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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.

3.0ffer 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 |dentity: 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 1.0 © 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.

Pathfinder Roleplaying Game Bestiary, © 2009, Paizo Publishing, LLC; Author Jason Bulmahn, based on material by
Jonathan Tweet, Monte Cook, and Skip Williams

Pathfinder Roleplaying Game Bestiary 2, © 2010, Paizo Publishing, LLC; Authors Wolfgang Baur, Jason Bulmahn, Adam
Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, Brandon Hodge, James Jacobs, Steve Kenson, Hal
MacLean, Martin Mason, Rob McCreary, Erik Mona, Jason Nelson, Patrick Renie, Sean K Reynolds, F. Wesley Schneider,
Owen K.C. Stephens, James L. Sutter, Russ Taylor, and Greg A. Vaughan, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 3, © 2011, Paizo Publishing, LLC; Authors Jesse Benner, Jason Bulmahn, Adam
Daigle, James Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris Sims, F. Wesley Schneider, James L. Sutter,
and Russ Taylor, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Publishing, LLC; Authars: Jason Bulmahn, Tim Hitchcack,
Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C.

Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Magic. ©2011, Paizo Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock,
Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and
Russ Taylor.

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.

The Book of Fiends, © 2003, Green Ronin Publishing; Authors Aaron Loeb, Erik Mona, Chris Pramas, Robert J. Schwalb.
Kobold Quarterly Issue 7, © 2008, Open Design LLC, www.koboldquarterly.com; Authors John Baichtal, Wolfgang Baur,
Ross Byers, Matthew Cicci, John Flemming, Jeremy Jones, Derek Kagemann, Phillip Larwood, Richard Pett, and Stan!
The Tome of Horrors |l © 2005, Necromancer Games, Inc.; Author Scott Greene

Anger of Angels. ©2003, Sean K Reynolds.

Book of Fiends. ©2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris Pramas, Robert J. Schwalb

The Book of Hallowed Might. ©2002, Monte J. Cook.

Monte Cook's Arcana Unearthed. ©2003, Monte J. Cook.

Path of the Magi. ©2002 Citizen Games/Troll Lord Games; Authors: Mike McArtor, W. Jason Peck, Jeff Quick, and Sean K
Reynolds.

Skreyn's Register: The Bonds of Magic. ©2002, Sean K Reynolds.

Adherer from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Authors Scott Greene and Clark Peterson,
based on original material by Guy Shearer.

Angel, Monadic Deva from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based
on original material by E. Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based
on original material by E. Gary Gygax.

Animal Lord from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Gary Gygax.

Ascomid from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Gary Gygax.

Atomie from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Gary Gygax.

Axe Beak from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Gary Gygax.

Brownie from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original
material by E. Gary Gygax.

Carbuncle from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Authors Scott Greene, based on original
material by Albie Fiore.

Caryatid Column from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on
original material by Jean Wells.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Derghodaemon from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene,
based on original material by E. Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene,
based on original material by E. Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based
on original material by E. Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based
on original material by Gary Gygax.

Demodand, Shaggy from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on
original material by Gary Gygax.

Demodand, Slimy from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on
original material by Gary Gygax.

Demodand, Tarry from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on
original material by Gary Gygax.

Dire Corby from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Jeff Wyndham.

Disenchanter from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on
original material by Roger Musson.

Dragon, Faerie from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on
original material by Brian Jaeger and Gary Gygax.

Flail Snail from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Simon Tilbrook.

Flumph from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by lan McDowell and Douglas Naismith.

Foo Creature from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on
original material by Gary Gygax.

Froghemoth from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material
by E. Gary Gygax.

Huecuva from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Underworld Oracle.

Ice Golem from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott Greene.

Iron Cobra from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material
by Philip Masters.

Jackalwere from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Gary Gygax.

Kamadan from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Nick Louth.

Kech from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original
material by Gary Gygax.

Marid from the Tome of Horrors I, © 2005, Necromancer Games, Inc.; Author Scott Greene.

Mihstu from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original
material by E. Gary Gygax.

Nabasu Demon from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original
material by E. Gary Gygax.

Necrophidius from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on
original material by Simon Tillbrook.

Rot Grub from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene and Clark Peterson,
based on original material by Gary Gygax.

Sandman from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original
material by Roger Musson.

