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Introduction

Pathfinder Roleplaying Game: Occult Adventures
introduced psychic magic to the game, with five classes of
psychic spellcasters, expanding the number of sources of
magic from two (arcane and divine) to three. Unfortunately,
certain aspects of the game that were made before the
introduction of psychic magic, which could not have been
predicted at the time they were made, are incompatible
with this new type of magic. One such aspect was prestige
classes, where prerequisites often required arcane or divine
spellcasting specifically, such as with the arcane archer and
the mystic theurge. While many GM’s could simply rewrite
the prerequisites if they chose, it seemed like the perfect
opportunity to make some brand new prestige classes that
specifically captured the psychic and occult flavor.

Component Artist

Component artists are expert magicians practiced in
both the arcane and the psychic arts, able to use both types
of magic effectively. Masters not only of spellcasting, but of
the philosophy of magic and its nature, component artists
are able to use their raw talents with one style to supplement
their abilities with others. Focusing on spell components
themselves, component artists use the unique traits of a spell
style to maximize the potency of their spells.

Hit Dice: dé6.

Requirements

Spells: Ability to cast 2nd-level arcane and 2nd-level
psychic spells.

Skills: Knowledge (arcana) 5 ranks.

Class Skills

The component artist’s class skills (and the key
ability for each skill) are Knowledge (all) (Int), Perception
(Wis), and Sense Motive (Wis).

Skill Ranks at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the
component artist prestige class.

Spells per Day: When a new component artist level
is gained, the character gains new spells per day as if he had
also gained a level in any one psychic spellcasting class he
belonged to before he added the component artist prestige
class and any one arcane spellcasting class he belonged to
before he added the component artist prestige class. He
does not, however, gain other benefits a character of that
class would have gained. This essentially means that he adds
the level of component artist to the level of whatever other
psychic spellcasting class and arcane spellcasting class the
character has, then determines spells per day, spells known,
and caster level accordingly. If a character had more than
one arcane spellcasting class or more than one psychic

spellcasting class before he became a component artist, he
must decide to which class he adds each level of component
artist for the purpose of determining spells per day.

Component Artistry (Ex): A component artist is
an expert at using magical components from both arcane
and psychic sources in order to cast his spells. At 1st level,

a component artist may choose to substitute thought
components for verbal components, emotional components
for somatic components, and vice versa on any spell he casts.

Somatic Artistry (Su): A component artist is able to
use his somatic components to make spells more accurate. At
2nd level, a component artist can add somatic components
to a spell that does not have somatic components. Whenever
a component artist casts a spell with somatic components, if
that spell requires an attack roll, he gains a +2 bonus on the
attack roll.

Emotional Artistry (Su): A component artist can
use his passions to make his spells more effective at breaking
through magical resistances. At 4th level, a component
artist can add emotional components to a spell that does not
already have them. Whenever a component artist casts a spell
with emotional components, he gains a +2 bonus on caster
level checks made to overcome spell resistance.

Verbal Artistry (Su): A component artist can
eloquently word his spells in order to make them more
resilient to magical tampering. At 6th level, a component
artist can add verbal components to a spell that does not
already have them. Whenever the component artist casts
a spell with verbal components, that spell’s caster level is
treated as though it were 2 levels higher than it actually is for
the purposes of dispel magic and similar effects.

Thought Artistry (Su): A component artist is able to
focus his thoughts in order to make his spells more difficult
to resist. At 8th level, a component artist can add thought
components to any spell that does not already have them.
Whenever the component artist casts a spell with thought
components, the saving throw DC of that spell, if any, is
increased by 1.

Component Unity (Su): A master component artist
is able to weave all spell components together to unleash truly
powerful spells. At 10th level, whenever the component artist
casts a spell with verbal, somatic, thought, and emotional
components, each of the bonuses granted by his somatic
artistry, emotional artistry, verbal artistry and thought
artistry class features is increased by +1.

