druid spells. He gains an additional
274 level and more spells as listed on
totem sentinel’s Spells Known table. Upon
aching 5th level, the totem sentinel may
1ange a known spell for one he does not
ow of the same level. The totem sentinel
oses the ability to cast the spell being replaced
d automatically knows how fo cast the new
pell. The totemic sentinel may change known
bl every ihird level affer 5 (8% 111 et
e totemic sentinel may only change a single
isting spell for a new one when reaching the
fec:hve level that grants this ability.

\ aturql Afttack Bonus (Ex): Beginning o’r Z”d levely[

emic Sentinel gains a +1 competence

to his attack rolls while moklng a natural
k. This bonus increases by +1 every four
 thereafter to a total of +5 at 18" level.

ural Armor (Su): Beginning at 3d Jevel ’rhe k
=mic Warden gains a +1 bonus to his ncn‘ural ,

r class. This bonus does stack with no’rurol i

r bonuses when the totemic sentinel uses
|d shape ability. In addition, if the totemic
| gains a natural armor closs as a fotem
‘power, this bonus stacks wn‘h that obm’ry
es not stack with other natural armor
es. This bonus increases by +1 every four
ls thereafter to a total of +5 at 19" level.
Feat: Beginning at 3< level and every
eveis thereafter the totemic sentinel may
ose a bonus combat feat. The totemic
' must meet any prereqwsfres for the feat
e totemic sentinel may also choose
at alter or affect his natural attacks,
such feat abilities may only be used while

0 bonus feat.
~Ie\(e,l, the ’ro’remic sentinel
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The ’rofemlc sentinel’s 5|ze will be ’rhe some
for an ’ryplcol animal of his totem ‘rype th
creatures of diminutive size are treated as

_The totemic sentinel loses the oblh‘ry to spe
‘while in animal form bu’r he may. communi

with other ommols of ’rhe some species.
The ’ro’remlc sen’ﬂnel goms an additional us

_ the wild shape every four levels until reachin

20" level at which pom’r the To‘remlc senti
'chonge shope af will.

At 8'h level The Totemlc sen’rmel s natura
while in animal form are treated as alig
(whatever non neutral aspect of the sent
own alignment) for purposes of overco
damage reduction. At 12" level the tote
sentinel may also freat his natural weapon
magic and silver for purposes of overcom
damage reduction each time he chang
into his ftotem animal form. At 16" level th
totemic sentinel also treats his natural
admantine and cold iron whlle cho g
totem animal form.

At 10" level the ’ro’remikc’:fskenﬁkn mc



http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Competence-Bonus
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Competence-Bonus
www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Natural-Armor-Bonus
www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Natural-Armor-Bonus
http://www.d20pfsrd.com/magic/all-spells/b/beast-shape

'g Srreng’rh and Dexterity modifiers,

| armor class, and special abilities including

nt and atftacks.

level the totemic sentinel may choose to
ke the form of greater totemic animal, whose
orm gains two size categories greater than a
yormal member of the chosen animal species.
benefits of the beast shape spell regarding
ngth and Dexterity modifiers, natural armor
ass, and special abilities including movement
d attacks are applied for the new size. The
otemic sentinel may also spend up to 5 points
m his fotem pool to gain damage reduction/
agic for the same number of pom’rs Whlle in the
eater totem animal form.

lem Ammals

fotemic senhne| gorns specrol orbllmes once
temic animal is selected. Each totem
al has a specific bonus feat gron‘red to
Toremlc sentinel. The totemic sentinel does
ave to meet the prerequisites of ‘rhe feor
h other related feo‘rs may. requrre rhe same

level the powers ore generolly focused

nfing the totemic sen’rmel a naturdl

The totemic sentinel is olwoys considered
nt with any natural attacks granted by

osen totem. The manifested natural aftack

e manifested as a move action and have
on of 1 minute though they may be

ed before they expire as @ swift ochon
=2mic sentinel may manifest his natural

s a number of times per day equal to ¥ his

el are only available while
ot curren’rly usrng his wild

_a mos’r of home whrle on fhe ground o u,
P o

_ Wild Shape' Bodger (smoll)

