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Introduction
The eldritch, the strange, and the weird are often relegated 
to the domains of villains and NPCs in fantasy, with the good 
guys being the ones who stand in the way of the dark things 
that remain just beyond our perception, which we can never 
truly understand. But sometimes, it can be fun to take on the 
mantle of the otherworldly, and to embrace the alien terrors 
of the cosmos. Each installment of Weekly Wonders: Eldritch 
Archetypes contains five archetypes for eldritch characters—
those that are weird, alien, and otherworldly, who don’t fit in 
with normal society—as well as a cleric domain devoted to a 
specific mythos entity or race.

Yog-Sothoth is one of the most powerful and well known 
of all the mythos entities and outer gods. One of the more 
interesting entities, Yog-Sothoth has immense power. He 
is unified with all of time and space, though is crippled 
through lack of agency, being somehow locked beyond the 
universe we know, despite being intrinsically connected to 
its central truth. Stories involving Yog-Sothoth often involve 
journeys of exploration into places that should not have 
been investigated. Most who search down this path find 
only madness waiting for them on the other end, but a lucky 
few come away with greater understanding. The archetypes 
featured in this book focus on Yog-Sothoth as a being 
connected with time and space, exploring powers involving 
travel, summoning, and manipulation of time. So beware 
when you accept Yog-Sothoth’s gifts, for his great power 
comes with great risk. 
 

New Archetypes
The following archetypes are presented in alphabetical order.

Dimensional Sharpshooter (Gunslinger)

Dimensional sharpshooters usually began their careers 
investigating odd goings-on, leading them to encounter a 
terrible truth and having their eyes opened to the mystery 
of Yog-Sothoth. Rather than go mad and turn away, these 
gunslingers instead embrace the dark mystery and learn to 
incorporate their new god’s powers into their normal routine, 
allowing them to use the mysterious ether to ensure their 
bullets arrive at the time foretold and fated. They can also 
send bullets across great distances by mastering the use of 
extradimensional spaces.

Deeds: The dimensional sharpshooter gains a number of 
different deeds from most other gunslingers, as follows.

Fated Bullets (Ex): Beginning at 1st level, a dimensional 
sharpshooter can fire bullets into the ether, recalling 
them later to strike her foes. Whenever she makes a 
ranged attack with a firearm, before making the attack 
roll, she can expend one point of grit in order to cause 
the bullet to disappear into the ether. She then makes the 
attack roll as normal, but does not apply it to the attack, 
instead noting the result of the d20 roll for later use. 
Instead, another bullet materializes from the ether and 
flies towards the target instead.

If this is the first time that the dimensional sharpshooter 
has used this ability that day, she resolves the attack as 
though she had rolled a 10 on the d20 roll. Otherwise, 
she resolves the attack as though the result of the d20 roll 
were the result that she noted the last time this ability 
was used.

Whenever the dimensional sharpshooter makes an attack 
roll with a firearm and does not use this ability, if the 
result of the d20 roll (without applying any modifiers) is 
higher than the most result she most recently noted with 
this ability, then the GM may choose to have her use the 
noted result, instead. If he does, she notes the result that 
she rolled for that attack in place of the previously noted 
result, and regains 1 point of grit.

This ability has no impact on any special effects resulting 
from the type of ammunition fired, or temporary bonuses 
on attack rolls, damage rolls, or similar. Only the result of 
the d20 roll is altered.

This ability replaces deadeye deed.

Dimensional Shot (Ex): At 3rd level, the dimensional 
sharpshooter can fire a bullet and cause it to vanish 
and reappear directly next to her target, carrying its 
momentum with it. By spending 1 point of grit, the 
dimensional sharpshooter can cause any attack she 
makes with her firearm to disappear from one location 
and appear right in front of a single creature she can 
see, allowing the attack to ignore cover or concealment, 
and to be resolved against the target’s touch AC, even if 
the target would be outside of the weapon’s first range 
increment. If the target is beyond the range of the 
weapon’s second range increment, this deed costs an 
additional point of grit for every range increment beyond 
the second that it must travel to reach the target. 

This ability replaces pistol-whip deed.