Dark Mind Infiltrator

Dark mind infiltrators are psychics with a gift for
espionage and skullduggery. Using their psychic talents, dark
mind infiltrators are able to cloak themselves from the minds
of other creatures in order to become invisible. They are also
adept at using surprise to their advantage, wreaking havoc on
the unwary minds of their foes.

Hit Die: d8.



Table 1-1: The Component Artist

Base Attack Fort Ref  Will

Level Bonus Save Save Save Special Spells Per Day
- . S - b B e Dastistry +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
A e ] - B +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
3rd 3 L " Ll +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
hih 3 ” K BN Emotionalattists, +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
sth " 1 I, o B | +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
6th ns A " T | tistry +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
Pih 4 Al " +q PHE +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
S A, = = RO ht aftistry +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
oth | 3 . - 4 +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
oth - 3 e L s T +1 level of existing arcane spellcasting class,
+1 level of existing psychic spellcasting class
Requirements targets the target or includes the target in its area, this effect

Spells: Ability to cast 2nd-level psychic spells.
Skills: Bluff 5 ranks, Stealth 5 ranks.

Class Skills

The dark mind infiltrator’s class skills (and the
key ability for each skill) are Acrobatics (Dex), Bluff (Cha),
Disable Device (Dex), and Stealth (Dex).

Skill Ranks at Each Level: 4 + Int modifier.

Class Features

All of the following are class features of the dark
mind infiltrator prestige class.

Obscure Self (Sp): A dark mind infiltrator is able to
use his psychic talents to hide from those with weak minds.
As a standard action, the dark mind infiltrator can force a
single living creature within 30 feet to succeed on a Will save
(DC 10 + the dark mind infiltrator’s dark mind infiltrator level
+ the dark mind infiltrator’s primary spellcasting ability score
modifier) or treat the dark mind infiltrator as though he were
not there. The target cannot see the dark mind infiltrator,
hear any noise the dark mind infiltrator makes, and cannot
detect the dark mind infiltrator with scent or other natural
senses; even most magical means of detecting the dark mind
infiltrator fail, though true seeing allows the target to observe
the dark mind infiltrator. As a result, the target is considered
to be flat-footed against the dark mind infiltrator. The target
receives a new saving throw each round at the end of her
turn in order to end this effect. A dark mind infiltrator can
only affect one creature at a time with this ability, and if the
dark mind infiltrator attacks the target, or casts a spell which

immediately ends (though the target is still considered flat-
footed against that attack or spell). At 5th level, and again at
oth level, a dark mind infiltrator can use this ability to affect
an additional creature at one time. This is a mind-affecting
effect.

Spells per Day: At the indicated levels, a dark mind
infiltrator gains new spells per day as if he had also gained
a level in a psychic spellcasting class he belonged to before
adding the prestige class. He does not, however, gain any
other benefits a character of that class would have gained,
except for additional spells per day, spells known (if he is a
spontaneous spellcaster), and an increased effective level
of spellcasting. If a character had more than one psychic
spellcasting class before becoming a dark mind infiltrator, he
must decide to which class he adds the new level for purposes
of determining spells per day.

Sneak Attack: At 2nd level, the dark mind
infiltrator’s attack deals extra damage anytime her target
would be denied a Dexterity bonus to AC (whether the target
actually has a Dexterity bonus or not), or when the dark mind
infiltrator flanks his target. This extra damage is 1d6 at 2nd
level, and increases by 1d6 at 5th level, and again at 8th level.
Should the dark mind infiltrator score a critical hit with a
sneak attack, this extra damage is not multiplied. Ranged
attacks can count as sneak attacks only if the target is within
30 feet.