Scarecrow from the Tome of Horrors, Revised. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original
material by Roger Musson.

Shadow Demon from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Author: Scott Greene, based on original
material by Neville White.

Wolf-In-Sheep's-Clothing from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene,
based on original material by Gary Gygax.

Wood Golem from the Tome of Horrors. ©2002, Necromancer Games, Inc.; Authors: Scott Greene and Patrick Lawinger.
Player Paraphemalia #59 The Afflicted Erudite (Base Class) ©2016, The Knotty-Works; Author: John Buckley
d20pfsrd.com. Copyright 2010, John Reyst.



http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-

PLAYER PARAPHERNALIA #59
By the Knotty-Works

Welcome to the fifty-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©). This
issue is a painful one, inspired by the Kytons
found in the Pathfinder RPG Bestiary and
Bestiary 3 and a certain movie series. Another
inspired concept by Randy Price with additional
material by John Buckley as well as providing
editing and formatting of the final issue.

The Afflicted Erudite

The dark promise of power is not the sole
province of devils or demons—for there are
shadow-lords and demagogues—Kytons
from the plane of shadow that also seek to
entice mortals into their twisted tenets of
pain and suffering as a means to achieve
the ultimate blessings of immortality and
power. Forthose that heed this macabre
call'take to the inflictions of suffering and
physical corruption fo become afflicted
erudites, succumbing to the promises of
apostate secrets of the multiverse that grant
the most wicked of pleasures and mastery
of their own destiny.

Those that become afflicted erudites

must swear fealty fo one of the Kyton
demagogues through ancient and
enigmatic rituals that are hidden in puzzles
and riddles in the secret places mystically
connected to the plane of shadow. Upon
accepting the role of servitor to their Kyton

lord, the afflicted erudite is rewarded by
learning how to cast spells that benefit his
master role and schemes within the material
world as well as the ability to siphon energy
from the negative energy plane and use

it to cause pain to others. Eventually the
afflicted erudite unlocks more secrets fueled
by both his own pain and the pain and
suffering of others and those that perform
the role of servant successfully are rewarded
with the gift of Kyton blood.

Role: Although moderately hardy and
prepared to handle himself on the
battlefield, the afflicted erudite finds
causing pain from a distance more to his
preference. Given his very nature, the
afflicted erudite rarely offers o provide
assistance to others, though if a mutual goal
is shared that benefits his shadow-lord, the
afflicted erudite may make an uneasy truce
with others. Socially, the afflicted erudite is
typically shunned if not downright attacked
by those that find his predilections to pain
offensive in civilized society.

Alignment: The Afflicted Erudite must be
lawful neutral or lawful evil.

Hit Die: d8
Starting Wealth: 5dé x 10 gp (average 175
gp) and an out fit worth 10 gp or less.

Class Skills

Acrobatics, Craft, Heal, Intimidate, Knowledge
(arcana), Knowledge (planes), Knowledge

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
information on the compatibility license. Some rights reserved.

License. See http://paizo.com/ pathfinderRPG/compatibility for more
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Afflicted Erudite Progression Table
Spells Per Day
‘|st 2nd 3rd

Base
Attack Fort Ref Will Special

+0 +2 40 +0 Channel energy 1dé, orisons

+1 +3 +0 +0 Pool of pain, powers of pain

+2 +3 +1 +1 Channel energy 2dé, perfection of pain +1
) +4 +1 +1 powers of pain

Channel energy 3dé, painful
penetration +1d8

powers of pain
Channel energy 4dé, perfection of pain +2

Level

+3 +4  +1  +]
+4 +5 +2 +2
+5 +5 42 42
+6/+1 +6 +2 +2 powers of pain

Channel energy 5dé, painful
9 +6/+1 +6 +3 +3 penefrafion +2d8
10 +7/+2 SN C IS
11 +8/+3 +7 +3 +3

12 +9/+4 +8  +4  +4

powers of pain
Channel energy 6dé, perfection of pain +3
powers of pain

Channel energy 7dé, painful
13 +9/+4 +8 +4 +4 penefrafion +3d8
14 +10/+5 +9  +4 +4
15 +11/+6/+1 +9  +5 +5

16 +12/+7/+2 +10 +5 +5

powers of pain
Channel energy 8dé, perfection of pain +4
powers of pain

Channel energy 9dé, painful
penetration +4d8

powers of pain
Channel energy 10d6, perfection of pain +5
Benediction of Pain 5 5

17 +12/+7/+2 +10 +5 +5
18 +13/+8+/+3 +11 +6 +6
19 +14/49/+4 +11 +6 +6
20 +15/+10/45 +12 +6 +6
(religion), Linguistics, Perform, Profession, Sense
Motive, Spellcraft, and Stealth

Skills per Level: 2 + Int modifier.

