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H Bose DLass For THE PoTHrinDEr RoLEPLAEYING HoME

Masters of kinetic energy, vectors tap into a branch of
magical study known as “kineomancy”. They are able
to manipulate some the fundamental forces of the
universe. This affords them a high degree of control
over movement, gravity, and directionality. They can
manipulate their own personal gravity, create magical
marks that change or rebound forces, and blast away
with pure kinetic force.

The nature of those who become vectors are as varied
as there are stars in the sky, each bringing their own
spin on the art, but all must study the art in some
formal way for a time. This is either done in magical
institutions, handed down master-apprentice, or
though personally directed long-term study using a
manual or other sort of guide.

Hrr Do D8,

EHEPIRATIONS

Accelerator (A Certain Magical Index), Speedball
(Marvel Comics), Medusa Gorgon (Soul Eater),
Juggernaut (Marvel Comics), Kraft Work (JoJo's
Bizarre Adventure), Hisoka Morow (Hunter x
Hunter), Rocket (DC Comics)

FoLeE:

Vectors are competent battlefield controllers. They can
augment their allies abilities, sew chaos in the enemy
ranks, force enemy movement, and defend allies (and
themselves) in unique ways.

HLIGMMENT: EHNY

Vectors tend to wear their chaotic or lawful alignment
on their sleeve a bit. Lawful vectors are mathematical,
hyper-logical, and highly scientific about their
approach. They calculate every angle, analyze every
variable, and measure every inch before making a
move. Chaotic vectors are all gut and instinct, relying
on quick thinking and improvisation to see them
through. Both approaches are sound and each has
their strengths and weaknesses.

ZTorTIiNG MHEsLTHS

3d6 x 10 gp (average 105 gp.). In addition, each
character begins play with an outfit worth 10 gp or
less.

FLASs BriLLsS

The vector’s class skills are Acrobatics (Dex), Climb
(Str), Craft (Int), Fly (Dex), Perception (Wis), Ride
(Dex), Swim (Str), and Use Magic Device (Cha).
Skill Ranks per Level: 4 + Int modifier.

Zigss Featuras

The following are the class features of the vector.

HMeaporn and &raoe
ProfFicigmndoy:

The vector is proficient with all simple weapons, light
armor, and shields (excluding tower shields).



Tablg i-—-1: Thea Yectaor

EvEL | BaseE Htrecw Fort | RerF | WiLw BPECIAL
EoNus ZAVE | BavE | Save
Ist +0 +0 +0 1) Kinetic blast, kinetic energy, school of
thought, vector mark

and +1 +0 +0 +3 Kineomancy power

3rd +2 +1 +1 +3 Inertia absorption (DR 1)

4th +3 +1 +1 +4 Kineomancy power, flair

sth +3 +1 +1 +4 School of thought

6th +4 +2 +2 +5 Inertia absorption (DR 2), kineomancy
power

7th +5 +2 +2 +5 Detect movement, flair

8th +6/+1 +2 +2 +6 Kineomancy power

oth +6/+1 +3 +3 +6 Inertia absorption (DR 3)

10th +7/+2 +3 +3 +7 Kineomancy power, flair

11th +8/+3 +3 +3 +7 School of thought

12th +9/+4 +4 +4 +8 Inertia absorption (DR 4), Kineomancy
power

13th +9/+4 +4 +4 +8 Flair

14th +10/+5 +4 +4 +9 Kineomancy power

15th +I1/+6/+1 +5 +5 +9 Inertia absorption (DR 5)

16th +12/47/+2 +5 +5 +10 Kineomancy power, flair

17th +12/+7/+2 +5 +5 +10 School of thought

18th +13/+8/+3 +6 +6 +11 Inertia absorption (DR 6), kineomancy
power

19th +14/+9/+4 +6 +6 +11 Flair

20th +15/+10/+5 +6 +6 +12 Kineomancy power, master of

movement, school of thought




SIDEEAR! SMosHING DREATURES

INTo DTHER THINGS

Vectors love to throw creatures into walls, death
traps, and into other hazardous places. Their forced
movement is allowed to move creatures into
hazardous, even deadly, things. The rules are a little
vague on smashing creatures into solid surfaces
however. As such, here are the rules that govern
vector abilities that do just that:

Creatures take 1d6 points of damage per 10 feet fallen
or thrown, to a maximum of 20dé. In addition, the
creature takes the value of the hardness of the material
of the surface (Example: Stone is listed as having a
hardness of 8, A character flug 30 feet into a stone wall
would take 3d6 + 8). This damage is considered lethal
unless otherwise noted. Creatures that take lethal
damage from this land in a prone position. A creature
may attempt a DC 1§ Acrobatics check as a free action
to land non-prone.