With a weapon that deals nonlethal damage (like a
sap, whip, or an unarmed strike), a dark mind infiltrator can
make a sneak attack that deals nonlethal damage instead
of lethal damage. He cannot use a weapon that deals lethal



Table 2-1: The Dark Mind Infiltrator
Base
Attack Fort Ref Will

Level Bonus Save Save Save Special Spells Per Day

1st +0 +0 +1 +1  Obscure self —

2nd +1 +1 +1 +1  Sneak attack +1d6 +1 level of existing spellcasting class
3rd +2 +1 +2 +2  Unseen influence +1 level of existing spellcasting class
4th +3 +1 +2 +2  Silent communication +1 level of existing spellcasting class
sth +3 +2 +3 +3  Obscure self (2 targets), sneak attack +2d6 —

6th +4 +2 +3 +3  — +1 level of existing spellcasting class
7th +5 +2 +4 +4 Silent listening +1 level of existing spellcasting class
8th +6 +3 +4 +4  Sneak attack +3d6 +1 level of existing spellcasting class
gth +6 +3 +5 +5  Obscure self (3 targets) —
10th +7 +3 +5 +5  Warp perception +1 level of existing spellcasting class

damage to deal nonlethal damage in a sneak attack, not even
with the usual -4 penalty.

The dark mind infiltrator must be able to see the
target well enough to pick out a vital spot and must be able to
reach such a spot. A dark mind infiltrator cannot sneak attack
while striking a creature with concealment.

Unseen Influence: A dark mind infiltrator is able
to easily manipulate the minds of those who are unaware of
him. At 3rd level, whenever a dark mind infiltrator casts a
mind-affecting spell against a flat-footed target, that target
suffers a -1 penalty on her saving throw. At 6th level, and
again at gth level, this penalty increases by a further -1.

Silent Communication (Sp): A dark mind
infiltrator can use a limited form of telepathy to speak
directly into others’ minds, and can even manipulate them to
believing that his words are their own thoughts. At 4th level,
as a move action, a dark mind infiltrator can gain the ability
to communicate telepathically with a creature within 30 feet
for 1 round. The dark mind infiltrator may also attempt to
convince the target that what he communicates was her own
thought; this requires a successful Bluff check opposed by the
target’s Sense Motive check. If the target is aware of the dark
mind infiltrator, the dark mind infiltrator suffers a -5 penalty
on the Bluff check, and if the target is aware of the dark mind
infiltrator’s silent communication ability, she receives a +10
bonus on her Sense Motive check to determine if the dark
mind infiltrator is speaking to her.

Silent Listening (Sp): Starting at 7th level, a dark
mind infiltrator becomes constantly aware of the thoughts
of creatures within 30 feet, giving him several advantages. A
dark mind infiltrator gains a bonus equal to his dark mind
infiltrator level on all Sense Motive checks against creatures
within that area. Additionally, as a swift action, he can choose
to focus his attentions on a single individual in order to
hear her thoughts more clearly. This grants him a +1 insight
bonus to AC against attacks by that creature and allows the
dark mind infiltrator to hear the target’s surface thoughts, as
though with detect thoughts. Creatures protected from detect
thoughts are immune to this effect.

Warp Perception (Sp): At 10th level, whenever
a creature fails a saving throw against the dark mind
infiltrator’s obscure self ability, the target becomes unable

to perceive a number of creatures equal to the dark mind
infiltrator’s psychic spellcasting ability score modifier. These
designated creatures are obscured from the target exactly

as the dark mind infiltrator is obscured by his obscure self
ability, and if the target later succeeds on a save against this
ability, she becomes able to perceive the dark mind infiltrator,
as well as all the creatures obscured by the warp perception
ability.

Focused Blade

Focused blades are powerful combatants who
blend skill handling steel with a talent for psychic magic.
Intensely focused, they are able to concentrate on combat
and maintain clear thoughts and emotional states to fuel
their psychic magic. They also have a natural ability to feed
off the emotions of others, making them deadly warriors in
impassioned situations.

Hit Dice: dio.

Requirements
Spells: Ability to cast 2nd-level psychic spells.
Base Attack Bonus: +5.
Feats: Combat Casting.