1st level Bonus Feat: Toughness L

1st Level The totemic sentinel may grow a se

claows that cause 1d4 points of damage an:
are treated as primary attacks. At 4™ |e

fotemic sentinel may use his claws to go
- burrow movement with a speed of 10 feet

round by expendlng 1 point from hrs totem :
Sth. Level The totemic sentinel moy initiate a

~as a free action by spending 1 point from his

totem pool.. This is identical fo the barbaria

rage class obrh’ry granting the totemic se

+4 morale bonus to his Strength and Con
+2 morale bonus to his Will saving throws, a
-2 penalty to his armor class. The totem
may maintain the rage a number of roun
equal to ' his class level and once the ra
ends the totemic sentinel is fatigued for twi
number of rounds he spent raging. If the t
sentinel was manifesting his natural attacks
during the rage, his claws will persist during
rage but will automatically dissipate at th
of the rage. As with the barbarian’s ro,g,e
the totemic sentinel is limited on the s

use and cannot cast spells '

9th Level The ’ro’remro senhnel



http://www.d20pfsrd.com/bestiary/monster-listings/animals/badger
http://www.d20pfsrd.com/feats/general-feats/toughness---final
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Rage-Ex-
http://www.d20pfsrd.com/classes/core-classes/barbarian#TOC-Rage-Ex-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Scent

se a barbarian rage power that he qualifies,

th LeveIfThe totemic sentinel gains a bite as
-ondary attack that causes 1d4 points of
mage when he manifests his claws. The bite
tack is dismissed at the same time as the claws.
e fotemic sentinel's claw damage increases to
dé points of damage.
he totemic sentinel gains a 2" barbarian rage
ower that he quadlifies, but must spend 1 point
m his totfem pool to gain its effects.

th Level The totemic sentinel’s burrow speed
eases to his normal movement rate. The

temic sentinel gains a 3@ barbarian rage power

pendmg 1 point from his totem pool to initiate

effect) and the morale bonus granted for his
ngth and Constitution i increase to +6 when hek'

jgms raging.

all and agile, the bat totem symbolizes both
dom and sense of .community. The ’roTemlc
nel of the bat totem are quick and focus
. on maneuverability than bru’rdl o’r’rocks

Shape' Large Bat {finy)
el Bonus Feat: Weopon Flnesse

el The totemic sentinel may grow a set of
as a secondary. no’rurol bite attack for 1d3
of domoge

evel The totemic sen’rmel moy expend ‘
from his totem pool as an immediate
n o gain a set of bat like wings from his
These wings do not grant flight but the
sentinel is considered o be under the
“of a feather fall spell and he may move
=et horizontally for every foot fallen. The
emain for a number of rounds equal to the
sentinel’s class level.

L from his ToTem pool as a free oc’rlon T

remain for a number of minutes eq““
totemic sentinel’ s closs Ievel

spell Ilke oblll’ry but only Ggoms’r somc, :

. "The totemic sentinel ’rreo’rs his class Ievel
effechve caster Ievel

from his totem pool when gaining his fangs
may cause 1d4 points of Con damage per
attack as well as normal damage. The fotel
sentfinel gains the benefits of ’rhe Flyby Af’rcz

Sfegb Whl|e monlfeshng hIS wings.
The totemic sen’nnel gouns the Sonic Screo

spell-like ability, requiring the totemic sentine
spend 2 points from his totem pool. The tote

‘sentinel freats his class level as his effectiv

level and the DC for the Reflex saving thr

equalto 10+ % the totemic sentinel’s class

o hIS wrsdom moduf ier.
Bear

The bear totem focuses on both raw stren;
and enduring resolve. Totemic sentinels f
the mantle of both protector and aggressc
raw strength being a formidable obstacle.

Wild Shape: Black Bear (medium)
1st level Bonus Feat: Improved Grapp!

