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Siegfried locked eyes with the vast, scaly /lIonstrosity which loomed on'r him, its cold, reptilii.1n eres
glinting with mdlice ,JIId haledl the pdlddins weJl-polished, ifsomewhdl scorched, armor. The two were
c,lught up in,l desper,lle sU'uggleon lhe vil/dgegreen, which minutes <l8O had been filled with good and
honeSllOwnsfolk, most ofwhom h<ld now fled to the S<lfetyofthe ne<lrbych<lpel. Sigfried could see them
through the chapel's windows, huddling dg<linst the glass, fe<lr in their eyes, knowing thdt heand his
comp<lnions were their only chdnce ofS<llv,ltion.

Ofthese he had precious few remdining. His friend Homlio, another noble w<lrrior, had <l/ready
f<l/len 10 bedSt'S wicked claws <lnd fe<lrs<lme biles, and Idycolldpsed on the ground, unmoving. Another
companion, J,lck, a borderline brigand for whom Sigfried admitted agrudging respect, h<ld fled from the
bedSt, and Sigfried could not find the heMt to blame him. Hisonly rem<lining ally W<lS Elvdlid, who stood
bdck from him,l good forty feet, bdrring the emrdnce to the chapel dnd ch<lming in a low murmur, hold­
ing her holy symbol above her hedd.

His thoughts were illlerrupled bya sudden rwr from his foe, who unle<lshed alOrrelll ofcrdckling
lightning from its toothy maw. Struggling to move his ,lrm in lime, Sigfried broughl his shield up in from
ofhim, illlercepling the deadly bolt. Still, the blasl had great force, and he struggled not to fdlJ to the
ground as he W,lS pushed bdck. He looked up, terrified /Osee th<lt the credlUre h<ld broken offits aSSilul1
on him, and was now <ldvallcing Oil Elvalia, whocominued to challl her spell, unprotected by even the
lightest ofarmors.

He rushed 10 bdr the beasts pi.Jth, blocking il from redching Elva/i,l. He knew thdl he stood no
ch<lnceagainst the Cre<llUreS terrible bulk and wrath, but vowed to fighl on anyway, hoping against hope
thaI his sacrifice could buy the cleric enough time to unledsh her spell and destroy Ihe foul credlUre
before it could h<lrm ,lny more of the innocents in this town.

Thedreaded behemoth let out another I1,),)r, this oneofmere annoyance, and swat/ed COlllemplU­
ously at lhe palddin, brushing him aside as though he were nOlhing more than .I child's plaything. Co/­
Idpsed, pdnting on the ground, sigfried cursed himselffor nO! being <lble to del<ly the mO/lSter longer,
bUI found himselftoo \\-"edk IOstalld. The crealUrecontinued on .I few more steps, and then, with a pierc­
ing cry, Elvalia completed her spell, sending down .I torrelll offire which consumed both palddin and
fiend ,llike.

sigfried dosed his eres, prep.Iring himselffor lhe death th<lt this infemo would no doubt bring, his
final thoughts a prayer thdl it would be enough to end his foe. The fires enveloped him, flames licking his
armor. The bedsllet oul .I I1,),)rofa8Ony, writhing and thr<lshing in the bright white flames, before col­
Idpsing in,l heap to the ground, its S('ales blackened and charred. To his surprise, however, sigfried found
nol only Ihat lhe fires did not bum him, but in fact he fell life and vigor relUrn to his weary; broken bodr
through the powerofthe magic fl<lmes.

Slowly, he stood, sheathing his sword and eme~ing from the flames. Even his armor <lnd dwk \\-"ere
untouched by the fires Elvdlia had summoned. He looked upat her, SlUnned, lhen dropped to Olle knee,
bowing his head, and proclaimed "My lady Elvalia, lowe you my life. Howdid you mdke lhe fldmes Spdre
me?~

She gave him a coy smile and replied "But sir knight, I did nothing. You S<lved yourself.-And with
that, she turned inside 10 tend to the wounded villagers.





,Introduct"'io>!jnu.:'- _

The concept of magical fire has a long history
in folklore, and is a staple ofthe fantasy genre,
something found in a wide variety ofworlds and
se~gs.There are numerous types of magical fire,
but m gene!"al, the most popular sort is that which
has some kind of religious significance: holy or
unholy fire, sacred flames ",'hich bum only those
with impure heans, Ot unholy fires which bum
honer than any mundane flame. and may even
seem ne.ufysentient, taking perverse glee in the
destruction they cause.

Such magical fires preent a vast and fertile
realm of possibilities which is so far largely
unupped. This, then, seemed likean exoillent
subject fora dton SOUf'Cebook, such as this one, to
explore. Of the two type5 of magical fire
mentioned,~ felt that holy, sacred fires were the
best concept to '...ork ",ith, as such fires are used
less often, and would CIl'dte a more unique and
int~sourcebook when the dust finally
cleared.

A Necrotrl.lncer's Grimoire: 1M Book of
Purifying FLunes is devoted to a class of magical
flames which burn only the wicked and impun",
lNVing those who are true of heart unsinged.
Funher. those who master these purifying fires
can cause them to do even greater hann to those
with eYi.I. heans, or t\'eflto provide benefits to
goodly allies, burning away diseases or runes
which ail them, or even closing their ",,"OUnds and
providing healing.

Purifying Damage

The spells and abilities in this book usea new
damage type, purifying damage. in addition to fire
damage to represent the magical qualities of
purifying flames. In most respects, purifying
damage is like any other energy damage, but there
Me a few key differences, which are described here
in fuU.

First and foremost, it is important to note
that nothing in this book deals purifying damage
by itself, but rather always pairs it with another
type ofdamage, in this case fire. This is not strictly

because it is impossible for an effect todeal only
purifying damage, but because no creature
currently has resistance to purifying damage,
which would tnake such damage incredibly
powerful. Note that in cases where damage is both
purifying and fire (oranolher energy type), the
creature should apply the highesl relevam energy
resistance it possesses, and if it is immune to one
of the two energy types, it is immune to aU of the
damage (foreXdmple, iran effect de.ds I)points of
damage, which is bolh liteilnd purifying dilmage.
toa demon thaI has resislance to lire 10, IheCfN­

lUte would lake il total of) points ofdatrldge,
which is bolh purifying ilnd lire. ByconfrilSl. the
SolnJe effl"Cl ",,'OUld deal no d.1:mage to a devil who
was immUJJe tofire).

SKondly, and by far 1M most unique .lspect
of purifying dama~, only mJ ClfttuJ'es ue
susceptible to purifying da..m.ige. Any non-evil
creature ""ito ""UJld~ damaged by purifying
damage simply ignorft th.lt damage. Some fedts
and abilities may allOW" a creature wielding
puril}ing fire todama~ neuual creatures with it.
In~ case ofdamage which is both purifying.lnd
.mothertype, such.as fire,.l non-evil cre.ltute is
immunetoallof~damage (fotexample. iran
Bf"1"CI deals..u pointsofd.Jm.:tgt', "'hkh is bolh
purifying and litedam.:tge. loa 1.lwfiJl-sood hound
armon, il "'ouJd instead deill nodam.:tgE'. Ifonly 5
orthaI dilm.:tge .."t'te purifying datrldge, hooo'eYt'r,
rhearr:hon ..uuld still tilke the remaining '1
damage).

FmalIy, il number ofeffects in rhis book care
about ,.,.-hetheror not an effect is dealing purifying
damage, and may modify effects rhat doso. As
long .as.lt least one point of the damage the effect
deals is purifying. f"'Jen if thar da.mage is also
.lnother type. such as fire, then the effect deals
purifying damage. Note that.l number of these
effects do not ilctually care whether or not the
target of the effect actually tilkes rhe damage, but
simply cMewhether they are t.lrgeted by the
effect.

