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Successor
There are many 
families who bear 
power, linked by the 
imprinted magic of the 
tools by which they ply 
their trade. From crime 
families bonded by blood, 
to rebellious soldiers tied 
together by an orphanage, to 
strange cabals of the faith; 
these successors use the prow-
ess instilled in them by their 
heirlooms to further a cause. 
Be it the cause their fam-
ily had, an ancient order 
passing the torch, or one 
of their own-the choice 
is up to them.

Designer’s Note: 
While the suc-
cessor class has 
a number of 
commonal-
ities to the 
occultist 
class OA, it 
is distinct 
enough 
that it 
is 

neither 
an alternate class nor 

a hybrid class. The two 
classes may be multiclassed 
freely, with notes on how 
similar abilities function in 

relation to each other being presented in the body of 
the successor class. Further, the occultist class is not 

needed to play the successor, 
and all materials necessary 
beyond the Core Rulebook 
to play it are presented here.

HD: D8.

Role: The role of the successor varies greatly with 
their legacies and can evolve over time and continued 
ancestral awakenings. They most often are seen as 
capable generalists with a capacity to excel in specific 

areas. Skilled intuitives with a knack for unraveling 
the potential in situations as well as magic items, the 
successor is often a welcome addition to any party. 
Specialist successors often are counted among the most 
effective members of their relative devotions.  

Class Skills: The successor’s class skills are Acro-
batics (Dex), Appraise (Int), Craft (Int), Diplomacy 
(Cha), Disable Device (Dex), Disguise (Cha), Fly 
(Dex), Intimidate (Cha), Knowledge (all) (Int), 
Linguistics (Int), Perception (Wis), Profession (Wis), 
Sense Motive (Wis), Sleight of Hand (Dex), Spell-
craft (Int), and Use Magic Device (Cha).

Skill Ranks per Level: 6 + INT mod.

Starting Wealth: 5d6 x 10 gp (average 175 gp.) In 
addition, each character begins play with an outfit 
worth 10 gp or less. Additionally, see Heirlooms 
class feature below.

Class Features
Weapon and Armor Proficiencies: The successor is 
proficient with all simple and martial weapons, with 
light armor, medium armor, and with shields (except 
tower shields).

Heirlooms (Su): At 1st level, the successor gains two 
psychically-charged heirlooms, which are connected to 
heirloom legacies chosen from the options at the end 
of this class entry. At 3rd level, and again at 6th level 
and every three levels thereafter, they gain an addi-
tional heirloom (to a maximum of eight heirlooms 

at 18th level). They may select multiple heirlooms 
with the same heirloom legacy, keeping track of 
each heirloom’s legacy powers separately. Upon 
earning an heirloom, the successor selects a base 
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Table: Successor
Level Base Attack 

Bonus
Fort 
Save

Reflex 
Save

Will 
Save Special Inherited 

Mana
1st +0 +2 +0 +2 Heirlooms (2), Inherited Mana 1
2nd +1 +3 +0 +3 Legacy Power 2
3rd +2 +3 +1 +3 Heirloom (3) 3
4th +3 +4 +1 +4 Legacy Power, Independent Mana 4
5th +3 +4 +1 +4 Imprinted Esteem 5
6th +4 +5 +2 +5 Heirloom (4), Legacy Power 6
7th +5 +5 +2 +5 Independent Mana 7
8th +6/+1 +6 +2 +6 Legacy Power 8
9th +6/+1 +6 +3 +6 Heirloom (5) 9
10th +7/+2 +7 +3 +7 Independent Mana 10
11th +8/+3 +7 +3 +7 Imprinted Esteem 11
12th +9/+4 +8 +4 +8 Heirloom (6), Legacy Power 12
13th +9/+4 +8 +4 +8 Independent Mana 13
14th +10/+5 +9 +4 +9 Legacy Power 14
15th +11/+6/+1 +9 +5 +9 Heirloom (7) 15
16th +12/+7/+2 +10 +5 +10 Legacy Power, Independent Mana 16
17th +12/+7/+2 +10 +5 +10 Imprinted Esteem 17
18th +13/+8/+3 +11 +6 +11 Heirloom (8), Legacy Power 18
19th +14/+9/+4 +11 +6 +11 Independent Mana 19
20th +15/+10/+5 +12 +6 +12 Eternal Legacy 20

legacy power and a resonant legacy power (see below) 
from those available to its heirloom legacy (so long as 
said heirloom qualifies for them).

If an heirloom is lost, broken, or destroyed, its psychic 
bond to the successor causes it to reappear and/or 
reform in their possession the next time they awaken 
from 8 hours of sleep. The successor must have a given 
heirloom on their person to use or benefit from any of 
its legacy powers, but does not lose them if it is broken 
(but may not access them if it is destroyed).

When the successor gains an heirloom, it can be any 
item within the specifications of its heirloom legacy 
with a maximum cost of 150 gp times their class level. 

As an heirloom is psychically linked to the successor, 
creatures other than the successor it belongs to (in-
cluding other successors) attempting to handle it take a 
penalty equal to the successor’s Charisma modifier to 
all d20 rolls involving the use of the heirloom, cannot 
use any of its legacy powers or magical abilities, and 
feel an overwhelming sense of wrongness. As a result, 
heirlooms cannot be sold, and attempting to do so can 
have intense repercussions.

This class feature counts as the implementsOA class 
feature, and the successor’s class levels count as levels 
in occultistOA, for the purposes of prerequisites. How-
ever, while levels in successor and occultistOA stack for 
prerequisites of feats, prestige classes, magic items, 
and similar options, they do not stack for the purposes 
of focus powersOA, legacy powers, or any other options 
that are gained as class features. This means, among 
other things, that only levels in the class which granted 
them apply when determining the benefits of resonant 
focus powersOA and resonant legacy powers.

Tribute (Su): Starting at 2nd level, once per class level 
or once per week (whichever is shorter) the successor 
can spend 4 hours meditating over one of their heir-
looms to enhance or exchange it for a different item 
with the same heirloom legacy or one that shares an 
item slot or type, with a maximum cost based on their 
current class level instead of their class level when 
they gained the heirloom. When they do so, they may 
also provide a tribute of items that fit into the catego-
ries of its heirloom legacy, which are then destroyed. 
When they do so, the heirloom permanently increases 
its maximum cost by the standard sell price of each 
item tributed. The new heirloom appears at the end of 
the ritual, and the previous one is destroyed.  
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Tribute & Game Balance:
The ability to customize magic items by sacrificing 
other items might at first glance seem very powerful 
in the hands of a PC. However the gold piece values 
involved in the tribute class feature are essentially 
the same mechanics for the various Craft feats in the 
game with an advantage in time in exchange for abid-
ing the restricted number of heirlooms and legacy item 
requirements. When considering if successors should 
be available in a campaign compare them to Craft 
feat focused characters without downtime necessi-
tating crafting periods. Otherwise the general wealth 
limits of a game should keep the tribute ability in line 
with other characters.

For example, tributing a masterwork club (worth 300 
gp) to an heirloom of the legacy of war would mean 
that whenever this process is performed, said heir-
loom’s maximum value would be 300 gp higher than 
normal. Tributed items need not be of the same type 
of item as the exchanged item or the new item, they 
need only be an item that could be selected with that 
heirloom legacy. Any modifications or enhancements 
applied to an heirloom after it became an heirloom that 
would increase its cost are treated as tributes if said 
heirloom is ever replaced. For example, enhancing a 
masterwork longsword with a +1 enhancement bonus 
(with a cost of 2,320 gp) would mean that whenever 
said heirloom is replaced, its maximum cost would be 
2,320 gp higher than normal. The successor may ig-
nore crafting feat and spell requirements for heirlooms 
enhanced by tributes. There is nothing prohibiting an 
appropriate tribute item from becoming the new base 
legacy heirloom, if this options is chosen then it re-
mains infused with the power of other sacrificed items 
including the original legacy.

When the successor enhances or replaces an heirloom 
in such a manner, they may also exchange any legacy 
powers (base, resonant, or otherwise) (see below) that 
the heirloom had for other legacy powers that the new 
heirloom qualifies for. However,  they can only gain 

legacy powers through this method that they would 
have met the prerequisites for if they had possessed the 
new heirloom at the level the replaced legacy power 
was gained. As a result, they cannot replace a legacy 
power that they gained when they were 1st level with 
one that requires a minimum of 6th level, or with one 
that requires a feat they did not possess when they 
gained the replaced power. However, if their new 
heirloom has a new base legacy power, resonant legacy 
power, or item type, they treat the new heirloom as 
having always had said options selected for determin-
ing what new legacy powers can be selected. In fact, if 
the heirloom had a legacy power or other option which 
it no longer qualifies for, it must be exchanged for one 
that it does.

If any property of your heirloom (item type, any of its 
legacy powers, item special abilities, or anything else) 
was used to meet a prerequisite for anything other than 
one of its own legacy powers, those properties cannot 
be changed when replacing an heirloom.

Inherited Mana (Su): At 1st level, the successor gains 
a pool of inherited mana equal to their class level + 
their Charisma modifier. At the start of each day, after 
resting for 8 hours, this pool refreshes to its maximum. 
At any point thereafter, the successor may spend a 
standard action to invest inherited mana into their heir-
looms for the day. It remains invested until the succes-
sor refreshes their pool the following day.

Once inherited mana is invested inside an heirloom, 
the heirloom gains the resonant power of its heirloom 
legacy and the successor can expend the inherited 
mana stored in the heirloom to activate the associated 
legacy powers they know. If a resonant power grants 
a bonus that varies based on the amount of inherited 
mana invested in the heirloom, the bonus is determined 
when the mana is invested, and is not reduced or 
altered by expending the inherited mana invested in 
the item. Once all of the inherited mana in an heirloom 
has been expended, it loses its resonant power until 
inherited mana is once again invested in the heirloom. 
Inherited mana that is not used by the next time they 
refresh their mana is lost.

The successor can choose to save personal inherited 
mana inside their own body instead of investing all of 
it, but expending this mana comes at a higher cost. Any 
legacy power the successor activates with personal 
mana costs twice as much inherited mana to use (and 
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to maintain, if applicable). The successor can expend 
their personal mana through an appropriate heirloom 
on any legacy power they know, but an heirloom they 
didn’t invest any mana in at the start of the day grants 
no resonant power.

This class feature counts as the occultist’s mental focus 
OA class feature for the purposes of prerequisites. A 
successor who has class levels in occultist OA tracks 
mental focus OA and inherited mana separately, and 
class features that require mental focus OA or inherit-
ed mana cannot be used with the other. A successor’s 
personal mana counts as the occultist’s generic focus 
for the purposes of effects other than those inherent to 
the occultist class.

Legacy Powers (Su): At 2nd level, and every two 
levels thereafter, the successor gains a legacy power 
for one of their heirlooms, chosen from those avail-
able, which is dependent on its heirloom legacy. They 
cannot choose additional base legacy powers or reso-
nant legacy powers through this class feature. A legacy 
power gained through this class feature may only be 
selected once per qualifying heirloom. The effects of a 
given legacy power will not stack with themselves, but 
a legacy power that applies its effects to actions taken 
with that heirloom can be benefited from at the same 
time, as they are affecting different heirlooms.

