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Player Paraphernalia #82
By The Knotty-Works

Welcome to issue eighty-two of  the Player 
Paraphernalia series, short supplements designed to 
offer players new options for use with the Pathfinder 
RolePlaying Game (©Paizo, Inc.).   This issue 
introduces a new oracle archetype, the Esotericist.  
The creation of  Margherita Tramontano, the 
esotericist focuses on the world of  psychic awareness 
and occult studies.

The Esotericist
Esotericists dabble in the occult, receiving 
psychic–like abilities from their meditations 
and rapport with deities, nature forces or 
philosophies– or even stranger concepts and 
entities.

Class Skills
A esotericist adds all Knowledge skills to her 
list of class skills. These replace the additional 
class skills granted by her mystery.

Oracle’s Curse
A esotericist must choose the clouded vision, 
haunted, or tongues curse (the GM can 
allow other curses). She can also choose the 
following curse (available to every oracle).
Crazy: Your mind is unbalanced, but this 
is also the source of your power. You are 
affected by one madness (other than 

Amnesia). The madness can’t be cured; 
spells just remove the effects of a failed save. 
Whenever you fail a save or morale check 
against a mind–affecting spell or effect, you 
can roll again in the next round.
At 5th level, you are immune to spells and 
effects that cause madness or confusion.
At 10th level, you can take 20 on any 
Knowledge check 3/day.
At 15th level, you are immune to Intelligence, 
Wisdom and Charisma damage.

Bonus Spells
These bonus spells replace the oracle’s 
mystery bonus spells at these levels: Mindlink 
(2nd), Detect Thoughts (4th), Mind Thrust III 
(6th), Telepathic Bond (8th), Thought Shield IV 
(10th), Synaptic Pulse, Greater (12th), Teleport, 
Greater (14th), Bilocation (16th), Divide Mind 
(18th).

Diminished Spellcasting
A esotericist can use one fewer spell per day 
of each level. Her number of oracle spells 
known is unchanged.

Occult Student (Su)
A esotericist casts oracle spells as psychic 
spells. She uses thought and emotion 
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components instead of verbal and somatic 
components. A esotericist is considered both 
a divine caster and a psychic caster for the 
purposes of prerequisites.
At 1st level, a esotericist gains a pool of 
phrenic points equal to ½ her oracle level 
(minimum 1) and one phrenic amplification. 
The esotericist does not qualify for the 
Expanded Phrenic Pool or Extra Amplification 
feats. She can select another amplification at 
5th, 9th, and 13th level. Her oracle level counts 
as her psychic level for the purpose of gaining 
and using these amplifications.

Revelations
A esotericist must take the following 
revelations at the listed levels.
Transcendental Bond (Su): As the nature 
mystery revelation. You must take this 
revelation at 1st level.
Spirit Retribution (Su): Whenever you make a 
successful save against a mind–affecting spell 
or effect which entirely negates it, the original 
caster must make a successful Will save or be 
stunned for a number of rounds equal to the 
effect’s duration. You can use this ability once 
per day, plus one additional time per day at 
5th level and for every 5 levels beyond 5th. 
You must take this revelation at 3rd level.
Sure Soul (Su): As the occult mystery 
revelation. You must take this revelation at 7th 

level.

Final Revelation
Upon reaching 20th level, you become a 
perfect channel for occult powers. You gain 
telepathy in a 100–foot radius. You can apply 
Intuitive Spell or Logical Spell to any spell you 
cast without increasing the level or casting 
time. You do not need to possess these feats 
to use this ability. Should you die, you come 
back to life 1 week later as if you had cast 
Akashic Form the last time you regained 
spells. This replaces the final revelation of the 
oracle’s mystery.    

Recommended Mysteries
Ancestor, Dark Tapestry, Lore, Nature, Occult, 
Seeming, Time.

New Mysteries

Seeming
The world as we know it is an illusion.  The truth 
of it is that true reality lies within the collective 
consciousness of the inhabitants of the world 
around you.  The oracle that gains access to 
the seeming understands this fundamental 
concept and has the ability to break through 
the illusion to empower herself with the true 
powers of the mind.

Class Skills
The seeming grants the oracle no additional 
class skills, but she does gain Psychic Sensitivity 
as a bonus feat at 1st level.

Bonus Spells
Psychic Reading (2nd), Instigate Psychic 
Duel (4th), Suggestion (6th), Mind Probe (8th), 
Feeblemind (10th), Primal Regression (12th), 
Waves of Ecstasy (14th), Demand (16th), 
Microcosm (18th)

Revelations
Allusive Resistance (Su):  You gain a +2 bonus 
to any saving throws versus Illusions including 
glamers, figments, and phantasms.  You are 
allowed a passive perception skill check 
when an invisible or incorporeal creature 
or object is within 30 feet of you, gaining a 
bonus equal to ½ your class level (minimum 
of 1).  This sense does not grant you the 
ability to pinpoint the location of the invisible 
or incorporeal creature or object, but if 
attacked by an invisible foe you do not lose 
your Dexterity modifier to your AC.
Altered Reality (Sp):  You may cast Mad 
Hallucination as a spell-like ability once per 
day, using your class level as your effective 
caster level.  At 5th level and every five levels 
thereafter you gain one additional use of this 
revelation per day.