1st Level The totemic sentinel may manif
of claws that cause 1d4 points of dar
are considered primary oh‘ccks '

Af or Ievel the totemic ,sen’ﬂnel m



http://www.d20pfsrd.com/classes/core-classes/barbarian/rage-powers
http://www.d20pfsrd.com/classes/core-classes/barbarian/rage-powers
http://www.d20pfsrd.com/classes/core-classes/barbarian/rage-powers
http://www.d20pfsrd.com/classes/core-classes/barbarian/rage-powers
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http://www.d20pfsrd.com/feats/combat-feats/weapon-finesse-combat---final
http://www.d20pfsrd.com/magic/all-spells/f/feather-fall
http://www.d20pfsrd.com/skills/fly
www.d20pfsrd.com/gamemastering/special-abilities#TOC-Blindsense
www.d20pfsrd.com/gamemastering/special-abilities#TOC-Blindsight
http://www.d20pfsrd.com/magic/all-spells/s/shatter
http://www.d20pfsrd.com/magic/all-spells/b/blindness-deafness
http://www.d20pfsrd.com/magic/all-spells/p/protection-from-energy
http://www.d20pfsrd.com/feats/monster-feats/flyby-attack
http://www.d20pfsrd.com/magic/all-spells/s/sonic-scream
http://www.d20pfsrd.com/bestiary/monster-listings/animals/bear/black-bear
http://www.d20pfsrd.com/feats/combat-feats/improved-grapple-combat---final
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, his w s‘rock Wl’rh The no’rurol
Irmor bonus gron‘red by his class omey but not

orfunity and the sentinel gains a +1 CMB for
‘gropple aftack. The CMB bonus increases by
15", and 20" level.

“7 level the totemic sentinel gains a bite
tack (1d4 points of damage) as a secondary
ittack when forming his claws which now cause
dé points of damage.

th Level The totemic sentinel may spend 1
yoint from his totem pool to gain the effects of
ar's Endurance as a spell-like ability, freating |

ofemic sentinel’s class level as the effechve .
: - g bull rush as a free action after successfull
goring an opponen’r by spendlng 1 po

ster level.

otemic sentinel may also spend 1 point from
 totem pool to gain the effects of the Endure
nents spell as a spell-like ability, also Treo’nng
lass level as the To’rem:c sen’nnel s effechve

Level The ’ro’remlc senhnel moy spend 7
rom his totem pool to gain the scent ability
for a number of mlnu’[esequol to his class

wvel The totemic sentinel may rend
opponent if successfully striking the same
nt with both claws in a single round by
ding 1 point from his totem pool as a free
i The totemic sen’nnel may only rend one

oﬁon of stubborn chaos during battle.
nic sentinel s the embodiment of

asan |mmedlo’re

beyond 5™, the To’re
oddmonol pomt from

' his fotemic pool to gain the effects

Strength as a spell-like ability, treating the

sen’rlnel s class level as the effective cast

13th Level The ’ro’remlc sentinel may initiate

his totem pool. This action may provoke

ol oppor’runi’ry unless the totemic sen’nn a
possesses Improved Bull Rush.

17th Level The totemic senhnel moy spend 2
points from his fotem pool as an immedia
action o ignore the effects of an |nges1‘ed (o}
injury based poisons.

If the totemic sentinel suceessfully scores a

~hit with his tusks, his opponen’r is impaled.

impaled, the totemic sentinel ou’romohcoli
causes damage with his gore attack but ma
use it on another target. The victim may spe

“amove oc’rlon to remove ifself from the i |mp

tusk but this provokes an atftack of opporiu

from ’rhe Tofemlc sentinel and any allies WIT

reach. The totemic sentinel may pull out h
from his opponen’r asa free action.

