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The Journeyman
The journeyman is a traveler, a wanderer, always looking for 

the next great story in which to place himself. He visits the far 
reaches of the world, learning obscure tricks of the trade and 
defending himself from the most depraved of enemies. Should 
he find himself adventuring with a group who calls him ally or 
friend, all the better. The journeyman is always willing to stick 
around for another adventure if it means carving out his place 
in history.

Role: Journeymen are well-traveled individuals whose 

experiences complement the group dynamic. Like rogues, they 

are highly skilled, but with more variety and less focus on 

sneaking around or stealing. Like inquisitors, they travel the 

land, though journeymen search for glory and a good tale to 

share later more than a target or a bounty.

Alignment: Any

Hit Die: d8

Parent Classes: Inquisitor and rogue.

Starting Wealth: 4d6 × 10 gp (average 140 gp.) In addition, 

each character begins play with an outfit worth 10 gp or less.

Class Skills
The journeyman’s class skills are Craft (Int), Knowledge (all 

skills taken individually, Int), Perform (Cha), and Profession (Wis). 
He also chooses a number of additional class skills equal to 10 + 
his Intelligence modifier at 1st level.

Skill Ranks per level: 6 + Int modifier.

Class Features
All of the following are class features of the journeyman.
Weapon and Armor Proficiency: Journeymen are proficient 

with all simple weapons and all weapons that can be used 
with weapon finesse. In a campaign with commonplace guns, 
journeymen are also proficient with all firearms. They are 
proficient with light armor, but not with shields.

Finesse Training (Ex): At 1st level, a journeyman gains Weapon 
Finesse as a bonus feat. Starting at 3rd level, he can select any 
one type of weapon that can be used with Weapon Finesse (such 
as rapiers or daggers). Once this choice is made, it cannot be 
changed. Whenever he makes a successful melee attack with the 
selected weapon, he adds his Dexterity modifier instead of his 
Strength modifier to the damage roll. If any effect would prevent 
the journeyman from adding his Strength modifier to the damage 
roll, he does not add his Dexterity modifier. The journeyman can 
select a second weapon at 12th level and a third at 19th level.

After bidding farewell to my brother and our childhood friends, 
I traveled the world for many years. Never has my life been more 
at risk, nor has it been more worth living. I have seen sights no 
king could hope to see from his castle and met creatures no 
common adventurer would ever face in the depths of a dungeon.

The good, the bad, it doesn’t matter. Believe me when I say I 
would do it all again, given the chance. But you are not me. You 
have not experienced the things I have. Knowing that, I offer you 
this.

Be warned, for these are the travels of a journeyman.
- Brawn Northwinter, Son of Garrett

The journeyman class presented here is best played using the 
Pathfinder® Roleplaying Game Core Rulebook™, Pathfinder® 
Roleplaying Game: Advanced Player’s Guide™, and Pathfinder® 
Roleplaying Game: Pathfinder Unchained™ as these books 
provide more detail on teamwork feats and skill unlocks.

For quick reference to these, use the links above or visit www.
d20pfsrd.com for more assistance.

http://www.d20pfsrd.com/feats/teamwork-feats
http://www.d20pfsrd.com/skills
http://www.d20pfsrd.com
http://www.d20pfsrd.com
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Commonly Associated Skills
Many of the skills listed below can have other skills related 

to them. Check with your GM if the three skills you choose 
make sense in association with each other.

 • Craft (alchemy), Knowledge (nature), Profession 
(herbalist)

 • Craft (calligraphy), Knowledge (planes), Profession 
(porter) 

 • Craft (carpentry), Craft (ships), Profession (sailor)

 • Craft (cartography), Knowledge (geography), Profession 
(navigator)

 • Craft (jewelry), Knowledge (nobility), Profession 
(merchant)

 • Craft (locks), Knowledge (local), Profession (barrister)

 • Craft (paintings), Knowledge (history), Profession 
(librarian)

 • Craft (sculptures), Knowledge (religion), Profession 
(shepherd) 

 • Craft (stonemasonry), Knowledge (engineering), 
Profession (architect)

 • Craft (weapons), Knowledge (dungeoneering), 
Profession (soldier)

 • Knowledge (arcana), Profession (scribe), Spellcraft

Trade Secrets: A 1st-level journeyman knows how to apply his 
understanding of one skill to the proper use of another. When he 
spends skill ranks in a Craft, Knowledge, or Profession-based class 
skill, the journeyman gains 2 extra skill ranks that he can place 
into related Craft, Knowledge, or Profession skills. This does not 
allow the journeyman to exceed the maximum ranks in a skill for 
his level. For this purpose, Spellcraft is considered a Craft skill.

