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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. () “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 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.

15 COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 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.

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.

Player Paraphernalia #92 the Magician (New Archetypes) © 2016, The Knotty-
Works; Author: John Buckley.

d20pfsrd.com. Copyright 2010, John Reyst.

Some art produced from public domain materials found at the British Library
Digital Flickr collection.

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 the compatibility license. Some rights reserved.
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PLAYER PARAPHERNALIA #92

BY THE KNOTTY-WORKS

Welcome to issue ninety-two 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 the Magician. This is an
archetype role designed for use with the bard,
monk, or rogue classes. Focusing on the more
fantastical, but purely extraordinary ability to
confound and amaze audiences with a wide variety
of “magic” tricks and contraptions that make the
impossible seem possible.

Stage Magician (Bard Archetype)

Everyone loves to see the impossible done before
their very eyes. Even in a world where magic
permeates the very air, those that can perform
teats of greater legerdemain are renown just as
well as any arch-wizard. The stage magician plies
his craft for the crowd, using his minor magics

to enhance his tricks for gasps of wonder and
adoration of those amazed at his powers over the
natural world.

Penultimate Showman (Ex)

At 1st level, the stage magician gains a +1
competence bonus to all skill checks involving
Bluff, Disable Device, Escape Artist, Perform
(prestidigitation), and Sleight of Hand. He must
have at least 1 rank in Disable Device or Sleight
of Hand before he may apply this bonus, but these
skills are always class skills for the magician. At
4" level and every four levels thereafter, this bonus
increases by +1.

If the stage magician casts Prestidigitation prior
to using the Sleight of Hand skill, he gains an
additional +1 circumstance bonus when applying
the effects of that skill.

This replaces the bard’s Bardic Knowledge class
teature.

Misdirection (Ex)

The stage magician may spend a standard action
while wielding a melee weapon, wand, or other hand
held “magical” implement to distract an opponent
within reach, while it is being attacked by the stage
magician’s allies. The stage magician does not make
an actual attack, but instead uses either his Bluff' or
Perform (prestidigitation) skill check as an opposed
check versus the opponent’s Sense Motive skill.

If successtul, all other allies threatening the same
opponent are treated as if they were in a flanking
position, even if they locations do not normally
grant flanking. This function only works against
creatures with an intelligence of 3 or higher and
the benefit lasts until the beginning of the stage
magician’s next turn.

The stage magician may perform this action while
being defensive, suffering a -4 penalty to the
opposed check, but increasing his AC by +2 until
the beginning of his next turn.

At 4" level, the stage magician’s misdirection
grants the +2 bonus to all allies using ranged
attacks against the opponent. In addition, while
attempting to use this effect while being defensive,
he only suffers a -2 penalty to the opposed check.

At 8™ level, allies that are actually flanking an
opponent that has been distracted by the stage
magician gain a +4 bonus to their attack rolls
versus that opponent. The stage magician no
longer suffers any penalties to his opposed check
while using this feature defensively.

At 12" level, the stage magician may attempt to
misdirect multiple opponents within reach. The
stage magician makes a single opposed
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check with a -2 penalty for each opponent beyond
the first one that he is attempting to misdirect.
His opposed check is then used against the Sense
Motive skills of all applicable opponents within his
threat range. The stage magician may not attempt
to misdirect multiple opponents defensively.

At 16™ level the stage magician may attempt to
misdirect a single opponent up to 30 ft away.

Or if he is attempting to misdirect multiple
opponents, the stage magician no longer suffers
any penalties based on the number of individuals
he is attempting to misdirect.

At 20" level, the stage magician’s ability to
misdirect is so effortless that he may use a move
action to grant the benefit. He may also use this
benefit defensively while attempting to misdirect
multiple opponents, though the stage magician
does suffer the -4 penalty to the opposed check. If
he attempts to misdirect defensively, any attacks
made by the stage magician suffer a -4 penalty.

This feature replaces the bard’s Countersong,
Suggestion, Dirge of Doom, Frightening Tune,
and Deadly Performance bardic performances.

Death Trap Master (Ex)

The stage magician maintains a very rigorous
regimen to maintain his fitness for performing
death defying tricks such as escaping from water
filled barrels while restrained with manacles or
being buried alive. As a result, the stage magician
gains Endurance as a bonus feat at 1% level. At

4" Jevel and every four levels thereafter, the stage
magician gains an additional +1 bonus applied to
the same effects listed for the +4 bonus granted by
the Endurance feat.

This feature reduces the bard’s total number of
rounds that he may use bardic performance per
day. At 1* level, the stage magician may only use
his bardic performance 2 + his Charisma modifier
times per day. In addition, the stage magician’s
progression is altered so that he only gains a one
additional use at every fourth level (4™, 8" 12,
16™, and 20") instead of 2 uses at those levels.