Aura of Pain (Su): The afflicted erudite
exudes an aura of evil (regardless of his
actual alignment) commensurate o his
class level (see the Detect Evil spell).

Channel Energy (Su): At 1¢ level the
afflicted erudite gains the ability to

channel negative energy solely for the
purpose of causing pain (harming the
living). Channeling the negative energy

is a standard action that causes a burst
centered on the afflicted erudite and
affects everyone within 30 feet. Those within

Languages: The afflicted erudite may
choose Infernal as a bonus language in
addition to any racial languages if his
Intelligence grants him additional starting
languages.

Class Abilities

Weapon and Armor Proficiencies: The

afflicted erudite is proficient with simple
weapons, sap, scorpion whip, scythe, and
spiked chain. He is proficient with light
armor and chainmail. The afflicted erudite
is proficient with the buckler but nothing
heavier in regards to shields.

the area of effect are allowed a Will save
to reduce the damage by half with a DC
equal to 10 + 2 the afflicted erudite’s class
level + his Charisma modifier. The damage
caused by the blast is equal to 1dé points
per 2 class levels possessed by the afflicted
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erudite. Note that the afflicted erudite is not
immune to this affect.

The afflicted erudite may channel this
energy a number of tfimes per day equal to
3 + his Charisma modifier. This ability grants
him the ability to take feats that modify or
add to the channel energy ability, though
he may not take any channel energy
based feat that affects undead (such as
Command Undead or Turn Undead).

Spells: The afflicted erudite casts divine
spells from the cleric/oracle spell list.
However, he may not cast spells opposed to
evil or law. He must prepare his spells after
resting for 8 hours and spending 1 hour in
meditation and self infliction, regaining the
ability to prepare all spells allowed based
on his class level (see spells per day in the
Afflicted Erudite Progression Table) and
any bonus spells granted by a high Wisdom
(per the Ability Modifiers and Bonus Spells
Table found in the Pathfinder Roleplaying
Game Core Rule Book) once per day. The

a afflicted erudite may only cast spells he

has prepared ahead of time, preparing a
spell requires the afflicted erudite to have a
wisdom of at least 10 + the spell level and
the Difficulty Class of any spells cast is equal
to 10 + the spell level + the afflicted erudite’s
wisdom modifier.

Spells of Healing and Harming: The afflicted
erudite may not choose any spell of the
conjuration [healing] school including all
Cure Wounds spells. He may cast any spell
of the necromancy school including Inflict
Wounds spells.

Orisons: The afflicted erudite may prepare
a number of orisons (O-level spells) per day
as listed on the Afflicted Erudite Progression
Table. These spells are treated as hormal
spells, but the spellis not expended when
cast and there is no limit how often the
afflicted erudite may cast the orison.

Pool of Pain (Su): The afflicted erudite is
able to suffuse his own pain and suffering
into a reservoir of mystical energy
permeated by the shadow magics of his
Kyton masters. The afflicted erudite gains
a number of points in his pool of pain

equal to 2 his class level + his charisma
modifier. These points are automatically
replenished on a daily basis after the
afflicted erudite spends at least 8 hours of
rest (these need not be consecutive) as part
of his hour of self-affliction required to regain
his spell casting ability.

The afflicted erudite may spend 1 point of
his pool of pain to gains +2 profane bonus
to damage caused by a piercing or slashing
attack (natural or manufactured) as a swift
action. He may also spend 1 point from

his pool of pain as a swift action to gain a

+1 profane bonus to one skill check roll for
Escape Artist, Infimidate, Knowledge (any
field he has at least 1 rank), Perception, or
Stealth.

In addition to the bonuses that may be
initiated above, the power from his pool of
pain may be used to fuel other powers and
other class abilities (see Powers of Pain and
Painful Penetration below).