Additionally, whenever the successor gains a legacy 
power through this class feature (but not through any 
other means, such as the Extra Legacy Power feat), 
they gain one additional point of inherited mana that 
can only be invested in the heirloom for which they 
selected said legacy power, and which cannot be kept 
as personal mana.

Whenever the successor gains a legacy power from this 
class feature, they can choose to gain a Dual-Legacy 
feat instead. If they do so, they still gain the additional 
point of inherited mana as described above. All legacy 
powers are supernatural abilities.

Independent Mana (Su): At 4rd level, and again 
every three levels thereafter, the successor gains 2 
extra points of inherited mana. This mana cannot be 
invested in their heirlooms, instead always functioning 
as personal mana.

Imprinted Esteem (Su): At 5th level, the successor 
has made a personal impact on their heirlooms, open-

ing the doors to furthering their legacy. They select 
one heirloom they have to be an esteemed heirloom, 
and gain an additional esteemed heirloom at 11th level 
and again at 17th level. They can use their personal 
mana to activate the non-resonant legacy powers of 
their esteemed heirlooms as if it were invested in them. 
Further, after they decide how to invest their inherit-
ed mana into their heirlooms, they treat each of their 
esteemed implements as having an additional amount 
of inherited mana invested equal to half of their current 
personal mana, but only for determining the effects of 
their resonant legacy powers.

Eternal Legacy (Su): At 20th level, the successor has 
founded their own legacy. They choose five points 
worth of options from the following list, with an 
option’s point value being listed in parentheses next to 
its name. A given option can be chosen multiple times, 
with its effects stacking, unless stated otherwise. They 
must meet all prerequisites of the chosen options. Op-
tions gained from this class feature can be used to meet 
the prerequisites of other options gained from this class 
feature. Eternal legacy options are:

Feat (1): The successor gains a bonus feat.

Heirloom (2): The successor gains one addi-
tional heirloom.

Esteemed Heirloom (3): The successor selects 
one additional heirloom to be an esteemed 
heirloom, as per the imprinted esteem class 
feature.

Inherited Mana (1): The successor gains 2 
extra points of inherited mana.

Legacy Power (1): The successor gains one 
legacy power for one of their heirlooms.

Heirloom Legacies
The following section details four heirloom legacies, 
the types of items that an heirloom of that legacy 
can be, as well as the available base legacy powers, 
resonant legacy powers, and other legacy powers for 
heirlooms of said legacy. Some base legacy powers, 
resonant legacy powers, and other legacy powers 
have prerequisites, which can be dependent on the 
heirloom’s base legacy power, resonant legacy power, 
item type, class level, and potentially other matters such 
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as feats. A successor (or any other character who has 
an heirloom and its heirloom legacy) must meet all the 
prerequisites of a legacy power when selecting it. When-
ever a legacy power calls for a saving throw, the DC is 
equal to 10 + half class level + Charisma modifier

Legacy of Cunning
Recommended Item Types: Cloaks and similar 
obscuring garments, tools and tool kits, light weapons 
and other weapons that can be used with the Weapon 
Finesse feat.

Associated Item Slots & Types: Rings, weapons 
(light weapons and other weapons that can be used 
with the Weapon Finesse feat), and wondrous items 
that are unslotted or have the belt, eyes, foot, hand, 
head, or shoulder slots.

Base Legacy Power Options: 
An heirloom of the legacy of cunning possesses one of 
the following base legacy powers:

Guided Acumen: As part of the action to 
attempt a skill check, you can expend 1 point 
of inherited mana to gain a +1d4 bonus to said 
skill check. This bonus increases by +1d4 at 
4th level and every three levels thereafter.

Impressive Multitool: As part of the action 
to attempt a skill check that this heirloom’s 
circumstance bonus would not apply to, you 
can expend 1 point of inherited mana to add a 
circumstance bonus to said skill check equal to 
half your class level. This does not count as the 
heirloom’s circumstance bonus for the purpos-
es of the exceptional quality resonant legacy 
power. You must have an heirloom that is an 
eye, hand, or head slot or be an unslotted tool 
or tool kit that provides a skill bonus to select 
this legacy power.

Oppressive Tactics: As a swift action, you can 
expend 1 point of inherited mana to improve 
the effectiveness of your battlefield tactics. For 
one round, when you attack a creature that you 
and at least one ally are threatening with this 
heirloom, you gain an insight bonus to attack 
and deal additional damage. The bonus to attack 
rolls stacks with the bonus from flanking and is 

equal to the number of allies (other than you) 
that are threatening said creature, to a maxi-
mum of half your class level (rounded down, 
minimum 1). The additional damage is equal 
to three times the bonus to attack rolls gained 
from this legacy power (to a minimum of your 
class level and a maximum of three times your 
class level), and is precision damage that is not 
multiplied on a critical hit, but which stacks 
with other sources of precision damage. You 
must have an heirloom that is a light weapon or 
other weapon that can be used with the Weapon 
Finesse feat to select this legacy power.

Vanish from Sight: As a swift action, you can 
expend 1 point of inherited mana to disappear 
from sight. This functions as the vanish spell, 
but is a supernatural ability that uses your 
class level as its caster level, and its maximum 
duration is 10 rounds. You must have an heir-
loom that is a ring or a robe, cloak, or similar 
obscuring garment to select this legacy power.

Resonant Legacy Power Options:
 An heirloom of the legacy of cunning possesses one of 
the following resonant legacy powers:

Agile Strikes: When you attempt an Acrobatics 
check to move through an opponent’s threatened 
area or square, you gain a +1 insight bonus to 
said Acrobatics check for every 2 points of 
inherited mana invested in this heirloom, to 
a maximum bonus of one plus one-third your 
class level, and gain an equal circumstance 
bonus to attack rolls made against creatures 
whose threatened area or square you moved 
through until the start of your next turn. You 
must have an heirloom that is a wondrous item 
with the foot or hands slot, or a light weapon or 
other weapon that can be used with the Weapon 
Finesse feat to select this legacy power.

 Exceptional Quality: When you attempt a skill 
check that this heirloom’s circumstance bonus 
would apply to, you increase said circumstance 
bonus by +1 for every 2 points of inherited 
mana invested in this heirloom, to a maximum 
increase of one plus one-fourth your class 
level. You must have an heirloom that is a tool, 
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tool kit, or wondrous item that grants a cir-
cumstance bonus to a skill check to select this 
legacy power.

Shifting Shawl: You can hold part of this heir-
loom in your off-hand to gain a +1 dodge bonus 
to AC and Reflex saves for every 2 points of 
inherited mana invested in this heirloom, to a 
maximum bonus of one plus one-fourth your 
class level. Doing so means you cannot hold oth-
er items in that hand, but you still consider that 
hand to be free for the purposes of feats and class 
features other than spellcasting. You must have 
an heirloom that is a belt, cloak, robe or similar 
obscuring garment to select this legacy power.

Unexpected Action: When you ready an action 
in combat that requires a d20 roll, such as an 
attack roll or combat maneuver check, you 
gain a +1 circumstance bonus to that d20 roll 
for every 2 points of inherited mana invested 
in this heirloom, to a maximum bonus of one 
plus one-third your class level.

Legacy Powers: 
Whenever a character with an heirloom of the legacy 
of cunning gains a new legacy power, they may select 
from the following options:

Astounding Quality: When you succeed on a 
skill check that is modified by your exceptional 
quality resonant legacy power while a creature 
with an attitude of friendly, indifferent, or 
unfriendly towards you is watching, you can 
spend 1 point of inherited mana as a standard 
action that must be taken within 1 minute of 
finishing said skill check to impress them. This 
is a Diplomacy check to improve their attitude, 
and you add the bonuses from your heirloom 
and exceptional quality power to it. You must 
have the exceptional quality resonant legacy 
power to select this legacy power.

Charlatan’s Coat: When you are benefiting 
from your shifting shawl resonant legacy power, 
you add the bonus it provides to all saving 
throws against spells and spell-like abilities. 
This does not stack with itself for Reflex saves 
against spells and spell-like abilities. Addition-
ally, you can spend 1 point of inherited mana 

as an immediate action while benefiting from 
said power to use detect magic as a spell-like 
ability, using your class level as your char-
acter level. You must have the shifting shawl 
resonant legacy power and at least 1 rank in 
Spellcraft to select this legacy power.

Dramaturge’s Reveal: When you are benefiting 
from your vanish from sight base legacy power, 
you can use a full-round action after at least one 
round has passed since you used it to become 
visible again. All enemies within 30 feet of you 
when you do so must make a Will save. Those 
who fail become flat-footed and shaken until 
the end of your next turn. Whether a creature 
succeeds or fails at this saving throw, they can’t 
be subject to this ability again for 24 hours. You 
must have the vanish from sight base legacy 
power to select this legacy power.

Expect the Unexpected: Whenever your actions 
trigger the readied action of an opponent 
within 30 feet of you, you can spend 1 point 
of inherited mana as an immediate action to 
respond to them better. If the readied action 
requires them to make a roll, their roll takes a 
penalty equal to the bonus you gain from your 
unexpected action resonant legacy power. If 
the readied action requires you to make a roll 
(such as a saving throw), you apply the bonus 
to that roll from your unexpected action reso-
nant legacy power. This can only apply to one 
roll, which is always the first roll either of you 
makes as part of the readied action. You must 
have the unexpected action resonant legacy 
power to select this legacy power.

Experienced Acumen: When you make use of 
your guided acumen base legacy power, when-
ever you roll a 1 on one of the 1d4s added by 
said power, you treat it as a roll of 2. Addition-
ally, if you fail a skill check assisted by said 
power by 5 or more, you can spend 1 point of 
inherited mana as an immediate action to im-
mediately make a second roll. If you succeed, 
you do not make progress, but any negative 
effects from failing by 5 or more don’t occur. 
You must have the guided acumen base legacy 
power to select this legacy power.
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Many Tools In Many Hands: When you make 
use of your impressive multitool base legacy 
power, you can spend 1 additional point of in-
herited mana to choose up to three allies within 
30 feet that can see you making this check. If 
you do so, they gain a +2 circumstance bonus 
to the next skill check each of them makes 
within the next five minutes. This cannot 
apply to a check made using a given skill 
more than once. For example, if one 
of the selected allies makes a Climb 
check, neither of the other two 
allies would gain this bonus to 
their next Climb check, but 
would still gain this bonus 
to the next non-Climb skill 
check they make within this 
ability’s duration. You must 
have the impressive multitool 
base legacy power to select this 
legacy power.

Scare Tactics: When 
you use your heirloom to 
make an attack against 
a shaken, frightened, 
or panicked creature 
while benefiting 
from your oppressive 
tactics base legacy 
power, you treat them 
as being threatened by 
more allied creatures than 
they actually are 
for the purposes of 
said base legacy 
power. A shak-
en creature is 
considered to 
be threatened 
by one additional allied creature, a frightened 
creature by two, and a panicked creature by 
three. The maximum bonus you can gain from 
said base legacy power is still limited as it nor-
mally is. You must have the oppressive tactics 
base legacy power to select this legacy power.

