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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
(9) “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
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> 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
3 | 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.

Welcome to issue ninety-five of the Player

- Paraphernalia series, short supplements designed to
offer players new options for use with the Pathfinder
RolePlaying Game (©Paizo, Inc.). This issue focuses
on concentration, or concentrates on focusing. New

¢« spells and feats to aid the arcane caster in times of

danger or catastrophe.

Focusing on the Matter at Hand

- Spellcasters are at the most vulnerable
while actually casting their spells of defense
or destruction. Requiring a high degree of
concentration is a must for any caster that

7 finds  himself facing an opponent, harsh

weather, or even a bumpy ride. Any sort
of aid that grants the spellcaster the ability
to concentrate effectively while casting is
[ invaluable. While there are a few spells and
feats that were designed to aid the caster in
successfully working through the distractions,
the following options expand your character’s
[ ability to successfully cast a spell while dealing
with almost any sort of distraction.

New Spells

Arcane Equilibrium

School abjuration
Level magus 2, sorcerer / wizard 2, witch
2 [

Casting Time 1 standard action
Components V, S, M (wax coated berry)
Range personal

Target you

Duration 1 minute/level

Saving Throw none

Spell Resistance no

You gain a +1 competence bonus to any
concentration checks, or +2 when casting

a spell defensively. The competence bonus
increases by +1 (+2 while casting defensively)
at 5" level and every five levels thereafter.

Focus

School abjuration

Level magus 0, sorcerer / wizard 0, warpriest
0, witch 0

Casting Time 1 standard action

Components V

Range touch

Target one living creature

Duration 1 minute or until discharged

Saving Throw Will negates (harmless)

Spell Resistance yes

You grant a +1 competence bonus to a
single concentration check for the person
touched for the duration of the spell. A
recipient of the spell is only effected by
one such use of this spell at a time, casting
&) o the spell on the same individual while

e\
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under the effects of Focus will only extend
the duration of the spell based on the last
time the spell was cast on the recipient.

New Feats

The following feats may be used in
conjunction with the Uncanny Concentration
or Combat Casting feats or other effects that
< grant a bonus to a caster’'s concentration
check as long as the bonus type is different
or undefined. The wizard may choose any of
these feats as one of his bonus feats as long

- as he meets the prerequisites for the feat.

Arcane Focus

= times.

You have trained extensively in focusing your

% mind and spirit regardless of the physical

reality about you.

Prerequisites: Minor Arcane Focus, Cast 1+
level or higher arcane spells, Constitution 13+

* Benefit: You gain arcane focus as a standard
action, granting a +2 competence bonus to
any concenfration checks, and lasts until the
focus is spent. You may spend your arcane

5T focus as a swift action to automatically

succeed a single concentration check
regardless of the situation.

. Arcane Focus Specialization

Choose a spell that you have applied
the Spell Specialization feat. You easily
concentrate while casting that spell while

<= you have arcane focus.

Prerequisites: Arcane Focus, Spell Specialization

Benefit: You automatically make any
.. concentration checks while casting the
© spell chosen for this feat as long as you have
arcane focus.

Special: You may take this feat multiple
You must choose a different spell

each time.
Arcane School Focus

Choose one school of magic for which you
have applied the Spell Focus feat. You also
have the ability to bolster your concentration
while casting spells of that school.

Benefit: You gain a +2 competence bonus
to any concentration checks while you have

arcane focus from the chosen school when

this feat is selected. This bonus does stack
with the bonus from Arcane Focus.

Special: You may select this feat multiple

times, but it does not stack with itself for the =

same school. Each time you take this feat ,
it applies to a different school of magic that
you have the requisite Spell Focus feat.

Greater Arcane School Focus

Choose one school of magic for which you
have applied the Greater Spell Focus feat

and the Arcane School Focus. You also have =

the ability to bolster your concentration while
casting spells of that school.

Prerequisites: Arcane Focus, Arcane School
Focus, Greater Spell Focus

Benefit: You gain a +2 competence bonus
to any concentration checks while you
have arcane focus from the chosen school |
when this feat is selected. This bonus does
stack with the bonus from Arcane Focus and
Arcane School Focus.

o Special:  You may select this feat
% . multiple times, but it does not stack
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. Prerequisites:

o

" with itself for the same school. Each time you
take this feat, it applies to a different school
of magic that you have the requisite Greater
Spell Focus feat.

Greater Metamagic Focus

You can apply one known metamagic effect
by expending your arcane focus.

Arcane Focus, Metamagic
Focus, at least one metamagic feat with a
+2 effective level increase, Spellcraft 10 or
more ranks.

Benefit You may expend your arcane
focus to spontaneously apply one known
metamagic feat with an effective level

& increase of +2 to a spontaneous or prepared

spell without having to pay for the effective
spelllevelincrease. The spell takes more time
to cast similarly to applying a metamagic
feat to a spontaneously cast spell.

Note: You may apply other metamagic feats
to prepared spells as normal before applying
this feat as long as the effect is not the same.
You may not use this feat while applying a
metamagic feat to a spontaneously cast
spell.

Metamagic Focus

You can apply one known metamagic effect
by expending your arcane focus.

Prerequisites: Arcane Focus, at least one
metamagic feat with a +1 effective level
increase, Spellcraft 5 or more ranks.

Benefit: You may expend your arcane
focus to spontaneously apply one known
metamagic feat with an effective level
increase of +1 to a spontaneous or prepared
spell without having to pay for the effective
spelllevelincrease. The spell takes more time |
to cast similarly to applying a metamagic
feat to a spontaneously cast spell.

Note: You may apply other metamagic feats

to prepared spells as normal before applying

this feat as long as the effect is not the same.
You may not use this feat while applying a
metamagic feat to a spontaneously cast
spell.

Minor Arcane Focus

You have learned to momentarily look past
your situation to gain clarity while harnessing .
arcane energies.

Prerequisites: Cast 15" level or higher arcane
spells, Constitution 11+

Benefit: You gain arcane focus as a swift
action, granting you a +2 competence
bonus on a single concentration checks
made that round.

Quickened Arcane Focus

You can achieve arcane focus more quickly
through extended fraining.

Prerequisites: Arcane Focus, Constitution 15+

Benefit: You can achieve arcane focus as a
move action and expend it as a free action.

Smooth Spellcasting [Metamagic]

You can cast your spells while avoiding the
blows of your opponent.

Prerequisites: Dexterity 13+

Benefit: You do not provoke attacks of
opportunity while casting a spell enhanced
with this metamagic effect.

Level Increase: +2 (a spell cast with smooth |
spellcasting uses a spell slot two levels higher |
than the spell’s actual level).
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&k If you enjoyed this product, please check out these other

| Pathfinder supplements produced by the Knotty Works.

‘T 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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