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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 superatural 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 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.
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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. Al
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document © 2000, Wizards of the Coast, Inc; Authors: Jonathan
Tweet, Monte Cook, and Skip Williams, based on material by E. Gary Gygax and Dave
Arneson.

Pathfinder Roleplaying Game Core Rulebook. © 2010, Paizo Publishing, LLC; Author:
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.; Authors: Dennis
Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves,
Tim Hitchcock, Tracy Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom
Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw,
Owen K.C. Stephens, and Russ Taylor.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn.

Pathfinder Roleplaying Game Ultimate Combat. © 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 Fiends © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona,
Chris Pramas, and Robert J. Schwalb.

The Book of Experimental Might. © 2008, Monte J. Cook. Al 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.
Angel, Monadic Deva from the Tome of Horrors Complete © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on
original material by Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors Complete © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on
original material by Gary Gygax.

Daemon, Derghodaemon from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott Greene, based
on original material by Gary Gygax.

Daemon, Guardian from the Tome of Horrors Complete © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on
original material by lan McDowall.

Daemon, Hydrodaemon from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott Greene, based
on original material by Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors Complete © 2011, Necromancer
Games, Inc., published and distributed by Frog God Games; Author: Scott Greene, based
on original material by Gary Gygax.

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

Player Paraphernalia #90 Truly Nature’s Ally (New Archetypes) © 2016, The Knotty-
Works; Author: John Buckley.

d20pfsrd.com. Copyright 2010, John Reyst.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc.. See http://paizo.
com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and

does not endorse this product.

Open Gaming License Copyright © 2007 Wizards of the Coast. All rights reserved, Pathfinder is a registered trademark of Paizo
Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks
of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/

pathfinderRPG/compatibility for more information on
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Welcome to issue ninety of the Player of the Summon Nature's Ally spell increases
Paraphernalia series, short supplements designed by 1 level (culminating with Summon
to offer players new options for use with the Nature’s Ally IX at 17" level).

Pathfinder RolePlaying Game (©Paizo, Inc.). If the lesser animal channeler uses this ability
This issue introduces several new archetypes to summon allies from a lesser list, those
revolving around the diminished or complete loss creatures summoned are tfreated as if the
of spell—casting abilities for the druid, hunter, and lesser animal channeler has the Augmerﬂ'
ranger. Originally a question posed on a facebook  Symmoning feat. If the lesser animal
group site, it seemed like a good test in game channeler has the Augment Summoning
theory and mechanics. feat, the bonus is granted to Dexterity as
well as Strength and Constitution.

Lesser Animal Channeler The lesser animal channeler may only have

(Druid Archeiype) one active Summon Nature’s Ally spell-
L . . . like ability at a time, and if she decides
Finding comfort in the life she may bring 15 se this ability while there are pre-

forth frorr]l nafure, the lesser animal  gyicting summoned animals, the previously
channeler focuses on her ability fo summon ¢ ,mmoned animals immediately vanish

those that aid her in her battle fo maintain - 44 will take no actions during the round
fhe balance of nafure. The lesser animal 4,6 |esser animal channeler initiates this o
channeler forgoes some of primal powers spellike ability.
she may harness to forge powerful and
enduring allies.
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This  feature replaces the Druid’s

o ; Spontaneous Casting of Summon Nature's
Diminished Spell-casting Ally class feature. &

The lesser animal channelernumber of spells Superior Ally Summoning (Ex)
per day for each spell level is decreased

by one. If this reduces the number of spells
to O, the lesser animal channeler gains only
bonus spells granted by her Wisdom score.
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At 4" level, the lesser animal channeler
gains the Superior Summoning feat as a
bonus feat. She does not need to meet
; the prerequisites for the feat and the
Summon Allies (Sp) effect may be applied when she uses her
At 15t level, the lesser animal channeler may Summon Allies class feature or casts the
cast Summon Nature’s Ally | as a spell-ike  Summon Nature's Ally spell.

ability 3 + her Wisdom modifier times per This feature replaces the druid's Resist
day. She only requires a standard actionto  Ngture's Lure class feature.

summon the nature’s ally and the duration =
is 1 minute per level. At 3 level and every
odd level thereafter, the effective level
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http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Standard-Actions
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/feats/general-feats/augment-summoning---final
http://www.d20pfsrd.com/feats/general-feats/augment-summoning---final
http://www.d20pfsrd.com/feats/general-feats/augment-summoning---final
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Extraordinary-Abilities-Ex-
http://www.d20pfsrd.com/feats/general-feats/superior-summoning
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
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L‘f}‘ Greater Animal Channeler reduction. If the greater animal channeler
,>> (Dl’Uid Archeiype) does not have a non-neutral aspect to his
61 alignment, the summoned ally’'s natural
L‘f)( Some druids prefer to immerse themselves attack is not considered aligned. At 16"
info the natural experience, foregoing any level, the summoned animal ally’s natural
ability to cast spells in order to summon more  attacks are treated as adamantine  for
powerful natural allies as well as taking on pPurposes of both hardness and damage
the powerful aspects of those beasts they reduction.