Street Magician (Monk Archetype)

Acts of amazing agility mixed with close up tricks
of prestidigitation, the street magician
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applies his trade in the view of passersby with

the hopes of gaining a coin or two. Often

joining troupes of traveling performers, the

street magician continually practices his trade to
condition has body to maintain its limber build
and reflexive qualities. Those of exceptional skill
are eagerly sought by patrons and as well as larger
towns and cities for local fairs and festivals.

Streetwise Wonder (Ex)

At 1% level, the street magician gains a +1
competence bonus to all skill checks involving
Acrobatics, Disable Device, Escape Artist, Perform
(prestidigitation), and Sleight of Hand. He must
have at least 1 rank in Disable Device or Sleight

of Hand before he may apply this bonus, but these
skills are always class skills for the street magician.
At 4™ level and every four levels thereafter, this
bonus increases by +1.

This replaces the bonus feat the monk gains at 1*
level.

Misdirection (Ex)

The street magician may spend a standard action to
distract an opponent within reach, while it is being
attacked by the street magician’s allies. The street
magician does not make an actual attack, but instead
uses his Acrobatics or Perform (prestidigitation)
skill to distract the opponent as an opposed check
versus the opponent’s Sense Motive skill. If
successful, all other allies threatening the same
opponent are treated as if they were in a flanking
position, even if they locations do not normally
grant flanking. This function only works against
creatures with an intelligence of 3 or higher and
the benefit lasts until the beginning of the street
magician’s next turn.

The street magician may perform this action
while being defensive, suffering a -4 penalty to the
opposed check, but increasing his AC by +2 until
the beginning of his next turn.

At 4" level, the street magician’s misdirection
grants the +2 bonus to all allies using ranged
attacks against the opponent. In addition, while
attempting to use this effect while being defensive,
he only suffers a -2 penalty to the opposed check.

At 8™ level, allies that are actually flanking an
opponent that has been distracted by the
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street magician gain a +4 bonus to their attack
rolls versus that opponent. The street magician
no longer suffers any penalties to his opposed
check while using this feature defensively.

At 12" level, the street magician may attempt to
misdirect multiple opponents within reach. The
street magician makes a single opposed check with
a -2 penalty for each opponent beyond the first one
that he is attempting to misdirect. His opposed
check is then used against the Sense Motive skills
of all applicable opponents within his threat
range. The street magician may not attempt to
misdirect multiple opponents defensively.

At 16" level the street magician may attempt

to misdirect a single opponent up to 30 ft away.
Or if he is attempting to misdirect multiple
opponents, the street magician no longer suffers
any penalties based on the number of individuals
he is attempting to misdirect.

At 20™ level, the street magician’s ability to
misdirect is so effortless that he may use a move
action to grant the benefit. He may also use this
benefit defensively while attempting to misdirect
multiple opponents, though the street magician
does suffer the -4 penalty to the opposed check. If
he attempts to misdirect defensively, any attacks
made by the street magician suffer a -4 penalty.

This feature replaces the monk’s Stunning Fist
class feature.

Death Trap Master (Ex)

The street magician maintains a very
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rigorous regimen to maintain his fitness for
performing death defying tricks such as being
tied upside down on a lamp post or dropped into
a river while being chained up. As a result, the
street magician gains Endurance as a bonus feat
at 2" level. At 4™ level and every four levels
thereafter, the street magician gains an additional
+1 bonus applied to the same effects listed for the
+4bonus granted by the Endurance feat.

This replaces the bonus feat the monk gains at 2"
level and he does not gain the slow fall ability at
8th 12% and 16" level. Thus the monk’s slow fall
ability is reduced in effectiveness, though he still
gains the ability to fall from any height without
taking any damage as long as he is within arm’s
reach of a vertical surface.

Beguiler (Rogue Archetype)

While being deft of hand and quick responses is a
necessity of any good burglar or pick pocket, the
beguiler takes these skills and uses them to both
entertain and possibly swindle easy marks that
become embroiled in the beguiler’s schemes.

Beguiling Charm(Ex)

At 1% level, the beguiler gains a +1 competence
bonus to all skill checks involving Bluft, Disable
Device, Perform (prestidigitation), and Sleight of
Hand. He must have at least 1 rank in Disable
Device or Sleight of Hand before he may apply
this bonus. At 4™ level and every four levels
thereafter, this bonus increases by +1.

