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INTRODUCTION:

Role: Sometimes your party needs just a little
bit more. A second healing spell, one more
mighty swing against a dragon, or a second try
at the lock that just won’t budge. If these extra
efforts were rolled up into one class, that class
would be the Echo. The Echo is the ultimate in
backup and countermeasures; which can the
difference between life and death.

RULES ELEMENTS:

Sources of Power - Some products make
references to magic systems that draw on
specific sources of power. GMs have the final
say on what power source an effect comes
from in their campaign. For purposes of this
product, six major sources of power are
referenced:

Arcane - The power of the universe drawn
through the innate gifts of Sorcerers and
studied in the tomes of Wizards.

Divine - The power of the Gods, drawn
through creation and returned to their mortal
vessels. Clerics, Oracles and Druids use this
power source.

Entropic - The power of system failures in the
universe and broken entities of great power.

Primal - The raw power of the cosmos and the
natural energies of the world. (Some GMs may
wish to re-assign Druids this power source.)

Psionic - The power of the mind unlocked
through self-awareness or rigorous study.
Psions, Wilders and similar classes fit this
power source.

Temporal - The power of the flow of time.
Exploited by Time Thieves, Time Reavers and
Time Wardens alike to alter the course of
reality.

ROLE-PLAYING NOTE:

GMs should consider the gaming group
they play with when determining if an Echo
character is appropriate. Some players may
not appreciate a character who can do what
they can do under the best of circumstances.
GMs are advised to ask if their group would
mind a PC Echo in a party.

THE ECHO:

Alignment: Echoes may be of any alignment.
Hit Die: d8

Class Skills: The Echo can choose any 8
skills to be class skills at 1st level. See the
Remembrance class feature for more info
about Echo class skills.

Skill Ranks per Level: 6 + Int modifier

CLASS FEATURES:

Mirror Memory (Ex): An Echo is proficient in
simple weapons. They are also proficient in
all weapons, armor, and shields that they have
seen used in the past 24 hours. Additionally,
an Echo can automatically activate any magic
or psionic item he or she has seen activated
in the last 24 hours. For these effects the Echo
has a caster or manifester level equal to their
Echo class level.

Reflections (Su): Each day, an Echo has a pool of
Reflections equal to three plus their class level.
As long as the Echo has at least one Reflection
remaining in their pool, they may maintain a
psionic focus (if psionics are available in your
game) as though they had a power point
reserve. Reflections are replenished after 8
hours of rest. Normally only one Reflection
can be used in a round. As a free action, an
Echo may expend a Reflection to do one of the
following things:

e Echo Feat: For one round exchange a feat



TABLE: THE ECHO

Level | Base Attack | Fort | Ref | Will [ Special

Bonus Save | Save | Save
1 +0 +0 +2 +2 Mirror Memory, Reflection, Mirror Power (1st)
2 +1 +0 +3 +3 Deeper Reflection
3 +2 +1 +3 +3 Mirror Power (2nd), Remembrance
4 +3 +1 +4 +4 Deeper Reflection
5 +3 +1 +4 +4 Lasting Impression, Mirror Power (3rd), Remembrance
6 +4 +2 +5 +5 Deeper Reflection
7 +5 +2 +5 +5 Mirror Power (4th), Remembrance
8 +6/+1 +2 +6 +6 Deeper Reflection
9 +6/+1 +3 +6 +6 Lasting Impression, Mirror Power (5th), Remembrance
10 +7/+2 +3 +7 +7 Dark Reflection, Deeper Reflection
11 +8/+3 +3 +7 +7 Mirror Power (6th), Remembrance
12 +9/+4 +4 +8 +8 Deeper or Dark Reflection
13 +9/+4 +4 +8 +8 Lasting Impression, Mirror Power (7th), Remembrance
14 +10/45 +4 +9 +9 Deeper or Dark Reflection
15 +11/+6/+1 +5 +9 +9 Mirror Power (8th), Remembrance
16 +12/+7/+2 +5 +10 | +10 [ Deeper or Dark Reflection
17 +12/+7/+2 +5 +10 | +10 | Mirror Power (9th), Remembrance
18 +13/+8/+3 +6 +11 | +11 | Deeper or Dark Reflection
19 +14/+9/+4 +6 +11 | +11 | Hall of Reflection, Remembrance
20 +15/+10/+5 | +6 +12 | +12 | True Reflection

the Echo currently possesses for another
feat they have seen used within a number
of rounds equal to their Charisma modifier.

e Echo Familiarity: For one round the Echo
gains a circumstance bonus of +2 to a
skill check the Echo has witnessed used
within a number of rounds equal to their
Charisma modifier. If the Echo uses this
ability to replicate a skill they do not have a
Class Skill bonus in, they may also add their
Charisma modifier to the roll. Untrained
skills targeted by this ability may be used
as if they were trained.