Spectral Strafe: 
When you make use of the 

agile strikes resonant legacy power, you can 
spend 1 point of inherited mana to treat oppo-
nent’s spaces as being part of their threatened 
areas instead of actually being their spaces 
until the start of your next turn. You still may 
not end your turn in the space of a creature 
if you normally couldn’t. When you move 
through an opponent’s space while using this 
legacy power, any attacks you make against 
them until the start of your next turn gain the 



11

benefits of flanking, but you do not provide 
flanking to your allies if you wouldn’t other-
wise. You must have the agile strikes resonant 
legacy power and be at least 6th level to select 
this legacy power.

Legacy of Faith
Recommended Item Types: Holy symbols, prayer 
books, priestly vestments.

Associated Item Slots & Types: books, rings, scrolls, 
wondrous items that are unslotted or have the body, 
chest, headband, or neck slots.

Base Legacy Power Options: 
Blessed Hymn: As a standard action, you can 
spend 1 point of inherited mana to provide all 
allies within 30 feet that can hear you with a 
+1 sacred bonus to attack rolls and to saving 
throws against fear effects, which lasts for 1 
minute. This bonus increases by +1 at 4th level 
and every three levels thereafter.

Excommunicate: As a standard action, you can 
spend 1 point of inherited mana to choose one 
creature within 30 feet that you can see. If they 
fail a Will save, they are shaken for 3 rounds. 
The duration increases by +1 at 4th level and 
every three levels thereafter. This is a [fear] ef-
fect. You must have an heirloom that is marked 
with a holy symbol to select this legacy power.

Gracious Speed: As a swift action, you can 
spend 1 point of inherited mana to increase 
your base land speed by 10 feet for one round. 
This speed increase increases by 10 feet at 7th 
level and every six levels thereafter. You gain 
a +2 dodge bonus to AC against attacks of 
opportunity provoked by movement while ben-
efiting from this legacy power. This bonus to 
AC increases by +1 at 4th level and every six 
levels thereafter. You must have an heirloom 
that is a priestly vestment (body, chest, head-
band, or neck slot) to select this legacy power.

Healing Sermon: As a standard action, you can 
spend 1 point of inherited mana to heal one 
creature within 30 feet that can hear you for an 
amount of hit points equal to 1d4 + your 

Charisma modifier (minimum +0). This heal-
ing is increased by 1d4 at 4th level and every 
three levels thereafter.  You must have an heir-
loom that is a prayer book, ring, or unslotted 
wondrous item to select this legacy power.

Specialized Mana:
Whenever a legacy power from the legacy of faith 
refers to a sacred bonus, this assumes you are of a 
good alignment but if you are of an evil alignment, 
it is instead a profane bonus. If your alignment 
is neither good nor evil, you choose what type of 
bonus it provides, after which it cannot be changed. 
If your alignment changes, the type of bonus that is 
provided does not change for any existing heirlooms, 
but any heirlooms of the legacy of faith gained after 
your alignment changed use the corresponding new 
alignment. Sacred bonuses and profane bonuses that 
both originate from heirlooms of the legacy of faith 
never stack with each other, being treated as being a 
bonus of the same type from the same source. This 
does not prevent sacred bonuses from an heirloom 
of the legacy of faith from stacking with profane 
bonuses from other sources, and vice-versa.refers 
to a sacred bonus, this assumes you are of a good 
alignment if you are of an evil alignment, it is instead 
a profane bonus. If your alignment is neither good 
nor evil, you choose what type of bonus it provides, 
after which it cannot be changed. If your alignment 
changes, the type of bonus provided does not change 
for any existing heirlooms, but any heirlooms of the 
legacy of faith gained after your alignment changed 
use the corresponding new alignment. Sacred bo-
nuses and profane bonuses that both originate from 
heirlooms of the legacy of faith never stack with each 
other, being treated as being a bonus of the same type 
from the same source. This does not prevent sacred 
bonuses from an heirloom of the legacy of faith from 
stacking with profane bonuses from other sources, 
and vice-versa.
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-Resonant Legacy Power Options: 
Cause of the Inquisition: When you select 
this heirloom, choose one creature type (and 
subtype, as applicable) from the ranger’s 
favored enemy list. You gain a +1 sacred 
bonus to attack rolls and weapon damage rolls 
against selected creatures for every 2 points 
of inherited mana invested in this heirloom, to 
a maximum bonus of 1 + one-third your class 
level. At 6th level, and again every 6 levels 
thereafter, you can select an additional creature 
type (and subtype, as applicable) from said list 
to apply its benefits against.

Deacon of Scriptures: You gain a +1 sacred 
bonus to Spellcraft and Use Magic Device 
checks related to scrolls and spellbooks for 
every point of inherited mana invested in this 
heirloom, to a maximum bonus of 2 + one-half 
your class level. You must have an heirloom 
that is a prayer book, headband, or neck slot to 
select this legacy power.

Protected Faith: When you select this 
heirloom, choose one component of the 
alignment of the deity whose holy symbol 
marks this legacy (chaos, evil, good, or law). 
If said deity is true neutral, you instead 
choose neutral. You gain a +1 sacred bonus 
on saving throws against spells, spell-like 
abilities, and supernatural abilities that 
originate from any creature who does not 
possess that alignment component for every 
2 points of inherited mana invested in this 
heirloom, to a maximum bonus of 1 + one-
fourth your class level. Against creatures 
whose alignment has a component that is 
opposed to the chosen alignment (where 
evil and good oppose each other and chaos 
and law oppose each other, and neutral is 
opposed by creatures with no neutral com-
ponents), this bonus is doubled. You must 
have an heirloom that is a marked with a 
holy symbol to select this legacy power.

Vested Vestments: When wearing this heirloom, 
you gain a +1 sacred bonus to AC and saving 
throws for every 2 points of inherited mana 
invested in it, to a maximum of 1 + one-fifth your 

class level. You must have an heirloom that is 
a priestly vestment (body, chest, headband, or 
neck slot) to select this legacy power.

Legacy Powers: 
Anathema of the Faithless: When you make 
an attack against a creature that your cause of 
the inquisition resonant legacy power provides 
a bonus against, you can spend 1 point of 
inherited mana to cause that attack to ignore an 
amount of DR it possesses (with the exception 
of DR/-) equal to your class level. Starting at 
7th level, for every 5 points of DR this attack 
overcomes (whether through this ability or a 
quality of the weapon), the target is sickened 
for one round (no save).

Carrying Chorus: When you use your blessed 
hymn base legacy power, it affects all allies 
within 40 feet, plus an additional 5 feet for ev-
ery 5 class levels you have, and you can spend 
1 additional point of inherited mana to increase 
its duration by 1 minute, plus an additional 
minute for every four class levels you have. 
You must have the blessed hymn base legacy 
power to select this legacy power.

Divine Wind: When you use your gracious 
speed base legacy power, when you provoke 
an attack of opportunity from movement and 
the attack misses, the attacker takes 1d4 points 
of magic slashing damage. This magic slashing 
damage increases by 1d4 at 4th level and every 
three levels thereafter. You must have the 
gracious speed base legacy power to select this 
legacy power.

Fear of God: When you use your excommuni-
cate base legacy power, it can affect creatures 
that are normally immune to fear. You must 
have the excommunicate base legacy power to 
select this legacy power.

Mark of the Blessed: When you are benefiting 
from your protected faith resonant legacy pow-
er, you can spend 1 point of inherited mana as 
a full-round action to mark a creature (which 
can be yourself) whose alignment includes 
the selected alignment component. They are 
marked with an image of the holy symbol 
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heirloom somewhere on their body, which 
cannot be removed intentionally, but disap-
pears naturally when you rest to refresh your 
inherited mana. That creature gains a sacred 
bonus to AC against attacks made by creatures 
whose alignment does not include the selected 
alignment component. This bonus is equal to 
1 + one-fourth your class level, and increases 
by +2 against creatures whose alignment has a 
component opposed to the chosen alignment as 
described in the protected faith resonant legacy 
power).You must have the protected faith reso-
nant legacy power to select this legacy power.

Proclamation from Above: When you activate 
a scroll with a Use Magic Device check, you 
can spend a number of points of inherited 
mana equal to 1 + half the scroll’s caster level 
(minimum of 2 inherited mana). If you do so, 
the scroll’s effects take place as normal, but 
the scroll is not expended. Once you do so, the 
scroll cannot be activated again for a number 
of rounds equal to 1 + its caster level. You 
must have the deacon of scriptures resonant 
legacy power to select this legacy power.

Restoration of Enlightenment: When you use 
your healing sermon base legacy power, you 
can spend 1 additional point of inherited mana 
to heal the target for 1 point of ability damage 
to one ability score of your choice for every 
1d4 points of healing you provide. You must 
have the healing sermon base legacy power to 
select this legacy power.

Sacrosanct Armor: When you benefit from 
your vested vestments resonant legacy power, 
you can spend 1 point of inherited mana as a 
full-round action to gain one of the following 
benefits:

• An armor bonus to AC equal to 3 + one-
fourth your class level.

• A shield bonus to AC equal to 2 + one-fifth 
your class level.

• A deflection bonus to AC equal to 1 + one-
fifth your class level.

These bonuses last until you next refresh your 

inherited mana or until you no longer have any 
inherited mana invested in the heirloom this 
legacy power is associated with, whichever 
comes first. You may spend up to three points 
of inherited mana on this legacy power in a 
given day, one for each potential benefit, and 
may spend multiple points as a single full-
round action if so desired.. You must have the 
vested vestments resonant legacy power to 
select this legacy power.

Source-Origin Mechanics:
If your campaign is using Source Origin mechanics 
(as outlined in the Lost Spheres Book of Beyond) 
GMs may each Legacy to be allowed to have its own 
Source. By default most successors are considered 
Mental Source with a Primal Origin and their spell-
like abilities (see Legacy Powers below) should be 
resolved as such. However each item might interact 
with the inherited mana of a successor differently and 
allow them to express Arcane, Divine, or other sourc-
es as appropriate to your campaign. If you are not 
using psychic magic in your campaign then Succes-
sors should be assumed to have arcane abilities.

Legacy of Magic
Recommended Item Types: Crystals, robes, clubs or 
quarterstaves.

Associated Item Slots & Types: rings, rods, wands, 
weapons (clubs and quarterstaffs), and wondrous items 
that are unslotted or have the body (robes), chest, eyes, 
hand, headband, or wrist slots.

Base Legacy Power Options: 
Abjurant Deflection: As a swift action, you 
can spend 1 point of inherited mana to prepare 
your robe to defend you from harmful magic. 
When you do so, you gain a +1 untyped bonus 
to your armor class against attacks made as 
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part of a spell or spell-like ability and to saving 
throws against spells and spell-like abilities. 
This bonus increases by +1 at 4th level and 
every three levels thereafter. This bonus lasts 
until the start of your next turn. You must have 
an heirloom that is a body, chest, or ring slot to 
select this legacy power.

Focal Point: As an immediate action when an 
allied creature within 30 feet of you makes a 
concentration check, but before they roll said 
check, you can spend 1 point of inherited mana 
to give that ally a +2 insight bonus to the con-
centration check. This bonus increases by +2 at 
4th level and every three levels thereafter.