Lethal Fate (Ex): At 7th level, the dimensional 
sharpshooter can spend 1 point of grit as a swift action to 
allow her attacks to tumble through the twists and turns 
of time and space. If she does, then until the beginning 
of her next turn, whenever she makes an attack roll, she 
may roll twice and choose which result to use. This ability 
cannot be used in conjunction with the fated bullets 
deed. 

This ability replaces dead shot deed.

Improved Fated Shot (Ex): At 11th level, the dimensional 
sharpshooter learns to imbue the bullets she sends 
through time with greater power. Whenever the 
dimensional sharpshooter uses the fated shot deed 
(including any time the GM chooses to have her use the 
most recent roll stored using that deed), she can expend 1 
point of grit in order to gain a +5 circumstance bonus on 
the attack and damage roll for that attack.

This ability replaces bleeding wound deed. 
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Insanity Shot (Sp): At 15th level, any shot made by the 
dimensional sharpshooter can carry a dark touch of Yog-
Sothoth. By spending 1 point of grit, the dimensional 
sharpshooter can imbue a single attack with a firearm 
with Yog-Sothoth’s terrible energies. If the attack hits, it 
deals damage as normal, and the target is confused for 
2d4 rounds unless he succeeds on a Will save (DC 10 + 1/2 
the dimensional sharpshooter’s level + the dimensional 
sharpshooter’s Wisdom modifier). 

This ability replaces the menacing shot deed.

Void Shot (Su): At 19th level, a dimensional sharpshooter 
can attempt to send her foe into the depths of Yog-
Sothoth’s terrible expanse. By spending 1 point of grit, 
the dimensional sharpshooter can make a single attack, 
which, if successful, deals damage as normal and sends 
the target some place far away. This effect teleports the 
target to any location you like, as with the spell greater 
teleport. A Will save (DC 10 + 1/2 the dimensional 
sharpshooter’s level + the dimensional sharpshooter’s 
Wisdom modifier) negates this effect.

This ability replaces stunning shot deed.

Disciple of Yog-Sothoth (Monk)

Disciples of Yog-Sothoth are monks who have dedicated 
their lives to unlocking the greater mysteries of the universe, 
devoting themselves to Yog-Sothoth, who is one with all of 
time and space. Though driven by a desire to understand the 
universe and their insignificant place in it, many disciples 
of Yog-Sothoth end up going quite mad, scarred forever by 
the experience of their dark and unseen lord. Those that do 
hold on to their minds, however, find that they have access 
to incredible new gifts, including the ability to cross great 
distances in an instant. 

Transposition Strike (Su): At 1st level, a disciple of Yog-
Sothoth uses his connection to Yog-Sothoth to move his foes 
around the battlefield. Whenever the disciple of Yog-Sothoth 
successfully deals damage with an unarmed strike, he may 
choose to teleport the target of that strike a short distance. 
At 1st level, the target can be moved up to 5 feet + 5 feet 
per point of Wisdom modifier the disciple of Yog-Sothoth 
possesses. The target is entitled to a Will save (DC 10 + 1/2 the 
disciple of Yog-Sothoth’s level + the disciple of Yog-Sothoth’s 
Wisdom modifier) to resist this effect. If the disciple of Yog-
Sothoth chooses to move the target to a square which would 
be hazardous (such as off the edge of a cliff or into a pit of 
lava), the target receives a +4 bonus on her saving throw. The 
disciple of Yog-Sothoth can use this ability a number of times 
each day equal to his monk level + his Wisdom modifier. 

At 4th level, when transporting a foe in this way, the disciple 
of Yog-Sothoth can expend an additional use of this ability 
in order to send his target closer to the mind of Yog-Sothoth 
himself. If he does, and the target fails her saving throw, 
she becomes confused for a number of rounds equal to 
the disciple of Yog-Sothoth’s level, in addition to being 
teleported. 

At 8th level, he can expend an additional daily use of this 
ability in order to cause the target to glimpse Yog-Sothoth’s 
true form for a moment, causing the target to become blind 
for a number of rounds equal to the disciple of Yog-Sothoth’s 
Wisdom modifier, in addition to being teleported. If desired, 
he can use both this ability and the ability gained at 4th level 
on the same attack (expending a total of three daily uses of 
the ability).

At 12th level, if the target fails her saving throw, the disciple 
of Yog-Sothoth can teleport the target much greater distances 
whenever he uses this ability, up to 10 feet per monk level. 