Pool of Pain, Ki Pools, and other class
Pools: If the afflicted erudite takes class
levels in other classes that offer a pool
class ability (such as the monk’s Ki Pool or
magus’ Arcane Pool), points from his pool
of pain may be used to fuel other class
powers other than just his Powers of Pain.
The total number of points generated
from the different pools is equal to 'z the
cumulative class levels of all the classes
that grant a pool class ability and then the
character chooses one of the appropriate
ability scores to add the modifier to that
total. Once the ability is chosen, it cannot
be changed. Only classes whose pool
point total is generated based on 2 the
character's class level may be combined in
this fashion.

Powers of Pain: Beginning at 29 level, the
afflicted erudite gains a closer connection
to his desire in achieving the promises of
his Kyton pedagogues. A power is gained
that grants the afflicted erudite an ability as
a promise to the predications of pleasure
and power awaiting him. These powers
inferact with the afflicted erudite’s pool of
pain, typically requiring him to either have
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points within his pool or to expend points
from the pool in order to activate the power.

Once a power is chosen by the afflicted
erudite it cannot be changed and an
individual power may be only be chosen
once unless otherwise specified in the
power description.

Only one passive power may be active at
one time, if the afflicted erudite has multiple
powers that grant a special ability while

he has at least 1 point in his pool of pain,

he much choose which passive power is
active. Changing passive powers requires
a move action and if the afflicted erudite is
helpless or unconscious all passive powers
immediately drop their effect.

If the power grants a saving throw, the
Difficulty Class of the saving throw is equal
to 10 + ' the aofflicted erudite’s class level +
his Charissma modifier.

Blend with the Shadows (Ex): The afflicted
erudite has natural concealment while in

) dim light as long as he has at least 1 point in
P his pool of pain. As a result, attacks made
against the afflicted erudite have a 20%
chance of missing automatically while he is
in dim light or darkness even if the attacker
has low-light vision or Darkvision.

Cloak of Shadows (Su): The afflicted erudite
may expend 2 ki point from his pool of pain
as a swift action to surround himself with
shadows that he may step in and out of
gaining the effects identical to the Blink
spell for a number of rounds equal to the
afflicted erudite’s class level, though he
may end the effect as a free action as
desired.

Unlike the actual Blink spell, the afflicted
erudite’s normal physical attacks have no miss
chance. The afflicted erudite must be at least
10™M level and have the Blend with the Shadows
power before he may take this power.

Devourer of Pain (Su): By expending 2
additional points from his pool of pain while
initiating the afflicted erudite’s painful
penetration class ability, the afflicted
erudite gains a number of temporary hit
points equal to half the damage caused

by the painful penetration. These hit points
lasts for a number of minutes equal to

the afflicted erudite’s class level. Once
the afflicted erudite has a store of 1 or
more temporary hit points from this power,
additional uses of this power will not grant
any additional hit points.

Temporary hit points are not used in the
calculation for determining the afflicted
erudite’s total hit points for his Perfection of Pain
class ability. The afflicted erudite must be at
least 8™ level before he may take this power.

Greater Shadow Veil (Ex): The afflicted
erudite must have the Shadow Veil power
and be at least 10" level before he may
take this power. As long as the afflicted
erudite has at least 1 point in his pool of
pain any damage taken from an area-
effect attack that grants reduced damage
from a successful save is automatically
reduced by half and if the afflicted erudite
makes his saving throw, he suffers no
damage.

Inflicter of Pain (Sp): The afflicted erudite
may convert one prepared spell to an
Inflict Wounds spell of the same level by
spending a number of points from his pool
of pain equal to the level of the spell being
converted. Converting the spellis a swift
action and does not provoke attacks of
opportunity, though casting the spell may
provoke unless cast defensively.

Kiss of Pain (Su): The afflicted erudite may
spend 1 point from his pool of pain as a swift
action when making a melee attack with a
piercing or slashing attack (manufactured
or natural). If the attack is successful, the
victim suffers 1 point of bleed damage for a
number of rounds equal to half the afflicted
erudite’s class level. Creatures that do not
bleed are not affected by this power.

Multiple uses of this power against the same
victim do not increase the bleed damage,
but it does prolong the duration based

on the last successful attack made by the
afflicted erudite. The afflicted erudite must
be at least 10™ level before he may choose

this power and it may be used with the
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afflicted erudite’s Painful Penetration class
ability.