Class Skills

The focused blade’s class skills (and the key ability
for each skill) are Acrobatics (Dex), Climb (Str), and Sense
Motive (Wis).

Skill Ranks at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the focused
blade prestige class.

Combat Concentration (Ex): A focused blade
learns how to focus on her thoughts while in the grips of
bloody combat, allowing her to easily cast spells during
battle. Starting at 1st level, a focused blade adds twice
her level to concentration checks made to cast spells with
thought components.



Table 3-1: Focused Blade

Base
Attack Fort Ref  Will
Level Bonus Save Save Save Special Spells Per Day
Combat concentration, psychic strike +1
1st +1 +1 +0 +0 ! —
(magic)
2nd +2 +1 +1 +1  Emotional resonance +1 level of existing spellcasting class
3rd +3 +2 +1 +1  Psychic strike +2 (silver and cold iron) —
4th +4 +2 +1 +1  Spell strike +1 level of existing spellcasting class
sth +5 +3 +2 +2  Psychic strike +3 (adamantine) —
6th +6 +3 +2 +2  Expose mind +1 level of existing spellcasting class
7th +7 +4 +2 +2  Psychic strike +4 (all alignments) —
8th +8 +4 +3 +3  Incite emotion +1 level of existing spellcasting class
oth +9 +5 +3 +3  Psychic strike +5 (epic) —
10th +10 +5 +3 +3  Anger surge +1 level of existing spellcasting class

Psychic Strike (Su): A focused blade can channel
her psychic energies into her weapon for more powerful
weapon attacks. At 1st level, as a swift action, a focused
blade can gain a +1 bonus to attack and damage rolls with a
held melee weapon, and that weapon also counts as magic
for the purposes of overcoming damage reduction. At 3rd
level, and every 2 levels thereafter, the bonus to attack and
damage increases by +1. At 3rd level, a weapon affected in
this way overcomes damage reduction as though it were
silver and cold iron. At sth level, it overcomes damage
reduction as though it were an adamantine weapon. At 7th
level, it overcomes damage reduction as though it were of all
alignment types. At gth level, it overcomes damage reduction
as though it were an epic weapon.

Emotional Resonance (Su): A focused blade can
feed off hostility in order to power her weapon attacks. At
2nd level, a focused blade gains a +1 bonus on attack and
weapon damage rolls for each hostile creature within a 10-
foot radius, to a maximum bonus of +5 on attack and damage
rolls.

Spells per Day: At the indicated levels, a focused
blade gains new spells per day as if she had also gained a
level in a psychic spellcasting class she belonged to before
adding the prestige class. She does not, however, gain any
other benefits a character of that class would have gained,
except for additional spells per day, spells known (if she is
a spontaneous spellcaster), and an increased effective level
of spellcasting. If a character had more than one psychic
spellcasting class before becoming a focused blade, she must
decide to which class she adds the new level for purposes of
determining spells per day.

Spell Strike (Su): At 4th level, a whenever a focused
blade casts a spell as a with a casting time of 1 standard action
or less, she may choose to also make melee attacks as though
she were making a full-attack action; if she does, she forgoes
her first attack.

Expose Mind (Su): A focused blade is able to use
weapon attacks in order to distract a target from his thoughts,
allowing her to make more successful psychic attacks against
the target. At 6th level, whenever a focused blade deals
damage to a creature with a weapon attack, that creature

suffers a cumulative -1 penalty on all saving throws made
against her psychic spells for 1 round.

Incite Emotion (Su): At 8th level, as a standard
action, a focused blade can attempt to affect the emotional
state of creatures within 30 feet, causing them to dramatically
alter the way they feel about the focused blade. When she
uses this ability, the focused blade must choose either a
hostile emotion or a calm emotion. If she chooses a hostile
emotion, all creatures in the area become hostile towards the
focused blade, possibly attacking her, unless they succeed
on a Will save (DC 10 + 1/2 the focused blade’s level + the
focused blade’s Charisma modifier). If she chooses a calm
emotion, all creatures in the area who fail a Will save (DC 10
+ 1/2 the focused blade’s level + the focused blade’s Charisma
modifier) become helpful towards the focused blade. In
either case, these effects last for 1 minute. The focused blade
can choose to exclude any number of creatures within the
area from this effect.