A list of commonly associated skills can be found in the sidebar 
to the right, but a journeyman may be able to associate different 
skills in this way with permission from the Game Master.

For example, if Jonathan places 1 skill rank into Craft (ships), 
he can also place 1 free rank into each of Craft (carpentry) and 
Profession (sailor). 

Intuitive Initiative (Ex): At 2nd level, a journeyman adds his 
Wisdom modifier on initiative checks, in addition to his Dexterity 
modifier.

Evasion (Ex): At 2nd level, a journeyman can avoid even magical 
and unusual attacks with great agility. If he succeeds at a Reflex 
saving throw against an attack that normally deals half damage 
on a successful save, he instead takes no damage. Evasion can be 
used only if the journeyman is wearing light armor or no armor. A 
helpless journeyman does not gain the benefit of evasion.

Many Travels (Ex): A 3rd-level journeyman learns one of the 
greatest secrets of the open road; a mistake is nothing more than 
an unexpected opportunity. Once per day, when the journeyman 

The Journeyman
Level Base Attack Fort Ref Will Special
1st +0 0 2 0 Finesse Training, Trade Secrets
2nd +1 0 3 0 Intuitive Initiative, Evasion
3rd +2 1 3 1 Finesse Training, Many Travels
4th +3 1 4 1 Uncanny Dodge
5th +3 1 4 1 Solo Tactics, Teamwork Feat
6th +4 2 5 2 Exceptionally Skilled, Journeyman’s Talent
7th +5 2 5 2 Five-Hundred Miles
8th +6/+1 2 6 2 Improved Uncanny Dodge, Teamwork Feat
9th +6/+1 3 6 3 Improved Evasion

10th +7/+2 3 7 3 Journeyman's Talent
11th +8/+3 3 7 3 Teamwork Feat, Exceptionally Skilled
12th +9/+4 4 8 4 Finesse Training
13th +9/+4 4 8 4 Five-Hundred Miles
14th +10/+5 4 9 4 Teamwork Feat, Journeyman's Talent
15th +11/+6/+1 5 9 5 Exploit Weakness
16th +12/+7/+2 5 10 5 Exceptionally Skilled
17th +12/+7/+2 5 10 5 Teamwork Feat
18th +13/+8/+3 6 11 6 Journeyman's Talent
19th +14/+9/+4 6 11 6 Finesse Training
20th +15/+10/+5 6 12 6 Teamwork Feat, Journeyman's Luck
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rolls a natural 1 on an attack roll, saving throw, or skill check, he 
can change that roll to a natural 20 instead. The journeyman must 
use this ability before the result of the original roll is known.

Uncanny Dodge: At 4th level, a journeyman can react to danger 
before his senses would normally allow him to do so. He cannot 
be caught flat-footed, nor does he lose his Dexterity bonus to AC 
if the attacker is invisible. He still loses his Dexterity bonus to AC 
if immobilized. A journeyman with this ability can still lose his 
Dexterity bonus to AC if an opponent successfully uses the feint 
action against him.

If a journeyman already has uncanny dodge from a different 
class, he automatically gains improved uncanny dodge (see 
below) instead.

Solo Tactics (Ex): At 5th level, all of the journeyman’s allies 
are treated as if they possessed the same teamwork feats as 
the journeyman for the purpose of determining whether the 
journeyman receives a bonus from his teamwork feats. His allies 
do not receive any bonuses from these feats unless they actually 
possess the feats themselves. The allies’ positioning and actions 
must still meet the prerequisites listed in the teamwork feat for 
the journeyman to receive the listed bonus.

Teamwork Feat: At 5th level, and every three levels thereafter, 
the journeyman gains a bonus feat in addition to those gained 
from normal advancement. These bonus feats must be selected 
from those listed as teamwork feats. The journeyman must meet 
the prerequisites of the selected bonus feat.

Exceptionally Skilled: At 6th, 11th, and 16th level, a journeyman 
becomes so confident in the use of certain skills that he can use 
them reliably even under adverse conditions. The journeyman 
selects 3 skills. When making a skill check with one of the 
selected skills, he can take 10 even if stress and distractions would 
normally prevent him from doing so. At 11th and 16th levels, the 
journeyman can select 3 additional skills.

Alternatively, the journeyman can gain the skill unlock powers 
for 1 skill of his choice as appropriate for his number of ranks in 
that skill. At 11th and 16th levels, he chooses an additional skill 
and gains skill unlock powers for that skill as well.

Journeyman’s Talent: At 6th level, and every 4 levels thereafter, 
the journeyman gains his choice of Sneak Attack +1d6 or a rogue 
talent for which he qualifies.