Crocodlllan

The penultimate predator of patience, thi
of the crocodilian totem encompasses bo
stealth and savagery. The totemic sentinel
embodies these ideals both in crof’nness an
ability to plan for nearly any sFruohon '

Wild Shape: Alligator (medium)
1st level Bonus Feat: Improved Grar ple

1st Level The totemic sentinel moy le
a massive bn‘e secondory natural
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level the damage from ’rhe bl’re attack
ases to | 1d8 points of damage.

oth | evel The totemic sentinel may manifest a
fail when he gains his bite attack that may
sed as a secondary bludgeoning attack that
ises 1dé points of damage.

le manifesting the tail, the totemic sentinel
gains a +4 bonus fo any swim checks.

h Level The totemic sentinel may spend 1
oint from his totem pool to gain a free grapple
ittack when he successfully bites an opponent.

is aftfack does not provoke an attack of
pportunity and the sentinel gains a +1 CMB for

grapple attack. The CMB bonus increases by

at 13" and 17" level.

th Level The totemic sentinel may spend b
oint from his fotem pool to gain +10 to his base
movemen‘r rate for one round as a swiff oc‘rlon

= totemic sentinel may also spend 1 point
1 his fotem pool as an immediafe action to
w him to hold his breath up fo four times his

istitution score before he risks drowning.

Level The totemic sentinel may spend 1
nt from his totem pool to make a trip attack as
e action against an opponent he is currently
ing. The totemic sentinel may maintain
rapple on a prone opponent. The totemic
I's effective reach with his bl’re and tail
also increases by 5 fee’r

ollectors of lost souls, guides 1o the eferndl,

ingers of death, the crow and raven totems

associated with many aspects of death
atural order. However fotemic sentinels
ke on the mantle of the crow or raven
n greater insights into the nature of both
he world about them and their own
'o‘ns‘_’r‘o the greater powers.

Senhnel may manifest a
orv ened beok ‘rhot grom’rs the totemic

totemic sentinel manifests ’rh Sse w

; per class level.

| levelto cast Contagion as a speliike at "

expending 2 poin’rs from his totem po«

~ this ability requires a standard action and t
totemic sentinel’s effective caster level

to his class level.

‘throw for this effect is equal to 10 + Y the fot
. senhnel s class level + his Wlsdom modifie

9th Level The totemic sentinel may cast Death
Knell as a spell-like ability by spending 1 po
from his totem pool as a swift action. The tote
sentinel uses his class level as his effective ca
level and the DC for the Will saving throw i

to 10 + 4 the totemic sen’nnel s class Ievel ;
~ Wisdom modifier.

At 15" level the ’ro’remlc sen’nnel moy spend
points from his totem pool while casting this

like ability to gain a bonus to the tempor:

points and Strength gained from the spell e

to the total hit dice of the victim above the

normoi pom’rs gcuned from the spell.

13th Level The ’ro’remlc sentinel may grow
full set of wings and may fly at his base spe
with average maneuverability by spending
point from his totem pool as a free action
wings remain for a number of minutes eque
the totemic sentinel’s class level. The totel
sentinel may spend 2 points from his totem
at 15" level when manifesting his Wlngs w
maneuverability.

The totemic sentinel may also spend 2
from his totem pool to cast Aura Sight a:
like ability, treating his closs level

closs Ievel
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aster of the skies, the eagle represents
sedom, victory, and sense of purpose. The

otemic sentinel that fakes the mantle of eagle
mbraces the ideals of destiny and free-willto

- his closs Ievel as his effec’rlve cos’rer!
effects of The spell- -like oblln‘y

his own pathin the world.

Shape: Eagle (small)
t level Bonus Feat: Alertness G
Level The totemic sentinel mcyy mohifes‘r d

iry natural attacks cousmg 1d4 post of
age. Af 3 level the fotemic sentinel may
d 1 point from his totem pool to also grow
d beak while manifesting his taloned
providing a secondary G’r’rock ’rhoT causes
oints of damage. :

evel the fofemic sen’rmel moy spend ]
from his totem pool to cast Remove Fear
pell-like ability as a standard action. The
¢ sentinel’s effective caster level is equal
s level and if a Will save is required
eQuoI to 10 + % the totemic sentinel’s

n bird like wings from his
 not grant flight but the
\tinel is considered to be under the
Of Feofher Fall spell and he may move
‘ onzonmuy for every foot fallen. The
i these wings for 1 round