This is in addition to any damage the surface might
cause (i.e spikes, fire, etc).

SIDEERAR! SMosHING DREATURES

INTo LITHER DREATURES

When throwing a creature at another creature, the
thrown creature counts as a ranged attack made with
a non-improvised weapon. Use the throwers BAB

+ Dexterity for this attack roll if they are involved.
If there is non-sentient thrower involved, as is the
case with a vector’s vector mark, use an attack roll of
10. The thrown creature takes the damage for being
thrown regardless of if they hit the other creature or
not. The other creature, if successfully hit, takes half
the damage suffered by the thrown creature.

Hinatic Engragyd
l=1=1F

At 15t level, the vector gains a pool of kinetic energy
that she can tap into to create supernatural movement
effects. A vector may never have more points of
kinetic energy than her school of thought modifier
(minimum +1) + 1 per 2 levels of vector at a time. Any
kinetic energy she gains beyond this is wasted. For
every point of kinetic energy she has when she begins
her movement she adds 5 feet to her movement speed
to all her forms of movement (If she had 5 points, she
gains +25 feet of movement).

Her abilities recharge her kinetic energy and it does
not naturally recover. A vector may take a move action
to recover 2 points of kinetic energy or 1 minute to
gain an amount of kinetic energy up to her maximum.

School of Thowaht:

Kineomancy is an art that appeals to a great many
people and there as many approaches to it as there are
practitioners. It can be, however, broadly categorized
into the types. At 1st level a vector must select a
school of kineomantic thought to belong to from
those listed below. This provides some initial benefits
and determines what ability score they employ for
their vector class features. This modifier is referred to
as her “school of thought modifier”.




Force (GHarIsMal

Those of the force school of thought are brash, forceful, aggressive, and very physical with their application of
kineomancy. The force of their personality fuels the explosive kinetic energy they unleash. They often have a more
militant ilk, using their power to achieve the maximum amount of force.

Ability Score: A vector from the force school of thought uses Charisma as their ability score modifier for vector class
features.

Weighted Blows: At 1st level, a vector can spend 1 point of kinetic energy when making an attack to have it deal an
extra point of damage per vector level she possesses. She may use this ability multiple times per round; however,
each use after the first increases the cost by 1. The vector may use this ability after she rolls for her attack, but before
the results of the roll are revealed.

Kinetic Cannon: At s5th level, a vector can pay 1 point of kinetic energy when using any ability that deals her kinetic
blast damage to deal an extra point of damage per die rolled.

Torrential Blast: At 11th level, a vector can pay 2 extra points when she uses her kinetic blast ability, all creatures
affected by such a kinetic blast take a -2 penalty on their save DC and creatures larger than medium gain no bonus
on their saves (as described in the kinetic blast’s entry).

Rush Job: At 17th level, a vector can pay 3 extra points when she uses her kinetic blast ability to use it as a swift
action. Alternatively she can spend 6 extra points to use it as an immediate action. Blasts used in this manner only
push targets and the vector back a quarter of the normal distance (minimum 5 feet).

Kinetic Surge: At 20th level a vector can spend all of her points kinetic energy in a massive upswell of force. All

creatures aside from herself within 6o feet of the vector must make a Reflex save or be dealt her kinetic blast damage
and be knocked 20 feet into the air per point of kinetic energy that was spent in this manner. A successful save deals
half the damage and only moves creatures 10 feet into the air.




Frayesics (ENTELLIGENCE]

To a physics-minded vector, kineomancy is the application of years of study. They envision a physics formula in
their mind, solving for variables in their head before using them, and bring them to life with magical energies. They
are pure theorists, classically trained and well educated. They think tactically, focusing on their capacity to cause
chaos as a battlefield controler.