At 16th level, the disciple of Yog-Sothoth can expend two 
additional daily uses of this ability to choose to transport the 
target into a distant part of the outer reaches, eliminating her 
from reality for a short time. If he does, and the target fails 
her saving throw, she becomes trapped in an obscure pocket 
of extradimensional space, as with the spell maze, except that 
the effect automatically ends after a number of rounds equal 
to the disciple of Yog-Sothoth’s Wisdom modifier. If desired, 
he can use this ability in conjunction with either or both of 
the abilities gained at 4th and 8th level, but must expend 
additional daily uses of this ability for each such ability used 
(the duration of the blindness and/or confusion begins when 
the target returns from extradimensional exile).

At 20th level, the disciple of Yog-Sothoth can expend four 
daily uses of this ability to remove the target from reality 
altogether, causing her to join permanently with the mass of 
energy and power that is Yog-Sothoth. This effectively kills 
the target, unless she succeeds on a Will save (DC 10 + 1/2 the 
disciple of Yog-Sothoth’s monk level + the disciple of Yog-
Sothoth’s Wisdom modifier). The disciple of Yog-Sothoth 
must declare that he is using this ability before he makes the 
attack roll, and if the attack misses, the attempt is wasted. 

This ability replaces the stunning fist class feature.

Unspeakable Speed (Ex): At 3rd level, a disciple of Yog-
Sothoth learns to use his connection with Yog-Sothoth to 
create a field of unstable time around his body, allowing him 
to act with incredible speed. The disciple of Yog-Sothoth can 
enter this state as an immediate action. So long as he remains 
in this state, he is able to act as though under the effects of 
a haste spell, except that the effect cannot be dispelled. He 
can use this ability for a number of rounds equal to his monk 
level each day, which need not be spent consecutively. At 
10th level, the disciple of Yog-Sothoth becomes even faster 
when he uses this ability, increasing the dodge bonus to AC 
and Reflex saves by +2, and allowing him to make a total of 
two additional attacks each round at his highest base attack 
bonus. 

This ability replaces the fast movement class feature.

Dimensional Travel (Su): At 4th level, the disciple of Yog-
Sothoth can become one with all of space-time, able to travel 
without crossing physical barriers in the ordinary way. As a 
move action, the disciple of Yog-Sothoth can teleport up to 
10 feet. At 6th level, and every 2 levels thereafter, the distance 
the disciple of Yog-Sothoth can travel in this way increases by 
an additional 10 feet He can use this ability at will, so long as 
he has at least 1 ki point remaining. By spending one ki point 
when he uses this ability, he can travel up to twice the normal 
distance. 
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This ability replaces the slow fall class feature.

Reality Shift (Su): At 12th level, the disciple of Yog-Sothoth 
can travel across the very border of his reality into another 
plane of existence entirely. By spending his ki points, the 
disciple of Yog-Sothoth can use plane shift as a spell-like 
ability, with a caster level equal to his character level. This 
ability can only be used on willing creatures. He must spend 
1 point of ki for each character that he wishes to transport 
across the planes in this way, including himself. 

This ability replaces the abundant step class feature.

Servant of Umr at-Tawil (Paladin)

Those few paladins who seek to truly understand the universe 
and serve the universal truth of existence, rather than falter 
in the service of a false deity who would conceal the truth 
of things from the world, often become servants of Umr 
at-Tawil. These devoted holy warriors please their divine 
lord of time and space by promising service in exchange for 
knowledge of the nature of all things. They are empowered 
to act within the larger world to right wrongs and ensure 
that time plays out to the will of the great Yog-Sothoth. They 
often receive instructions directly from their divine master, 
who is one with all time and space, and thus are always sure 
how to proceed and act in accordance with the true path of 
existence. 

Temporal Manipulation (Ex): A servant of Umr at-Tawil 
is able to glimpse the fabric of time and space, and is tasked 
by Yog-Sothoth to ensure events play out as they should. A 
number of times per day equal to 3 + her paladin level, as 
an immediate action, a servant of Umr at-Tawil may cause a 
single character within 30 feet that she is aware of (including 
herself, if desired) to reroll a single attack roll, saving throw, 
ability check, or skill check. She may add or subtract her 
Charisma modifier from the new roll, which must be used in 
place of the old one. She can use this ability after the initial 
die roll is made, but must do so before learning whether the 
result is a success or failure.