Miasma of Dread (Su): Aslong as the
afflicted erudite has at least 1 point within
his pool of pain when he successfully uses
this Painful Penetration class ability, the
victim must make a Will save or be shaken
for a number of rounds equal to 2 the
afflicted erudite’s class level. This is a mind-
affecting fear based attack, those immune
to fear are not subject to this power. A
victim that successfully saves against this
power is immune to this power from the
same afflicted erudite for a period of 24
hours. Mulliple applications of this power
do not compound the fear, but extend the

duration based off of the last successful strike.

The afflicted erudite must be at least 6"
level before he may take this power and
this effect does not stack with other powers
the afflicted erudite may use on the same
victim that causes the shaken condition.

Pain over Death (Su): Aslong as the

d afflicted erudite has at least 1 point in his

pool of pain, he automatically stabilizes
when reduced to 0 orless hit points and
hasn't been reduced to death (hegative
hit points equal to his Constitution). At 10"
level, the afflicted erudite may spend 1
point from his pool of pain as an immediate
action to instantly regain 1dé hit points.

Painful Consumption (Su): The afflicted
erudite must have the Devourer of Pain
power and be at least 12" level before
he may take this power. When using the
Devourer of Pain power, the afflicted

erudite may choose to increase his Strength,

Constitution, or Dexterity by 2 points rather
than gaining temporary hit points. The
duration of the effect is identical; a number
of minutes equal to the afflicted erudite’s
class level, though me may dismiss the
bonus as a move action if desired. While
the afflicted erudite has a temporary bonus
to his chosen physical ability, he may not
use the Devourer of Pain to gain temporary
hit points, nor may in increase more than
one physical ability at one time. The

bonus granted by this power does stack

with other effects that boost the afflicted
erudite’s physical abilities.

Shadow Body (Su): The afflicted erudite
gains the ability to enter a state of
etherealness as a move action by spending
3 points from his pool of pain. This effect
lasts for 1 minute (though it can be ended
sooner as a free action) as if the afflicted
erudite was using the Etherealness spell. The
afflicted erudite may not take others with
him while using this ability. By spending an
additional ki point from his pool of pain,

the afflicted erudite may increase his
movement rate by 2 while in the ethereal
state. The afflicted erudite must have the
Shadow Move power before he may fake
this power.

Shadow Move (Ex): The afflicted erudite
may move quickly through dim light or
darkness as long as he has at least 1 point
in his pool of pain, granting him a bonus +10
feet movement rate while traveling on the
ground as long as he isn't wearing heavy
armor, medium armor other than chainmail,
or carrying a heavy load. In addition, the
afflicted erudite suffers no penalties to his
Stealth skill checks while actively using this
power in the dim light or darkness.

Shadow Sense (Ex): Aslong as the afflicted
erudite has at least 1 point in his pool of
pain he gains the benefits of the Blind-
Fight feat. In addition, the miss chance
when attacking targets within reach may
be reduced by 5% for a single round

by expending 1 point from the afflicted
erudite’s pool of pain.

At 8" level and every four levels thereafter,
the afflicted erudite may spend an
additional point from his pool of pain to
further reduce the change of missing by
an additional 5% (with a minimum of 0%
chance of missing).

The afflicted erudite must be at least 4"
level before he may take this power.

Shadow Sight (Ex): Aslong as the afflicted
erudite has at least 1 point in his pool of
pain he gains the benefits of low-light vision.

If the afflicted erudite already possesses

_low-light vision, his vision is improved to
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Darkvision with a 60 ft. range. If the afflicted
erudite already possesses Darkvision with
arange of 60 ft or more, this power has no
additional effect for him. Although passive,
it is not counted in regards to the limitation
of allowing the afflicted erudite one passive
power at a tfime. Thus, an afflicted erudite
may use another passive power while this
one is in effect.

Shadow Touch (Sp): As a swift action,

the afflicted erudite grants his next melee
attack the additional benefit of clouding
the vision of the victim by expending 1
point from his pool of pain. An opponent
successfully struck by an attack infused with
this power must make a Will save or treat all
of their attacks as if striking at concealed
targets with a 20% miss chance per attack.
This effect lasts for a number of rounds
equal to 2 the afflicted erudite’s class level.