venerate. The greater animal channeler |f the greater animal channeler uses this
learns not only how to alter her own form, but  gpility to summon allies from a lesser list, those
her companions and allies as well. creatures summoned are freated as if the
Spell-less Version greafer animal channeler has the Augment
Summoning feat. If the greater animal
channeler has the Augment Summoning feat,
the bonus is granted to Dexterity as well as
Strength and Constitution.
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The greater animal channeler does not
gain the ability to cast spells, nor does she
have a caster level or use spell trigger or

spell completion magic items without ranks i
in the Use Magic Device skill. The greater animal channeler may only have

X one active Summon Nature's Ally spell-like
Summon Allies (Sp) ability at a fime, and if she decides to use this
At 1¢ level, the greater animal channeler ability while there are pre-existing summoned
gains the ability to cast Summon Nature's animals, the previously summoned animals
Ally I as a spell-like ability a number of times immediately vanish and will take no actions
per day equal to 3 + her Wisdom modifier. during the round the greater animal channeler
The greater animal channeler gains one initiates this spell-ike ability.
additional daily use at 4™ level and every .
third level thereafter fo a maximum of 9 + Wild Aspect (Su) i
her Wisdom modifier at 19" level. She may At 1¢" level, the greater animal channeler
summon her animal allies as a standard May fake on the characteristics of a single
action and the duration is 1 minute per animal as the Animal Aspect spell as a
level of the greater animal channeler. At spell-like ObI|ITy.. She may initiate this ability
39 level and every odd level thereafter, the Qs d move og:hon and the effect lasts for a
effective level of the Summon Nature's Ally humber of minutes equal to her class level.
spell increases by 1 level (culminating with  The greater animal channeler may use this

Summon Nature’s Ally IX at 171 level). ability a number of times per day equal to
2 her class level (minimum of 1).
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At 4™ level, summoned animal allies that )
are normally blocked by Protection from If the greater animal channeler chose an
(Chaos, Evil, Good, or Law), are granted @ @nimal companion for her nature’s bond
saving throw to break through the barrier, feafure, at 3 level, she grants the same
adding the greater animal channeler's 9spPect fo her animal companion as well
Will bonus to the saving throw. At 8" level, Qs long as it is within 30 feet of the greater

the natural attacks of any summoned @nimal channeler. If the greatfer animal
animal ally is treated as silver for purposes channeler chose a domain for her nature’s

of overcoming damage reduction. At 12 bond, she may gror_w’r one ally within 30 feet
level, the natural attacks of any summoned the chosen aspect instead.

animal ally is tfreated as magic and aligned At 5 level, the greater animal channeler’s
(based on the non-neutral aspect of the ability to alter herself or others improves
greater animal channeler’s alignment) for to either allow her to select two aspects
the purposes of overcoming damage B or gain the aspect of a more exofic

\B§ /.

ONZ RO

A
N\
——

x

)

L\

| BN

NZ%

-
-
P
.

-
-
S

C ool
.

-
-
S

—
/.

-
-
S

—
4
-
-
e

~
”

.
-
S

Ul
74
-
-
S

oo
4
-
-

NS
\

N
A\\\/ ll\,

i

v/
‘- AN )\
0\, m\\/l\w

BN,

]

A R U Lo N Lo g L e &

/AN
S

N7

'\\‘& I'\\‘N

| D)

BN

i

NS
4

HONYZ D

Nt

l«‘u ' ,\l N
XX
~\S

AN
N
A

)
y i 2 N N\,
- e { / )
—-‘ Y/ (O N
I )

AL A AL/ PN S
AL\ \JE/NPE /N
»

3 <E = - — > ( SZ== 7 | <
N O\~ = ‘ ) YA .
A{(K'\A /f(JZJ\, N/ s A N R

AN

N7

(N


http://www.d20pfsrd.com/skills/use-magic-device
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Standard-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Standard-Actions
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/magic/all-spells/p/protection-from-evil
http://www.d20pfsrd.com/magic/all-spells/p/protection-from-evil
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Damage-Reduction
http://www.d20pfsrd.com/feats/general-feats/augment-summoning---final
http://www.d20pfsrd.com/feats/general-feats/augment-summoning---final
http://www.d20pfsrd.com/feats/general-feats/augment-summoning---final
http://www.d20pfsrd.com/magic/all-spells/s/summon-natures-ally
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/magic/all-spells/a/animal-aspect
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Move-Actions
http://www.d20pfsrd.com/classes/core-classes/druid/animal-companions
http://www.d20pfsrd.com/classes/core-classes/druid/animal-companions
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animal as the Greater Animal Aspect spell. standard action and the durationis 1 minute
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She may apply this effect to both herself
and her animal companion or ally based
on her nature’s bond.