This ability replaces the smite evil class feature.

Glimpse the Future (Sp): A servant of Umr at-Tawil can 
glimpse the future by making an appeal to Yog-Sothoth’s 
benevolent avatar. As a swift action, a servant of Umr at-Tawil 
can attempt to gain a vision of what the future holds. This 
functions like the spell augury, except that the servant of 
Umr at-Tawil always receives an answer to her inquiry, though 
a d% is still rolled. If the result of the d% would normally 
result in no answer, then she still receives an accurate answer, 
but also gains a brief vision of the form of Yog-Sothoth, 
suffering 1 point of Wisdom damage from the madness of 
seeing the true form of her god. Her caster level for this effect 
is equal to her character level, and she can use this ability a 
number of times per day equal to her character level.

This ability replaces the detect evil class feature.

Eternal Servant (Ex): Once a servant of Umr at-Tawil sets 
down her course of service, she makes a solemn unwritten 
but eternally binding vow to serve Umr at-Tawil. Starting at 
2nd level, the servant of Umr at-Tawil ceases to age naturally, 
becomes immune to magical effects that artificially age her, 
and no longer dies of old age. She neither suffers penalties 
nor accrues bonuses due to her age, and can still die of other 
natural causes, such as disease and starvation. 

Additionally, even death does not end the service of a servant 
of Umr at-Tawil. Whenever a servant of Umr at-Tawil would 
die, if she does not currently have any negative levels, she is 
automatically returned to life 1 minute later, as though with 
raise dead. The negative level gained by the raise dead effect 
cannot be removed by any means, but goes away on its own 
after one week. If the servant of Umr-at-Tawil dies while 
currently suffering from one or more negative levels (from 
any source) she rises as a zombie after 1d4 rounds.

This ability replaces the divine grace class feature.

Greater Temporal Manipulation (Su): At 11th level, a 
servant of Umr at-Tawil learns how to partially exist within 
the fabric of her divine master, allowing her to manipulate 
time for a short period. By expending 2 daily uses of her 
temporal action ability, the servant of Umr at-Tawil can cause 
all characters within 30 feet to roll all d20 checks twice and 
take whatever result the servant of Umr at-Tawil chooses. 
These effects last for a number of rounds equal to her 
Charisma modifier, and persist even if those characters later 
move out of range.

This ability replaces the aura of justice class feature.

Knight of Umr at-Tawil (Ex): At 20th level, a servant of Umr 
at-Tawil has proven to be of some little value to the mighty 
Yog-Sothoth, such that he confers upon her some vestige of 
his power. The servant of Umr at-Tawil can use her temporal 
manipulation ability as a free action even if it is not her 
turn, rather than doing so as a swift action. Additionally, she 
regains expended uses of that ability at rate of one per hour.

This ability replaces the holy champion class feature.

Keyholder (Summoner)

These summoners belong to a dark cult of Yog-Sothoth, 
learning to summon creatures not from the outer realms 
as others do, but by creating physical manifestations of 
the omnipresent Yog-Sothoth. They are called keyholders 
because they have learned some small ways to damage the rift 
that locks Yog-Sothoth outside our known reality, allowing 
some portion of his eternal form to exist, if only for a short 
period. Their eidolons and other summoned creatures are 
made from this manifestation and are in fact some very small, 
insignificant part of Yog-Sothoth. They all seek some way to 
eventually shatter the gate and join with Yog-Sothoth.

Summon Monster: A keyholder summons monsters from 
throughout Yog-Sothoth’s dominion and from beyond reality, 
granting him the following choices instead of the normal 
choices when using his summon monster spell-like abilities.
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Summon Monster I: grindylowB2, sagariB3, stirge

Summon Monster II: akataB2, darkmantle, flumphB3, 
zoogB3

Summon Monster III: paracletus aeonB2, augur kytonB3, 
choker, cacodaemonB2, cythnigot qlippothB2, vargouille

Summon Monster IV: crysmalB2, d’ziriakB2, grickB2, 
grothlutB4, shriezyxB4, snallygasterB4, yeth hound