Striking the same target only extend the
duration of the effect if the saving throw
is failed. Once an opponent makes a

a successful saving throw it is no longer

subject to this power by the same afflicted
erudite for 24 hours and previous effects are
instantly removed.

Shadow Veil (Ex): Aslong as the afflicted
erudite has at least 1 point in his pool of
pain he can try to avoid the effects of area-
effect attacks that grant a Reflex saving
throw to reduce the damage by half. If the
afflicted erudite makes his saving throw, he
suffers no damage from the area-based
attack. If the afflicted erudite is wearing
heavy armor, medium armor other than
chainmail, or carrying a heavy load he
gains no benefit from this power even if he
has 1 or more points in his pool of pain.

Stare of Agony (Su): The afflicted erudite
must have the Stare of Discomfort power
and be at least 8" level before he may
choose this power. By expending 2 points
from his pool of pain as a move action,
the afflicted erudite gains a more powerful
gaze attack that causes a -4 penalty to
attack rolls, saving throws, skill checks, and
ability checks for those affected for 1d4
rounds. Victims are allowed a Will saving

throw to avoid the effect, and those that
succeed are immune to this power from the
same afflicted erudite for 24 hours.

The duration of this power is identical to
the duration of the Stare of Discomfort and
its effects do not stack with other powers
of pain that cause penalties to the same
actions (aftacks, saving throws, ability
checks, and skill checks). As with Stare

of Discomfort this is a mind-affecting fear
based effect.

Stare of Despair (Su): The afflicted erudite
must have the Stare of Agony and be at
least 16" level before he may take this
power of pain. By expending 4 points

from his pool of pain as a move action,

the afflicted erudite gains a powerful gaze
aftack that causes a those affected to
become paralyzed for 1d4 rounds. Victims
are allowed a Will saving throw to avoid the
effect, and those that succeed are immune
to this power from the same afflicted erudite
for 24 hours.

The duration of this power is identical to

the duration of the Stare of Agony and its
effects do not stack with other powers of
pain that have a fear based effect. As with
Stare of Agony this is a mind-affecting fear
based effect.

Stare of Discomfort (Su): By expending

1 point from his pool of pain as a move
action, the afflicted erudite gains a Gaze
aftack with a range of 30 feet. That that
view the afflicted erudite or if he takes

a standard action to actively gaze at

an opponent must make a Will save or

be shaken for 1d4 rounds. A victim that
successfully saves against this power is not
subject to it again from the same afflicted
erudite for 24 hours. This is a mind-affecting
fear based effect.

The afflicted erudite maintains the gaze
for a number of rounds equal to % his class
level. This effect does not stack with other
powers the afflicted erudite may use on
the same victim that causes the shaken
condition.

Touch of Fatigue (Sp): The afflicted erudite
~may infuse 1 point from his pool of



http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Darkvision
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Darkvision
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Swift-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Extraordinary-Abilities-Ex-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Reflex
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Move-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Move-Actions
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Paralyzed
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Move-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Move-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Standard-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Shaken
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Shaken
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-

pain as a swift action to his next melee
attack (manufactured, natural, or unarmed
attack). If the attack is successful, the
victim must make a Fortitude saving throw
or become fatigued for a number of rounds
equal to 2 the afflicted erudite’s class level.

Additional sickening attacks only extend the
duration if the saving throw is failed. If the
victim makes a successful saving throw, it is
no longer subject to the afflicted erudite’s
touch if fatigue for 24 hours and any
previous effects are instantly removed.

Touch of Sickness (Sp): The afflicted erudite
may infuse 1 point from his pool of pain

as a swift action to his next melee attack
(manufactured, natural, or unarmed
attack). If the attack is successful, the
victim must make a Fortitude saving throw
or become sickened for a number of rounds
equal to 2 the afflicted erudite’s class level.

Additional sickening attacks only extend the
duration if the saving throw is failed. If the
victim makes a successful saving throw, it is
no longer subject to the afflicted erudite’s
sickening touch for 24 hours and any
previous effects are instantly removed.

Perfection of Pain (Ex): At 3 level the
afflicted erudite gains a bonus when he is
reduced fo less than 50% of his hif points.
Once the afflicted erudite’s hit points

is reduced by at least 2, he gains a +1
dodge bonus to his armor class and a +1
circumstance bonus to hit and damage
with natural or manufactured piercing or
slashing attacks, and a +1 circumstance
bonus to his Will saving throw. This bonus
increases by an additional +1 every four
levels thereafter with a maximum of +5 at
19t level.

