Bokor

A base class for the Pathfinder Roleplaying Game

Chart 1-1 The Bokor

Base
Attack
Character | Bonus | Fort | Ref [ Will Maximum Soul | Maximum
Level Ward HP Spell Level
Save | Save | Save Special
1t +0 +0 +0 +2 Soul ward, soul drain 1d4 1st
2nd +1 +0 +0 +3 Animate dead -
3 +1 +1 +1 +3 Soul drain 2d4 2nd
4t +2 +1 +1 +4 Consume soul 10 -
5th +2 +1 +1 +4 Soul drain 3d4 15 3
6t +3 +2 +2 +5 22 -
AL +3 +2 +2 +5 Soul drain 4d4 30 4t
8th +4 +2 +2 +6 Undead master 40 -
gth +4 +3 +3 +6 Soul drain 5d4 51 5t
10t +5 +3 +3 +7 Create greater undead 63 -
11t +5 +3 +3 +7 Soul drain 6d4 78 6t
12t +6/+1 +4 +4 +8 94 -
13t +6/+1 +4 +4 +8 Soul drain 7d4 111 7t
14% +7/+2 +4 +4 +9 Create greater undead 130 -
15t +7/+2 +5 +5 +9 Soul drain 8d4 135 8t
16" +8/+3 +5 +5 +10 172 -
17t +8/+3 +5 +5 +10 Soul drain 9d4 195 gth
18t +9/+4 +6 +6 +11 220 -
19t +9/+4 +6 +6 +11 Soul drain 10d4 244 -
20t +10/+5 16 +6 +12 Grand bokor 270 -

Soul Ward (Su)

An intangible field of siphoned soul energy protects a bokor from destruction. This ward has a maximum number of hit
points as indicated on Table 1-1: The Bokor, but starts at half this amount each day. A bokor’s soul ward only lasts 24
hours due to a connection the ward has with the solar/lunar cycles (a soul ward cannot be formed during an eclipse).
Each day a bokor must take 1 hour to reform his soul ward. At this time he may select the spells he has prepared that
day. A soul ward may only be restored health by the soul drain & consume soul class features (not by normal or magical

healing for example).

Whenever a bokor would be reduced below 1 hit point, all damage in excess of that which would reduce it to 1 hit point
is instead dealt to its soul ward. If this damage reduces the soul ward to fewer than 0 hit points, the bokor can be re-
duced below zero hit points. If a soul ward is broken, it takes 1 hour to restore the ward. A soul war functions in a similar

way to the special ability of a creature with the ravener template.
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Chart 1-2 Bokor Spells Known
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Spells

Unlike other magic casters, a bokor does not have spell slots. Instead, whenever the bokor wishes to cast any one of his
spells known, he consumes a number of hit points from his soul ward equal to the spell slot level necessary to cast the
spell (including increased levels for metamagic feats and so on). If the soul ward has insufficient hit points, the bokor can-
not cast that spell. Casting a spell that reduces its soul ward to exactly 0 hit points does not harm the bokor (though most
are not comfortable without this buffer of soul-energy and try to replenish it quickly).

A bokor’s selection of spells is extremely limited. A bokor begins play knowing four 1st-level spells of his choice. At each
new bokor level, he gains one or more new spells, as indicated on Table 1-2: Bokor Spells Known. (The number of spells
a bokor knows is not affected by his Intelligence score; the numbers on Table: Bokor Spells Known are fixed.) These new
spells can be common spells chosen from the sorcerer/wizard spell list, or they can be unusual spells that the bokor has
gained some understanding of through study.

Upon reaching 4th level, and at every even-numbered bokor level after that (6th, 8th, and so on), a bokor can choose to
learn a new spell in place of one he already knows. In effect, the bokor loses the old spell in exchange for the new one.
The new spell’s level must be the same as that of the spell being exchanged. A bokor may swap only a single spell at any
given even level, and must choose whether or not to swap the spell at the same time that he gains new spells known for
the level.

Unlike a wizard or a cleric, a bokor need not prepare his spells in advance. He can cast any spell he knows at any time,
assuming he has remaining hit points in his soul ward.

Copyright 2012 Little Red Goblin Games LLC



Soul Drain (Su)

The bokor may make an attack with his soul drain blast as a standard action. A soul drain is a blast of unholy energy that
functions as a ranged touch attack that drains health from its target. The bokor’s soul drain deals 1d4 unholy damage

at first level and an additional 1d4 damage every two levels thereafter. A soul drain has a range increment of 60 feet

and a X2 critical modifier. A bokor can only make one such attack per round. A creature hit by a soul drain must pass a
Fortitude (DC = 10 + 1/2 bokor level + Intelligence Modifier) save or take one negative level. If a creature takes a negative
level from soul drain, this adds a number of hit points to the bokor’s soul ward equal to the creature’s Hit Dice to the soul
ward of the bokor.

Animate Dead (Su)

At 2" level a bokor use his stolen soul energy to animate corpses. He can pay an amount of Hit Points from his soul ward
equal to a dead creature’s HD to reanimate it as if by animate dead as a spell like ability. At 10t level he can use create
undead in the same fashion and at 14" level create greater undead.

Consume Soul (Su)

At 4™ level, when a living creature within 30 feet of a bokor drops below zero HP, that creature’s soul can be taken and
captured. As an immediate action to a creature being dropped below zero hit points, a bokor can consume the soul of a
dying creature if it fails a Will save (DC equal to 10 + 1/2 bokor level + Intelligence modifier). This adds a number of hit
points to the bokor’s soul ward equal to the dead creature’s Hit Dice. Creatures that have their souls consumed in this
way can only be brought back to life through miracle, true resurrection, or wish.

Undead Commander (Ex)
At 8™ level your caster level is considered to be 3 higher for the purposes of determining what kind of undead you can
create with your animate dead, create undead, and create greater undead spells.

Grand Bokor (Ex)

At 20t level a bokor can chose to perform a ritual (costing 1,000gp) to transform them into a Juju Zombie (as described
as in the Pathfinder Bestiary 2) with the following notes. Their alignment doesn’t need to be evil, they are perfectly
intelligent and even retains a degree of grace and poise. A bokor can choose not to becomes a juju zombie or may delay
doing the ritual as long as it wishes.
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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. Offer 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 and
the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game https://
www.assembla.com/spaces/little-red-goblin-games/documents/dP1tog AVCrdyi_acwqjQYw/
download/dP1togAVCrdyi_acwqjQYw

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 © 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 Roleplaying Game Core Rulebook. © 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

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