http://www.d20pfsrd.com/feats/general-feats/expanded-phrenic-pool
http://www.d20pfsrd.com/feats/general-feats/extra-amplification
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Stunned
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/feats/metamagic-feats/intuitive-spell-metamagic
http://www.d20pfsrd.com/feats/metamagic-feats/logical-spell-metamagic
http://www.d20pfsrd.com/magic/all-spells/a/akashic-form
http://www.d20pfsrd.com/classes/base-classes/oracle/mysteries/paizo---oracle-mysteries/ancestor
http://www.d20pfsrd.com/classes/base-classes/oracle/mysteries/paizo---oracle-mysteries/dark-tapestry
http://www.d20pfsrd.com/classes/base-classes/oracle/mysteries/paizo---oracle-mysteries/lore
http://www.d20pfsrd.com/classes/base-classes/oracle/mysteries/paizo---oracle-mysteries/nature
http://www.d20pfsrd.com/classes/base-classes/oracle/mysteries/paizo---oracle-mysteries/occult
http://www.d20pfsrd.com/classes/base-classes/oracle/mysteries/paizo---oracle-mysteries/time
http://www.d20pfsrd.com/feats/general-feats/psychic-sensitivity
http://www.d20pfsrd.com/magic/all-spells/p/psychic-reading
http://www.d20pfsrd.com/magic/all-spells/i/instigate-psychic-duel
http://www.d20pfsrd.com/magic/all-spells/i/instigate-psychic-duel
http://www.d20pfsrd.com/magic/all-spells/s/suggestion
http://www.d20pfsrd.com/magic/all-spells/m/mind-probe
http://www.d20pfsrd.com/magic/all-spells/f/feeblemind
http://www.d20pfsrd.com/magic/all-spells/p/primal-regression
http://www.d20pfsrd.com/magic/all-spells/w/waves-of-ecstasy
http://www.d20pfsrd.com/magic/all-spells/d/demand
http://www.d20pfsrd.com/magic/all-spells/m/microcosm
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/magic#TOC-lllusion-Glamer
http://www.d20pfsrd.com/magic#TOC-lllusion-Figment
http://www.d20pfsrd.com/magic#TOC-lllusion-Phantasm
http://www.d20pfsrd.com/gamemastering/combat#TOC-Armor-Class
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/magic/all-spells/m/mad-hallucination
http://www.d20pfsrd.com/magic/all-spells/m/mad-hallucination
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-


3

At 7th level, you may choose to cast 
Hallucinatory Terrain instead of Mad 
Hallucination when you use this revelation.  At 
11th level, you may cast Mirage Arcana in 
place of Mad Hallucination.
Enhanced Aptitude (Ex):  Your ability to tap 
into the true reality of the seeming allows you 
to tap into occult skill unlocks more often than 
most.  You gain an additional number of uses 
for each skill unlock that you have at least 1 or 
more ranks in the corresponding skill equal to 
your Charisma modifier (minimum of 1).  The 
additional uses is still limited to the frequency 
defined by the skill unlock (daily or weekly).
Mental Martiality (Ex):  You gain Psychic 
Combatant as a bonus feat and does not 
need to meet the Intelligence prerequisite.  
You must be at least 3rd level before you may 
take this revelation.
Phantom Touch (Su):  As the ancestor mystery 
revelation.  In addition, you may also use this 
revelation in a psychic duel without having to 
expending any MP for the augmentation to 
the attack.
Psychic Fuel (Su):  When using your spells for 
MP for an offensive manifestation, the spells 
are treated as psychic spells in regards to 
the type of damage generated in a psychic 
duel.  When casting a spell you may choose 
to either cast it as a normal divine spell or as 
a psychic spell.  If casting it as a psychic spell, 
you use emotion and thought components 
for the spell rather than verbal or somatic 
components and rules regarding the casting 
of psychic spells apply.
Quickened Conjuring (Sp):  When you cast 
a Conjuration (summoning) spell or create a 
thought-form creature as part of a psychic 
duel, your casting time is a standard action 
rather than a full round action (or 1round for 
creating a thought form creature).
In addition, you may maintain your thought-
form creature with a standard action each 
round rather than a full-round action.  At 11th 
level, you may maintain your thought-form 
creature with a move action each round.  

You must be at least 7th level before you may 
take this revelation.
Seeming (Sp):  You may cast Disguise Self as 
a spell-like ability a number of times per day 
equal to 3 + your Charisma modifier, treating 
your class level as your effective caster level.
At 7th level, you may cast Seeming in place of 
Disguise Self, but may only use this revelation 
once per day when casting Seeming.
Slippery Mind (Su):  You gain a +2 bonus to all 
saving throws versus mind-affecting effects.  If 
you enter a psychic duel, you may initiate the 
Evasive Mind defensive manifestation without 
spending any MP, though the evasion lasts 
only until the beginning of your next turn.
Unconscious Consciousness (Sp):  You can 
cast Dream as a spell-like ability once per 
day.  At 13th level, you may cast Dream Scan  
instead of Dream.  At 15th level, you may cast 
Dream Council instead of Dream.  You must 
be at least 11th level before you can choose 
this revelation.

Final Revelation
At 20th level, you gain the Psychic Combatant 
as a bonus feat.  If you chose the Mental 
Martiality revelation, you gain a number of 
manifestation points equal to your class level 
rather than ½ your class level.
You can also cast Mindscape Door as a 
spell-like ability once per day to enter or exit 
a binary mindscape.  You may even use the 
door to enter the psychic duel between two 
other individuals, but no one else may use the 
door.  If you use the door in this fashion, the 
door vanishes after a number of rounds equal 
to ½ your class level.  If the door disappears 
before you leave the mindscape used for a 
psychic duel, you cannot leave the duel until 
the other two participants agree to leave or 
one of them is reduced to 0 hit points or you 
also have the ability to cast Mindscape Door 
as a spell.
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Other Knotty Works 
Pathfinder compatible 

products
If you enjoyed this product, please check out these other Path-
finder 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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