Impromptu Implement: When you select this 
heirloom, choose one school of magic and one 
1st level spell from the sorcerer/wizard spell 
list that belongs to that school. At 4th level and 
every three levels thereafter, choose a school 
of magic and one additional 1st level spell 
from the sorcerer/wizard spell list that belongs 
to that school. You can choose the same school 
of magic multiple times. As a standard action, 
you can spend 1 point of inherited mana to cast 
one of the chosen spells as a spell-like ability 
with a caster level equal to your class level, 
using Charisma as your spellcasting ability. 
You must have an heirloom that is a hand, ring, 
wand, or weapon (club or quarterstaff) to select 
this legacy power.

Mystical Geometry: This legacy power func-
tions as the impromptu implement base legacy 
power (see above), with the following change: 
instead of a school of magic, choose elemental 
schools a wizard could select at 1st level, 
selecting spells from the spell list for such an 
elemental school. If you gain more spells of a 
given elemental specialty than are available in 
that school, select another 1st level elemental 
spell that has an appropriate descriptor (subject 
to GM approval). You must have an heirloom 
that is hand slot, wand or weapon (club or 
quarterstaff), or an unslotted wondrous item 
(such as a crystal) to select this legacy power.

Resonant Legacy Power Options: 
Elemental Influence: When you select this 
heirloom, choose one of the following: air, 
earth, fire, or water. You gain a +1 bonus to 
skill checks made to interact with creatures 
with the chosen subtype for every point of 
inherited  mana invested in this heirloom, to a 
maximum bonus equal to 2 + half your class 
level. You must have an heirloom that is a 
hand slot, wand or weapon (club or quarter-
staff), or an unslotted wondrous item (such as a 
crystal) to select this legacy power.

Spectacular Pockets: Your garment or con-
tainer grows one magical pocket for every 
two points of inherited mana invested in this 
heirloom, to a maximum number of pockets 
equal to one plus one-third your class level. 
As a move action, you can reach your hand 
into one pocket and retrieve a single mundane 
or alchemical item, specified when you do 
so, which has a maximum gold piece value 
of 5 gold pieces per point of inherited mana 
invested in this heirloom. After retrieving an 
item from a pocket with this legacy power, it 
closes up until you refresh and reinvest your 
inherited mana, and cannot be used again after 
that point. Items retrieved from your magical 
pockets are obviously made from magical 
essence unique to you, cannot be sold, and dis-
sipate when you refresh your inherited mana. 
You must have an heirloom that is a body slot, 
chest slot, or unslotted container to select this 
legacy power.

Ritual Rod: When you select this heirloom, 
choose one school of magic. You gain a +1 
bonus to Use Magic Device checks to activate 
wands and staves that contain spells of that 
school of magic for every point of inherited 
mana invested in this heirloom, to a maximum 
bonus equal to 2 + half your class level. You 
must have an heirloom that is a club or quar-
terstaff to select this legacy power.

Peculiar Wards: When you select this heir-
loom, choose one school of magic. You gain a 
+1 bonus to saving throws against spells and 
spell-like abilites of that school of magic for 
every two points of inherited mana invested in 
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this heirloom, to a maximum bonus equal to 
+2 plus one-third your class level.

Legacy Powers: 
Adamant Implement: Choose one 2nd level 
spell from one of the schools you chose with 
your impromptu implement base legacy power, 
and another such spell at 10th level, and again 
at 16th level. As a standard action, you can 
spend 2 points of inherited mana to cast one of 
these spells as a spell-like ability with a caster 
level equal to your class level, using Charisma 
as your spellcasting ability. You must have the 
impromptu implement base legacy power and 
be at least 4th level to select this legacy power.

Geometric Superiority: This legacy power 
functions as the adamant implement legacy 
power (see above), with the following change: 
select the 2nd level spells from the elemental 
schools you chose with your mystical geometry 
base legacy power. You must have the mystical 
geometry base legacy power and be at least 4th 
level to select this legacy power.

Doubled Pocket: When you retrieve an item 
with your spectacular pockets resonant legacy 
power, you may spend 1 point of inherited 
mana to retrieve two of the specified item, 
instead of one. You must have the spectacular 
pockets resonant legacy power to select this 
legacy power.

Extended Peculiarity: Choose one school of 
magic you did not select with your peculiar 
wards resonant legacy power, and an addition-
al such school at 7th level, 13th level, and 19th 
level. Your peculiar wards resonant legacy 
power also applies to spells and spell-like 
abilities of each selected school of magic. You 
must have the peculiar wards resonant legacy 
power to select this legacy power.

Magisynthesis: As an immediate action, when 
you succeed on a saving throw against a spell 
or spell-like ability while benefiting from your 
abjurant deflection base legacy power, you can 
gain a circumstance bonus to attack rolls and 
skill checks for 1d4+1 rounds, as you absorb 
some of the resisted magical energy. This 

bonus is equal to one-fourth the caster level 
of the spell or spell-like ability in question 
(minimum of +1). You must have the abjurant 
deflection base legacy power to select this 
legacy power.

Resounding Rod: When you succeed on a Use 
Magic Device check to activate a wand of a 
spell of the school of magic you chose with 
your ritual rod resonant legacy power, you can 
spend 1 point of inherited mana as a free action 
to increase the wand’s caster level by 1 + one-
fourth your class level, to a maximum caster 
level equal to your class level or the wand’s 
original caster level, whichever is higher. You 
must have the ritual rod resonant legacy power 
to select this legacy power.

Saving Focus: You can use your focal point 
resonant legacy power on any ally within 60 
feet, and can do so after they roll their con-
centration check, but before the results are 
declared. You must have the focal point base 
legacy power to select this legacy power.

Varied Influence: Choose one of the options 
you did not choose for your elemental influence 
resonant legacy power, and another such option 
at 7th level and 13th level. That resonant legacy 
power also applies to creatures with any of the 
subtypes you chose with this legacy power. 
You must have the elemental influence resonant 
legacy power to select this legacy power.

Legacy of War
Recommended Item Types: Armor, shields, weapons.

Associated Item Slots & Types: Armor, rings, shields, 
weapons (all types), and wondrous items that have the 
belt, chest, hand, head, or wrist slots.

Base Legacy Power Options: 
Adept Defense: As a swift action, you can 
spend 1 point of inherited mana to increase the 
enhancement bonus to AC of your heirloom by 
+1 (armor that does not have an enhancement 
bonus is considered to have an enhancement 
bonus of +0 for this feature) for two minutes, 
plus two minutes at 7th level and every six 
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levels thereafter. At 4th level, and again at 10th 
level, 16th level, and 20th level you increase the 
enhancement bonus by an additional +1, to a 
maximum of +5. If this would increase your 
heirloom’s enhancement bonus above +5, you 
decrease its armor check penalty by 1 every 
point of bonus that would exceed +5. You must 
have an heirloom that is an armor, shield or 
wrist slot wondrous item to select this legacy 
power.

Adjust to War: As a move action, you can 
spend 1 point of inherited mana to choose one 
combat feat for which you meet the prerequi-
sites. You gain that combat feat for five rounds, 
plus one round at 4th level and every three lev-
els thereafter. You cannot use this base legacy 
power while already under its effects.

Block Blows: As an immediate action when 
you take damage as a result of being hit with 
an attack roll or failing a Reflex save, and you 
are not flat-footed, you can spend 1 point of 
inherited mana to reduce the damage taken 
by 1 point. This reduction increases by an 
additional 1 point at 4th level and every three 
levels thereafter. This is not considered dam-
age reduction or energy resistance, and stacks 
with all other means of reducing damage. You 
must have an heirloom that is a ring or shield 
to select this legacy power.

Intense Assault: This base legacy power func-
tions as the adept defense base legacy power 
(see above), with the following changes: all 
mentions of “armor” instead refer to “a weap-
on”; it lasts for one minute, plus one minute at 
7th level and every six levels thereafter, and 
for every 1 point of bonus that would exceed 
+5, the heirloom deals +1 additional damage. 
You must have an heirloom that is a weapon to 
select this legacy power.

Resonant Legacy Power Options: 
Armory Awareness: You gain a +1 insight bo-
nus to AC for every 3 points of inherited mana 
invested in this heirloom, to a maximum bonus 
of +1 plus one-third your class level. When a 
creature hits you with an attack against your 

normal AC (not your touch AC or flat-footed 
AC), you lose this bonus until the start of your 
next turn. You must have an heirloom that is an 
armor, shield, or wrist slot to select this legacy 
power.

Defensive Wall: When you end your turn while 
adjacent to one or more allied creatures, one 
ally of your choice gains a +1 circumstance 
bonus to AC for every 2 points of inherited 
mana invested in this heirloom to a maximum 
bonus of +1 plus one-fourth your class level 
until the start of your next turn.. At 8th level, 
and again at 16th level, you can apply this bo-
nus to up to one additional qualifying creature. 
You must have an heirloom that is a shield to 
select this legacy power.

Exceptional Arsenal: You gain a +1 insight 
bonus to attack rolls with this heirloom for ev-
ery 3 points of inherited mana invested in this 
heirloom, to a maximum bonus of +1 plus one-
third your class level. When you hit a creature 
with this heirloom while benefiting from this 
bonus, you lose this bonus until the start of 
your next turn. You must have an heirloom that 
is a weapon to select this legacy power.

Warrior’s Training: You gain a +1 competence 
bonus to CMB and CMD for every 2 points 
of inherited mana invested in this heirloom, to 
a maximum bonus of +1 plus one-third your 
class level. At 3rd level, and again at 9th level 
and 15th level, choose one combat maneuver. 
You no longer provoke attacks of opportunity 
when you attempt that combat maneuver. If 
you could already attempt that combat maneu-
ver without provoking attacks of opportunity, 
you instead increase the competence bonus 
from this legacy power by an additional +2 
when attempting that combat maneuver. You 
must select a different combat maneuver each 
time.

Legacy Powers: 
Airtight Defenses: While benefiting from your 
armory awareness resonant legacy power, you 
can spend 1 point of inherited mana as a swift 
action to increase your defenses, which lasts 
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for five rounds, plus one round for every four 
class levels you have. When you do so, you 
must be hit by one more attack against your 
normal AC before you lose the insight bonus 
to AC from the resonant legacy power. At 6th 
level, and again at 12th level and 18th level, you 
must be hit one additional time before you lose 
said bonus. At the start of your turn, the count of 
how many times you’ve been hit resets to zero. 
You must have the armory awareness resonant 
legacy power to select this legacy power.

Armor of Significance: When you gain this 
legacy power, select any three armor special 
abilities that are considered equivalent to +1 
bonuses when determining market value. At 
4th level, and again at 10th level and 16th lev-
el, select two more armor special abilities. At 
10th level and 16th level, you may also select 
armor special abilities that are equivalent to 
a +2 bonus. Whenever you gain a class lev-
el, you may change up to two of the selected 
properties. When you use your adept defense 
base legacy power, you can spend 1 additional 
point of inherited mana to give your heirloom 
a selection of armor special abilities (chosen 
when you use this legacy power) that you have 
selected that add up to a total equivalent bonus 
of +1 plus one-fifth your class level. This is in 
addition to the effects of the adept defense base 
legacy power. You must have the adept defense 
base legacy power to select this legacy power.