Anger Surge (Su): A focused blade at the height of
her power is able to draw on the raw aggression of others to
fuel her own intense attacks. At 1oth level, a focused blade
may choose a single hostile creature at the start of her turn. If
she does, whenever she makes melee full attack against that
creature, she may make an additional attack at her highest
base attack bonus against that creature.

Psychic Intercessor

A psychic intercessor is a priest who has embraced
inner spiritual teachings to augment her spiritual beliefs.
Often practitioners of strange fringe versions of their
religions, these spiritual men and women are able to use
their psychic energies to share the gods’ gifts with others.

In exchange for this shift of power, the psychic intercessor
uses her psychic powers to further her deity’s spiritual goals
and aid others. Despite their odd philosophies, psychic
intercessors are welcome almost everywhere, and their potent
abilities to aid others are appreciated by those of almost any
faith.



Table 4-1: The Psychic Intercessor
Base
Attack Fort Ref  Will
Level Bonus Save Save Save Special

Spells Per Day

+1 level of existing divine spellcasting class,

1st +0 +0 +0 +1 - ek . .
+1 level of existing psychic spellcasting class
ond " - " TR 1 +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
i » o) " L +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
it el L N AT e s +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
sl o 15 P e +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
6th 5 - . Bt rtcucessTor +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
o h 5 B N o L +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
sth +4 L. 2 - BRGotimind +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
o ) I o ent +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
B 2 e - s M Rt o @ overchagte +1 level of existing divine spellcasting class,
+1 level of existing psychic spellcasting class
Requirements Touch of the Gods (Su): By attuning her emotions

Spells: Ability to cast 2nd-level divine spells and
2nd-level psychic spells.
Skills: Knowledge (religion) 5 ranks.

Hit Dice: dé6.

Class Skills

The psychic intercessor’s class skills (and the key
ability for each skill) are Bluff (Cha), Diplomacy (Cha),
Intimidate (Cha), and Sense Motive (Wis).

Skill Ranks at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the psychic
intercessor prestige class.

Spells per Day: When a new psychic intercessor
level is gained, the character gains new spells per day as if
she had also gained a level in any one psychic spellcasting
class she belonged to before adding the prestige class, and
any one divine spellcasting class she belonged to previously.
She does not, however, gain other benefits a character of
that class would have gained. This essentially means that she
adds the level of psychic intercessor to the level of whatever
other psychic spellcasting class and divine spellcasting class
the character has, then determines spells per day, spells
known, and caster level accordingly. If a character had more
than one psychic spellcasting class or more than one divine
spellcasting class before she became a psychic intercessor,
she must decide to which class she adds each level of psychic
intercessor for the purpose of determining spells per day.

directly to a subject, a psychic intercessor has the ability to
transfer magical protections normally only offered for herself
to another. At 2nd level, a psychic intercessor can cast spells
with a range of personal on a willing creature within 5 feet.

Gift of the Spirit (Su): A psychic intercessor is
able to reach out to the minds and spirits of others in order
to transmit magic that normally requires bodily contact. At
4th level, a psychic intercessor can cast spells with a range of
touch on willing targets within 30 feet.

Swift Intercession (Su): A psychic intercessor
is able to cast spells at the speed of thought in desperate
situations. At 6th level, once per day, a psychic intercessor
can expend a single unused spell or spell slot that could be
used to cast a psychic spell in order to cast a divine spell of
the same level with a casting time of 1 round or less as a swift
action.