The afflicted erudite gains this bonus
immediately upon the reduction of hit
points and once restored above 50% of
his tfotal hit points the bonus is immediately
revoked. The circumstance bonus to his
attacks, damage, and Will save do not
stack with other circumstance bonuses.

Painful Penetration (Su): At 5™ level the
afficted erudite may spend 1 point from
his pool of pain while making a melee

aftack with a manufactured or natural
piercing or slashing aftack to cause an
additional 1d8 points of damage. Damage
caused from this attack only functions on
creatures with a discernible anatomy and
susceptible to pain. As a result, creatures
immune to critical attacks or creatures with
no discernible Intelligence are not affected
by this ability. This damage is always lethal
and may only be applied to a lethal attack.

This damage is not included if the afflicted
erudite successfully delivers a critical hit,
but added after the critical damage is
calculated. For every four levels beyond
5 level, the afflicted erudite may spend
an additional point from his pool of pain to
increase the damage by an additional 1d8
points.

Benediction of Pain (Su): At 20" level the
afflicted erudite becomes an outsider
(native, Kyton, lawful) and severs all
connections to his previous type. In
addition, he gains spell resistance 10 + his
Charisma modifier and the afflicted erudite
gains cold immunity. He gains telepathy
with a range of 100 feet, but it only functions
with other Kytons (type outsider - Kyton).

The afflicted erudite also gains the ability
to Plane Shift as the spell by expending 4
points from his pool of pain, with the ability
to take up to eight additional people by
spending 1 point per additional person from
his pool of pain. When using this power
the afflicted erudite treats his class level

as his effective caster level and the DC to
resist the shift is equal to 15 + the afflicted
erudite’s wisdom modifier. This ability is
limited to only the material plane and the
shadow plane.

Ex-Afflicted Erudites

If the afflicted erudite takes on chaotic or
good aspects their Kyton overlords may
sever their connection to the afflicted
erudite. Such an afflicted erudite loses all
abilities associated with pain including his
pool of pain, powers of pain, perfection
of pain, and his painful strikes as well as his

ability to cast spells and channel negative

_energy. He may not gain any
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addifional levels as an afflicted erudite,
though he may seek to restore his faith
with the Kyton demagogues through
acts of reparations (such as the spell of
Atonement).

Swift Hand of Pain
(Afflicted Erudite Archetype)

For a select few chosen souls, it has been
rumored that the Kyton demagogues
had passed on dark secrets of causing
pain and suffering with touch alone.
These initiates gain the ability to mortally
wound others with but a touch, inflicting
excruciating pain and blood loss.

The swift hand of pain becomes the
embodiment of the sadistic whims and
desires of his Kyton masters.

Class Abilities

Unarmed Mastery (Ex): At 1 level the
swift hand of pain gains Improved
Unarmed Strike as a bonus feat. The swift
hand of pain may aftack with a mix of
kicks, strikes, and slams and as a result he
may attack while his hands are full and
there is no such thing as an off-handed
unarmed attack for him. The swift hand
of pain applies his full strength bonus to
the damage caused by his unarmed
attacks.

The damage caused by the swift hand
of pain’s unarmed attacks are always
lethal and he suffers a -2 penalty fo his
attack roll if he chooses to do non-lethal
damage. His attacks are treated as
both natural and manufactured for the

Swfit Hand of Pain Unarmed
Damage Table

Level Small Medium Large
15t - 4ih 1d4 1dé 1d8

Sttie G 1dé 1d8 2d6
o122t 1d8 1d10 2d8
13M-16Mm 1d10 2d6 3dé
17 -20"  2dé 2d8 3d8

purposes of spells and effects that grant
bonuses to his attacks.

Damage from the swift hand of pain’s
unarmed atftacks initially cause 1dé
points of damage and increase at 4th
level and every four levels thereafter (see
Swift Hand of Pain Unarmed Damage
Table) with appropriate scaling for his size
category.