13th Level The totemic sentinel may. gro

~set of wings and may fly at his base spe:
- good maneuverability by spending 1 poi

his totem pool as a free action. The wing

for a number of minutes equal to the foter
sentinel’s class level. The totemic sentinel ma
spend 2 points from his totemic pool at 15"
level when manifesting his W|ngs Wlfh perfe

, moneuveroblh’ry
At 15" level the ’rotemjc sentinel may spen

point from his fotem pool fo gain the effec
Flyby Attack feat as a swift.action regardles

the form he is curren’rly ’rokmg

1 7ih Level The totemic sentinel may cast T
Seeing as a spell -like ability as a standard a

by expending 3 points from his totem pool.
totemic sentinel's effective caster level

to his class level. Unlike the spell, the effe
the True Seeing are only granted to ’rhe ot
sentinel.

At 191 level the totemic sentinel may 'cqs
Freedom as a spell-like ability as a standa
action by spending 5 points from his tot:
The totemic sentinel’s effective caster leve
equal to his class level, and if a Will savir

is required the DC is equal to 10 + %4 the
sentinel’s class level + his wisdom mod
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| "dunhg resolve to protect his own against all
mie: Whl|e respecting both nature and its

Id Shape: Elk,kHerd animal (medium)

st level Bonus Feat: Run

t Level The totemic sentinel may grow a set of
antlers that allows the totemic sentinel to gore as
3 primary natural attack causing 1dé points of
mage (crit on 19-20).

3 level the totemic sentinel may spend 1
vint from his totem pool to transform his feet into
loven hooves that he may use as secondory
’rock when he sprouts his antlers. The hooves
se 1d4 points of damage. The totemic
entinel gains a +2 bonus to all skill checks
lving jumping and leaping Whlle monlfeshng
hooves as well. :

level When manifesting ’rhehoOves of fhe’
the totemic sentinel gains a +4 bonus to
MD against all frip attacks. In addition he
use both his gore and hoof oT‘rock whne "
Jing. e
otemic sentinel gains the Cal ming Touch
om the cleric's Community domain, The
c sentinel’s effective level for the effect of
wer is determined by his class level. Each
ThIS ability uses 1 poin"T from his totem pool
is restricted in the number of uses per day
ed for the power description.

ievel the totemic sentinel also gains The
ling Ties power from the Family sub-domain..
his power requires the totemic sentinel
pend 1 point from his totem pool, treafing
mic sentinel’s class level as the effective
L. <The number of uses per day as listed
ower descrlphon opphes

his antlers natural attack by 5 feet

13th Level The fotemic sentinel goms tr
to use the Community domain power Ui

cleric of the same level. Use of this poy er costs

the totemic sentinel 2 poxm‘s from his totem ¢

At 15" level the totemic sentinel also gain:
Guarded Hearth domain pow:
sub-domain as a cleric of the sam

‘ outdoors, the area of effect is d
ol ’rhls ability is restricted to once per d

does not expend any points from ’rhe o
sentinel’s totem poo!

\ 17fh Level By expendmg 2 ponn’rs from his toter
- poolthe totemic sentinel may ex‘ren'
O hIS antler no’rur0| atftack by 10 feef

When mn’no’nng the Guorded Hearfh po,

~ the warded area also gains the benefifs
"“;*Deo’rh Ward spell, including fhe +4 mora
against death effects.

The totemic sentinel may cast Summon Na
Ally as a spell-like ability by spending 3 point:
from his totem pool as a full round action. Tt
totemic sentinel summons 1d4 +4 normal el
1d2 +2 giant elk, or 1d2 megaloceros. The

-~ summoned animals remain for a number o

rounds equal to the totemic sentinel’s class
and the animals oppeor w;’rhln 50 feet of 1t

fotemic sen’nnel

Home

STreng’rh noblh’ry power, and grace are JU’
some of the attributes of the horse. The tot
sentinel that takes on the mantle of the h
seen as loyal, enduring, and a powerful all
foe.