Purification Feats

This book cont.lins a numheroffeats which
can modify spells or effects that deal purifying



damage. These feats are referred toas purification
feats. These feats are similar to metamagic feats, in
that they modify existing spells and abilities, but
they do not increase the effedive level of spells
that they modify, and they can be applied on-the­
fly, rather than needing to be prepared in advance.

Instead, there is a limit to the number of
purification feats which can be applied to a given
spell or ability, based on that spell or ability's
effedive spell level. Bydefault, you can't apply
more than one purification feats per two spell
levels of the spell or ability to be modified,
rounded down (forexoJmple, you could oJpply rwo
purific,uion feoJts to oJ 4th-level spell, or three
purifiColtion feats to oJ 7lh-/evel speJl). In the case
ofabilities, an effective spell level is typically
given. Ifone is not, purification feats cannot be
applied to that ability. The Purification Mastery
feat allows you to apply an extra purification feat
you know. No matter how many purification feats
you can apply to a single spell or effect, you cannot
apply a single purification feat to any given effect
more than once at a time.

Purification feats can only be applied to spells
or abilities which either deal purifying damage or
have the purifying descriptor.

Purifying Spells

This book also contains a number ofspells

which deal purifying damage, and which have the
new purifYing descriptor. In general, these work
just like other spells. Channeling purifying fire,
however, is something that can only be done by
those who are pure of heart, meaning that only
non-evil characters can cast spells with the
purifying descriptor.

Feats

Abolishing Fire [Purification)
Prerequisites: Character level'jth, non-evil
Benefit: Whenevf'ryou hit a non-evil creature
with an effect that deals purifying damage, you
may choose to haVf' that creature be affected as
though by the third effect of the spell dispel evil.
The caster 1evf'1 for this ability is equal to your
character level.
Special: The number of purification feats you can
apply to anyone effect that deals purifYing damage
is equal to Ih its effective spell level unless you
possess Purification Mastery.

Banishing Fire [Purification)
Prerequisites: Non-evil, any other purification
fN'
Benefit: Wheneveryou hit an evil creature with an
effed that deals purifying damage, you may
choose to have that creature be affected by
billlishmenr (IX: 19). If the affected creature isn't
extraplanar, this has no effect. Creatures banished
by this ability can't leave their home plane until a

--:-----:----:--:---""'''''....ae*"'iP 'ht>------------­

Sidebar: Neutrality and Purification

Much consideration was given to whether or not purifYing damage should, bydefault, harm neutral
creatures, and whether or not neutral creatures should be able to wield the power of the purifying flame.
Ultimately, there are good points for both sides, and one's position tends to boil down to one's views on
the nature of neutral alignments and the nature of "purity."

Ultimately we wound upwherewe did primarily because it allowed usa litde more freedom when
working with purifYing damage, because it provided a larger drawback to using purifying spells and
abilities, and so we could afford to make those abilities just a little more powerful.

There's no particular reason you can't change purifying damage to default to dealing damage to all
non-good creatures, or change the prerequisites on some of the purification feats or spells, bur be sure to
be careful ifyou do so, as that may fundamentally shift the balance ofspells and abilities included herein.

----------,- ......,----------



Table I-I: Feats
Feats
Abolishing Fire

Greater Abolishing Fire

Banishing Fire

Clarifying Fire
Cleansing Fire
Discriminating
Purification
Disparaging Fire

Fortuitous Fire
Invigorating Fire
Mark of the PurifYing
Flame

Purifying SlTike'

Melting Fire
Neutralizing Fire

Pure Conviction

Purification Mastery

Purifying Spell

Relentless Purification

Restful Fire
Soothing Fire

Greater Soothing Fire

Prerequisites
Character level 5th, non-evil
Character level 11th, non-evil,
Abolishing Fire
Non-evil, .my other
purification feat
Character level 12th, non-evil
Character level 6th, non-evil

Good

Good
Character level 5th. non-evil
Character level 11th, non-evil,
pispelling Fire
Character level 5th, good
Good
Ignite weapon class feature
Character level 9th, non-evil
Character level 12th, non-evil

Good

Goo<L base attack bonus +6.
Mark of the PurifYing Flame,
Weapon Focus
Character level 15th, non-evil
Character level 9th, non-evil

Non-evil

Character level 12th, good, 3
purification feats
Non-evil
Good, any other purification
feilt
Character levelgth, non-evil
Character level 3rd. non-evil
Character levelgth, non-evil,
Soothing Fire

Benefits
Dispel harmful spells with holy fire

As Abolishing Fire, but multiple effects

Banish evil outsiders with purifYing flames

Remove confusion with purifying flames
Remove diseases with purifying flames

Your purifYing flames hann neutral creatures

Scare evil creatures with purifying flames

Remove curses with purifying flames
Heal paralysis with purifying flames
Marked as a pure soul. dealexua purifying
damage

Deal extra purifying damage against a single
target with melee attacks

Your purifying flames heal petrification
Remove poisons with purifying flames
Purification effects deal extra damage to evil
f~,

Apply an extra purification feat 10 purifYing
effects
Spell deals purifyingdamage
Purification elTe<.:ts ignore some resistance or
immunity
Heal exhaustion with purifying flames
Remove sickness with purifying flames
Remove nauseated condition with purifYing
flames

'This is a combat feat and Cdn be taken asa lighter bonus feat.

}'f'ar and a day have passed.
Special: The number of purification feats you can
apply to anyone effect that deals purifYing damage
is equal to 1/2 its effective spell level unless you
possess Purification Mastery.

Clarifying Fire [Purification)
Prerequisites: Character level 12th, non-evil

Benefit: 'Nheneveryou hit a non-evil creature
with an effect that deals purifYing damage, you
may choose to have that creature be affected by
remove blindness/deafness. using your character
level as the caster level. Each time you use this feat
you must choose between blindness and deafness.
Special: The number of purification feats you can
apply to anyone effect that deals purifYing
damage is equal to 1/2 its effective spell level



unless you possess Purification Mastery.

Cleallsing Fire IPurification]
PrffeQuWtts: Character level 6th, non-evi1
Benefit: When_ryou hit a creature with an
effect that deals purifying damage, you IT13Y
choose to have that creature be affected by t\"mm'l!'
disease, using yourcharacter~ as the caster,.....

If the affected CINture is M1and possesses a
d~ special attack. it must Sl.K.'CN'd on a
Fortitude So!'o'l!' (OC 10 + 1/20 yourcharacter ie\l!1 +
your Charisma modifier) or lose that ability for 11
""""-
Special: The number ofpurification feats you can
apply to any one effect that deals purifying damage
is equal to 1/2 ilSeffectivt- spellle'\-",1 unless you
possess Purification Mastery.

Discriminating Purification [General]
Requirements: Good
Benefit: Your spells and effects which deal
purifying damage now damage neutral-aligned
creatures as though they were evil. This effect does
not cause the C1"e.ature to be treated as though it
were evil in any other way, including the effects of
purification feats or purifying spells which have
specific additional effects fort"Yil targets.
Normal: A character without this feat can only
damage evil creatures with effects that deal
purifying damage.