If the swift hand of pain chooses to use his
unarmed strikes as a full attack action, he
gains one additional attack, suffering a -2
penalty to all of his attack rolls as if using
the Two-Weapon Fighting feat. While
using his unarmed attacks as a full attack
action, he treats his base attack equal

to his class level, for any other purpose
including qualifying for feats the swift hand
of pain uses his normal base attack bonus.

At 9" level the swift hand of pain may
make two additional attacks with his
unarmed strike full attack as if using the
Improved Two-Weapon Fighting feat.
And at 17" level gains a third additional
attack with his unarmed strike full attack
as if using the Greater Two-Weapon
Fighting feat.

As with a standard unarmed attack,
additional unarmed attacks, the swift
hand of pain’s full strength modifier is
applied to the damage of each attack.
The swift hand of pain may substitute a
combat maneuver such as dirty frick,
disarm, sunder, or trip in place of an
unarmed atftack as part of his full round
action, though such maneuvers provoke
attacks of opportunity unless the swift
hand of pain has a feat or ability to
negate the attack of opportunity.

Once the swift hand of pain gains the
Painful Penetration class ability, he may
only apply the damage from the Painful
Penetration to one unarmed attack

per round, freating his attack as both
bludgeoning and piercing for purposes of
overcoming damage reduction.
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This class ability replaces the afflicted
erudite’s Channel Energy class ability
gained at 15, 5™, 9t 4131, and 17 level.

Expanded Pool of Power (Su): In addition to
the abilities granted to the swift hand from
his access to the pool of power at 27 level,
he gains the following abilities while he has
at least 1 point in his pool of pain. These
abilities are not counted to the limit of one
actively selected passive power.

At 4™ level the swift hand of pain treats his
unarmed attacks as magic weapons for the
purpose of overcoming damage reduction.

At 8" level, the swift hand of pain’s unarmed
attacks are treated as both cold iron and
silver for purpose of overcoming damage
reduction.

At 12" level, the unarmed attacks of the
swift hand of pain are treated as evil or
lawful weapon for purpose of overcoming
damage reduction. The swift hand of pain
must choose how his unarmed attacks

) are aligned when this ability is gained and

P once chosen it cannot be changed. Lawful

neutral swift hands of pain must choose the
lawful aspect.

At 16" level the swift hand of pain’s unarmed
aftacks are treated as adamantine for
purpose of overcoming both damage
reduction and bypassing hardness.

This ability modifies the Pool of Pain class
ability the afflicted erudite gains at 29 level.

Shadow Hand (Ex): The swift hand of

pain gains Stunning Fist as a bonus feat

at 3rd level, even if he does not meet the
prerequisites for the feat. The swift hand
of pain may attempt a stunning attack a
number of times per day equal to his class
level. If the swift hand of pain has class
levels in another class that allow a number
of uses of the stunning fist equal to his
other class levels, they stack for purposes
of determining the total number of uses
per day. If the swift hand of pain has class
levels in another class that does not grant
a number of uses of stunning fist equal to
the class level, the swift hand of pain gains

an additional use for every four levels of the
other class.

At 7™ level the swift hand of pain may
choose to cause the target to become
sickened for 1 minute instead of stunning him.

At 11" level the swift hand of pain may
choose to cause the target to become
staggered for 1d6 +1 rounds.

At 15™ level the swift hand of pain may
cause the target to become nauseated
for 1dé +1 rounds. If the target successfully
makes its saving throw, it is sickened for the
same amount of fime instead.

At 19" level the swift hand of pain may
choose to cause the target to become
paralyzed for 1dé6 +1 rounds or stunned for
1 round if the target successfully makes its
saving throw.

This class ability replaces the afflicted
erudite’s Channel Energy class ability
gained af 39, 7t, 111,15, and 19" level.

New Feats

The afflicted erudite may choose the
following feats as desired as part of her
normal progression.

Exira Pool of Pain

You have learned to draw upon the pain
and suffering of others with more intensity.

Prerequisites: Pool of Pain class ability.

Benefit: You gain an additional 2 points for
your pool of pain per day.

Special: You may fake this feat multiple
times, gaining 2 additional points to your
pool of pain each time it is taken.

Extra Power of Pain

You unlock another secret of causing pain
and suffering to prove your worth to your
Kyton masters.

Prerequisites: Power of Pain class ability.

Benefit: You gain an additional power of
pain.

Special: You may fake this feat more than

once, selecting a different power of pain

_each time you select this feat.
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