Ability Score: A vector from the physics school of thought uses Intelligence as their ability score modifier for vector
class features.

Critical Thinker: At 1st level, The vector gains all Knowledge skills as class skills. Whenever a creature she has
successfully identified with a Knowledge skill triggers one of her vector marks that creature takes a -1 penalty on its
save DC for every 10 by which the vector beat the DC to identify the creature.

Applied Physics: At sth level, the vector can spend a point of kinetic energy at any point during a creature’s
movement caused by triggering his vector mark. If she does she may change the direction that they are moving in
mid-flight. The creature completes the rest of its allotted movement in the new direction. The vector can only spend
kinetic energy on a given creature once per round in this manner.

Counterforce: At 11th level, the vector can spend a point of kinetic energy when a creature triggers his vector mark
to halt its movement. The creature stops at a square along it's movement of the vectors choice and provokes an attack
of opportunity from each creature threatening the square it stopped in.

Ruse: At 17th level, the vector can choose to have a creature not trigger his vector mark when they move over it.

If she does then the mark transfers to the creature instead (it retains its directionality and all other features- it

just resides on the creature rather than the square it was in). The vector can spend a point of kinetic energy as an
immediate action, subjecting either the creature or an adjacent creature to its effects. Alternatively, a vector with
this class feature can just place a vector mark on themselves instead of a square. Creatures affected by this mark roll
twice and take the lower result. This secondary activation can allow a vector of the physics school to affect a creature
more than once per round.

Area Denial: At 20th level, when a creature moves within 20 feet of one of her vector marks, the vector can choose
to trigger that mark. All creatures within 20 of that vector mark must make saves against its effects.



Frow Lldzsnomd

Masters of the flow are vectors who instinctively use their powers. Everything is improvisation, and its use is
intuitive. They physically practice their art, like a dance, to discover applications. They feel out their powers like a
warrior feels out the balance of a sword.

Ability Score: A vector from the flow school of thought uses Wisdom as their ability score modifier for vector class
features.

Improviser: At 1st level, a vector who ascribes to the flow school of thought gains a wildcard slot. This wildcard

slot can have any kineomancy power or flair that the vector meets the prerequisites for. The vector can change the
ability granted by her wildcard slot with a minute of meditative contemplation. Abilities granted by wildcard slots
are inefficient; any ability that costs points of kinetic energy costs an extra point, any ability that grants her points of
kinetic energy grants her one fewer (minimum o), and she treats her vector level as 4 less than it actually is for the
purpose of any abilities that rely on her vector level.

Forceful Ferme: At sth level vector who ascribes to the flow school of thought gains an additional wildcard slot and
may change the abilities granted with them as a full round action. Abilities that grant her kinetic energy grant her
their full amount.

Cycling Charleston: At 11th level vector who ascribes to the flow school of thought gains an additional wildcard
slot and may change the abilities granted with them as a move action. Abilities that utilize her vector level now use
her full vector level.

Angular Allegro: At 17th level vector who ascribes to the flow school of thought gains an additional wildcard slot
and may change the abilities granted with them as a move, swift, or immediate action. Abilities that cost her kinetic
energy no longer cost additional kinetic energy.

Endless Waltz: At 20th level vector who ascribes to the flow school of thought gains an additional wildcard slot and
may change the abilities granted with them once per round as a free action that a they can take even if it isn't their
turn. She may still change the granted abilities as a move, swift, or immediate action.



Yaotor Mark (Suwl:

As a swift action at 1st level a vector can expend 1
point of kinetic energy to place a vector mark in a
square within 30 feet. This is an invisible magical
sigil, pointing in a direction, that will propel whatever
enters that square in the chosen direction. A vector
mark lasts indefinitely but they may only have a
number of marks equal to 1 + 1/3rd the creator’s
vector level active at a time. If they create one after
that, they must select an existing vector mark to
remove in order for the new one to be created. A
creature may only trigger a given vector mark (or
otherwise be affected by one) once per round.

A mark may be placed in an occupied or unoccupied
square. If placed in an an occupied square it does not
affect the creature if they take action to leave that
square.