Eagle-Eye Offense: This functions as the 
airtight defenses legacy power (see above), 
with the following changes: this legacy power 
applies to the insight bonus to attack rolls from 
the exceptional arsenal resonant legacy power, 
and increases the number of times you must 
hit with attack rolls before losing the insight 
bonus to attack rolls. You must have the excep-
tional arsenal resonant legacy power to select 
this legacy power.

Experienced Adjustment: When you gain this 
legacy power, select any three combat feats for 
which you meet the prerequisites. At 4th level, 
and again at 12th level and 20th level, select 
two more combat feats. Whenever you gain a 
class level you may change up to two of the se-

lected combat feats. When you use your adjust 
to war base legacy power, you may spend 1 
additional point of inherited mana to gain one 
of the selected combat feats for the duration, 
in addition to the combat feat normally grant-
ed by the base legacy power. When you use 
this legacy power, you may use the selected 
combat feat to fulfill the prerequisites of the 
combat feat normally granted by the base lega-
cy power. At 8th level, and again at 16th level, 
the number of points of inherited mana you 
can spend with this legacy power increases by 
1, gaining a different selected combat feat for 
each point of inherited mana spent. You must 
have the adjust to war base legacy power to 
select this legacy power.

Gritted Teeth: When you use your block blows 
base legacy power, you can spend 1 addition-
al point of inherited mana to gain one of the 
following benefits;

Double the amount of damage reduced 
by the base legacy power.

Gain a morale bonus to saving throws 
equal to half the amount of damage 
reduced for three rounds.

Gain a bonus to the next damage roll you 
make against the source of the damage 
equal to half the amount of damage re-
duced, so long as you make that damage 
roll before the end of your next turn.

At 8th level, and again at 16th level, the num-
ber of points of inherited mana you can spend 
with this legacy power increases by 1, gain-
ing a different listed benefit for each point of 
inherited mana spent on this legacy. You must 
have the block blows base legacy power to 
select this legacy power.

Weapon’s Potency: This legacy power func-
tions as the armor of significance legacy power 
(see above), with the following changes: all 
mentions of “armor special abilities” instead 
refer to “weapon special abilities”, and this 
legacy power can be used when you use your 
intense assault base legacy power. You must 
have the intense assault base legacy power to 
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select this legacy power.

Resounding Wall: When you are benefiting 
from your defensive wall resonant legacy pow-
er,  you can spend 1 point of inherited mana as 
a move action to increase the area defended for 
one minute. When you do so, you can apply 
its benefits to allied creatures within 10 feet 
of you, instead of just adjacent to you. At 8th 
level, and again at 16th level, you increase this 
distance by an additional 5 feet. You must have 
the defensive wall resonant legacy power to 
select this legacy power.

Warrior’s Expertise: When you attempt and 
fail a combat maneuver while benefiting from 
your warrior’s training resonant legacy power, 
you may spend 1 point of inherited mana as an 
immediate action to roll 1d6 and add it to your 
combat maneuver check. This can potentially 
turn the failed roll into a success. At 5th level, 
you add +1 to this 1d6 roll. This increases by 
an additional +1 at 10th level, and again at 
15th level and 20th level. You must have the 
warrior’s training resonant legacy power to 
select this legacy power.

Successors & Death
Heirlooms surviving a successor’s death still carry 
the residual psychic imprint (and penalties) they 
had while the successor lived. Only another succes-
sor using the tribute class feature can hope to use 
one normally after attuning it.

Feats
This section presents a variety of new feats to support 
the successor base class, as well as other characters 
that have access to similar abilities for any reason. This 
includes a new feat descriptor, [Dual-Legacy]. Du-
al-Legacy feats all have two different heirloom lega-
cies as prerequisites, but can have more. A Dual-Lega-
cy feat combines two heirlooms together, and therefore 
has several special rules that apply to all Dual-Legacy 
feats and the heirlooms they create, as follows.

Every Dual-Legacy feat specifies a primary 
heirloom and a secondary heirloom (hereafter 
referred to as the component heirlooms). The 

primary heirloom remains intact and keeps all 
of its properties, becoming the physical form 
of the modified heirloom (hereafter referred to 
as the dual heirloom). The secondary heirloom 
is instantly destroyed and its value is immedi-
ately added to the dual heirloom as if through 
a tribute, which can be spent on any enhance-
ments or effects that could modify the primary 
heirloom after its creation, and potentially other 
types of effects, specified in the body of a given 
Dual-Legacy feat. This tribute counts as a normal 
tribute for all purposes. The dual heirloom gains 
all of the legacy powers (base, resonant, or oth-
erwise) of both of the component heirlooms, and 
counts as both of its component heirlooms for the 
purposes of prerequisites.

Whenever you invest inherited mana in a dual 
heirloom, it applies to the resonant power of both 
of the component heirlooms, and inherited mana 
invested in it can be spent on the legacy powers 
of either. However, if you have the imprinted 
esteem class feature, it only applies to the legacy 
powers of one of its component heirlooms, but 
whenever you refresh and invest your inherited 
mana at the start of each day, you can choose 
which component heirloom it applies to.

If you ever replace the heirloom modified 
through a Dual-Legacy feat, you must select a 
new item of a type that matches one associated 
with the heirloom legacy of the primary heir-
loom, but its maximum value is equal to 300 
gp times your class level, before accounting for 
any tributes or other factors that would increase 
its maximum value, and must follow all other 
rules for replacing an heirloom, as normal. You 
can only replace legacy powers from a given 
heirloom legacy with other legacy powers of 
that same legacy.

For the purposes of effects that can only be 
applied to a given heirloom once, a dual heir-
loom is counted as its component heirlooms 
(including for item type and legacy) separately, 
and such effects only apply to the abilities and 
legacy powers of that component heirloom. The 
secondary heirloom of a dual heirloom cannot 
be used to meet the prerequisites for another 
Dual-Legacy unless otherwise stated.
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Specialized Mana:
Some abilities refer to specialized mana. Specialized 
mana is gained, under certain conditions, in addition to 
all other inherited mana, and is always automatically 
invested in a specific heirloom. Specialized mana is 
not counted when determining the effects of resonant 
legacy power, and usually has certain restrictions on 
how it can be spent.

Some feats marked with an * are reprinted, and 
potentially altered, from other sources to enable 
the successor class to be used without need for 
other products.

Avenger’s Blades (Dual-Legacy)
Your surprise attacks carry the 
retributive speed and fury of your 
faith.

Prerequisites: Cha 13+, suc-
cessor level 5th, heirloom 
class feature, heirloom of the 
legacy of cunning, heirloom 
of the legacy of faith, divine 
wind legacy power, unexpect-
ed action resonant power.

Benefits: This dual 
heirloom is referred 
to as your avenger’s 
blades heirloom, 
with the divine 
wind heirloom 
being its      
primary 

heirloom and the 
unexpected action heirloom being its secondary heir-
loom. Your divine wind heirloom’s damage now adds 
to attacks on creatures triggering your readied actions 
but only on the next attack against that creature.

You must always invest at least 2 points of inherited 
mana into your avenger’s blades heirloom when you 
refresh your inherited mana. Further, when you invest 
inherited mana into this heirloom, it gains 1 point of 
vengeful mana, a type of specialized mana. At succes-
sor level 11th and 17th, you gain 1 additional point of 
vengeful mana. 

Vengeful mana can only be spent to further empower 
the divine wind legacy power. When your divine wind 
damage is activated, by either missed attacks of op-
portunity or readied actions you may spend additional 
points of mana. For each additional point spent, the 
target of your legacy power either takes an additional 
1d4 damage or your damage adds to another attack 
made by the end of your next round.

Battlemage’s Bane [Dual-Legacy]
Your implement weapon shears through the 
magical reistances of foes as it does flesh.

Prerequisites: Cha 13+, successor level 
5th, heirloom class feature, heirloom 

of the legacy of magic, heirloom of 
the legacy of war, adamant imple-
ment legacy power, intense assault 
legacy power.

Benefits: This dual heirloom is 
referred to as your battlemage’s 
bane heirloom, with the in-

tense assault heirloom being 
its primary heirloom and the 

adamant implement heirloom 
being its secondary heir-

loom.  When activating the 
intense assault legacy 

power you may spend 
an extra point of 

inherited mana to 
bestow a circum-

stance penalty 
to saving 
throws and spell 
resistance against 

spell-like abilities from your adamant 
implement or impromptu implement powers equal 
to enhancement bonus of the weapon that intense 
assault targets to any creature hit by an attack 



20

with it. This penalty lasts for 1 round per enhancement 
bonus of the battlemage’s bane heirloom and impacts 
all castings of those spells regardless of source origin 
or caster.

You must always invest at least 2 points of inherited mana 
into your battlemage’s bane heirloom when you refresh 
your inherited mana. Further, when you invest inherited 
mana into this heirloom, it gains 1 point of volatile mana, 
a type of specialized mana. At successor level 11th and 
17th, you gain 1 additional point of volatile mana. Volatile 
mana can only be spent to use or augment the intense as-
sault base legacy power. When activating intense assault, 
you may spend 1 additional point of mana to enhance the 
caster level of spell-like abilities from adamant implement 
or impromptu implement activations by the same bonuse 
as the total enhancment bonus of the heirloom.

Chosen Heirloom
One aspect of your inheritance is strong, despite your 
dalliances elsewhere.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature.

Benefits: Choose one heirloom you have. You increase 
your effective successor level for the effects of that 
heirloom’s legacy powers (including base legacy pow-
ers and resonant legacy powers) by 4, to a maximum of 
your character level.

Special: You cannot apply this feat to a dual heirloom. If 
you later tribute the heirloom apply the feat to a new one.

Crusader’s Robes (Dual-Legacy)
You ride to war draped in the cloth of the clergy, but 
that makes you no less protected.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of faith, heirloom 
of the legacy of war (armor), sacrosanct armor legacy 
power.

Benefits: This dual heirloom is referred to as your 
crusader’s robes heirloom, with the priestly vestments 
heirloom being its primary heirloom and the armor 
heirloom being its secondary heirloom.  Your crusad-
er’s robes heirloom count as a suit of masterwork ar-
mor, and can be enhanced as such, but do not innately 

provide an armor bonus to AC. Your crusader’s robes 
heirloom counts as the same category of armor (light, 
medium, or heavy) as its secondary heirloom. Medium 
crusader’s robes have a -1 armor check penalty, and 
heavy crusader’s robes have a -3 armor check penalty.

You must always invest at least 2 points of inherited 
mana into your crusader’s robes heirloom when you 
refresh your inherited mana. Further, when you invest 
inherited mana into this heirloom, it gains 1 point of 
armored mana, a type of specialized mana. At succes-
sor level 11th and 17th, you gain 1 additional point of 
armored mana. Armored mana can only be spent to use 
the sacrosanct armor legacy power, and the first time 
it is used after refreshing your inherited mana, it must 
be spent to gain the armor bonus to AC benefit of that 
legacy power. The armor bonus to AC provided by 
the sacrosanct armor legacy power is increased by +1 
if your crusader’s robes heirloom counts as medium 
armor, or +3 if it counts as heavy.

Defiant’s Apocrypha (Dual-Legacy)
Your condemnation of those you resist buckles their 
will and weakens their blows.