At 7™ level, the greater animal channeler
may spend one of her daily uses of her
Summon Allies to grant her chosen aspects
to all allies within 30 feet, including her
animal companion if applicable. At 9"
level, this effect also includes any familiars
and animal companions of allies within 30
feet as well.

per level of the lesser feral summoner. At
3@ level and every third level thereafter, the
effective level of the Summon Nature’s Ally
spell increases by 1 level (culminating with
Summon Nature’s Ally VIl at 18" level).

If the lesser feral summoner uses this ability
to summon allies from a lesser list, those
creatures summoned are freated as if the
lesser feral summoner has the Augment
Summoning feat. If the lesser feral
summoner has the Augment Summoning

~
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feat, the bonus is granted to Dexterity as

The greater animal channeler may choose o
well as Strength and Constitution.

three normal animal aspects or two exotic
animal aspects (as listed for the Greater The lesser feral summoner may only have
Animal Aspect spell) at 12" level when she one active Summon Nature’s Ally spell-
initiates this feature. And at 15" level, she like ability at a time, and if he decides
may choose four normal animal aspects or to use this ability while there are pre-
three exotic animal aspects. existing summoned animals, the previously

The greater animal channeler may use this  SUmmoned animals immediately vanish
feature while she is fransformedinto another  @Nd will fake no actions during the round
form via her Wildshape feature, but only if ’(he Ies§_er feral summoner initiates this spell-
she is fransformed into an animal type. She like ability.

may not extend the effect to others while If the lesser feral summoner also has the
using this feature while transformed. feral hunter archetype, those features
from the feral hunter archetype apply to
the animals summoned by the lesser feral
summoner.
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Lesser Feral Summoner
(Hunter Archetype)

There are some hunters that not only find Greater Feral Summoner

bond Wifh a single animal, but find a certain (Hunter Arche’rype)

comfort in larger pacts. The lesser feral

summoner willingly accepts limitations on There are some hunters that not only find

powers granted by the spirits of nature to bond with asingle animal, but find a certain

call forth these allies when needed. comfort in larger pacts. These wilderness
o e . ) . warriors forgo any connection to higher

U EEE] R FEEEIE powers that grant the ability to cast spells

The lesser feral summoner number of spells in order to summon animals that appear in
per day for each spell level is decreased times of need.

by one. If this reduces the number of spells
to O, the lesser feral summoner gains only
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Summon Allies (Sp)

bonus spells granted by his Wisdom score. At 1 level, the greater feral summoner

. gains the ability to cast Summon Nature's
S G ) : Ally I as a spell-like ability a number of times
At 1*' level, the lesser feral summoner gains  per day equal to 3 + his Wisdom modifier.
the ability to cast Summon Nature's Ally I The greater feral summoner gains one
as a spell-like ability a number of fimes per  gdditional daily use at 4" level and every

day equal fo 3 + his Wisdom modifier. He third level thereafter to a maximum of 9
may summon his animal allies as a -
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+ his Wisdom modifier at 19" level. He may If the greater feral summoner also has the
summon his animal allies as a standard feral hunter archetype, those features from
action and the duration is 1 minute per the feral hunter archetype apply to the
level of the greater feral summoner. At 3¢ animals summoned by the greater feral
level and every odd level thereafter, the summoner.

effective level of the Summon Nature's Ally - 1nis gbility replaces the hunter's spell casting
spell increases by 1 level (culminatfing with gty including orisons. The greater feral
Summon Nature's Ally IX at 17" level). summoner does not gain the ability to cast
At 4" level, summoned animal allies that spells, nor does he have a caster level or
are normally blocked by Protection from use spell trigger or spell completion magic
(Chaos, Evil, Good, or Law), are granted a items without ranks in the Use Magic Device
saving throw to break through the barrier, skill.

adding the greater feral summoner’s Will

bonus to the saving throw. At 8" level, Natural Summoner

the natural attacks of any summoned
animal ally is treated as silver for purposes (Ranger ArChetype)

of overcoming damage reduction. At 12" while many rangers find their spell casting
level, the natural attacks of any summoned an invaluable aid, there are some that
animal ally is reated as magic and aligned  focus on the aspect of summoning allies
(oased on the non-neutral aspect of the agbove all other spells. These natural
greater feral summoner's alignment) for symmoners learn to forgo normal spell
the purposes of overcoming damage casting to summon stronger allies that
reduction. If the greater feral summoner endure for a longer period of time than
does not have a non-neutral aspect to his  normal summoned allies.