Disparaging Fire (Purification]
~ts:Good

Benefits: Whel"le'\-'e you damage an MI creature
~ith aneffect that deals purifying damage, you
IJli!)' choose to have that creature become shaken
for a number of l"OWKk equal [0 1/2 your character
I_I (minimum 1). [f the creature has less hit dice
than your character Ie'\-l!I., it becomes frightened
for 1 round unless itsu~on a Will S<l\l! (DC 10

+ 1/2 your character 1t'Vl'1 + your Charisrrw
modifier). If the affected creature is undead, it are
still affected even jfit would normally be inunune.
Special: The number of purification feats you can
apply toanyone effect that deals purifying damage
is equal to 1/2 its effective spell level unless you
possess Purification Mastery.

Dispelling Fire [Purification]
Requirements: Non-evil. character level 5th
Benefit: Whenever you damage an MI creature
with an effect that deals purifying damage, you
may choose to have that creature be affected as
though by dispel magic. The caster~ for this
ability is equal to your character level..
Special: The number of purification feats you can
apply to ilDf one effect that deals purifying damage
is equal to 1/20 its efJecti"upell level. un1t'ss }'OU

possess Purification Mastery.

Disrupting Fire [Purification]
~t:s;Character level. sth. guod
Benefit: Whern"\"rl" you damage an t"YiI unOOad
creature~ith an effect [hal deals purifying
damage, that creature must succeed on a Fortitude
SoIa' (OC 17) or be instan[lydes[royed. The casler
level for this ability is equal toyout character 1t'Vl'1.
Undead whose hit dice exceed your own iIte

inunune to this effect.
Special: The number of purification feats you can
apply to anyone effect that deals purifying damage
is equal to 1/2 its effective spell level unless you
possess Purification Mastery.

Exhausting Fire [Purification]
Requirements: Good
Benefits: Whenever you rldmage an t"YiI creature
with an effect thai deals purifYing damage, you
may choose to hin", thaI creature become fatigued.
If the creature has less hit dice than your character
I~. it mUSI SUCCNd on a Fortitude S<l\~ (OC 10 +
1/2 your characte!"~l) or become exhausted.
Cl'Ntures that are~ fatigued become
exhausted., no matte!" bow many rut dice they~.
If the affected creature is undead, it is affected by
light necrosis if i[ 'M:lU1d be fatigued, and Se'\-'t!n'

neovsis if it 'M:lU1d be exhausted (ser Liber
V"mpyr for more information on necrosis).
Special: The number ofpurification feats}'OU can
apply to.my one effect that deals purifying damage
is equal to 1/2 its effective spellle'\-l!1 unless you
possess Purification Mastery.

Extra Ignite Weapon [General]
Prerequisites: Ignite Weapon class feature.
Benefit: You can ignite your weapon oneaddi­
tional time per day.



Special: You call gaill Extra Iglllte Weapo"
multiple times. Its effects stack.

Fortuitous Fire [Purificatioll)
Prerequisites: Character level9lh, non-evil
Benefit: Whenever you hit a creature with an
effect that deals purifying damage, you may
choose to haw that creanue be affected by remOI'"
curse, using yourcharaeter level as the caster level.

If the affected Credture isevil and possesses a
curse special alt;lck, it must succeed on a fortitude
S<M' (DC 10 + 1/1 your character level + your
Charisma modifier) or lose that ability for 11
""""-
Special: The number of purific;ltion feats you can
apply to any one effect that deals purifying~
isequal to 1/1 itseff~ spell 1l'\'I!!1 unless you
possess Purific.;ltion Mutei)'.

Greater Abolishing Fire (Purification)
Requirements: Charclcter level 11m,non~
Abolishing Fire
Benefit: This feat functions like the Abolishing;
Fire feat, dfi:pt you can nowdispel one
enchannnent spell CoilSt by an evil creatul'l!!, or one
evil spell, per four cMter Il'\'ds you possess,
staning with the highest ll'\'d spells and
procrrding to lower level spel1s.
Normal: Abolishing F~ can only dispel any one
enchantment spell CCl5t by an evil creature or any
one evil spell on~haffected creature.
SpeciU The number ofpurific;ltion feats you can
apply to any one effect that deals purifying~
is equal to 1/1 its effective spellll'\'I!!1 unless you
possess Purification Molstery.

Greater Dispelling Fire [Purification)
Requir<ements: Ch."if<lcter level uth, non-evi.l,
Dispelling Fire
Benefit: This feat functions like the Dispelling Fire
feat, l'Jon'IX that the creature is affected by gr&ller
dispel molgic instead of dispel molgic.
Special: The number of purification feats you can
applytoanyOlle effect th;lt deals purifying damage
is equal to 1/1 its effective spell level unless you
possess Purification Mastery.

Greater Soothing Fire [Purification)
PrerequiJites: Character level 9th, non-evil,

Soothing Fire
Benefit: Wheneveryou hit a nOll-evil creature
with an effect that deals purifying damage, you
may inunediately cure the character of the
sickened and nauseated conditions. This feat C;lll
I'l'fIlO\Iea condition caused by a curse, disease, or
poison without curing the affiiction. Such
conditions return. after I hour unless the feat
actually I'l'IIHM"S the affliction that causes the
condition.
Special: The number ofpurification feats you can
apply to any one effect that deals purifying da.m.lge
is equal to 111. itseff~spell level unless you
possess Purification Mutery.

Invigorating Fire [Purification)
~es:Character ieo.-eI. uth, non-evil
Benefit: WheDl"\'l!!l" you hit a non-evil creature
~ith an effect that deals purifying damage, you
IIMf choose to h.n~ that erNtun' be olffected by
remon' pardlysis, using your char<lCler Il'\'d as the
coilSter level..
SpeciU The number ofpurification feats you can
apply to any one effect that deals purifying da.m.lge
is equal to 1/1 its effecti\~spell level unless you
possess Purific.;ltion Mastery.

Mark of the Purifying Flame (General)
Preuequmtes: Good
Benefits: You gain a +1. sacred. bonus to
Diplomacy checks made to influ~good
creatuJ'es and take a -1. penalty to Diplomacy
checks made to inflUl'llC" evil creatures. You;llso
gain a +l bonus to all da.m.lge roUs for effects
which deal purifying damage. Ifyou haY!' 10 or
more ranks in Diplomacy, the bonus ;100 penalty
increaset04·
Special: If}'OU also possess the Discriminating
Purification feat, the penalties provided to sldll
checks with evil creatures also apply to neutral
~_.

Melting Fire [Purification)
Prerequisites: Chaf<lcter levellsth, non-evil
Benefit: Wheneveryou hit a petrified creature
with an effect that deals purifying damage, you
maychoose to haw that creature be affected by
stone to flesh, using your character level as the
caster level.



Special: The number of purification feats you can
apply to anyone effect that deals purifying damage
is equal to Ih its effective spellll'W'l unless you
possess Purification Mastery.

Neutralizing Fire [Purification]
Prerequisites: Character 11'W'1<}th, non-evil
Benefit: \"lheneveryou hit a creature with an
effect that deals purifYing damage, you may
choose to have that creature be affected by
neutralize poison, using your character level as the
caster II'W'I.

If the affected creature is evil and possesses a
poison special attack, it must succeed on a
Fortitude save (DC 10 + Ih your character level +
your Charisma modifier) or lose that ability for 24
hours.
Special: The number of purification feats you can
apply to anyone effect that deals purifying damage
is equal to Ih its effective spellll'W'l unless you
possess Purification Mastery.

Pure Conviction [Purification)
Requirements: Non-evil
Benefit: \"lhenl'W'r you deal purifying damage to
an evil creature, that creature takes half again as
much damage (+50%), as though it were
vulnerable to the damage. Unlike nonnal
vulnerability, this does not affect its saving throws.
Special: The number of purification feats you can
apply to anyone effect that deals purifying damage
is equal to Ih its effective spell level unless you
possess Purification Mastery.