Mirror Power (Su): At 1st level, an Echo gains
the ability to Mirror Power. The Echo must
select one Source of Power (Arcane, Divine,
Entropic, Temporal, Psionic, Primal) to learn.

For one reflection, the Echo can replicate a
single spell or power with that source they
witnessed within the past round. Activating
this ability is a Standard Action that requires an
Echo to spend a Reflection point. The spell or
power must have an effective spell level equal
to no more than half the Echo’s level rounded
up. Mirror Power copied effects are resolved
as a spell-like or psi-like ability at the effective
caster or manifester level of the original
effect’s creator or the Echo’s own effective
level, whichever is lower. The DCs of the effect
are equal to the original source or the 10+ the
effect level + the Charisma modifier of the
Echo, whichever is lower. Mirrored effects that
require a component valued more than 100 gp
in value are not subject to this ability.



Deeper Reflection (Su): At 2nd level and

every even level after, an Echo gains a Deeper

Reflection. A Deeper Reflection may only be

selected once unless otherwise indicated:

e Cascade: If you have successfully used
Mirror Power within one round, you can
count yourself as a valid target for Mirror
Power. You may only do so once for each
instance of the Cascade Deeper Reflection
you possess. For example a 5th level Echo
with Cascade twice, witnessing an enemy
casting fireball could then Mirror Power
a fireball once for the caster, then again
in the following round from themselves,
and once again in the round after that. If
another casting of fireball occurred before
the last Cascade, the Echo could instead
start a new Cascade from that casting. You
may select this Deeper Reflection more
than once, up to once for every five levels
of the Echo class.

e Facet of Power: The Echo selects another
Source of Power. This source is added to
their Mirror Power ability. You may select
this Deeper Reflection more than once.

e Depth of Reflection: The Echo’s effective
level increases by 1 when determining
levels of spells and powers to replicate
with Mirror Power.

e Memory of Power: Select one spell or
power your character was personally
affected by and that has a level one level
lower than the current highest effect level
the Echo can Mirror Power. You can now
use Mirror Power on this spell or power
as if it had been cast in the prior round
without needing an original source. For
example, an Echo at 4th level with Depth of
Reflection, can normally Mirror Power 3rd
Level effects. This Echo could select a 2nd
level effect Memory of Power to always
consider previously cast. You may select
this Deeper Reflection more than once.

e Twin Strikes: The Echo may if using a
weapon of the same type as a target

within Close range, resolve attacks with
the base attack bonus of the this target
as long as your attacks are made within
1 round of witnessing an attack by that
target with that weapon. If you have the
Lasting Impression class feature, you may
use Twin Strikes an additional number of
rounds equal to your Lasting Impression.
Activating this ability uses a Reflection as
a free action.

Remembrance (Su): At 3rd level, the Echo
can select one skill they have used Echo
Familiarity on in the previous level. This skill
is permanently added to the Class skills of the
Echo. The Echo gains another Remembrance
at every odd Echo level after 3rd.

Lasting Impression (Su): At 5th level, the
Echo may use Mirror Power on an effect that
has been cast or manifest within 1 more
round, allowing the Echo to replicate effects
from the last 2 rounds. An Echo without the
Cascade Deeper Reflection cannot Echo their
own effect. An Echo gains additional Lasting
Impressions at 9th, 13th, 17th, and 19th level.
Other abilities may also benefit from Lasting
Impression if their descriptions indicate it.

Dark Reflection (Su): At 10th level, an Echo

may select a Dark Reflection instead of a

Deeper Reflection. A Dark Reflection may only

be selected once unless otherwise indicated.

e Counterecho: The Echo may ready an
action to use Mirror Power in response
to an effect. This Counterecho allows the
Echo to execute a counterspell action, if
they succeed in an opposed caster check
against the original effect. If the Echo
succeeds the original effect is negated.

e Beast Echo: Select one creature type,
you may now use Mirror Power to echo
Supernatural Abilities from creatures of
this type. An effect can be affected by
Mirror Power if the creatures CR is equal



to or less than the Echo’s effective level
for Mirror Power. Creatures with CRs
under their effective Echo level -2 are
potentially eligible targets for Memory of
Power. Supernatural abilities effected by
Beast Echo must be able to be triggered
in a single Standard action. Any duration
effects end in a number of rounds equal
to the Echo’s charisma modifier modified
by Lasting Impressions. Selecting the
type of a classed creature allows access
to supernatural class features within the
above limits.