Summon Monster V: brethedanB4, cloaker, elder thingB4, 

gibbering mouther, phase spider, belkerB2, lunarmaB4 

Summon Monster VI: caulbornB3, destrachanB2, denizen 
of LengB2, halsoraB4, hound of tindalosB2, invisible stalker, 
neh-thalgguB2, shantakB2, shoggti qlippothB2

Summon Monster VII: gugB2, nyogoth qlippothB2, spawn 
of Yog-SothothB4, yithianB3, yrthakB2

Summon Monster VIII: dorvaeB4, moon-beastB3, 
chernobue qlippothB2, roper

Summon Monster IX: froghemoth, ghorazaghB3, flying 
polypB4, Leng spiderB2 

Gate: The keyholder can summon any aberration, rather 
than any extraplanar creature. All other restrictions of 
gate remain the same.

This ability modifies the summon monster class feature.

Far Manifestation (Ex): A keyholder can cause his 
summoned creatures and eidolons to appear at far greater 
distances than he normally could by merging them with 
Yog-Sothoth and causing them to reemerge from the outer 
god at some other place. At 1st level, whenever a keyholder 
summons a creature or manifests his eidolon, he may do so at 
a range of 100 feet per class level, instead of the normal range 
of the effect. He must still have line of sight to the chosen 
location. Additionally, as a full-round action, he can touch his 
manifested eidolon to transport it to any location within that 
range. However, doing so causes some of the eidolon to rejoin 
with Yog-Sothoth, inflicting 1d6 points of damage for every 
100 feet traveled by the eidolon.

This ability replaces the life link class feature.

First Gate (Su): At 10th level, a keyholder can open a 
small gate, manifesting a greater amount of Yog-Sothoth’s 
mighty essence upon the world, allowing him to summon a 
monster using his spell-like ability while he has his eidolon 
summoned. He can still only have one summon monster 
spell-like ability active in this way at a time. 

This ability replaces the aspect class feature.

Dimensional Shift (Su): A keyholder can use the very 
physical forms of his eidolon and summoned creatures to 
move them about, warping space-time to transport them 
instantly across close distances. At 14th level, as a swift 
action, a keyholder can instantly cause a number of creatures 
he summoned with a spell of the calling or summoning 
subschools, or his eidolon, to be instantly teleported to 
another space within 100 feet + 10 feet per level of the 
keyholder. The new location must be capable of supporting 
the teleported creature, as normal for a summoning spell. He 
may only target creatures within this area, and he may affect 
a maximum number of creatures equal to his Intelligence 
modifier.

This ability replaces the life bond class feature.

Interplanetary Gate (Su): At 18th level, the keyholder can 
create a gate that allows him to cross the void of space. As 
a full-round action, he can create a mystical portal which 
functions like the spell gate, except that it does not open 
on other planes, but rather anywhere on the Material Plane 
(including other planets).

This ability replaces the greater aspect class feature. 

Yog-Sothoth’s Blade (Swashbuckler)

Yog-Sothoth’s blades are a highly unusual breed of warriors 
who are in touch with the mighty Yog-Sothoth. They have 
learned his secret truths and dwell in the border between 
reality and the outer realm in which the outer gods dwell. 
Confident and daring, Yog-Sothoth’s blades are warriors 
who believe themselves better than the rest of the world and 
stand apart from society. These blades of Yog-Sothoth often 
attempt to bring others to understand the terror of Yog-
Sothoth. 

Deeds: The Yog-Sothoth’s blade gains the following deeds.

Teleporting Strike (Su): A Yog-Sothoth’s blade can use the 
void of space-time in order to move across the physical 
world, instantly closing the gap between her and her foe 
to catch them off guard and strike incredibly hard. As 
a full-round action, a Yog-Sothoth’s blade can teleport 
up to her movement speed. If she has at least 1 point of 
panache remaining, she may then make a single attack at 
her highest base attack bonus against an adjacent target, 
and the target is considered to be flat-footed for the 
purposes of this attack.

This ability replaces the opportune parry and riposte 
deed.

Aggressive Teleportation (Su): A Yog-Sothoth’s blade can 
teleport and move across modest distances in order to 
begin a deadly combat. At 3rd level, as long as she has at 
least 1 point of panache remaining, whenever the blade of 
Yog-Sothoth makes an initiative check, she may teleport 
up to 30 feet as a free action.