Purification Mastery [General)
Prerequisites: Character level 12th, good, any
three purification feats
Benefit: You can now apply the effects of one
purification feat toan effect that deals purifying
damage in addition to the amount you could
already apply.
Normal: The number of purification feats you can
apply to anyone effect that deals purifying damage
is equal to Ih its effective spell level.

Purifying Spell [Metamagic]
Requirements: Non-evil
Benefit: The speU gains the purifying descriptor,
and damage dealt by the spell is purifying damage

in addition to its normal type of damage. A
purifying spell uses up a spell slot two levels
higher than the speU's actual level when cast by a
neutral spellcaster, but for a good spelkaster it
only uses up a spell slot one level higher than the
spell's actual level.
Special: Spells with the evil descriptor cannot be
modified with this metamagic feat.

Purifying Strike [Combat)
Prerequisites: Good, base attack bonus +6, Mark
of the Purifying RaIne, Weapon Focus
Benefit: Once per round, as a freeaction, you can
designate a single target that you can see. Your
melee attacks and ranged attacks against that
target-if made with a weapon for which you have
the Weapon Focus feat-deal an extra Id6 points
of purifying and fire damage. You mayuse this feat
a number of times per day equal to your Charisma
modifier (minimum of l/day).
Special: For the purposes of purification feats,
Purifying Strike's effective speU level is equal to 1/4
your character level.

Relentless Purification [Purification)
Prerequisites: Good, any other purification feat
Benefit: \"lhenever you deal damage to a creature
which is both purifying damage and another type
of damage, you may have that damage ignore an
amount of that creature's energy resistance equal
to your character level. Additionally, if the target is
immune to the damage, the spell or effect ignores
that immunity and deals half damage to the target
instead (for example, a spell cast by a 12th-level
wizard, which would deal 19 points ofdamage toa
demon with fire resistance 10, would deal the full
'9 damage. Ifcast on a devil with fire immunity
instead, the spell would only deal 9 points of
damage.) lbis doesn't affect a creature's resistance
or immunity to purifying damage, only other types
of damage that are also purifying.
Special: The number of purification feats you can
apply to anyone effect that deals purifying damage
is equal to Ih its effective spell level unless you
possess Purification Mastery.

Restful Fire [Purification)
Prerequisites: Character level 9th, non-evil
Benefit: \"lheneveryou hit a non-evil creature



with an effect that dl'ills purifying damage, you
maychOO5l' to haw that CI'l'ilture be no longer
fatigued.. Affected. Cll'iltureS that are exhausted.
instl'ild become fatigued..
Special: The number of purification fl'ilts you can
apply to anyone effect that deals purifying damage
is equal to 1/"1. its effective spellll'Vl:'l unless you
possess Purification Mastery.

Soothing Fire [Purification]
Prerequisites: Character II'Vl:'I JId, non-evil
Benefit: Whenl'Vl:'ryou hit a non-evil creature
with an effect that dl'ills purifying damage, you
may chOO5l' to haw that CI'l'ilture be no longer
sickened.. TIris fl'ilt can remove a condition caused
by a curse, disease, or poison without curing the
affliction. Such conditions return after 1 hour
unless the feat actually removes the affliction that
causes the condition.
Special: The number ofpurification feats you can

apply to anyone effect that deals purifying damage
is equal to 1/"1. its effective spellll'Vl:'l unless you
possess Purification Mastery.

Spell Lists

Bard Spells
1st-level Bard Spells ==--~-­
Moonname: CrealI' magical fire which lights

your path and harms your foes.

Cleric Spells
1st-level Cleric Spells ==---­
Whitefire Ray: Fire a ray of pure, holy fire at

your target.

;md~level Cleric Spells
Enshrouding Flames: Target is enshrouded in

purifying flames. which harm evil attackers.

3rd-level Cleric Spells
Sacred Combustion: Target erupts in purifying

flames: good creatures are healed instead.
Sacred Weapon: Weapon erupts in s.lcred fire,

dealing extra damage with each hit.

4th-Level Cleric Spells

Blinding Embers: Holy fires burn target's eyes,
blinding the evil and restoring sight to good.

5th-level Cleric Spells
Purename Ray: Fire a ray ofholy fire which

deals extra damage to outsiders and undead.
Transcendent Immolation: You erupt in

protective holy fires. which burn auackers.

6th-level Cleric Spells
Heartfire: Holy fires burn and sicken your

evil foes.
Purename Barrier: Create a wall of magical,

holy fires.

7th-level Cleric Spells
Fires of Redemption: Holy fires burn evil foes

and otTer a chance for atonement.

8th-level Cleric Spells
Persevering Blne: Purifying flames burn evil

targel for several rounds. or heal good targel.

9th-level Cleric Spells
Revitalizing Inferno: A huge blaze harms

evil creatures and heals good ones.

Druid Sp:-ce1"'ls'-- _
1st-level Druid Spells
Moonname: Create magical fire which lights

your path and hanns your foes.

8th~level Druid Spells
Persevering Blne: Purifying flames burn evil

target fur several rounds, ur heal good target.

9th-level Druid Spells
Revitalizing Inferno: A huge blaze harms

evil creatures and heals good ones.

--c-.,-----,-i-I:.:.nquisi to r Sp:::e:.:.lI,,-s _
3rd-level Inquistor Spells
Sacred Weapon: Weapon erupts in sacred fire.

dealing extra dam~ge with each hil.



Paladin Sp"e."lI,,-s _
3rd-level Paladin Spells
Sacred Weapon: Weapon erupts in SilCl'I.-d fire,

dc.. ling extra ddm.lgl' with each hit.

Sorcerer/Wizard Sp;oe"'lIs'---_
Is[-Ievel SorcererfWizard Spells
Wbit"fire Ray: Fire", ray ofpure, holy fire at

your target.

2nd-level Sorcerer/Wizard Spells
Brightflam...: You eftal"" bbst offire which

dann.lgl5 and disorients evil foes.
Enshrouding Fum", T..rg~ is enshrouded in

puritying fl.oml'$, I,,.hich h.um evil allackers.

3rd-level SorcererfWizard Spells
SKred Wt'apon: Wnpon~IS in s.tered fin:,

dealing atra ILllni~with uch hit.
Whit"fir.. Ring: A ring of holy fire ~pls from

)'0\1. burning.nd pudling bKk evil foes.

4th-Level Sorcerer/Wizard Spells
Blindinll EmMf'5: Holy fires bum r.rgct's ~o:$

blinding t"'" nil ..nd Tfttoring sight to good.
Holy Inf"rno: You crealI' a pillar of holy fire

,,-hieh bums.OO 510..'$ 1"';1 Cl'E'alures ,,·jlhin.

5th-level Sorcerer/Wizard Spells
Purefl,un" ltiy: Fire a ray of holy fire "'hich

lkals ext~" damage to outsiders "nd unde"d.
T~"nsc... nd...nl Immol"lion: You erupt in

protecli~ holy fires. which bum "lIad:ers.

6th-level SorcererfWizard Spells
H..... rtfir...' Holy fires bum and sicken your

evil foes.
Pur...n .. n'e ""rri ...r: CrealI' a w"n ofmagic,,!.

holy fires.

7th-level SorcererfWizard Spells
Fires of Redempl ion: Iloly fires burn evil foes

and olTer a chan~ for ,lIonement.
Rehuking Fla"'es' Rightcous naml'$ burn your

foes, frightening l'Vii crC"turl'$.

