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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 
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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, 
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names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the 
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“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 #47
By the Knotty-Works

Welcome to the forty seventh issue of Player 
Paraphernalia, a hodge podge of character ideas 
and alternate rules that may be used with the 
Pathfinder Roleplaying Game (Paizo, Inc©).  This 
issue introduces two new domains (along with two 
sub-domains for each) for Metal and Wood.  These 
domains are introduced to complete the divine side 
of the elemental powers that match the alternate 
elemental schools presented in  Pathfinder Role 
Playing Game’s Ultimate Magic.  Although the 
Advanced Player’s Guide offers the Metal sub-
domain of Metal, the domain presented below is 
an alternate domain that is not related or derived 
from the original sub-domain.

Metal Domain

The domain of metal relates to the elements 
used to compose any type of natural or 
manufactured substance consisting of iron, 
gold, silver or other base metal.  In its natural 
form these substances may be found in stone 
while most are mined, refined, and forged into 
tools, weapons, or other manufactured items.
Although many see metal as a sub-domain of 
Earth, many scholars and theologians regard it 
as a its own separate domain by the fact that 
Metal has its own related sub-domains.  They 
also base their findings on the cyclic view of 
elements where each element where Metal 
overcomes Wood, yet Wood overcomes Earth; 
therefore Metal cannot be related to Earth 
as an element as it would have the same 
weaknesses.

Granted Powers
Steel Facade (Su):  As a move action you gain 
a hardened exterior that may prevent critical 
hits or sneak attacks made against you.  When 
you are successfully struck with a critical hit 
or sneak attack there is a 10% chance that 
the extra damage is negated though you still 
suffer normal damage.  This percentage 
increases by 10% at 5th level and every 

five levels thereafter with a maximum of 50% 
at 20th level.  You may maintain this effect for 1 
minute once activated and it may be used 3 + 
your Wisdom modifier times per day.
Magnetic Field (Su):  At 8th level you may 
generate a magnetic field that surrounds you 
as a swift action that repels metal weapons.  
This field grants you a DR 5/non-metallic 
weapons while active.  This field does not 
affect metal items on your person or any armor 
worn.  You may maintain the field as a free 
action each round and it may be dropped 
as a free action.  The field may be generated 
a total number of rounds per day equal to 
your class level and they do not need to be 
consecutive.

Domain Spells
1st—Sun Metal, 2nd—Stone Call, 3rd—Versatile 
Weapon, 4th—Stoneskin, 5th—Wall of Stone, 
6th—Wall of Iron, 7th—Refuge, 8th—Iron Body, 
9th—Clashing Rocks

Conductivity Domain

This sub-domain focuses on the conductivity 
of natural base metals such as iron.  Magnetic 
and Electrical fields are generally revered 
and seen as a powerful emanation of spiritual 
authority and power.
Associated Domain:  Metal
Replacement Power:  The following power 
replaces the Steel Facade power gained from 
the Metal domain.
Static Field (Su):  You charge your aura with 
static electricity as a swift action.  If you are 
successfully attacked by someone wearing 
metallic armor or with a metal melee weapon 
or natural weapon suffers 1d6 points of electric 
damage and the field is dissipated.  The 

damage increases by 1d6 at 4th level and 
every 4 levels thereafter (maximum of 
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6d6 at 20th level).  You may maintain the field 
for a total number of rounds per day equal to 
your class level and it may be dismissed as a 
free action.
Replacement Domain Spells:  1st—Shocking 
Grasp, 3rd—Lightning Bolt, 5th—Lightning Arc, 
7th—Chain Lightning, 8th—Stormbolts, 9th—Ride 
the Lightning

Constructed Domain

This sub-domain focuses on the magical 
enhancement and ease of malleability of 
manufactured metal goods.  As metal is 
refined and shaped, there are those that see 
this as an allegory to the spiritual growth of 
believers and the way their lives are shaped 
by their belief and faith.
Associated Domain:  Metal
Replacement Power:  The following power 
replaces the Magnetic Field power granted by 
the Metal Domain at 8th level.
Proven Mettle (Su):  At 8th level you gain the 
ability to enhance the inherent strength of 
metallic objects.  As a swift action you may 
target one metallic object of medium size 
or smaller within 30 feet and increase it’s 
hardness by a number of points equal to 
½ your class level.  The object retains this 
enhanced hardness for 10 rounds and you 
may use this ability a number of times per day 
equal to 3 + your Wisdom modifier.  However, 
only one object may be enhanced at a 
time and if you use this power on another 
object while a previous object is enhanced, 
the previous item automatically loses the 
additional hardness granted by the power.  
At 12th level you may use this power on large 
sized objects and at 16th level you may use 
this power on huge sized objects.
Replacement Domain Spells: 1st—Magic 
Weapon, 3rd—Greater Magic Weapon, 5th—
Major Creation, 7th—Control Construct

Wood Domain

Many scholars argue whether this is a separate 
domain or possibly a sub-domain of the Plant 
domain.  However, the domain does offer 
unique powers compared to other existing 
nature domains.