The mark may be made to point in any direction,
including at diagonals, up, and/or down. Whatever
enters a square with a vector mark on it with a
vector mark on it will tossed 30 feet in the indicated
direction (even if thrown up). This distance is not
subject to reductions from things like heavy gravity,
high winds, etc.

A creature affected by a vector mark may attempt a
Reflex save (DC 10 + 1/2 vector level + vector’s school
of thought modifier). If it makes the save, it is only
thrown s feet in the direction indicated. A
creature with evasion (or similar ability)
who make the Reflex save is not moved at
all. After moving, the creature falls prone.

If angled down, the creature
receives a Reflex save (DC 10
+1/2 vector level + vector’s
school of thought modifier) to
avoid being knocked prone.

A vector can decide a creature who has triggered
one of their vector marks is an ally, preventing

the creature from falling prone at the end of their
movement. Alternatively, the vector may choose to
have the creature not trigger the mark at all.

A projectile that passes through a vector marked
square (or up to 20 feet above it) is redirected in the
direction indicated, if it would miss its intended
target. If the redirected attack would strike a target,
it takes a -4 penalty on the attack roll. This effects
projectiles, rays, and lines, but not cones or other
shaped attacks. It also does not affect projectiles that
have an area of effect larger than s feet.

Hingtic Blagt (Suls

As a standard action at 1st level a vector can create a
blast of pure kinetic force by expending 1 point of
kinetic energy. It deals 1d6 points of bludgeoning
damage per vector level + her school of thought
modifier to all creatures in a 30 foot cone. All
creatures within the area of this blast must make
a Reflex save (DC 10 + 1/2 vector level + school
of thought modifier). If they fail the save they are
knocked back in a direction directly opposite their
current position from the vector. They move back 5
feet + 5 feet per 4 vector levels (maximum of 30
feet at 20th level). This forced movement does
not knock the creature prone if they fail the
Reflex save. The vector is also automatically
pushed backwards, dlrectly opposxte the

the full distance she would push her enemies if they
faﬂed a save.

| Large creatures receive a +1 bonus on their save

against a kinetic blast, double this bonus for each size

\l category above large. Likewise small creatures take a
| -1 penalty on their save against a kinetic blast, double

this penalty for each size category below small.



Himnaonancdy Fowars:
At 2nd level and every even level thereafter, a vector
gains a power from those listed as kineomancy
powers. These are spell-like or supernatural magical
abilities that a vector can use by expending kinetic
energy. See the “Kineomancy Powers” section at the
end of this class for a complete list of powers.

Inartic
Rbsorption (Suw):

The vector absorbs inertia. At 3rd levels she gains a
DR/ piercing or slashing equal to 1/3rd her vector
level (minimum DR 1). If this damage reduction
applies against an attack, she gains 1 point of kinetic
energy. A vector may cancel or resume this ability as a
free action.

At 6th level this becomes DR/-.

At oth level the Damage Reduction, as well as the
amount of kinetic energy the vector gains, doubles
against attacks that deal bludgeoning damage.

Flaire:

At 4th level and every 3 levels thereafter, the vector
learns a new way to employ some of its basic class
features (like vector marks, inertia absorption, and
kinetic blast). At each of the indicated levels the
vector selects one of the flairs from the list below.

Those indicated with an ™ are “mark modifiers”,
which change how a vector mark works. A given
vector mark can only have one mark modification
applied to it at a time.

Those indicated with an ®™ are “blast modifiers”,
which change how a kinetic blast works. A given
kinetic blast can only have one blast modification
applied to it at a time.

Area Mark " The vector can spend 3 points of
kinetic energy to create a sphere with a radius of up
to 30 feet. Every square at the edge of this radius has a
vector mark in it, each of these marks points either in
a single direction or towards a single point. All marks
placed at once with this ability count as a single mark
for the purposes of how many marks the vector can
maintain at once.

Chain Mark “V: The vector can spend 1 extra point
of of kinetic energy to place 4 additional marks. Each
mark she places in this fashion must be adjacent

to at least one other mark created with this same
action (this effectively creates a clusters of 5 marks,
all touching in some fashion). All marks placed at
once with this ability count as a single mark for the
purposes of how many marks the vector can maintain
at once. At 7th level and every 4 levels thereafter he
may create 1 additional chain mark with the same
action (paying all associated kinetic energy costs for
doing so).