alignment, the summoned ally’'s natural .
attack is not considered aligned. At 16" Summon Allies (Sp)

level, the summoned animal ally’s natural At 4" level, the natural summoner may cast
attacks are treated as adamantine for Summon Nature’s Ally | as a spell-like ability
purposes of both hardness and damage a number of times per day equal to 3 + his
reduction. Wisdom modifier. He may summon allies
as a standard action and the duration is 1
minute per level of the natural summoner.
At 7" level and every three levels thereafter,
the effective level of the Summon Nature’s
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If the greater feral summoner uses this ability
tfo summon allies from a lesser list, those
creatures summoned are treated as if the

greater feral summoner has the Augment . o
summoning feat. If the greater feral Ally spell increases by 1 level (culminating

summoner has the Augment Summoning with Summon Nature's Ally VI at 19th level).

feat, the bonus is granted to Dexterity as If the natural summoner uses this ability
well as Strength and Constitution. to summon allies from a lesser list, those
creatures summoned are treated as if
the natural summoner has the Augment
Summoning feat. If the natural summoner
has the Augment Summoning feat, the
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The greater feral summoner may only have
one active Summon Nature'’s Ally spell-
like ability at a time, and if he decides
to use this ability while there are pre- X 3
existing summoned animals, the previously ©ONUs is granted fo Dexferity as well as
summoned animals immediately vanish Srength and Constitution.
and will take no actions during the round The natfural summoner may only have
the greater feral summoner initiates this one active Summon Nature’s Ally spell-
spell-like ability. like ability at a time, and if he decides
to use this ability while there are pre-
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existing summoned animals, the previously
summoned animals immediately vanish
and will take no actions during the round
the natural summoner initiates this spell-like
ability.

This feature replaces the ranger’s ability to
cast spells. The natural summoner does not
gain the ability to cast spells, nor does he
have a caster level or use spell trigger or
spell completion magic items without ranks
in the Use Magic Device skill.
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Wildling (Ranger Archetype)

There are those that become so focused
on the nature about them, that overtime
they become one with it in the literal sense.
The wildling gains the ability to take on
animalistic characteristics and eventually
transform into the very creatures he
protects.

Nature’s Bond (Ex)

The wildling gains a close bond with an
animal companion at 4" level. He may
select any animal companion that may be
chosen by a druid that is acceptable to the
environment the wildling has chosen for his
first favored ferrain. His animal companion
gains the wildling’'s favored enemy and
favored terrain bonuses and gains other
abilities as the druid animal companion,
treating the wildling's effective druid level
equal to his own class level - 3.

This replaces the ranger’'s Hunter's Bond
class feature.

Wild Shape (Su)

At 4" level, the wildling may turn himself into
asmallormedium animal once aday as the
Beast Shape | spell. The duration lasts for a
number of hours equal to half the wildling’s
class level or until he chooses to return to his
normal form. The transformation requires
a standard action, but does not provoke
attacks of opportunity. The wildling loses
the ability to speak while in animal form,
but he can communicate normally with
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other animails of the same general species
or genus.

At 7™ level, the wildling gains the ability to
turn himself into a tiny or large animal as
the Beast Shape Il spell. At 10™ level, the
wildling gains the ability to turn himself into
a diminutive or huge animal as Beast Shape
Il or a small or medium sized plant creature
as Plant Shape I. At 13" level, the wildling
may change his form into large plant
creature as the Plant Shape Il spell. The
wildling cannot transform info a magical
beast, with the Beast Shape Il spell effect,
just a natural animal.

At 6™ level and every even level thereafter,
the wildling gains an additional fime that he
may change back into an animal after he
resumes his normal form, though the total
duration does not change. This feature
counts as a prerequisite for any feat that
requires the Wild Shape class feature.

This feature replaces the ranger's ability
to cast spells. The wildling does not gain
the ability to cast spells, nor does he have
a caster level or use spell trigger or spell
completion magic items without ranks in
the Use Magic Device sKill.

New Feats

Extra Summons

You have learned to call forth allies of
nature more often through the day.
Prerequisite: Summon Allies class feature.

Benefit: You gain 2 additional uses of your
Summon Ally feature per day.
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PATHFINDER COMPATIBLE
PRODUCTS

If you enjoyed this product, please check out these other
Pathfinder supplements produced by the Knotty Works.
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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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