God’s Mind (Su): A psychic intercessor can use
her divine powers in order to greatly improve the psychic
potential of her spells. At 8th level, as a full-round action, a
psychic intercessor can expend a single unused spell or spell
slot that could be used to cast a divine spell in order to cast a
psychic spell of the same level with a casting time of 1 round
or less. If she does, for the purposes of that spell she treats
her caster level as though it were 4 higher than it actually is.

Harmonic Overcharge (Su): A psychic intercessor
can summon forth the magic of the gods and the magic of the
mind into a single exceptional spell effect. At 10th level, asa
full-round action, the psychic intercessor may cast a psychic
spell with a casting time of 1 round or less and a divine spell
with the same name as that spell. If the spells target the same
creature, their effects stack, even if they normally would not.



Permission to copy, modify and distribute the files collectively known as the System Reference
Document (“SRD”) is granted solely through the use of the Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and you should read
and understand the terms of that license before using this material.

The text of the Open Gaming License itself is not Open Game Content. Instructions on using the
License are provided within the License itself.

The following items are designated Product Identity, as defined in Section 1(e) of the Open Game
License Version 1.0a, and are subject to the conditions set forth in Section 7 of the OGL, and are not
Open Content: Dungeons & Dragons, D&D, Player’s Handbook, Dungeon Master, Monster Manual,
d20 System, Wizards of the Coast, d20 (when used as a trademark), Forgotten Realms, Faerin,
proper names (including those used in the names of spells or items), places, Red Wizard of Thay, the
City of Union, Heroic Domains of Ysgard, Ever-Changing Chaos of Limbo, Windswept Depths of
Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste of Hades, Bleak
Eternity of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of
Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia, Twin Paradises of
Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian Glades of Arborea,
Concordant Domain of the Outlands, Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile
Darkness, beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai,
mind flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of the License.
More information on the Open Game License can be found at www.wizards.com/d20.

The terms of the Open Gaming License Version 1.0a are as follows:

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e) “Product Identity” means
product and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You”
or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that
the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License
to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game
Content, You represent that Your Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of
each element of that Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of
the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any Open
Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the
name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and
Dave Arneson.

Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing, LLC; Author: Paizo
Publishing, LLC.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn,
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo Publishing, LLC; Authors Wolfgang Baur,
Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, Brandon
Hodge, James Jacobs, Steve Kenson, Hal MacLean, Martin Mason, Rob McCreary, Erik Mona, Jason
Nelson, Patrick Renie, Sean K Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James L. Sutter,
Russ Taylor, and Greg A. Vaughan, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.

Pathfinder Roleplaying Game Bestiary 3. © 2011, Paizo Publishing, LLC; Authors: Jesse Benner,
Jason Bulmahn, Adam Daigle, James Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris
Sims, F. Wesley Schneider, James L. Sutter, and Russ Taylor, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 4. © 2013, Paizo Publishing, LLC; Authors: Dennis Baker,
Jesse Benner, Savannah Broadway, Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James
Jacobs, Matt James, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney- MacFarland, Sean K
Reynolds, F. Wesley Schneider, Tork Shaw, and Russ Taylor.

Pathfinder Roleplaying Game GameMastery Guide. © 2010, Paizo Publishing, LLC; Author: Cam
Banks, Wolfgang Buar, Jason Bulmahn, Jim Butler, Eric Cagle, Graeme Davis, Adam Daigle, Joshua
J. Frost, James Jacobs, Kenneth Hite, Steven Kenson, Robin Laws, Tito Leati, Rob McCreary, Hal
Maclean, Colin McComb, Jason Nelson, David Noonan, Richard Pett, Rich Redman, Sean K reynolds,
F. Wesley Schneider, Amber Scorr, Doug Seacat, Mike Selinker, Lisa Stevens, James L. Sutter, Russ
Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff.

Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.; Authors: Dennis Baker,
Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy
Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy;, Jr., Tom Phillips, Stephen Radney-
MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author:
Jason Bulmahn

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

Pathfinder Roleplaying Game Monster Codex. © 2014, Paizo Inc.; Authors: Dennis Baker, Jesse
Benner, Logan Bonner, Jason Bulmahn, Ross Byers, John Compton, Robert N. Emerson, Jonathan
H. Keith, Dale C. McCoy, Jr., Mark Moreland, Tom Phillips, Stephen Radney-MacFarland, Sean K
Reynolds, Thomas M. Reid, Patrick Renie, Mark Seifter, Tork Shaw, Neil Spicer, Owen K.C. Stephens,
and Russ Taylor.

Pathfinder Roleplaying Game NPC Codex. © 2012, Paizo Publishing, LLC; Authors: Jesse Benner,
Jason Bulmahn, Adam Daigle, Alex Greenshields, Rob McCreary, Mark Moreland, Jason Nelson,
Stephen Radney-MacFarland, Patrick Renie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game Occult Adventures © 2015, Paizo Inc.; Authors: John Bennett, Logan
Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, John Compton, Adam Daigle, Jim Groves,
Thurston Hillman, Eric Hindley, Brandon Hodge, Ben McFarland, Erik Mona, Jason Nelson, Tom
Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter,
Russ Taylor, and Steve Townshend.

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

Pathfinder Roleplaying Game Ultimate Campaign. © 2013, Paizo Publishing, LLC; Authors: Jesse
Benner, Benjamin Bruck, Jason Bulmahn, Ryan Costello, Adam Daigle, Matt Goetz, Tim Hitchcock,
James Jacobs, Ryan Macklin, Colin McComb, Jason Nelson, Richard Pett, Stephen Radney-
MacFarland, Patrick Renie, Sean K Reynolds, F. Wesley Schneider, James L. Sutter, Russ Taylor, and
Stephen Townshend.

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

Pathfinder Roleplaying Game Ultimate Equipment. © 2012 Paizo Publishing, LLC; Authors: Dennis
Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike Ferguson, Matt
Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith, Michael Kenway, Hal MacLean,
Jason Nelson, Tork Shaw, Owen KC Stephens, and Russ Taylor.

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

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale,
Patrick Lawinger, and Bill Webb; Based on original content from TSR.

Pathfinder Player Companion: Knights of the Inner Sea © 2012, Paizo Publishing, LLC; Authors:
Gareth Hanrahan, Steve Kenson, Patrick Renie, Tork Shaw, and Jerome Virnich.

Weekly Wonders: Psychic Pathways © 2015, Necromancers of the Northwest, LLC; Authors: Alex
Riggs, Joshua Zaback.

END OF LICENSE



i -m@@@@@mm

mﬁ@mm andld 3
¥ - | mﬁ@gm@mﬁmﬂ; ‘ refé

_a"mmma&mm@ﬁ e o el
mmmmmmm@d@m equired'arcane
% _..@é&fms 2srinsispecificallytsuchiasiwith\theiarcanciarchenandithel
m@ﬂbmm@h ercqms tes 1f £

- mmmmﬁ»&m@@@
%’@@?@mgﬁm@d‘@mme}:{;@@?
%Mmmﬂgﬁi@m@f@ﬁgqﬁ%mm

; %Mvﬁ@mmmmd@ﬂmm

& erceﬁo @ﬁ@m e
m@mmmmm@m@u cn v fromdangerous
assaults8FinallySehe/psychiclintercessonfi nds“on m‘mu
betwee lqu‘ﬁ@mﬁléﬁwfmmg@s o RRineyintatchetwillloffsheimultivers
mmm@mm

e

)

L

i
(‘i!
&Y

f ‘Ti_‘

/.'\

-ﬁ‘

]_'\u:?

.-/ HI]lfFll‘fIHE EIHE IH]MFITIH[E

o

&

7,

‘._
-\ %
pe AR T

—— —— — T — — T— — — i T— T T—— — — — — — — T —— — T T— — .



	Weekly Wonders: Psychic Pathways

	Introduction

	Component Artist

	Dark Mind Infiltrator

	Focused Blade

	Psychic Intercessor

	OGL