Coiled Force: Once each round when the vector gains
kinetic energy, she may gain 1 additional point. She

can select this flair multiple times, each time she does
she can use the ability one additional time per round.

Bquilibria Blast ®*: The vector can spend 1 extra
point of kinetic energy to use her blast as a 15 foot
circumference burst centered on herself. A vector
doesn't move when she uses his kinetic blast in this
manner.

Focused Blast *V: The vector can spend an extra point
of kinetic energy to use his blast in a 60 foot line
rather than a 30 foot cone, creatures are moved back
an additional 20 feet by this blast if they fail the Reflex
save.




Forceful Blast: The vector can spend 1 extra point

of kinetic energy when using her kinetic blast to
double its area and add an extra 10 feet to the distance
creatures are moved by it and the distance the vector
is forced to move back.

Fudge Matk: The vector can change the direction a
single mark is pointing in as an immediate action.
She may spend 1 point of kinetic energy to apply or
change the mark modifier on a vector mark she has
created to a different one that she knows.

Grounded Stance: By expending 1 point of kinetic
energy as a swift action the vector can make herself
hard to move. While grounded she is not moved when
she uses her kinetic blast power, cannot move until
the start of her next turn, and she gains a bonus to

her CMD against trip, bull rush, reposition and drag
attempts equal to 1/2 her vector level.

Improved Focused Blast **: The vector can spend

2 points of kinetic energy to focus his blast even
further. He may make a ranged touch attack against

a creature within 120 feet. If it hits then that creature
takes his kinetic blast damage as piercing damage and
the vector may treat any 1s or 2s he rolls as 3s. Resolve
this attack using the same attack roll against any foe
behind that one, treating them as though they had
cover against the attack. A vector isn't moved back by a
blast modified in this way. A vector must have selected
the focused blast flair before selecting this one.

Improved Inertial Absorption (Su): While the vector

has at least 1 point of kinetic energy the damage
reduction granted by her Internal absorption class
feature improves by +2. If her kinetic energy pool is
full then she improves the damage reduction by +4
instead.

Launch Pad " The vector mark laid down by the
vector instead launches the creature 60 feet straight
up into the air upon contact. Like vector marks, an ally
does not fall prone after use. Like a vector mark, each
individual launch pad can only be triggered once per
round per creature.

Multi Mark: When placing a vector mark the vector
can place a second with the same action by paying 1
additional point of kinetic energy. If the vector with
this flair is at least 7th level and every 4 levels beyond
this she may pay 1 additional point and place an
additional vector mark with the same action (3 at once
at 7th, 4 at once at 11th, 5 at once at 15th, 6 at once at
19th). No marks created in this fashion can be more
than 30 feet from each other.

Potential Energy (Su): The vector increases the size of
her potential energy pool by 1 point. She can select
this flair multiple times, its effects stack.

Reflect Matk " The vector mark laid down by the
vector automatically sends the creature or projectile
up to 60 feet back from the direction it came from.
For ranged attacks this means if the creature (or other
source) from whom it originated is within 6o feet,
they are the target of their own attack. For characters
it sends them 60 feet in the opposite direction from
whence they entered the square. Other than doubling
the distance and automatically setting the direction to
the opposite from whence it entered, this functions as
a normal vector mark.




Velocity Damper : The vector mark laid down
by the vector instead robs all velocity from things
that pass over it. Creatures that pass over it have
their remaining movement reduced by 10 feet.

If this would cause their remaining movement

to equal o they must end their movement in that
square. Projectiles that are affected by vector marks
automatically fall to the ground.

Velocity Mark “: The vector mark laid down by

the vector instead adds an additional 20 feet to the
creature’s movement upon contact. Like a vector mark,
each individual velocity mark can only be triggered
once per round per creature.

Detact
Mowvamant (Suw):

At 7th level, the vector becomes so in tune with the
flow of kinetic energies around her that she can pick
up on creatures moving. She gains 60 foot blindsight
but it only detects creatures who travel 5 or more feet.
More subtle motions, such as attacking or shooting an
arrow, do not trigger this. Once a creature has moved-
the vector may perceive them in this fashion until the
start of their next turn.