8th-level SorcererfWizard Spells
Fires of Clarity: You let I"""" a blast of holy

fire which brings clarity 10 your allil'$.

Persevering Blaze: Purifying naltll$ bum evil
target for sev~al rounds. ur heal good ta'iel,

9th-level SorcererfWizard Spells
Fires ofWr"lh, A po...erful blast oflire which

..Iso bestows negati..., l.....els 0" evil flle$.

Summoner Spells
2nd-level Summoner Spells:"'-:'::"'--­
Enshrouding F..... m...s: Targc't is enshrouded in

purifying f1..mes, which h;,"" evil alt..(ken.

Witch Sp"'el"'ls'--- _
1st-level Witch Spells
Moonfl"m...: en,..le ITWgK"llire which lights

your pilth ..nd Iwrms your foo.>s.

7th-level Witch Spells
R...buking Flam...,.: Righteous n.mes bum your

foes, frightening"""l cn'..IUru.

~1 Descril2.tJjiQ;llDIlJS'- _

Sc 001 e\'ocatkm Ire, puri
4, so~cerer/wi:.t.lrd4
Casting Time I st;lIldard action
Components V, S, M (a piece aftiger's eye
qu..rtz)
Range dose (25 ft .... 5 ft./2levels)
Target one creature
Duration instantaneous
Saving Throw Fortitude partial; see text; Spell
Resist..nce yes

Holy fire fills the eyes ofyou~ target, dealing 3d6
points ofdamage, which is both fire and
purifying d ..Iltdge. If the target is evil, it must
succeed on a Fortitude save o~ be blinded,
Conversely, a non-evil target is cured of
blindness, as the spell remove blindness!
deolfness.



Sc 00 evocalion
sorCl'fl'r/wil.ard 1

Casting Time l standard aClioll
Components V, S, M (a small chunk of
copper)
Range medium (100 ft ... 10 ft./le\·el)
Area sft.·radius bursl
Duration instanlaneous
Saving Throw see leXI; Spell Resislance yes

BrightiLlme deals y16 points ofdamage, ",hich is
both fire and purifying damage, to each creature
in thearea. Additionally, all evil creatures in the
area must 5lI~ on a Will saving throw or be
dazed far one round.

Casting Time l standard action
Componenls V. S, M (a Slick ofin~nse)

Range 30 ft.
Area cone-shaped bUrsl
Duration instalaneous
Saving Throw ReOex half; SI>e1l Resistance
y~

Each creature in Ihe area lakes Id6 points of
damage, which is both fire and purifying
damage, pee caster lewl (to a ma.ximum of 15d6
at 25!h level). Non-evillargets within lhe spell's
area Me immediatelycured of lheconfused
condition..

Sc.hool evocation
sorcerer/wizard 9
Casting Time I full round
Componenls V. S, M (d chunk of rose qUdnz)
Range long (400 ft ... 40 fl./level)
Area 1O-fl. rddius burst
Duration instanlaneous
Saving Throw Renex half; Spell Resistallce
y~

School evocation In', puri 'ng; Level c eric
7, sorcerer/wizard 7
Casting Time I standard anion
Components V, S, M (ruby shards worth
wogp)
Range louch
Acea Io-ft.-radius ~nlered on Ihe spotlouched
Duration I roundllevel
Saving Throw Reflex naif; Spell Resislance
,.~

Any erNtun' which enters or begins ils lurn
within the area suffers sd8 poinls ofdamage,
which is both fino and purifying damage. Any
creature that spends at least one fuU round
within the flames may choose to change its
alignmem to good, as though il had been
targeted by the redemption or templiltion
wcsion of the ,Jlonement spdl.

Crearures who spend at least one fuU
minute in the flames are cured ofaU curses,
diseases, or poisons.

Schoo evocation ~,puri '118; Leu:
1. sorct'rl'r/wiurd 1, summoner 1

Casting Time I standard anion
Components V, S, M (silk from a moumer's
\'eil)
Range dose (15 ft .• 5 ft./11t'\'els)
Target single creature within range
Duration inslantaneous
Saving Throw ReOex negales;~ lext; Spe.ll
Resistance yes
With a successful melee touch anack you cause
holy flamrs 10 em'\'lop your b. The targl'1

immediately lakes Id6 points ofdamage, which
is both fire and purifying datnag!'.n- flames
persist fora number of rounds ~ual to halfyour
caster lewl (rounded up). At thl' beginning of
each round, tbe target m.JY attempt a Reflex
saving throw to end Iheeffect. If it fails, the
fLunes continue 10 bum, and it takes another Id6
points of damage, which is both purifying and
fino damage.

Additionally, as long as the flames continue
to bum, any creature which strikes the target in
melee takes Id6 points ofd.-lmage, which is both
fire and purifying d.-lmage. Cre<aNres wielding
reach weapons do not suffer this damage.



School evocation
druid I, witch J

Cast.ing Time I standard action
Components V, 5, M, OF (moon flower petals)
Range personal
Target. you
Duration J min.flevel
Sdving Throw none; Spell Resistdllce yes

This spell causes a nebulous aura of silver flame
to take shape around your hands. This fire
doesn't hann you, and sheds bright light within a
IS-ft. radius. Evil creatures that enter this area or
who start their tum there must succeed on a
Will save or be shaken for one round. As a
standard action, you may make a single melee
touch attack, which deals Id6 points ofdamage,
which is both fire and purifying damage, +1 per
level (toa maximum of +s at sth level). Doing so
immediately ends the spell.

School evocation fire, puri ing: Level c eric
8, druid 8, sorcerer/wizard 8
Cast.ing Time I standard action
Components V, S, M (a branch from a holly
tree)
Range touch
Target creature touched
Duration I round per 5 caster levels
Saving Throw none: Spell Resist.ance yes

The target erupts in holy flames which persist for
several rounds. These flames deal4d8 points of
damage, which is both fire and purifying
damage, and persist for one round per 4 caster
levels (to a maximum of S rounds at 20th level).
If the target is good-aligned, then heor she heals
4<18 points of damage each round, instead.

School evocation re, puri ing; Level eerie
6, sorcerer/wiz.ard 6
Casti,ng Time I standard action
Components V,S, M (a thin shC(.'t of brass)
Range medium (100 ft. + 10 ft./level)

Schoo evocation
sorcerer/wizard 4
Cast.ing Time I standard action
Component.s V,S, F (a wooden holy symbol)
Range dose (25 ft. + 5 ft./2levels)
Area cylinder (Io-ft. radius. 20 ft. high)
nuration instantaneous
Saving Throw Reflex half, special: see text;
Spell Resist.ance yes

When you cast this spell, all creatures within the
area ofthe flame stonn take Id4 points of
damage, which is both fire and purifying
damage, per two caster levels (toa maximum of
lOd4 at 20th level). Each creature which enters or
begins its tum in the spell's area takes the same
amount of damage. Additionally, evil creatures
are slowed while they are within the area of the
holy inferno.

Each creature within the area takes Id8 points of
damage, which is both fire and purifying
damage, per caster level (to a maximum of :rod8
at 20th level). Additionally, all evil creatures in
the area which fail their Reflex save must succeed
on a Fortitude saving throw or immediately gain
Id4 negative levels.

Sc 001 evocation re, puri ing; ~vel c eric
6, sorcerer/wizard 6
Cast.ing Time I standard act.ion
Component.s V, 5
Range medium (100 ft. + 10 ft./level)
Effect one ray
Duration inst.antaneous
Saving Throw ~'orti{udepartial: Spell
Resist.ance yes
With a successful ranged touch attack you deal
Mi8 points of dillllilge per 3 caster levels. This
damage is both fire and purifying damage.
Additionally, if the target is evil, it must. succeed
on a Fortitude saving throw or be sickened for
Id4+l rounds.