Wwild Shape: Light Riding Horse (Large} :

1st level Bonus Feat. Endurance

1st Level The totemic sentinel manifests
that can be used fo kick an opponent as a
natural attack causing 1d4 points of da

as a secondary attack. In addition,
manifesting hooves in ploce'of feet,
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http://www.d20pfsrd.com/feats/general-feats/endurance---final

1 emic sentinel may cast Ant Haul as a spell-
ability by spending 1 point from his fotem
|, freating his effective caster level as his class

h level the totemic sentinel may cast Mount
spell-like ability by spending 1 point from
is totem pool, treating his class level as the
fective caster level. At 11" level this spell-like
1bility may be used as the Communal version
of the spell, allowing the totemic sentinel to
mmon mulfiple horses by spending 2 pom’rs
rom his totem pool.

l.evel The totemic sentinel gains a bite Qﬁockﬂ'
en manifesting his hooves as a primary attack

t causes 1d4 points of the damage. The
ic sentinel’s hoof aftacki lncreoses ’ro ]dé
ints of damage.

add his own Dexterity modifier to any Ride”
ks made by the individual rldmg him.

l.evel When using his Wild Shope Gblh’ry
mic senfinel may spend 1 point from his
pool to change info a heovy horse ron‘her
a light horse.

oTemlc sentinel may move ’rhrough difficult
t % his normal movement rate, including
onuses gained from the speed increase
at 5" level by spending 1 point from his
Tem ooI for a number of mmu’res equol to

In addition, the totemic

he Ride skill.
' e benefits of the Trample feat.

listed.
Panther .

up the mantle of the ponfhe f d’f

_ the shadows, pouncing upon“fherr foe

Ieos’r expec’red

* Wild Shape: Leopard~(Medium),fbuf_'f;0r

rather than spotted
1st level Bonus Feat: Stealthy
1st Level The To’remlc sentinel gcuns :

for his primary. nofurol aftack, eoch cou

pomts of domoge

Jqhe: totemic sentinel moy enshroud h|ms

- I point f
in his wild shape form, the ‘ro’remlc sen’nnel e Sheoes by shengig REoNCEOM N 10

s a swift action. This grants a +2 circum
bonus to any stealth checks for a numb:
rounds equal to % his class level. This ability
does not function in an area where there is r
sufficient shadows lncludlng orec:s of magi
lighting.

- 5th Level The totemic sentinel gains a seco

bite attack that causes 1dé pom‘rs of damacg
while monlfeshng his claws.”

The ToTemlc senhnel may choose from eithel

COmouﬂOge Expert Leciper, or Terrain Md ;

rogue talents. The totemic sentinel does ne

have to expend any points from his To’rem |
but any lrmn‘ohons on usage apply. -

9th Level The totemic sentinel charges whi
using his natural attacks, he may pounce
atftack with both claws and his bite by sp
1 point from his totem pool as a swift actio

The totemic sentinel may choose from eith
Stealth, Ledge Walker ,or Nimble Climber re
talents. The totemic sentinel does not ha
expend any points from his totem pool bt
limitations on usage apply. ‘

13th Level The fofemic sentinel may att
grab attack from a successful bite ¢
free action by spendlng "I
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smic sentinel may choose from either Fast k

nble or Hide in Plain Sight advanced rogue
nfs. The totemic sentinel does not have to
expend any points from his fotem pool but any
itations on usage apply.