Mastar of
Mowvamant (Su):

At 20th level, a vector controls all movement.

<

Her base movement speed doubles. She controls \ T2

the general flow of kinetic energy within 30 feet of
herself. All creatures within this range have their
movement speed and the range increment of

their ranged weapons reduced by half. As a free
action she may exclude any creatures she wishes
from this effect or even outright suppress it. She
may likewise add or reactivate it as a free action.

a
Hinaonancy Fopars:
The following powers may be selected by the vector
for their “kinomancy power” class feature.

For the purpose of any spell-like kineomancy powers,
a vector has an effective caster level equal to her
vector level. She uses her school of thought modifier
in place of any relevant casting score for spell-like
kineomancy powers.

Accelerating Field (Su): The vector can spend 3 points

of kinetic energy as a free action to erect a field that
augments kinetic energy. All movement made in a 20
foot area around the vector is doubled. At 4th level
and every 4 levels thereafter she may increase the size
of this field by 10 feet. This field lasts until the start of
the vectors next turn. A vector can't have a Damping
Field and an Accelerating Field active simultaneously.

Apply Velocity (Su): As a swift action the vector can
cause herself or an ally within 30 feet to have 30 feet
added to the range increment of all ranged attacks
with projectiles (thrown, shot, etc). Doing so costs 1
? point of kinetic energy and the
effect lasts until the start of the
vector’s next turn.

Arcane Force (Sp): Whenever the vector
uses a class feature that deals bludgeoning
1Y o piercing damage, he may have that
Y| ability deal force damage instead. Changing
the abilities damage to force damage makes
__ itaspell-like ability, and thus subject to
O™\ spell resistance.




Constant Velocity (Su): By expending 1 point of
kinetic energy a vector can imbue a ranged weapon
or up to 10 pieces of ammunition with a constant
velocity when used. Doing this requires a swift action
and lasts until the end of her turn. They function only
for her. A constant velocity imbued weapon travels

in a straight line through whatever is infront of it,
ignoring any cover including total. Creatures that

the vector can't see gain total concealment against
this attack. An attack imbued with constant velocity
that hit it’s primary target can continue onwards to a
secondary target if it is in a straight line behind the
primary target. When the attack is made, you must
designate a primary target. All secondary targets have
a -4 penalty on attack rolls.

These weapons have a very short maximum range
however- only half of their weapons first range
increment . The weapon automatically has its range
increment set to 30 feet and automatically drops to
the ground after that distance. These attacks are totally
unaffected by things that would change its direction
while in flight, cause issues with the flight path (such
as high winds), etc. Penalties to the vector (such a
spells or abilities that impose a penalty on attack rolls)
still apply.

Crushing Pressure (Su): As a standard action all prone
creatures within 30 feet of the vector must make a
Fortitude save (DC 10 + 1/2 vector level + school of
thought modifier) or take 1d6 points of bludgeoning
damage per vector level + her school of thought
modifier. Using this power costs 3 kinetic energy.

Dampened Strike (Su): When the vector hits with a
melee attack she can choose to do no damage with
that attack. If she does then she gains 1 point of
kinetic energy.

Damping Field (Su): The vector can, as a swift action,
erect a field that drains kinetic energy. All spaces
within 10 feet of the vector counts as difficult terrain.
When a creature moves into, or moves within this area
the vector gains a point of kinetic energy. At 4th level
and every 4 levels thereafter she may increase the size
of this field by s feet. This field lasts until the start of
the vectors next turn. A vector can't have a Damping
Field and an Accelerating Field active simultaneously.

Daredevil (Su): The vector can spend 6 points of
kinetic energy as a swift action or 4 points as a
standard action to fly 30 feet + 10 feet per vector level
in a single direction. Creatures within 5 feet of the
vector must make a Reflex save or take 1d6 points of
bludgeoning damage per 4 vector levels. The vector
may make a single melee attack against a creature
that is adjacent to her during this movement, if it hits
then she deals double damage with that attack and
may make a bull rush attempt on that creature, using
the same D20 result as she got on her attack roll. If
this special bull rush is successful then the creature
moves as appropriate to the bull rush or to the end of
the movement granted by this ability, whichever is
greater.