ﬁgﬁgﬁﬁﬁgﬁﬁﬁﬁﬁﬁ [5[? [5? ﬁ;] rf];] é]l? 5%%;1 é,l? =l

A

ATATATATATAFLTATL

& ¢

-
-

Pl



http://www.d20pfsrd.com/skills/sense-motive
http://www.d20pfsrd.com/gamemastering/combat#TOC-Move-Actions
http://www.d20pfsrd.com/gamemastering/combat#TOC-Move-Actions
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Extraordinary-Abilities-Ex-
http://www.d20pfsrd.com/feats/general-feats/endurance---final
http://www.d20pfsrd.com/feats/general-feats/endurance---final
http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Extraordinary-Abilities-Ex-
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Competence-Bonus
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Competence-Bonus
http://www.d20pfsrd.com/skills/bluff
http://www.d20pfsrd.com/skills/disable-device
http://www.d20pfsrd.com/skills/disable-device
http://www.d20pfsrd.com/skills/perform
http://www.d20pfsrd.com/skills/sleight-of-hand
http://www.d20pfsrd.com/skills/sleight-of-hand
http://www.d20pfsrd.com/skills/disable-device
http://www.d20pfsrd.com/skills/disable-device
http://www.d20pfsrd.com/skills/sleight-of-hand

[_?[};-l

ATATRTATAY

L=

R R A

If the beguiler casts Prestidigitation prior to
using the Sleight of Hand skill, he gains an
additional +1 circumstance bonus when applying
the effects of that skill.

This feature replaces the rogue’s trapfinding class
teature.

Misdirection (Ex)

At 2" level, the beguiler may spend a standard
action to distract an opponent within reach,
while it is being attacked by the beguiler’s allies.
The beguiler does not make an actual attack,
but instead uses his Acrobatics or Perform
(prestidigitation) skill to distract the opponent
as an opposed check versus the opponent’s
Sense Motive skill. If successful, all other allies
threatening the same opponent are treated as

if they were in a flanking position, even if they
locations do not normally grant flanking. This
function only works against creatures with an
intelligence of 3 or higher and the benefit lasts
until the beginning of the beguiler’s next turn.

The beguiler may perform this action while being
defensive, suffering a -4 penalty to the opposed
check, but increasing his AC by +2 until the
beginning of his next turn.

At 4™ level, the beguiler’s misdirection grants the
+2 bonus to all allies using ranged attacks against
the opponent. In addition, while attempting to use
this effect while being defensive, he only suffers a
-2 penalty to the opposed check.

At 8™ level, allies that are actually flanking an
opponent that has been distracted by the beguiler
gain a +4 bonus to their attack rolls versus that
opponent. The beguiler no longer suffers any
penalties to his opposed check while using this
teature defensively.

At 12" level, the beguiler may attempt to misdirect
multiple opponents within reach. The beguiler
makes a single opposed check with a -2 penalty

for each opponent beyond the first one that he is
attempting to misdirect. His opposed check is
then used against the Sense Motive skills of all
applicable opponents within his threat range. The
beguiler may not attempt to misdirect multiple
opponents defensively.

At 16" level the beguiler may attempt to

misdirect a single opponent up to 30 ft away. Or if
he is attempting to misdirect multiple opponents,
the beguiler no longer suffers any penalties based
on the number of individuals he is attempting to
misdirect.

At 20" level, the beguiler’s ability to misdirect

is so effortless that he may use a move action to
grant the benefit. He may also use this benefit
defensively while attempting to misdirect multiple
opponents, though the beguiler does suffer the

-4 penalty to the opposed check. If he attempts
to misdirect defensively, any attacks made by the
beguiler suffer a -4 penalty.

This feature replaces the rogue talent gained at 2™
level, 4" level, and every four levels thereafter (8™,
12" 16™, and 20™).

Master Escape Artist (Ex)

The beguiler maintains a very rigorous regimen
to maintain his fitness and flexibility. As a result,
he gains a +1 bonus to any checks involving the
Acrobatics and Escape Artist skills at 3 level.
This bonus increases by +1 at 6™ level and every
three levels thereafter.

This feature replaces the rogue’s trap sense class
teature.

Recommended Rogue Talents

Fast Fingers, Hold Breath, Honeyed Words, Major
Magic, and Minor Magic.

Skills

Perform (prestidigitation): This skill focuses
on the character’s ability to perform mundane
tricks to fool others into he is using magic. This
skill relies on the character’s ability to distract
others and setting up a situation to lead others
into believing that he is truly doing something
magical in effect. This performance relies more
on the character’s ability to capture his audience’s
attention through story and hyperbole and
performing a set of rote effects that lead to the
desired effect. This performance may include
comedy, oratory, and even melodic components
as well as the ability to manipulate gimmicked or
other items used for the performance and pacing
to ensure that the effect comes off as desired.
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OTHER KNOTTY WORKS
PATHFINDER COMPATIBLE
PRODUCTS

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

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