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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 ch spells, enct 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 Identity: You agree not to Use any Product Identity, including as an indication as

to compatibility, except as expressly licensed in another, independent Agreement with the owner of
each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with

any Trademark or Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of such Trademark

or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute

a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the
work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License.
You may use any authorized version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name
of any Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with
respect to some or all of the Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and
fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be

reformed only to the extent necessary to make it enforceable.
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PLAYER PARAPHERNALIA #91

BY THE KNOTTY-WORKS

‘Welcome to issue ninety-one of the Player
Paraphernalia series, short supplements designed
to offer players new options for use with the
Pathfinder RolePlaying Game (OPaizo, Inc.).
This issue introduces Joshua Hennington’s
original concept, the Metamorphosis oracle
mystery. Built upon the bones of the eidolon’s
evolutions, this mystery grants the character the
ability to completely transform herself based on
her whims and desires.

Metamorphosis

Some have a unique gift to tap into powers
that alter their bodies in unimaginable
ways. Oracles that harness the mystery of
Metamorphosis, channel their power in a
myriad of ways, transforming into creature
from their dreams or nightmares, if only for
a few moments at a time.

Evolution Pool

The revelations of this oracle mystery focus
on evolutions, temporarily altering her body
inaway thatsuitsher. Known asan evolution
pool, these evolutions help guide her along
the path to frue metamorphosis. As a swift
action, the oracle may grant herself up
to 2 points of evolutions chosen from the
list of evolutions granted to a summoner’s
eidolon. This amount increases by 1 at 7"
level, 13" level, and 19" level. The oracle
is limited in the evolutions she may choose,
based on revelations she has selected.

The oracle can tap into her evolution pool a
number of times per day equalto 1 + 2 her
class level, maintaining the evolutions for a

number of minutes equal to her Charisma
modifier each time.

She may not have more natural attacks
from her chosen evolutions than an eidolon
of her equivalent level. For the purpose of
these evolutions, a humanoid metamorphic
is tfreated as a biped eidolon with the
limbs (arms) and limbs (legs) evolutions. In
order to access certain evolutions (such as
sting and tail slap), the oracle must have
prerequisite evolution.

Class Skills

An oracle with the metamorphic mystery
adds Bluff, Intimidate, Perception, and
Stealth to her list of class skills.

Bonus Spells

Monkey Fish (2"¢), Lesser Evolution Surge
(4™), Adjustable Disguise (6"), Evolution
Surge (8™M), Baleful Polymorph (10™M),
Polymorph (12"), Greater Evolution Surge
(14™), Frightful Aspect (16™), Shapechange
{{:8m)%

Note: When casting evolution surge spells,
you may only apply known evolutions.

Revelations

An oracle with the Metamorphosis mystery
can choose from any of the following
revelations.

Natural Evolutions (Su)

You gain access to the Bite, Claws, Hooves,
Improved Natural Armor, Pincers, Slam, and
Tail evolutions in your evolution pool.
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Disjointed Wings (Su)

You grow bizarre wings that take on a form
you choose from your back. You gain a fly
speed equal to your base size. If you are
medium sized or smaller, you have good
maneuverability; for each size larger you
are than medium, the maneuverability
worsens by one step.

You also gain the Flight evolution in your
evolution pool, but it can only be used to
change your flight to magical or increase
your speed while flying.

In addition, the Wing Buffet evolution is
added to your evolution pool. You must
be at least 71" level before selecting this
revelation.

Elemental Attunement (Ex and Su)

You gain energy resistance 5 to a single
energy type, chosen when you select this
revelation (acid, cold, electricity, fire, or
sonic). If you are 5" level or higher, your
resistance increases to 10 and you gain
access to the Energy Attacks evolution in
your evolution pool, but it must correspond
to the energy chosen for your resistance.
This evolution may only be applied to
natural attacks gained through evolution
pool. At 10" level, your energy resistance
increases to 15, and 20 at 15™ level.

You may add Immunity to your evolution
pool at 7" level, but it only applies to the
energy type you have chosen for this
revelation.

Evolution Focus (Su)

Your evolution pool is more potent, gaining
gain two additional evolution points at 11"
level and 16™ level. You must be 111" level
to select this revelation.

Heightened Senses (Su)

You gain darkvision 60 ft and scent. If you
already have darkvision, its range increases
by 30 ft, and if you already have scent, its
range doubles.

At 71 level,

you gain the Blindsense
and Tremorsense evolutions in your

evolution pool. Af 11" level, you gain the
Blindsight evolution in your evolution pool.

Maneuver Mastery (Su)

You gain access to the Grab, Magic
Altacks, PullsRushzReachZSiing . TailsSlap
and Trip evolutions in your evolution pool.
At 7" level, you gain access to the Rake,
Rend and Trample evolutions in your
evolution pool.

Morphic Minion (Ex)

You gain the Familior Bond as a bonus
feat regardless of the Iron Will prerequisite.
In addition, the chosen familiar is highly
mutable, with 2 evolution points that may
be used to grant it one or more evolutions.
You may change these evolutions at the
beginning of each day after eight hours
of rest. In addition you may apply points
from your evolution pool to the familiar.
Evolution points taken from your evolution
pool for your familiar are not available for
your own evolutions.

Any evolutions granted to your familiar
must be chosen from your evolution
pool. However, you may not apply the
large evolution to your familiar, you may
grant your familiar the Flight evolution.
Your familiar counts as an eidolon for the
purpose of evolution surge spells, but the
restrictions on these spells that you follow
are unchanged.

This revelation qualifies in regards to any
feats that require a familiar, and you may
choose Improved Familiar Bond without
the Iron Will prerequisite. If you choose the
Evolved Familiar feat, chosen evolutions
must come from your evolution pool.

You must be at least 7" level to take this
revelation.

Size Enhancement (Su)

You gain access fo the Large evolution in
your evolution pool. You must be at least
13" level to select this revelation.
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Unnatural Movement (Su)

You gain access to the Climb, Gills, Limbs,
and Swim evolutions in your evolution
pool. At 11™ level, you also gain access
to the Burrow and Web evolutions in your
evolution pool.

Incredible Resilience (Su)

You gain access to the Fast Healing and
Spell Resistance evolutions in your evolution
pool. You must be atleast 11" |level to select
this revelation.

Final Revelation

You become a master of awakening the
ever-changing beast within. You gain the
ability to use your evolution pool at will. You
may also change your form as a standard
action that does not provoke attacks of
opportunity. You may choose to take the
form of a known animal, humanoid, or plant
type ranging in size from tiny to huge as

Gary Dupuis

desired. You may choose to take the form
of a known small or medium elemental,
magical beast or monstrous humanoid up
to 3 times per day. And you may choose to
take the form of a large or huge giant type
or a small or medium sized dragon once
per day.

You gain the physical characteristics of
the form chosen, but your ability scores,
hit dice, saving throws, and other class or
racial features do not change. You gain
any natural attacks and the natural armor
bonus of the form chosen. You may not
access your evolution pool while in an
altered form.

There is no limitation on the duration
once you assume a new form. If you are
reduced to 0 or fewer hit points, become
unconscious, or are killed, you immediately
revert back to your original form.
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If you enjoyed this product, please check out these other
Pathfinder supplements produced by the Knotty Works.

Each of the Spell Works Compendiums offer
over fifty new and unique spells. Advancing
with Class supplements offer new abilities for
existing classes or introduce a new class with
unique mechanics for the Pathfinder game.
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