Bnergy Transference (Su): So long as the vector has

a point of kinetic energy she adds s feet to the reach
of any melee weapon she wields. She can spend a
point of kinetic energy as a free action that she can
take even if it isn't her turn to grant herself or an

ally within 30 feet an extra five feet of reach with

a melee weapon that they are currently attacking
with. If striking at this new range the damage dealt is
bludgeoning if it was not already.



Exploding Bvasion (Su): When an opponent attempts
a melee attack against the vector or when the vector
makes a Reflex save, the vector can, as an immediate
action, spend 1 point of kinetic energy to move s
feet; doing so grants the vector a +2 deflection bonus
to her AC or her Reflex save against the triggering
attack. This movement doesn't negate the attack,
which is still resolved as if the vector had not moved
from the original square. At 4th level and every 4
levels thereafter the Defection bonus provided by this
ability increases by 1 and the movement provided
increases by 15 feet.

Explosive Guard (Su): The vector can, once per round
as a free action that she can take even if it isn't her
turn, spend 1 point of kinetic energy and suppress the
damage reduction granted by her inertia absorption
class feature. She then gains an amount of temporary
hit points equal to 3 times her vector level. She gains
a point of kinetic energy for each time she takes more
bludgeoning, piercing, or slashing damage than her
character level., plus an additional point for each half
of her character 7

level above that.
Temporary hit
points granted by
this ability disappear
at the start of her
next turn.

Friend Field (Su):By
spending 1 point of
kinetic energy as a
immediate action
the vector can grant an ally their inertia absorption
class feature until the start of her next turn. While
granting it to an ally, the vector does not benefit for it.
They do, however, gain any kinetic energy points the
inertia absorption would grant.

(

Greater Bxplosive Guard (Su): When the vector is hit
by an attack while using her explosive guard ability
she may spend a point of kinetic energy to deal all
creatures within s feet of her 1d6 + her vector level
points of bludging damage.

Improved Explosive Guard (Su): While using her
explosive guard class feature the vector can spend

a point of kinetic energy to add 1/2 her level to the
number of temporary hit points granted by her
explosive guard class feature. She can do this at any
point and may spend multiple points in this manner
at once.

Inertial Transfer (Su): The vector can make an attack
of opportunity against a creature that she moves
adjacent to as part of falling. If she hits then she may
spend 1 point of kinetic energy to have that creature
take the falling damage for the distance she has fallen
instead of her.

Kinetic Tremor (Su): As a swift action the vector can

N expend 1 point of kinetic energy to cause a quick
J@ /N
A

pulse of pure kinetic energy.
NN | This strikes all adjacent
NS \ : _f creatures. Any creature
AN struck must make a Reflex
save (DC 10 + 1/2 vector
level + school of thought modifier) or
‘% be knocked prone.
|

S |
\

\
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Lend Bnergy (Su): Any ally of a vector with this flair
who is within 30 feet of the vector can, as an action on
their turn, sacrifice actions to generate kinetic energy
for the vector. To do this, the ally must spend the
action generating some excessive amount of energy
which the vector can then syphon off (example:
wildly swinging around a heavy weapon, spinning
while holding their arms out, etc). An ally sacrificing a
swift action to do this rewards the vector with 1 point
of kinetic energy, a move or standard action grants 2,
and a full round grants 3.

Measured Force (Su): When the vector uses her
unstoppable force kineomancy power she may
divide the Dés granted by her kinetic blast
class feature amongst her attacks as she sees
fit. Foes struck with any attack augmented by
this extra damage must
make the Fortitude
save or be knocked
back as per
unstoppable force.

Overwhelming Force (Su): When the vector

uses her unstoppable force class feature she may
spend an extra 2 points of kinetic energy, if she
does the the attack made is a touch attack. If she
possesses the measured force kineomancy power
then she may spend 2 points to make any attack
augmented by that ability a touch attack.

Speed Boost (Su): As a swift action the vector can
cause herself or an ally within 30 feet to add 30 feet to
their movement speed for 1 round. Doing so costs 1
point of kinetic energy.