Prerequisites: Cha 13+, successor level 5th, heir-
loom class feature, heirloom of the legacy of war, 
heirloom of the legacy of faith, gritted teeth legacy 
power, excommunicate legacy power.

Benefits: This dual heirloom is referred to as your defi-
ant’s apocrypha heirloom, with the gritted teeth heirloom 
being its primary heirloom and the excommunicate heir-
loom being its secondary heirloom.  Your foes shaken 
condition penalty increases by -1 when they attack 
you or anyone protected by your shield. This penalty 
increases by 1 at 4th level and every three levels thereafter.

You must always invest at least 2 points of inherited mana 
into your defiant’s apocrypha heirloom when you refresh 
your inherited mana. Further, when you invest inherited 
mana into this heirloom, it gains 1 point of denying mana, a 
type of specialized mana. At successor level 11th and 17th, 
you gain 1 additional point of denying mana. Denying 
mana can only be spent to activate or further empower the 
gritted teeth legacy power. When gritted teeth is activated, 
you may spend an additional point of mana. If you do, the 
attacker that you resisted with gritted teeth must make 
a Will save or be shaken as per excommunicate but 
regardless of range.
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Effortless Awakening
Your body emulates many magical properties, as the 
wild grows within.

Prerequisites: Wis 13, successor level 7th with the 
wild-raised archetype, primal awakening class feature.

Benefits: Choose one body slot for wondrous items. 
When you use your primal awakening class feature to 
emulate a wondrous item for that slot, you increase the 
maximum value of that wondrous item by 50 gp per 
class level.

Special: You may select this feat multiple times. Each 
time you take it beyond the first, its Wisdom prereq-
uisite increases by 2 and successor level prerequisite 
increases by 4. Its benefits do not stack. Instead, you 
must select a different body slot each time.

Special: If a body slot you chose with this feat be-
comes or already is a compound slot (as the 11th level 
advancement of the primal awakening class feature), 
the maximum value of the second wondrous item is 
increased by 25 gp per class level.

Elemental Armament [Dual-Legacy]
You hold the rage of nature in your hand and dispense 
its justice.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of magic, heirloom 
of the legacy of war (weapon), mystical geometry and 
weapon’s potency legacy powers.

Benefits: This dual heirloom is referred to as your 
elemental armament heirloom, with the weapon’s 
potency heirloom being its primary heirloom and the 
mystical geometry heirloom being its secondary heir-
loom.  When using the mystic geometry legacy power 
you may cast the spell as a move action so long as it is 
to charge the weapon of the Dual-Legacy which must 
currently have the spellstoring weapon quality.

You must always invest at least 2 points of inherited 
mana into your elemental armament heirloom when 
you refresh your inherited mana. Further, when you 
invest inherited mana into this heirloom, it gains 1 
point of elemental mana, a type of specialized mana. 
At successor level 11th and 17th, you gain 1 additional 
point of elemental mana. Elemental mana can only be 

spent to use the mystical geometry base legacy power, 
and only for spell-like abilities to charge the spellstoring 
quality of the weapon.

Extend Resonant Legacy Power*
You can share the benefits of your resonant focus pow-
ers with allies.

Prerequisites: Successor level 7th, inherited mana 
class feature.

Benefits: Select an heirloom. When you place inherited 
mana points into that heirloom, you can choose to gain 
benefits from the resonant legacy power as if you had 
placed only half as many points of inherited mana 
into the heirloom. If you do, you can extend the same 
benefits to one additional ally within 30 feet at the 
time you invest inherited mana. If the ally moves 
outside of the extended power’s range, the power is 
suppressed, but it resumes functioning once the ally 
moves within range again. You can spend 1 point of 
inherited mana from your heirloom to pass the effect 
to a new target, so long as both the original target and 
the new one are within 30 feet. This feat can affect 
only one heirloom from a given legacy at a time, even 
if you have selected the legacy more than once.

Special: You can take this feat multiple times. Each time 
you take the feat, select a different legacy, and all selected 
heirlooms must have different resonant powers. If you 
ever replace an heirloom you selected with this feat, its 
benefits apply to the new heirloom, and it must still have a 
different resonant power from any other heirloom selected 
with this feat.

Special: This feat counts as Extra Resonant PowerOA 
for purposes of pre-requisites.

Extra Legacy Power*
You gain an additional legacy power from your heir-
loom.

Prerequisites: Legacy power class feature.

Benefits: You gain one additional legacy power from 
among those available from your chosen legacies. You 
must select a power for which you normally qualify.

Special: You can select this feat once for each individual 
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heirloom you have. If you ever replace an heirloom 
you selected with this feat, its benefits apply to the new 
heirloom. Further, you can also exchange the legacy 
power that heirloom gained from this feat, and must 
do so if the new heirloom no longer qualifies for said 
legacy power. 

Special: This feat counts as Extra Implement PowerOA 
for purposes of pre-requisites. 

Extra Inherited Mana*
You possess increased mental focus.

Prerequisites: Inherited mana class feature.

Benefits: You gain 2 additional points of inherited 
mana.

Special: This feat counts as Extra Mental FocusOA for 
pre-requisites and each may be taken once for each 
separate pool of mental focus or ability that counts as 
it for prerequisites that you have. Its benefits do not 
stack, applying its benefits to each pool separately.

Eyeblinder’s Cloak (Dual-Legacy)
Your prowess and mastery of sight and the unseen 
manifest in your heirloom.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of cunning, heirloom 
of the legacy of war, eagle eye offense legacy power, 
vanish from sight legacy power.

Benefits: This dual heirloom is referred to as your 
eyeblinder’s cloak heirloom, with the vanish from sight 
heirloom being its primary heirloom and the eagle eye 
offense heirloom being its secondary heirloom.  Attacks 
made with eyeblinder’s cloak heirloom’s during the 
round you break your vanish effect don’t count against 
the limits of eagle eye offensive.

You must always invest at least 2 points of inherited 
mana into your eyeblinder’s cloak heirloom when you 
refresh your inherited mana. Further, when you invest 
inherited mana into this heirloom, it gains 1 point of 
sightless mana, a type of specialized mana. At succes-
sor level 11th and 17th, you gain 1 additional point of 
sightless mana. Sightless mana can only be spent to 
activate and further empower the vanish from sight 

legacy power. When your vanish from sight power is 
activated you may spend additional points of mana. 
For each additional point spent, you may make an at-
tack or take a single standard action that does not break 
you vanish effect, even if it normally would.

Harmonic Resonance
You are so in tune with the magic of your heirloom it 
does not disrupt new magic auras from similar items.

Prerequisites: Successor level 5th.

Benefits: Select one of your heirlooms that occupies a 
magic item slot. As long as there is at least one point of 
inherited mana invested in the item it does not count as 
occupying that slot. If you spend the last remaining mana 
in an item, you must choose which item is suppressed. 
You gain one point of independent mana.

Normal: Slotted heirloom items occupy magic item 
slots when worn.

Special: You can take this feat multiple times. Each 
time, you must select a different heirloom.

Hungerer’s Trinket (Dual-Legacy)
Your hunger for magic drives you to greater heights of 
puissance.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of cunning, heir-
loom of the legacy of magic, guided acumen legacy 
power, magisynthesis power.

Benefits: This dual heirloom is referred to as your 
hungerer’s trinket heirloom, with the magisynthesis 
heirloom being its primary heirloom and the guided 
acumen heirloom being its secondary heirloom.  For 
1 round after you save against the effect of a spell or 
spell like ability, you may add an insight bonus of half 
that spells level to your attack rolls.

You must always invest at least 2 points of inherited 
mana into your hungerer’s trinket  heirloom when 
you refresh your inherited mana. Further, when you 
invest inherited mana into this heirloom, it gains 1 
point of consumptive mana, a type of specialized 
mana. At successor level 11th and 17th, you gain 1 
additional point of consumptive mana. Consumptive 
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mana can only be spent to activate or further empower 
the magisynthesis legacy power. When magisynthesis 
is activated, you may spend 1 or more points of mana. 
You may spend 1 additional mana point at 7th level and 
every three levels thereafter.  If you do, the your choice 
of the bonuses or duration in rounds of magisynthesis 
are increased +1d4 per point of mana spent. You split 
mana between each of these options.

Legacy Focus*
You are more adept at spending personal mana on 
legacy powers from your favored legacy.

Prerequisites: Successor level 3rd.

Benefits: Select one of your heirlooms. When you 
spend personal mana to activate legacy powers with 
one heirloom of that legacy, the legacy powers cost 
their listed amount of mana. Only one heirloom benefits 
from a given instance of this feat, no matter how many 
heirlooms you have from its legacy.

Normal: Any legacy power activated with personal 
mana costs twice as much focus to use and maintain.

Special: You can take this feat multiple times. Each 
time, you must select a different heirloom.

Special: This feat counts as Implement FocusOA for 
purposes of other pre-requisites. 

Special: If you have selected an heirloom both with 
this feat and with the imprinted esteem class feature, 
instead of the normal benefits of this feat, that heirloom 
gains 4 points of focused mana, a type of specialized 
mana. It can be spent on any legacy powers possessed 
by that heirloom.

Meditant’s Mark (Dual-Legacy)
You anoint a magic-using ally with the symbol of your 
legacy and faith steadying their resolve.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of faith, heirloom 
of the legacy of magic, focal point legacy power, mark 
of the blessed legacy power.

Benefits: This dual heirloom is referred to as your 
meditant’s mark heirloom, with the mark of the blessed 

heirloom being its primary heirloom and the focal 
point heirloom being its secondary heirloom.  Your 
mark of the blessed heirloom’s bonus also counts as an 
insight bonus on concentration checks. This bonus over 
laps with focal point power activations.

You must always invest at least 2 points of inherited 
mana into your meditant’s mark heirloom when you 
refresh your inherited mana. Further, when you invest 
inherited mana into this heirloom, it gains 1 point of 
focused mana, a type of specialized mana. At succes-
sor level 11th and 17th, you gain 1 additional point of 
focused mana. Focused mana can only be spent to use 
the focal point legacy power. When you activate your 
focal point legacy power you may spend additional 
points of mana. For each additional point spent, the 
target of your focal point legacy power receives a +1 
sacred bonus to the caster level of any spell successfully 
cast with the concentration check benefiting from focal 
point.

Power Ring
Your tributes may be called for from your ring of pow-
er if you so choose.

Prerequisites: Ring Bearer.

Benefits: When you tribute an item to your ring heir-
loom you may choose not to increase its base value limit 
instead storing the tribute within the ring as magical 
potential. As a swift action you may spend 1 mana 
invested in the heirloom to call forth a force echo of the 
item. These items persist for up to 1 round per Charisma 
modifier and an additional round per successor level. 
They summoned tributes are considered [force] effects.

Puppeteer’s Implement (Dual-Legacy)
You strike at your enemies with grace and magic alike, 
evoking the fear of control.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of cunning, heir-
loom of the legacy of magic, impromptu implement 
base legacy power, scare tactics legacy power.

Benefits: This dual heirloom is referred to as your 
puppeteer’s implement heirloom, with the legacy of 
cunning being the primary heirloom and the legacy of 
magic being its secondary heirloom. When you use 
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your impromptu implement base legacy power to use 
a spell-like ability that requires a Will save, all targets 
that fail said save are considered to be shaken for the 
purposes of your scare tactics legacy power.