17th Level The totemic sentinel's bite is
nsidered a primary attack and the damage
m his claws increase to 1dé points of damage.
the totemic sentinel successfully claws an
ponent he may make an additional claw
ock against another opponent odjocen’r to
e first opponent using his highest base attack
hit. When making an exira claw attack, the

mnic sentinel suffers a -2 penol’ry to his AC Un’ﬂl"?

ginning of his next fUfthe e :
otemic sen’rlnel may choose two rogue

nts that he has not chosen from ’rhe seiechons L

ffe ed at 51, 9t and 13 level

ority and Determination, the ram is seen as

nbol of leadership and determined action.
temic sentinel that ’rokes on the mantle of
m assumes the natural role of leader cnd
r for those he allies hlmself

Shape° Ram, Herd Ammcﬂ (medlum)
el Bonus Feat: lmproved Bull Rush

,eI The totemic senhnel may grow a set of
that allows the totemic sentinel to bash as
ry natural attack causing 1d6pom’rs of

At 7" level the totemic sentinel attracts a
an animal companion as the druid class abi
The totemic sentinel treats his-e’;ffe'\‘c’rive druic
equol to his own. level 4

. 9th Level The To’rem|c senhnel may. cosf

Commond as a spell-like oblh’ry by spendin
point from his totem pool. The totemic sen
effec’nve cosTer level is equal to his class le
and the DC for Will saving throws is equal t
¥ the ’rofemtc sentinel’s class level + his wisdl
modifier.

While manifesting hooves, the totemic se
gains a +4 bonus fo all skill checks involving
jumping or leaping. In addition, he may m
% his normal movement rate when mov
difficult terrain that includes elevchon cha
non-magical overgrowth., ‘

13th Level The fotemic sen’rinel-gqhs
Leadership feat as a bonus feat. In
ram animal companion g ined c’r :
the Dire Animal template.
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em pool to initiate a bull rush as

free oc‘non

51 level the ’roTemlc sentinel may cast
ater Command as a spell-ike ability by
ing 3 points from his totem pool. The
mic sentinel’s effective caster level is equal
is class level and the Will DC is equal 1o 10 + '
ass level + his wisdom modifier.

th Level The totemic sentinel no longer has
limitations on the number of times per day
e may use the Inspiring Word domain power,
d if he spends 2 point from his totem pool the
’remlc sentinel doubles the bonus gron’red by

addition, if the totemic sentinel successfully bull
shes an opponent he may spend 1 point from
fotem pool as a free ochon to initiate a mp

Ie manifesting his hooves, t’rhe" totemic sentinel
ers no penalty to movement ‘rhrough difficult
ain as long as it is on solid ground. He also.

s a +4 bonus to his CMD versus mp oh‘ocks

e momfes’nng the hooves of a rom

ual combined with a keen intellect,

If symbolizes both predator and social
dency with others of its kind. The mantle
wolf provides the ’roTemtc sentinel with a
both of communal connechon and ’rhe
fo run free. ‘

:ape° Wolf (medlum)
e el Bonus Feat: Improved Tnp

ve The fotemic sen’rlnel may monn‘es’r a
ondary natural attack that causes 1d4

of damage. Once the totemic sentinel
6" level his bite attack is considered a

- may gron’r an ally the effecTs of Th fe

swift action by spending 1 point from F
pool, benefiting his ally for a number of'r
equal to % his class level. The To’reml ’

,, may only grant this effect to a smgl” e

- time, if he grants it to another ally while in ¢
for a previous ally, ’rhe effec’rs on the first o
ou’romohcolly end. -

';The totemic sen’nnel moy cosT S’rrong Ja
_ a spell-like ability by spending 3 points fr

totem pool as a standard action. Unlike
the totemic sentinel may only cast this spel
ability upon himself while manifesting his bite
aftack. The totemic senfinel treats hIS C| ,
as his effeo’nve caster level. ‘ '

17th Level The tofemic sen’nnel moy CosT
~ Moonsiruck as o spelllike ability by spendi

points from his totem pool. The totemic se
tfreats his closs level as his effechve caster

_and the DC for the Will saving throw is equal

+ % the fo’remlc senhnel s class level + hIS
modlﬂer

The ’roTemIC sen’nnel may also cast Anim
Shapes as a spell -like ability by expendil
points from his totem pool. The totemic ser
may only polymorph willing recipients into
wolves, either normal or dire variety. The
sentinel’s effective caster level is equol tot
class level.
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Each of the Spell Works Compendiums offer oVeif,:
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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