Granted Powers
Handle Snare (Su):   You target one medium 
or smaller sized opponent within 30 feet 
and initiate this power as a standard action 
causing one object consisting of wood to 
sprout vines and branches that wind about 
the target.  The target must possess an object 
made primarily of wood that is at least as large 
as a one-handed weapon or light shield and 
make a Reflex saving throw.  If the opponent 
fails the saving throw it is entangled for 1d4 
rounds before the object reverts back to its 
normal form.  
Only one such object may be so enchanted 
at a time, and if you use this ability on another 
target while a previous target is affected, the 
first entangled effect automatically ends.  You 
may use this ability 3 + your Wisdom modifier 
times per day, plus one additional time at 5th 
level and every five levels thereafter.
Animate Wooden Object (Su):  At 8th level, 
as a standard action you may animate one 
item of medium size object made of at least 
50% wood within 30 feet.  The animated item 
requires some concentration to maintain 
it, requiring a move action each turn or 
it otherwise converts back into a normal 
inanimate object.  The item animated is 
treated as a medium sized animated object 
with 2 construction points.  Construction 
points must be spent for either an additional 
attack, additional movement, constrict, or 
grab animated abilities.  The animated object 
may make either a move or standard action 
the turn it is animated and may take normal 
actions each round you maintain its animation.  
You may use this ability a total number of 
rounds per day equal to your class level + 
your Wisdom modifier and only one object 
may be animated at a time with this power.  
Attempting to animate another object while 
you are currently controlling an animated 
object causes the previous object to revert 
back to its normal inactive state.

Domains Spells
1st—Pass without Trace, 2nd—Barkskin, 3rd—
Resinous Skin, 4th—Arboreal Hammer, 5th—Tree 
Stride, 6th—Ironwood, 7th—Transmute Metal 
to Wood, 8th—Horrid Wilting, 9th—Wooden 

Phalanx
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Vitaplantae Domain

The Vitaplantae sub-domain focuses on 
living wood such as trees and bushes.  Many 
question whether this sub-domain falls under 
the Wood domain or the Plant domain as the 
power and associated spells seem to more 
closely resemble those associated with the 
Plant domain.
Associated Domain:  Wood
Replacement Power:  The following power 
replaces the Animate Wooden Object power 
granted by the Wood domain.
Animate Tree (Su):  At 8th level you may 
animate a single tree of large size or less as a 
standard action.  The animated tree cannot 
move but it does have a 10 foot reach and 
the grab special ability and causes 1d8+5 
points of bludgeoning damage using your 
base attack of +5 for its To Hit bonus.  It has an 
AC of 16 (-1 dex, +8 natural armor, -1 size) and 
a hardness of 5.  The tree may sustain damage 
equal to ½ your hit points before it is destroyed 
and will follow simple directions as to who it 
should target its attacks.  The tree has plant 
traits and is vulnerable to fire but immune to 
any mind-affecting and fear effects.  It uses 
your Fortitude bonus for any Fort saves but 
has a -4 penalty to any Reflex saves as it is 
immobile.
You may only animate one tree at a time 
and using this power to animate another tree 
automatically ends the effect on any previous 
tree animated.  You may use this power a 
number of rounds per day equal to your 
class level + your Wisdom modifier, and these 
rounds need not be consecutive.
Replacement Domain Spells:  1st—Entangle, 
3rd—Burst of Nettles, 4th—Neutralize Poison, 6th—
Liveoak, 7th—Changestaff, 9th—Shambler

Manufactured Domain

This sub-domain focuses on the manufactured 
purpose of wood and the multitude of uses 
society relies on it for their daily lives from 
everyday tools to housing and shelter.  As 
wood must be harvested, shaped, and 
crafted to meet the needs of the user, so 
followers of those deities that grant this 

domain are also cultivated and shaped to 
meet the needs of the deity.
Associated Domain:  Wood 
Replacement Power:  The following power 
replaces the Handle Snare power granted by 
the Wood domain.
Ready Weapon (Su):  You may transform a 
piece of wood (such as a broken branch or 
processed piece of timber) the of up to a 
cubic foot or smaller and instantly transform it 
into a wooden weapon of masterwork quality 
as a swift action.  The item transformed must 
be of the same size or less as the original piece 
of wood and the weapon must be primarily 
made of wood (such as a club, quarterstaff, or 
bow).  
At 6th level the weapon created is treated as 
magic for purposes of damage reduction, 
at 12th level it is treated as silver, and at 18th 
level it is treated as admantine for purposes 
of overcoming damage reduction (but not 
hardness).
The weapon must remain in your hands.  If you 
give the weapon to another or drop it, the 
item instantly transforms back into the original 
piece of wood.  You may only transform one 
piece of wood at a time, if you attempt to 
transform another piece of wood, the previous 
weapon automatically reverts back to its 
original form.
You may use this power for a number of 
rounds per day equal to your class level and 
they do not have to be consecutive.
Replacement Domain Spells:  1st—Detect 
Snares and Pits, 3rd—Snare, 5th—Wall of Thorns, 
7th—Siege of Trees, 9th–Greater Siege of Trees

http://www.d20pfsrd.com/gamemastering/combat#TOC-Standard-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Armor-Class
http://www.d20pfsrd.com/gamemastering/combat#TOC-Fortitude
http://www.d20pfsrd.com/gamemastering/combat#TOC-Fortitude
http://www.d20pfsrd.com/gamemastering/combat#TOC-Reflex
http://www.d20pfsrd.com/magic/all-spells/e/entangle
http://www.d20pfsrd.com/magic/all-spells/b/burst-of-nettles
http://www.d20pfsrd.com/magic/all-spells/n/neutralize-poison
http://www.d20pfsrd.com/magic/all-spells/l/liveoak
http://www.d20pfsrd.com/magic/all-spells/c/changestaff
http://www.d20pfsrd.com/magic/all-spells/s/shambler
http://www.d20pfsrd.com/gamemastering/combat#TOC-Swift-Actions
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/magic/all-spells/d/detect-snares-and-pits
http://www.d20pfsrd.com/magic/all-spells/d/detect-snares-and-pits
http://www.d20pfsrd.com/magic/all-spells/s/snare
http://www.d20pfsrd.com/magic/all-spells/w/wall-of-thorns
http://www.d20pfsrd.com/magic/all-spells/s/siege-of-trees
http://www.d20pfsrd.com/magic/all-spells/s/siege-of-trees


4

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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