3
Casting Time I standard action
Components Y, S. OF
Range medium (100 ft. + 10 ft./level)
Target one creature

School evocation fire. purity; Level c eric 9,
druid 9
Casting Time I full round
Components V, S, F (ruby holy symbol worth
25,000 gp)
Range personal
Area 2O-fL radius centered on you
Duration 1 roundtlevel
Saving Throw Reflex half; Spt;>1J Resistance
y~

Whenever a creature enters or begins its turn

within the spell's area, it takes Id6 points of
daIllilge. which is both fire and purifying
daIllilge, percaster level.

Each good-aligned creature that spends at
least one minute within the spell's area receives
the benefits of both the grei.lter reswmrion, and
regeneration spells.

School evocation Ire. puri ing: level
sorcerer/wizard 7. witch 7
Casting Time 1 standard action
Components Y, S, M (ashes from a funeral
pyre)
Range long (400 ft. + 40 fL/level)
Area 20-fL radius burst
Duration instataneous
Saving Throw Reflex half; Spell Resistance
y~

Hames erupt from the point you design<lte,
dealing Id6 points ofdaIllilge, which is both fire
and purifying damage, per caster level (to a
maximum of 2006 at 20th level) to each creature
within the spell's area. Additionally, evil
creatures in thearea must succeed on a Will save
or cower in fear for 1<4 rounds.

Schoo evocation ,re, puri ing; leve
5, so~ererlwizard 5
Casting Time' standard action
Components Y, S
Range lung (400 ft. + 40 ft.llevd)
Target one creature
Duration instantaneous
Saving Throw Fortitude partial; see text; Spell
Resistance yes

With a successful ranged touch attack you de.al
Id8 points ofdaIllilge, which is both fire and
purifying daIllilge, per 2 caster levels (to a
maximum of IOd8 at 20th level). An evil
creature stuck by a pureflame ray must succeed
ona Fortitude save or be staggered for 1<4
rounds. Evil und&ld and evil outsiders are
particularly susceptible to pureflame rays, and
instead take Id6 points of daIllilge, which is both
fireand purifying damage, per caster level (toa
maximum of 2006 at 20th level).

Effeet an opaque wall ot !lames up to 20 ft.
long/level, 20 ft. high, and 5 fL thick
Duration instantaneous
Saving Throw Reflex half: see text; Spt;>1J
Resistance yes

A wall of holy flames erupts from the point you
design<lte, creating an opaque barrier that
daIllilges those who pass through it. Whenever a
creature passes through the barrier, it suffers 'jd6
points of daIllilge, which is both fire and
purifying daIllilge. Evil undead and evil outsiders
are particularly vulnerable, inst&ld suffering Id6
points of daIllilge, which is both fire and
purifying daIllilge, per caster level (to a
maximum of lOd6 at 20th level). Anycreature
that ends its tum within the wall takes daIllilge
as though it had passed through it. Creatures
which willingly enter the barrier in this way do
not get a Reflex save.

You can invoke the wall in squares occupied
by other creatures. Ifyou do, they take daIllilge as
though they had passed through it, though they
may attempt a Reflex save for half damage.



School evocation fire, puri ing; Level
sorcerer/wi-,;ard 3
Casting Time I standard action
Components V, S, M (an iron ring)
Range personal
Area lo-ft.-radius burst, c::entered on you
Duration instantaneous
Saving Throw Reflex half; spee::ial; see text;
Spell Resistance yes

A ring of holy fire erupts from your body, pun­
ishing evil creatures in its wake. All creatures
within the area take Id8 points of damage, whiclI
is both fireand purifying damage, per two caster
levels (to a maximum of Sd8 at toth level). In
addition, evil creatures who fail their saving
throw are pushed to the nearest unocrnpied
square outside the spell's area.

School evocation fire. puri ing; level c:: eric
I, sorcerer/wizard 1

Casting Time I standard ac::tion
Components V. 5, FIDF (silver holy symbol)
Range dose (25 ft. + 5 fL/21evels)
Effect one or more rays
Duration instantaneous
Saving Throw none; Spell Resistance yes

You shoot forth a number of rays of pure, white
fire from your fingertips, whic::h bum their way
through your enemies. lbis spell c::reates I ray
plus one per five levels (to a maximum of 5 rays
at 20th level). You can fire the rays at different
targets, as long as each target is within range of
the spell, and no two targets are more than 30
feet apart. Makea separate ranged touclI attac::k
for eac::h ray. Each sucressful hit deals Id6 points
of damage, whic::h is both fire and purifying
damage.

the spell's duration. Finally, wheneveryou are
struc::k in melee, the c::reature attacking you takes
Id6 points ofdamage, whkh is both fire and
purifying damage, per 3 c::aster levels (to a
maximum of 6<16 at 18th level).

3
Casting Time I standard anion
Components V, S
Range touc::h
Target we,]pon touc::hed
Duration instantaneous
Saving Throw Fortitude negates (harmless,
objee::t); Spell Resistame yes (harmless,
object)

For the duration of the spell, the weapon
touc::hed deals an additionalld6 points of
damage, whiclI is both fire and purifying
damage, with each sucressful hit. If the target is
a ranged weapon, it mnfers this bonus damage
to its ammunition, instead.

School evocation re, puri ing; level c eric::
5, so~erer/wi~ard 5
Casting Time I standard ac::tion
Components V, 5
Range personal
Target you
Duration 1 min./level
Saving Throw Will negates (harmless); Spell
Resistance yes
Your body beromes wreathed in cleansing
flames, whkh protect you and hann those who
would hurt you. For the duration of the spell,
you re<:eiw a +4 bonus to all saving throws \IS.

poisons, diseases, or curses. Additionally, you
gain fire resistance equal to your c::aster level for

Target one c::reature
Duration instantaneous
Saving Throw Reflex half; SpeU Resistance
y~

Rames envelop your target, dealing Id6 points of
damage, whiclI is both purifying and fire
damage, per level (to a maximum of IOd6 at 10th
level). If the target is good-aligned, he or she
instead heals Id6 hit points per level (to a
maximum of IOd6 at lOth level).



·Yoo dre wrong lOSdy thdt I dm d mdslerof
Ihe purifying fire. It is noltruly fire, like one Cdn
IJli/ke wilh mundane 10015 like flint oInd linder, dnd
I dm bUI irs humblesen'dnl, nor irs lJli/SIef. This
fume is 01 spirillUl energy, rooting oot sin dOO
corruption dnd burning itlOoIsh, purifying lhe
lOurld in ils lO"oIke. I dID but 01 vessel oflhis holy
justice, striYing loc/e~ the IO-orld oneevil dl d

time:

-Jonathan d'Ardent, knight of t:M pure flame

The knights of the pure flame an' w3rriors
d~ed to destroying t"ViI in all its forms, drClWing
upon the powerof purifying fLunes to help them
cleoJllSe the ....,orld oIround them. These holy
Wilmors channel this holy fire through their own
purity and righteousness, conjuring forth the
mystical flames which himn onlythOSl! ofevil
intent andleoJYe the pure of heart unscathed.
Wielding weapons which bl3zewith this white-hot
3nd glorious fire, knights of the pure flame have
proved to be the deoJth of innumerable Hch-lords,
demon-kings, and ancient dragon gods.