You must always invest 2 points of inherited mana into 
your puppeteer’s implement heirloom when you refresh 
your inherited mana. Further, when you invest inherited 
mana into this heirloom, it gains 1 point of impromptu 
mana, a type of specialized mana. At successor level 9th, 
13th, and 17th, you gain 1 additional point of puppeteer 
mana. Impromptu mana can only be spent to use the 
impromptu implement base legacy power, and only for 
spell-like abilities that require a Will save.

Rejuvinator’s Shroud (Dual-Legacy)
You ghostlike form bolsters allies even as it evades 
your foes.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of cunning, heir-
loom of the legacy of faith, healing sermon base legacy 
power, spectral strafe legacy power.

Benefits: This dual heirloom is referred to as your 
rejuvinator’s shroud, with the spectral strafe heirloom 
being the primary heirloom and the healing sermon 
heirloom being its secondary heirloom. When you use 
your heal a target with the base legacy power you may 
expend an extra point of mana to cause them to vanish 
for a single round.

You must always invest 2 points of inherited mana 
into your rejuvinator’s shroud heirloom when you 
refresh your inherited mana. Further, when you invest 
inherited mana into this heirloom, it gains 1 point of 
spirited mana, a type of specialized mana. At succes-
sor level 9th, 13th, and 17th, you gain 1 additional 
point of spirited mana. Spirited mana can only be 
spent to activate and further empower the spectral 
strafe legacy power. When moving under the effects 
of spectral strafe, may spend 1 additional point of 
mana to  be able to choose to activate healing sermon 
on an ally whose space you move through. You may 
heal up to your Charisma modifier in targets when 
using Rejuvinator’s Shroud.

Ring Bearer
Your legacies are tied to rings of power and you can 
wield the with more alacrity than any other.

Prerequisites: Successor level 1st.

Benefits: Rings may qualify for any legacy power for 
you. If you select a legacy power that requires a different 
type of item, then your ring confers those abilities on an 
item of the appropriate type when you invest mana for 
the day. If you do not have an item of that type you may 
not access that legacy power for the day. You may have 
one additional ring slot active at a time than usual.

Normal: Legacy powers must be selected for items of 
the appropriate slot or item type. Most characters can 
only wear two rings.

Tactician’s Redoubt [Dual-Legacy]
Your defensive posture guides a lethal coordinated 
assault.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of cunning, heir-
loom of the legacy of war, oppressive tactics legacy 
power, resounding wall legacy powers.

Benefits: This dual heirloom is referred to as your 
tactician’s redoubt heirloom, with the resounding wall 
heirloom being its primary heirloom and the oppressive 
tactics heirloom being its secondary heirloom.  When 
activating the oppressive tactics legacy power you may 
spend an additional point of mana to grant the bonuses 
to hit and damage to anyone benefiting from defensive 
wall or resounding wall legacy powers.

You must always invest at least 2 points of inherited 
mana into your tactician’s heirloom when you refresh 
your inherited mana. Further, when you invest inherited 
mana into this heirloom, it gains 1 point of positioned 
mana, a type of specialized mana. At successor level 
11th and 17th, you gain 1 additional point of posi-
tioned mana. Positioned mana can only be spent to use 
or augment the resounding wall legacy power. When 
activating resounding wall, you can spend an additional 
point of mana for each enemy that would be in range 
of resounding walls bonuses. For each creature you 
pay mana for they are instead considered flanked while 
they are in the area of effect.
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Theurge’s Focus [Dual-Legacy]
Your holy call to action shapes the tides of magic itself 
defending your allies as you steel their spirits.

Prerequisites: Cha 13+, successor level 5th, heirloom 
class feature, heirloom of the legacy of faith, heirloom 
of the legacy of magic, blessed hymn legacy power, 
extended peculiarity legacy power.

Benefits: This dual heirloom is referred to as your 
theurge’s focus heirloom, with the extended peculiarity 
heirloom being its primary heirloom and the blessed 
hymn heirloom being its secondary heirloom.  When 
using the blessed hymn legacy power you may spend 
an extra point of inherited mana to add the sacred bonus 
to penetration checks for any school of magic selected 
for extended peculiarity or peculiar wards, and half that 
bonus as a sacred bonus to caster level for effects.

You must always invest at least 2 points of inherited 
mana into your theurge’s focus heirloom when you 
refresh your inherited mana. Further, when you invest 
inherited mana into this heirloom, it gains 1 point of 
sanctified mana, a type of specialized mana. At succes-
sor level 11th and 17th, you gain 1 additional point of 
sanctified mana. Sanctified mana can only be spent to 
use or augment the blessed hymn base legacy power. 
When activating blessed hymn, you may spend 1 addi-
tional point of mana to extend the saving throw bonus 
for a single school of magic selected with peculiar 
wards or extended peculiarty to all allies benefiting 
from blessed hymn. You may spend up to 1 point of 
mana per school of magic bonus you wish to extend.

Tribute of Effort
You have spent enough time and energy with your heir-
looms that their power is stronger than it was before.

Prerequisites: Cha 13+, successor level 7th, heirloom 
class feature.

Benefits: Select one of your heirlooms. Whenever you 
replace it, you increase its maximum value before tributes 
by 50 gp times your class level.

Special: You may select this feat multiple times. Each time 
you take it beyond the first, its Charisma prerequisite in-
creases by 2 and successor level prerequisite increases by 4. 
Its benefits do not stack. Instead, you must select a different 
heirloom each time.

Special: You cannot take this feat if you have the wild-
raised successor archetype. For a similar effect for that 
archetype, see the Effortless Awakening feat.

Archetypes
The following archetypes are available to members of 
the listed classes.

Heir of Cunning (Slayer ACG)
An heir of cunning embodies the ideals of a family of 
assassins, cutthroats, stalkers, and killers. Whether they 
kill for good or for ill, there is an item that resonates 
with the skills they have inherited.

Inherited Skill: The heir of cunning uses Charisma 
in place of Intelligence for any slayer class features. 
Additionally, they add half their Charisma modifier 
(rounded down, minimum +0) to the number of skill 
ranks they gain whenever they gain a class level.

This alters class features and replaces track.

Adept Heirloom (Su): At 1st level, the heir of cunning 
gains an heirloom, as the successor class feature. This 
heirloom must be of the legacy of cunning. They gain a 
resonant legacy power and base legacy power that that heir-
loom qualifies for. Once per day after resting for 8 hours, 
which need not be consecutive, their heirloom is automat-
ically invested with a number of points of inherited mana 
equal to half their class level + their Charisma modifier.

To study a target, as per the studied target class feature, 
the heir of cunning must expend 1 point of inherited 
mana from their heirloom. This takes the same action 
it normally would, as fitting the circumstances. If they 
can study multiple targets, they must expend one use 
point of inherited mana per target to be studied.

Whenever the heir of cunning would gain a slayer 
talent, they may instead gain a legacy power for their 
heirloom. They treat their class level as their successor 
level when determining the effects of their legacy pow-
ers and what legacy powers they can learn.

This replaces sneak attack 2d6, 4d6, and 6d6; and it 
alters studied target and slayer talents.

Expanded Heirlooms (Su): Starting at 10th level, the 
heir of cunning can choose to expand their heirloom 
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collection instead of increasing their normal potential 
as a killer. They may choose to gain another heirloom, 
as per their adept heirloom feature, instead of gaining 
a slayer talent. They may only do so once, but do not 
need to do so.

Heir of Faith (Warpriest ACG)
An heir of faith is one in a long line of warpriests, 
raised amongst holy artifacts and symbols of religious 
glory. One of these items is now their own, and it has 
brought them glorious and faithful prowess.

Inherited Faith: The heir of faith uses Charisma in place of 
Wisdom for any warpriest class features and spellcasting.

This alters spellcasting.

Faithful Heirloom (Su): At 1st level, the heir of faith 
gains an heirloom, as the successor class feature. This 
heirloom must be of the legacy of faith. They gain a 
resonant legacy power and base legacy power that that 
heirloom qualifies for. When the heir of faith prepares 
their spells for the day, their heirloom is automatically 
invested with a number of points of inherited mana 
equal to half their class level + their Charisma modifi-
er.

Whenever they would expend a use of their blessing 
class feature, they must instead expend 1 point of 
inherited mana for a minor blessing, or 2 points of 
inherited mana for a major blessing. Whenever they 
would expend a use of their fervor class feature, they 
must instead expend 1 point of inherited mana.

Whenever the heir of faith would gain a bonus feat 
from warpriest class levels, they may instead gain a 
legacy power for their heirloom. They treat their class 
level as their successor level when determining the 
effects of their legacy powers and what legacy powers 
they can learn.

Finally, the heir of faith only gains one blessing at 1st 
level, which is selected as normal for their blessings.

This replaces fervor 2d6, fervor 4d6, and fervor 6d6; 
and it alters blessings and fervor.

Expanded Heirlooms (Su): Starting at 10th level, 
the heir of faith can choose to expand their heirloom 
collection instead of increasing their normal potential 

as a priest. They may choose to gain another heirloom, 
as per their faithful heirloom class feature, instead of 
gaining a bonus feat from warpriest class levels. They 
may only do so once, but do not need to do so.

Heir of Magic (Arcanist ACG)
An heir of magic’s power is not one they studied, it is 
one they were born into. They were given an item that 
unlocked their family’s history of arcana, and it guides 
them to this day.

Inherent Arcana: The heir of magic casts spells as 
if they were a sorcerer of their class level, and any 
references to Intelligence in their class features are 
replaced with Charisma.

This alters spellcasting.

Mage’s Heirloom (Su): At 1st level, the heir of magic 
gains an heirloom, as the successor class feature. This 
heirloom must be of the legacy of magic. They gain a 
resonant legacy power and base legacy power that that 
heirloom qualifies for. When the heir of magic refreshes 
their spells for the day, their heirloom is automatically 
invested with a number of points of inherited mana 
equal to half their class level + their Charisma modifier.

Whenever they are required to expend points from 
their arcane reservoir, the heir of magic instead must 
expend an equal number of points of inherited mana 
from their heirloom. Whenever they would add points 
to their arcane reservoir, they instead add an equal 
number of points of inherited mana to their heirloom.

Whenever the heir of magic would gain an arcanist 
exploit, they may instead gain a legacy power for their 
heirloom. They treat their class level as their successor 
level when determining the effects of their legacy pow-
ers and what legacy powers they can learn.

This replaces spellbook, arcane reservoir, and the ar-
canist exploit gained at 1st level.

Expanded Heirlooms (Su): Starting at 11th level, 
the heir of magic can choose to expand their heirloom 
collection instead of increasing their normal potential 
as a mage. They may choose to gain another heirloom, 
as per their mage’s heirloom class feature, instead of 
gaining an arcanist exploit. They may only do so once, 
but do not need to do so.
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Heir of War (Brawler ACG)
An heir of war might have been born in a warzone, 
raised by mercenaries, or simply bear the heritage of 
pugilists. No matter the circumstances, it is their her-
itage and the items they have inherited that has given 
them their combat prowess.