Steal Velocity (Su): The vector can make an attack of
opportunity against an incoming attack to rob it of its
velocity. She does this by making an attack roll of her
own. If her attack roll is equal to or in excess of the
attacker’s the attack is negated and the vector gains 1
point of kinetic energy. If the attack that is targeting
her is a ranged attack with a projectile (ammo, thrown
weapon, etc), she gains a +4 bonus on the attack roll
she makes.

Targeted Shove (Su): As a special attack made as a
standard action or as part of a full attack, the vector
can spend 1 point of kinetic energy to target a
creature within 30 feet of them with a ranged
touch attack. If they hit, the target is flung
through the air like a rag doll, moving them
up to 20 feet in a straight line along the
ground in any direction the vector
wants. The vector may spend
multiple points of kinetic energy
on these special attacks, each point
she spends increases the distance
the target moves, as well as the range
that she can deliver the attack from
by an additional 10 feet.



Unstoppable Force (Su): The vector may, as a swift
action, empower her blows with kinetic energy. The
next attack she successfully hits with before the start
of her next turn deals her kinetic blast damage as
extra damage. Foes struck must also make a Fortitude
save (DC 10 + 1/2 vector level + school of thought
modifier) or be shoved in a direction of her choosing
equal the distance granted by her kinetic blast class
feature. This extra damage isn't multiplied on a critical
hit. The vector may treat any 1s or 2s on these damage
dice as 3s.

Lend Bnergy (Su): Any ally of a vector with this power
who is within 30 feet of the vector can, as an action on
their turn, sacrifice actions to generate kinetic energy
for the vector. To do this, the ally must spend the
action generating some excessive amount of energy
which the vector can then syphon off (example:
wildly swinging around a heavy weapon, spinning
while holding their arms out, etc). An ally sacrificing a
swift action to do this rewards the vector with 1 point
of kinetic energy, a move or standard action grants 2,
and a full round grants 3.

Tabla i—=2: Yactor Riternate Favorad

Ziass BonWsas

Race Bonus S OURCE
Human +1/4th a new flair. CRB
Gnome +1/3rd a new kineomancy power. CRB
Orc +1/31d kinetic blast damage. CRB
Dwarf +1/4th DR provided by inertia absorption. CRB
Elf +1/4th to the save DC against vector mark and derivative effects. CRB
Halfling +1/4th to the maximum number of vector marks the vector can have active at a CRB
Glick +1/31d to the maximum size of the vector’s kinetic energy pool. RG4
Sylph +2.5 feet to the distance things are thrown by vector marks. (Remember: ARG

Pathfinder only recognizes increments of 5 feet.)

3, =,



ThEe Opan Gamins
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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 (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 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

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

e Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Inc.; Author:
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.

e The Book of Experimental Might. Copyright 2008, Monte J. Cook. All
rights reserved.

e Tome of Horrors. Copyright 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.

e Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, Paizo
Publishing, LLC; Author: Jason Bulmahn

e Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck,
Jason Bulmahn, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A.
Hunt, Colin McComb, Jason Nelson, Tom Phillips, Patrick Renie, Sean K
Reynolds, and Russ Taylor.

e Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing,
LLGC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob
McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds,
Owen K.C. Stephens, and Russ Taylor.

e Pathfinder Roleplaying Game Advanced Race Guide. © 2012, Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck,
Jason Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, Hal MacLean,
Jason Nelson, Stephen Radney-MacFarland, Owen K.C. Stephens, Todd
Stewart, and Russ Taylor.

e Little Red Goblin Games Racial Guide 4: Nontradational Races © 2014,
Little Red Goblin Games LLC; Author: Scott Gladstein, Christos Gurd,
Tan Sisson, and Dayton Johnson.

. Vector © 2017, Little Red Goblin Games LLC; Author: Scott Gladstein,
Tan Sisson and Dayton Johnson.

Product

Little Red Goblin Games LLC company names and logo; backgrounds, and
logos; all trade dress, and graphic design elements. The illustrations are all done
by Justin Martin and have been used with his permission.

All content not reserved above as product identity (including mechanics and

proper names) book are Open Game Content as described in Section 1(d) of
the Pathfinder Compatibility License.
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