Becoming a Knight of the Pure Flame

Bec3use a knight ofthe pure flame uses his
awn righteousness to cre.lte his purifying fires,
rather than arcane magic or a direct connection to
a deity or similar benefactOl", nearly anyone .....ho is
pure ofhe.ut can become a knight of the- pure
flame, 300, in fact, the class is most~rwith
fighters and paladins., as the purifying flames
manifest primarily on the knight's .....Npon.
Spdlasters generally find little interest in
~a knight of the pure flame, as it offers no
spel.lcasting progression..

Hit Dice: dlo

Entry Requirements

Alignment: Any good
Base Attack Bonus: +5
Featl: Mark of the Purifying Flame
Skills: Knowledge (religion) 4 ranks
S~ial: Must survive a cleansing ritual,

exposing oneself naked to an open flame for a full
minute without any magical protections (this
typically deals Id6 damage per round).

Class Skills

The knight of the pure flame's dassskills
(and the keyability for each skill) an' Oimb (Str),
Diplomacy (O:r.a), HeoJ1 (\VIS), KnCMiedge
(nobility) (lnt),l<nCMiedge (rdigion) (lnt), Ride
(Str),~ Motive (WIS) 300 Swim (Str).

Skill Ranb at each 1.eYd.: 1 + Intelligence
modifi~

Class Features

The following are cbss feoJlUre5 of the knight
of the pure fLune prestige cbss.

Weapon and Armor Proficiency: Knights of the
pure flame gain no proficiency with any annor or
wt'iIpons.

Ignite Weapon (Su): As a swift action, a knight of
the pure flamecan cause a single"''eilpon he is
holding to ignite in purifying fire. lbis causes the
wNpon to deal an additionalld6 damage, which is
both purifying and fire damage, with each
su«=sful hit. If the weapon is a ranged weapon, it
~ows this additional damage on its
anununition instNd. This damage stacks with any
existing fire damage thewedpon may deal (for
example, because it has the flaming special
ability), but does not cause such damage to
brmme purif}ing. nor does it cause the Vo'Npon's
base damage to be purifying. This effect lasts for
one minute, though lhe knight of the~ flame
can dismiss it with anoIher swift action. At. 1St

~ a knight of the pure flame can use this
ability once perdoly. At.}I'd Je,,'el, and e\-'1."ryhwl

l~ thereafter, the knight of the purr flame can
use this abilityan addilional rime each day, tool
maximum of five times per day at gth Ievrl.

You can apply purification feoJts to thiseffect,
evl'n though it is not a spell. For the purposes of
purification feats, your ignite weapon class
fNlUre's spell level is equal to your class level.
Choose which purificatiOIl feats you wish to apply
each timeyou use your ignite loI-'&'lpon class



"'5 Ignile Weapon sJdar
+5 AUr;I of Righteous Fury

Will
Save SIJt'dal

• , Ignile Weapon l/day
.1 Bonus Feal, Deleel Evil

and bums his foes. This burst is centered
on the knight of the pure flame and has a
radius of 20 feet. Each creature in lhe
burst takes 2d6 points ofdamage, which
is bolh purifying and fire damage.

You can apply purification fe.lts to
thiseffect, even though it is nOI a spelL
For the purposes ofpurification fe.lIS,
)Vur immoldting burst class fe.lture's
spelllE"'o'el. is equal to your dolSS IE"'o"l!1.

Ex-Knights of the Pure Flame

Playing a Knight of the Pure Flame

A knight of the JlUIl' flame ....flo ceases to be
good loses all knight of the pure fLame class fe.l­
tures. He may not progress any funhet in IE"'o"l!ls as
a knight of me pure name. He reg<lins his abilities
and advancement potential if he oltOnes for his
violdtions (see lhe alonement speD description in
the Pathfinder Roleplaying Game Core Rulebook),
as appropriate.

You have chosen to walk a difficult road,
seeking out me tainted and the comJpted, and
deansing them with holy and purifying fuunes.
Perhaps you are fed up, and feel that you h1l\lt'
spent 100 much timewalching from the sidelines
as the world becomes rolder and darker wilh each
passing day. Or maybe purityromes naturally to
you, as you were raised in a sheltered

Aura of Righteous fury (Su): AI loth
l~,wheneYel" me knight ofthe pure
fLame's Wl'il.pon is ignited with his ignite
"''eil.pon olbility, he is surrounded by an
aura ofpurifying fire, which bums any
sinful cn'iI.ture .....hich would delre
approach him. This aura has a radius of

10 feet, and deals J.d6 damage, which is both
pw:if}ingand firedamage, toedCh cn'iI.ture which
enters or begins its tum wiIhin the aura.

You can apply purification fe.lts 10 this effect,
ewn though it is not: a spell For the purposes of
purifieation feats,~ aura of righteous fury clMs
feature'sspeD IE"'o'd is equa!toyoo.Tdass levd.
Choose .....-hich purification feats you wish to apply
edCh time yoo use)'OW aura ofrighteous fury dass
feature.

u Ignile Weapon 2/day
u Bonus Feal

Ignile WealJOn yday.-,
Immolaling Burst

"3 Bonus Feal
"4 Ignite Weapon 4/day
.... Bonus Feal

Table J-I: The Knight of the Pure Flame
Base

Atlack Fort Ref
Level Bonus Save Save.. .. ,.
, ., .. .., "

., .., ';'4 ., ..
, " "

.,
6 .. "

.,
7 '7 " "
8 -8 -, "
9 ." " ",. ... -, "
fearure.

At ')1h lewl, the bonus delmage inaeases to
J.d6 pw:if}ing and fire damage.

Immolating Bunt (Su): Beginningat 5th level,
whenever the knight of lhe pute llame uses his
ignite weapon ability, he creales a burst of
purifying fire, which explodes outwards from him

Bonw feu: At md level, and ewry eYeIl­

numbered kvd thereafter, a knight of the pure
flame learns a new bonus feat, chosen from the
following list: Abolishing FIre, Banishing Fire,
Clarifying Fire, Cleansing FIre, Disparaging Frre,
Dispelling Fire, Disrupting Frre, Exhausting FIre,
Enrol Ignite Weapon, Fortuitous Fire, Greater
Abolishing FlI't', Greater Dispelling Flit', Grealer
Soothing Fire, Invigorating FU't', Melting Flit',
NeuO'il.liring FU't', Pure Conviction, Purification
Mastery, Relentless Purification, Restful Fire, and
Soothing Fire.

Detect Evil: Beginning olt 2nd level, a knight ofthe
pure flame can use detect evil, as the speD, at ",ill.
A knight ofthe pure fLame can, as a tnO\'t' action,
concentrate on a single item Ot individual within
60 feel and determine if it is evil, learning the
strength of its aurol as if having studied it for 3
rounds. While focusing on one individual or
object, the knight of the pure llame does not
detect evil in any otherobjeet Ot individual within
range.
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environment, such as a lDOIlil5tery 01" a knightly
order, and haI.~only Il'CeIltly emerged to find that
the ....orld isa wretched. and hateful place. Your
~ to rid the world ofsin and ~ickednes:smay
_n come from a personal tragedy, such as the
death ofa klYed Olleat the hands ofan t'\-il and
foul villain.

As a knight of the pure flame, it is your duty
to seek out eviJ and impurity at~ tum,
destroying it and kreping it from sprNding like
the blight that so fewseem to l'I'C'OgIliu that it
truly is. You must constantly bevigilant against
encroaching foulness, and must nt"W'l" shy a....ay
from doing your duty as a warrior oflight and
virtue. Luckily, you need have little fearofvisiling
your holy wrath upon an innocent: all one has to
do to prove herselfworthyofyoill mercy and
protection is to lay her hand upon your weapon

while it is Wl'Nthed in holy fire. If her hand is
scorched and burned, she must be purified. Ifshe
is unhanned., she isdearlypureofhean and spirit.