Flattering Imitation: When using Mirror
Power, the Echo may substitute their own
DCs (determined by 10 + effect level +
Charisma modifier) and effective caster or
manifester levels if higher than the original
caster instead of the target of Mirror Power.
Memory of Shards: As an immediate
action the Echo may spend a Reflection
to activate a Mirror Power effect from
Memory of Power after successfully using
Counterecho to counterspell an enemy.
The Mirror Power effect must be one
level lower than the countered effect. For
example an echo using the Counterecho
power on an enemies Disintegrate spell
would then be able to immediately activate
a Mirror Power from Memory of Power of
up to 5th level.

Pool of Shadows: The Echo gains a second
Shadow Reflection pool equal to their
Charisma modifier. They may only use
these points to power Dark Reflections.
Shadow of Power: The Echo may cause the
result of Mirror Power to be from another
source they know instead of the original
source. The GM has final say to exact
effects of source exchanges.

Twin Echoes: The Echo may now use a
Shadow Reflection from Pool of Shadows
and a normal Reflection in the same round.
The normal Reflection cannot be used to
power a Dark Reflection that round. Any

two Reflection powers may be used even if
they both take a standard action, though an
Echo using two standard action Reflections
must do so as a full round action. The Echo
must have Pool of Shadows to take this
Dark Reflection.

Hall of Echoes (Su): Once per day as a free
action the Echo may select an effect valid for
their Mirror Power with a single target. By
spending two Reflections, the Mirror Power
effect resolves on all eligible targets, friend or
foe, within Close range.

True Echo (Su): Once per day you may spend a
Reflection to exactly replicate the actions and
effects of another character’s full round. Spells
are cast, attacks made all as though the Echo
was the character targeted by this effect, with
the same statistics, effects and items however
they can be redirected against new targets. If
a target used a magic item, the Echo must have
a physical object in the same hand or position
on the body, mundane or otherwise. Item
effects generate from the held item as though
it were the original target’s item, but do not
consume charges or uses from the target or
their items.

FEATS:
ABSORB POWER:
Prerequisite: Mirror Power class feature.

Benefit: As a standard action you may spend
one Reflection to make a touch attack against
a character capable of triggering your Mirror
Power class feature. The target must make
a Will save (DC = 10+1/2 Echo Level+CHA
Modifier). On a successful save the Echo may
act as though the target had just activated that
spell or power for purposes of their Mirror
Power ability. If the target fails the save, they



instead lose access (as if it was not on their
Spells or Powers Known List) to the spell or
power for a number rounds equal to the Echo’s
Charisma modifier. During these rounds the
Echo may Mirror Power the ability as though it
was just cast or activated each round.

DARKER REFLECTION:
Prerequisite: Dark Reflection class feature.

Benefit: You may select an additional Dark
Reflection.

DEEPEN REFLECTION:
Prerequisite: Deeper Reflection class feature.

Benefit: You may select an additional Deeper
Reflection.

ECHO ITEM

Prerequisite: Mirror Power (1st level), UMD 3
Ranks.

Benefit: You may now use Mirror Power to
duplicate powers and spells generated by items
of power. The item must have a Source you
currently have learned for Mirror Power and
the effect must be within your normal limits
for Mirror Power. You must have an object in
hand of similar size or nature (a loop of twine
for a ring, a twig or dagger for a wand, etc.)
Otherwise, this ability follows Mirror Power as
per normal rules and uses one reflection.

EXTRA REFLECTION:
Prerequisite: Reflection class feature.

Benefit: You gain 2 extra Reflections in your
pool.

Special: You may select this feat more than once.

FORM OF ECHOES:

Prerequisite: Moment of Change class feature,
Reflection class feature.

Benefit: Your effective caster levels from
Echo stack with your effective caster levels
from Taskshaper. You may use Moments of
Change to power Reflection based powers
and Reflections to power Moment of Change
based powers. See Rite Publishing’s Secrets of
the Taskshaper for more information.

REFLECTIVE RESONANCE [PSIONIC]
Prerequisite: Reflection class feature.

Benefit: When you Mirror Power a psionic
manifestion you create a 30’ Zone of Psionic
energy shimmering around you. Your Reflections
resonate with psionic characters within your
Zone allowing them a circumstance bonus to
their Manifester Level equal to the number of
rounds you have echoed one of their powers.
This bonus lasts a maximum number of rounds
equal to your Charisma bonus.

For more on Zones, see Transcendent 10 -
Psionics of Conflict - Zones of Power.

SHATTERED RESISTANCE [PSIONIC]
Prerequisite: Reflection class feature.

Benefit: When you Mirror Power a spell, you
create a 30’ Zone of flickering energy around
you. Your Reflections resonate with spells
sourced from the same power. Casters with the
same source that are within your Zone gain a
circumstance bonus to DCs of spells equal to the
number of rounds you have echoed that source.

For more on Zones, see Transcendent 10 -
Psionics of Conflict - Zones of Power.
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