This ability replaces the swashbuckler initiative deed.
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Yog-Sothoth’s Dodge (Su): At 7th level, a Yog-Sothoth’s 
blade can travel through the void in response to danger, 
allowing her to escape from potentially deadly situations. 
As an immediate action, whenever she is attacked, the 
Yog-Sothoth’s blade can spend 1 point of panache in 
order to teleport away from danger. If she does, she 
moves up to 30 feet away. If this would put her out of 
range of the attack, she makes a Reflex save with a DC 
equal to the result of the attack roll; if she fails, the attack 
resolves normally (the attack must still meet or exceed 
her AC, etc.), though the teleportation occurs as normal 
(and may prevent subsequent attacks). If she succeeds on 
the Reflex save, then the attack automatically misses.

This ability replaces the superior feint deed.

Yog-Sothoth’s Subtlety (Su): At 11th, the Yog-Sothoth’s 
blade can make extremely subtle attacks that hold their 
effects through time. As long as she has at least 1 point 
of panache, a Yog-Sothoth’s blade can choose to delay 
the damage from her successful attacks. If she does, she 
rolls damage as normal, but the target does not suffer any 
damage, and, if he was not aware of the Yog-Sothoth’s 
blade’s presence, may not even notice he was attacked. At 
any time within 1 day per point of Charisma modifier she 
possesses, the Yog-Sothoth’s blade can spend 1 point of 
panache to inflict all of the delayed damage inflicted on a 
creature at once, regardless of her current distance from 
the target. 

This ability replaces the subtle blade deed.

Greater Teleporting Strike (Su): At 15th level, the Yog-
Sothoth’s blade can make a blur of powerful strikes 
whenever she teleports. Whenever the Yog-Sothoth’s 
blade teleports next to a creature, if she has at least 1 
point of panache remaining, she may make a single 
attack at her highest base attack bonus against that 
creature as a free action. If used in conjunction with 
the teleporting strike deed, this allows her to make two 
attacks after teleporting. 

This ability replaces the perfect thrust deed.

Time-Stop Strike (Su): At 19th level, the Yog-Sothoth’s 
blade can stop time for an individual, freezing him in a 
state of suspended animation. As a full-round action, 
the Yog-Sothoth’s blade may make a single melee attack 
with a light or one-handed piercing weapon, which, if 
successful, deals damage as normal and causes the target 
to be affected as with the spell temporal stasis. The 
saving throw DC for this effect is equal to 10 + 1/2 the 
Yog-Sothoth’s blade’s level + the Yog-Sothoth’s blade’s 
Charisma modifier, and the caster level is equal to the 
Yog-Sothoth’s blade’s swashbuckler level.

This ability replaces the cheat death deed.

New Cleric Domain
The following domain is available to characters who revere 
Yog-Sothoth. The other domains available to Yog-Sothoth are 
Darkness, Chaos, Knowledge, Travel, and Void. His favored 
weapon is the dagger. 

Yog-Sothoth

Clerics with the Yog-Sothoth domain worship the outer god, 
who is one with all of time and space. They share some of 
this power themselves and have the ability to traverse great 
distances, manipulate time, and divine the future through 
Yog-Sothoth’s powers.

Granted Powers: Like Yog-Sothoth, you can bend time 
and space to your wishes, slowing your foes and piercing the 
borders of reality.

Slow Field (Su): You can weaken the barrier between Yog-
Sothoth and the physical universe, creating a gel-like 
substance that covers a single creature within 30 feet. 
The target must succeed on a Will save (DC 10 + 1/2 your 
cleric level + your Wisdom modifier) or be affected as 
by the slow spell for a number of rounds equal to your 
Wisdom modifier. You can use this ability a number of 
times each day equal to 3 + your Wisdom modifier.

Extradimensional Step (Su): At 8th level, you can teleport 
a total distance each day equal to 100 feet + 10 feet per 
cleric level. This can be divided among any number 
of uses of this ability, though each uses must teleport 
you at least 5 feet. Any attempt to teleport beyond your 
remaining distance for the day automatically fails. You 
can activate this ability as a move action.

Domain Spells: 1st—unseen servant, 2nd—rope trick, 3rd—
haste, 4th—dimension door, 5th—contact other plane, 6th—
shadow walk, 7th—greater teleport, 8th—maze, 9th—gate
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