Combat: Knights ofthe pure &me an:" DOt shy to
...<KIe into the thick of melee, and an:" often the first
ones to volunteoer rOl" the front lines in a gi\~n fight.
1hey tend to rocus on attacking eviJ opponents, as
that is~ thqr an:" able to do the most dama~.
AI later~ knights of the pure fLmte an:" able to
Credle auras and bursts ofpurifying fires, which
thqr can use to simultaneouslydama~a number
ofcreatun"S.

ReSOUl'CeS: Knights of the pure fume often
become the topics of locallegellds and stories, and
ranners and cobblers often gossip to one another
about how a given knight or the pure flame is the
~destined savior" or their land, who will save them
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from whichever threat or oppressor is most heavily
influencing their livesat the time. Some knights of
the pure flame develop n!'drly cult-like followings.,
taking on a religious significance. It is not
uncommon for such knights of the purl' flame to
receive favors and aid from those who believe in
them, often in the form of free inn-stays, useful
infoITIldtion, or volunteers to perfonn dangerous
but important tasks.

Knights of the Pure Flame in the World

"They do thegood gods' work, they do!
Runnin· about, here 'n' there, sniflin' our monsters
an' yillains like they was some kind 0' holy blood­
hound or summat. Why. my whole fami/yowes our
lives rooneo' them... SirAnthony. I think his
name were. A Nlld 0' t'OJ/sa come our to the 01'
farmhouse, up and moyin' in, like it were their
own, an· not so much ,IS a 'howd'you do· or
1I0lhin·! Why, theych.Jsed us all upan' out 0' there,
rayin' ,Ill· slobberin; like they was lookin' t· edr us
dll up, they WdS! An' then that knight-SirAn­
thony, lin sure ofit, 1I0w-he came ridin· ill on his
horse all f,lIlcy-like, his ,Irmor shinin' an' his hdir
blowin'ill the breeze like some kind 0' dream, an'
he drove 'em 0311 offwilh rh<Jl fiery sword 0' his.~

-Erica Homburg, pig fanner's wife

Knights of the pure flame are considered to
be heroes by most, as they are one ofthe most
zealous and devoted lines of defense standing
between the world and those who plot to do it
hann. Legends of the IIliIgiCai fires that they wield
travel far and wide, and some even attach a kind of
mystical reverence to the knights. Others,
however, complain that knights of the pure flame
Me sensationalist witch-hunters, who travel from
town to tawn stirring up trouble and looking for
scapegoats to bum. These stories are not entirely
untrue, and it's certain that some knights of the
pure flame take their quest to destroy evil too far,
but generally this is the exception, rather than the
rule.

Organization: Most knights of the purl' flame are
solitary in their quests against encroaching
darkness, or else travel with a varied band of
adventurers, rather than actively seeking out the
company of others of their kind. lbis isn't because

knights of the pure flame dislike each other or Me
particularly jealous, but because they piaa' less
stock on the Wily in which one combats evil than
on whether or not one combats evil at all. Despite
this, a number of organizations of knights of the
pure flame exist, the most prominent ofwhich is
the Order of the Sacred Pyre, a group of knights of
the pure flame which specifically hunts down
powerful vampires, liches, and other sentient
und!'dd and destroy them with their cleansing
fin,;.

NPC Reactions: Most NPCs react to knights of
the pure flame very favorably, viewing them as
heroes and saviors. The presence of such knights
serves as a balm on the worries and fears which
plague the common folk, especially when it comes
to witches, mad wizards, and other IIliIgical or
superstitious matters. Some NPCs, hov."I'VI'r,
especially those who Me usually the object of such
hurtful superstitions, are often resentful of the
knights of the pure flame, viewing their quest to
root out hidden evil and corruption as nothing
more than a witch-hunt, SI'iIffhing out and slaying
those who don't properly fawn over the knight.
Still others view knights ofthe pure flame as
pitiably naIve or misguided. FllliIlIy, some
members of the nobility or other source of po"",'r,
especially those who are corrupt, view knights of
the pure flame very dimly, resenting their
tendency to stir up trouble and disturb the status
quo.

Knight of the Pure Flame Lore

Characters with ranks in Knowledge
(religion) can reseaffh knights of the pure flame
to l!'dm more about them. \¥hen a character
IIliIkes such a skill check, read or paraphrase the
following, including the infoITIldtion from 10000r
DCs.

DC 10: These warriors devote themselves to
rooting out evil and corruption wheTl'Vl'r it may
hide.

DC 15: Knights of the purl' flame can produce
magical fires which hann only evil creatures.

DC 20: The mystic fires that knights of the pure



DC 30: Chardcters whodchieve this level of
success cOIn learn impondnl detdils dbout 01

specific knight of the pure fldme, orabaut a
specificoTgdIlization of such knighls.

Knights of the Pure Flame in the Game

Knights of the pure flame shine lhe most
when they dredble to go up agdinst vile and
terrible foes, both becdUse it provid~ a good
contrasl to the knight's own purity, and also
hecdusr the knight's purifying fires~ far more
effl'Cl:iw ag;Uns1 eYil creatures than against those
ofother alignments. Be sure 10 provide at least a
few evil creatures edch adventure, though you IDol)'

also ....'iUlt 10 includedt 1edsl a few neutral- ore<lt"ll
good-aligned cre.ltures each I~ as wdl, to
ensun' thai the knight doesn't upstage other
members of lhe paltywho IDol)' not ~so
singularly $llited 10 fighting against eYil creatures.

Knighrs ofthe pure~ can also make
mt~N~dOOare~"~~~~b~m
servingaseither a.lli~oren~ It is edsyto_
bawa knight m the pure~ mightp~a
valuable friend to heroic adventurers, bul their usr
as enemies is more complex, and~ the
knight having a particuldrly low~Id fix what
constitules -evil; viev.ing any non-good cbMactl'l"
as aRelll'mY(and m.:tybee<lt"lllooJcingaskance at
characters he feels aren't good enough). EV'l'n if the
knight has no qualms with lhe party itself, the
playt-rs may haV'l' 10 step in to prevenl him from
l'XI'CUting a stJ"l'('t urchm who slole a loafof bread,
or similar.

Adaptation

The knighl of the pure flame could be
adjusted 10 fire rays of purifying fire instead of
igniting their weapons wilh it. Reduce the attack
bonus to 3/4 progression, and replace the ignite
weapon class feature with a ranged touch attack
that deals ld6 poilUS of ddmage. which is both
purifying and fire damage, on a successful hit, and
cOIn be used a number of times per day equal to
twice the knight's class level. At every odd­
numbered level, the amount ofdamage inCI'l'ilSt'S
by Id6, so that at 9th level the rays do 6d6 damage.
In this version of the class, immolating burst is a

separate action which USt'S up twoofthe daily
uses ofthe ray described above, and dedls damage
equal to what lhat ranged attdck would deal.
Fina.lly, dura of righleous fury uses up four daily
uses ofthe ranged louch attack, and also dedls
damage equal to whal the ranged touch attack
would deaL

l1Iis version of the dass should offer between
1/] and 1/1. spellcasting progression, or else
increase the number of skill points per level from
1.10 + II IDol)' also be advisable to ~UCl' Ihe lotal
nwnoo of bonus fedts to 3 or+
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