Warrior’s Heirloom (Su): At 1st level, the heir of war 
gains an heirloom, as the successor class feature. This 
heirloom must be of the legacy of war. They gain a 
resonant legacy power and base legacy power that that 
heirloom qualifies for. When the heir of magic refresh-
es their spells for the day, their heirloom is automat-
ically invested with a number of points of inherited 
mana equal to half their class level + their Charisma 
modifier. The heir of war is automatically proficient 
with their heirloom.

Whenever the heir of war would expend one or more 
uses of martial flexibility, they must instead expend an 
equal number of points of inherited mana.

Whenever the heir of war would gain a bonus feat from 
brawler class levels, they may instead gain a legacy 
power for their heirloom. They treat their class level as 
their successor level when determining the effects of 
their legacy powers and what legacy powers they can 
learn.

This replaces brawler’s flurry, and alters bonus combat 
feats.

Expanded Heirlooms (Su): Starting at 11th level, the 
heir of war can choose to expand their heirloom col-
lection instead of increasing their normal potential as 
a warrior. They may choose to gain another heirloom, 
as per their warrior’s heirloom class feature, instead 
of gaining a bonus combat feat. They may only do so 
once, but do not need to do so.

Wild-Raised (Successor)
As a wild-raised, you were not heir to a powerful fam-
ily of mages of warriors. Instead, it was the wilderness 
itself that raised you, be it a pack of wolves or a herd 
of bison. It is this legacy, the legacy of nature, which 
embodies all of civilization and more, that you have 
inherited.

Body of the Wild (Su): The wild-raised does not have 
heirlooms in the traditional sense. Instead, their body 

itself is an heirloom. Whenever they would gain an 
heirloom from successor class levels, they choose an 
heirloom legacy as normal, but instead of having a 
physical heirloom, their body changes to accommodate 
the new magic. The effects of these body changes are 
dependent on the heirloom legacies selected, and the 
benefits of said body changes stack with themselves. 
When they choose an heirloom legacy from successor 
class levels, they choose item type that that heirloom 
legacy could count as and which is listed with the body 
changes. They count as having an heirloom of that item 
type for the purposes of selecting legacy powers.

When the wild-raised invests inherited mana, if they 
have selected the same heirloom legacy multiple times, 
they invest the inherited mana into the legacy as a 
whole. All inherited mana invested into that legacy can 
be used for any of its legacy powers, and for determin-
ing the effects of its resonant legacy powers.

● Legacy of Cunning: When the wild-raised 
undergoes a body change to accommodate 
the legacy of cunning, they gain a +3 insight 
bonus to one skill of their choice. They can-
not select the same skill multiple times. This 
counts as a cloak or tool.

● Legacy of Faith: When the wild-raised un-
dergoes a body change to accommodate the 
legacy of faith, they gain a +1 insight bonus to 
saving throws. This counts as a holy symbol or 
priestly vestment.

● Legacy of Magic: When the wild-raised un-
dergoes a body change to accommodate the 
legacy of magic, they gain 2 additional points 
of inherited mana each day. This counts as a 
crystal or club.

● Legacy of War: When the wild-raised under-
goes a body change to accommodate the lega-
cy of war, they gain a +1 natural armor bonus 
to AC. This counts as armor or a shield.

Additionally, so long as the wild-raised has at least 1 
point of inherited mana invested in at least one heir-
loom, they gain the shifter claws class feature as a 
shifter UW of their class level -2 (minimum 1).

This alters heirlooms.



28

Wild Tribute (Su): The wild-raised can tribute items 
to their shifter claws as though they were enhanced in 
a manner similar to an amulet of mighty fists. If they 
have natural attacks, they may select these as well, but 
each much be treated as it’s own amulet item.They 
additionally may use legacy of war powers on their 
natural attacks as though they were magic weapons.

Natural Mana (Su): The wild-raised has inherited 
mana that is a matter of nurture, not nature. They use 
their Wisdom instead of your Charisma when deter-
mining how much inherited mana they have, determin-
ing the save DCs of their legacy powers, and for the 
effects of any legacy powers dependent on Charisma.

This alters inherited mana and legacy powers.

Primal Awakening (Su): At 5th level, the wild-raised 
has awoken a grand power within them. Once per class 
level or once per week (whichever is shorter), they 
can select a single wondrous item that is not slotless 
and which has a maximum value equal to or less than 
200 gp times their class level, and perform a ritual 
that takes eight hours to emulate the effects of said 
wondrous item. At the end of this ritual, the wild-
raised gains the effects of that wondrous item, without 
actually needing to possess said item, and without it 
taking up a body slot. This is referred to as emulating 
that wondrous item.

The wild-raised can only emulate a number of wondrous 
items up to the number of times they have selected heir-
looms from successor class levels, but they may choose 
to perform this ritual to replace an emulated wondrous 
item with a different wondrous item. They can only 
emulate one wondrous item in a given body slot.

At 11th level, the maximum value of wondrous items 
emulated through this class feature increases to 300 gp 
times their class level, and they can emulate one addi-
tional wondrous item at a time. At this level, the wild-
raised chooses one body slot for wondrous items to 
become a compound slot. They can emulate up to two 
wondrous items in a compound slot at the same time, 
but the second wondrous item has a maximum value of 
half what it would normally be (so 150 gp times their 
class level at 11th level, and 200 gp times their class 
level at 17th level).

At 17th level, the maximum value of wondrous items 
emulated through this class feature increases to 400 

gp times their class level, and they can emulate one 
further wondrous item at a time. At this level, the wild-
raised chooses a second body slot for wondrous items 
to become a compound slot.

This replaces imprinted esteem.

Favored Class Bonuses
Successors can select the following favored class 
bonues depending on their species:
AasimarARG: +1/6 a legacy power to an heirloom of a 
legacy of faith.
CeptuCo7S: Gain a +1/2 bonus on Spellcraft checks to 
identify the properties of magic items and on Use Mag-
ic Device checks to use mental source-origin items.
ChangelingARG: +1/6 a legacy power to an heirloom 
of a legacy of magic.
DhampirARG: Add +1/4 to the DC of the successor’s 
Impromptu Implement and Adamant Implement 
power for Necromancy spell-like abilities.
Dwarf: +1/6 a legacy power to an heirloom of a 
legacy of war.
Elf: Increase the successor’s total number of points 
of inherited mana by 1/2 point.
FetchlingARG: Add +1/4 to the DC of the successor’s 
Impromptu Implement and Adamant Implement 
legacy powers for Illusion and [Acid] descriptor 
spell-like abilities.
Gnome: +1/6 a legacy power to an heirloom of a 
legacy of cunning or legacy of magic.
GoblinARG: Add +1/4 to the DC of the successor’s 
Impromptu Implement and Adamant Implement 
legacy powers for Evocation spell-like abilities.
Halfling: +1/6 a bonus [Dual-Legacy] feat.
Human: +1/6 a legacy power to any heirloom.
IfritARG: Add +1/4 to the DC of the successor’s Mys-
tical Geometry and Geometric Superiority legacy 
powers for [Fire] descriptor spell-like abilities.
JudowCo7S:SoH: Add +1/4 to the DC of the successor’s 
Impromptu Implement and Adamant Implement 
legacy powers for [Fear] descriptor and [Shadow] 
descriptor spell-like abilities. 
KitsuneARG: Increase the successor’s total number of 
points of inherited mana by 1/2 point.
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KoboldARG: Add +1/4 to the DC of the successor’s Im-
promptu Implement and Adamant Implement lega-
cy powers for [Fire] descriptor and Transmutation 
spell-like abilities.
MirrorkinCo7S:SoH: Increase the successor’s total num-
ber of points of independent mana by 1/2 point. 
Any independent mana gained before 4th level 
become available at 4th level.
OrcARG: +1/2 point of fire damage to any attack or 
spell-like ability of a legacy that deals [Fire] descrip-
tor damage.
OreadARG: +1/2 point of acid damage to any attack or 
spell-like ability of a legacy that deals [Acid] de-
scriptor damage.
RhyzalaCo7S:SoH: +1’ of movement during a move ac-
tion when moving on diagonals and +1’ reach when 
the first melee attack with a single chosen heirloom 
of a legacy of war. Only count these in 5’ increments. 
If this legacy is applied to the new heirloom instead. 
Shadow FeyCo7S:SoH: +1/6 a legacy power to an heir-
loom of a legacy of cunning or legacy of magic.
SylphARG: +1/2 point of electricity damage to any 
attack or spell-like ability of a legacy that deals 
[Electricity] descriptor damage. 
TieflingARG: Add +1/4 to the DC of the successor’s 
Impromptu Implement and Adamant Implement 
legacy powers for Conjuration and [Acid] descriptor 
spell-like abilities.
UndineARG: +1/2 point of cold damage to any attack 
or spell-like ability of a legacy that deals [Cold] 
descriptor damage.
VanaraARG: Increase the successor’s total number of 
points of inherited mana by 1/2 point.
VeryxCo7S:SoH: +1/6 a legacy power to an heirloom 
of a legacy of magic or legacy of war.
XodaiCo7S:SoH: Add +1/4 to the DC of the successor’s 
Impromptu Implement and Adamant Implement 
legacy powers for Abjuration and [Evil] descriptor 
spell-like abilities.

Successors & the City of 7 Seraphs

A number specialists around the environs of Hyraeat-
an are in fact successors. The ambient energies of 
the Radia help quicken the psychic potential of many 
lineages of the City including a number of oread clans 
within the Tailings neighborhood of Irons and the 
Shadow Clans of the Glarewood. While these lineages 
have grown in power and strength over the generations 
they are not the only instance or origin of the class in 
the City.

The Descendants of Dream have long mastered a mys-
terious art that allows them to awaken the powers of 
items of storied lore, binding them to the latent psychic 
energy of their histories. More radical members of the 
Parity have achieved a level of collective energetic 
imagining that imprint objects with the power of the 
audience at plays or the readership of novels written 
about them.

There are also less heroic lines among the citizens 
of the City. Whispered quietly are the stories of the 
Blackblades original weapons, said to resonate with the 
shattered essences of the fallen leaders of the Parity. 
Others claim such weapons were harvested from the 
essences of the most heinous criminals of the City, and 
that only those born of the fell lines of those families 
can awaken those legacies. 

Vampiric lineages and mortal bloodlines cultivated by 
the Sanguine Sovereignty have no small number of 
successors among them. Developed as a responding 
countermeasure to the vampire hunters of the founding 
era of the City, these servitor lines soon spread beyond 
the Parity’s ability to control. Such successors often 
find themselves recruited to wield the legacies of their 
ancestors.
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An elder ring said to carry a terrible curse. A  sword sworn to turn back the armies of 
darkness. A simple cloak that makes a young girl unseen. What hero can master all these 

items and more? 

The Successor.

Born of ancient lineages and destined to awaken the powers of heirlooms of fantastic 
power the successor is a new base class for the Pathfinder Roleplaying Game. 

Mastering heirlooms of four different legacies, the successor takes the mastery of item 
based magic to a new level.

This base class includes:

Four legacies to allow you to further expand the powers of magic items.
Dozens of Legacy Powers to unlock your items secrets.

New feats and favored class bonuses.
5 Archetypes to allow new options to explore heirlooms with other classes.

New lore about the class and its connections to the City of 7 Seraphs.
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