Five-Hundred Miles: A 7th-level journeyman has learned 
another worldly secret. This can take the form of danger sense, 
discern lies, monster lore, swap feat, track, or trapfinding.

Danger Sense – The journeyman gains a +2 bonus on Reflex 
saves to avoid traps and a +2 dodge bonus to AC against attacks 
made by traps. In addition, he gains a +2 bonus on Perception 
checks to avoid being surprised by a foe. These bonuses increase 
by +1 at 9th level and every 3 journeyman levels thereafter (to a 

maximum of +6 at 18th level). This ability counts as trap sense for 
the purpose of any feat or class prerequisite, and can be replaced 
by any archetype class feature that replaces trap sense. The 
bonuses gained from this ability stack with trap sense.

Discern Lies (Sp): The journeyman can discern lies, as per the 
spell, for a number of rounds per day equal to his journeyman 
level. These rounds do not need to be consecutive. Activating this 
ability is an immediate action.

Monster Lore (Ex): The journeyman adds his Wisdom modifier 
on Knowledge skill checks in addition to his Intelligence modifier, 
when making skill checks to identify the abilities and weaknesses 
of creatures.

Swap Feat: The journeyman can exchange his most recent 
teamwork feat for another team work feat as a standard action a 
number of times per day equal to his Wisdom modifier.

Track: The journeyman adds half his level on Survival skill 
checks made to follow or identify tracks.

Trapfinding: The journeyman adds 1/2 his level on Perception 
checks to locate traps and on Disable Device checks (minimum 
+1). He can use Disable Device to disarm magic traps.

At 13th-level, the journeyman also adds advanced talents, and 
stalwart to the above list.

Advanced Talents: The journeyman gains an advanced talent 
and can select advanced talents when he gains a journeyman’s 
talent from here on.

Stalwart (Ex): If the journeyman makes a Fortitude or Will saving 
throw against an attack that has a reduced effect on a successful 
save, he instead avoids the effect entirely. This ability can only be 
used if the journeyman is wearing light armor, medium armor, or 
no armor. A helpless journeyman does not gain the benefit of the 
stalwart ability.

Improved Uncanny Dodge: At 8th level, a journeyman can no 
longer be flanked.

This defense denies an enemy the ability to sneak attack the 
character by flanking him, unless the attacker has at least four 
more levels than the target does in the class with sneak attack.

If a character already has uncanny dodge from another class, 
the levels from the classes that grant uncanny dodge stack to 
determine the minimum level required to flank the character.

Improved Evasion (Ex): At 9th level, the journeyman gains 
improved evasion. This works like evasion, except while the 
journeyman still takes no damage on a successful Reflex saving 
throw against an attack, he also takes only half damage on a 
failed save. A helpless journeyman does not gain the benefit of 
improved evasion.

Exploit Weakness (Ex): At 15th level, the journeyman learns 
to take advantage of any opportunity that presents itself. 
Whenever the journeyman scores a critical hit, he ignores any 

http://www.d20pfsrd.com/feats/teamwork-feats
http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents
http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents
http://www.d20pfsrd.com/classes/core-classes/rogue/rogue-talents#TOC-Rogue-Advanced-Talents
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damage reduction the target might have. In addition, if the target 
has regeneration, the creature loses regeneration on the round 
following the critical hit and can die normally during that round. 
Creatures whose regeneration always functions are immune to 
this ability. Finally, if the journeyman deals energy damage to a 
creature with vulnerability to that energy type, he deals +1 point 
of damage per die rolled.

Journeyman’s Luck (Su): At 20th level, When the journeyman 
would roll 1d20, he rolls 2d20 instead and chooses which to 
use. For two rounds per day as a free action, he can also gain a 
deflection bonus to his AC equal to his level. These rounds need 
not be consecutive.

new FeaTs
Cunning Over Intuition
Prerequisite: Int 15.
Benefit: When a class feature you possess refers to your 

Wisdom modifier (times per day, as a bonus, etc...), you can use 
your Intelligence modifier instead.

Special: This can allow a class feature to apply twice your 
Intelligence modifier instead of Intelligence and Wisdom. It does 
not apply to spellcasting abilities or bonus spells per day, such 
as a cleric’s.

Five-Hundred More
Prerequisite: 14th-level journeyman.
Benefit: You gain one five-hundred mile class feature of your 

choice.

Shared Tactics (Teamwork)
Prerequisite: Wis 13.
Benefit: You can apply the benefits of a teamwork feat you 

possess to an ally without that feat as part of the same action a 
number of times per day equal to your Wisdom modifier.

Special: If you have the Cunning Over Intuition feat, you can 
use your Intelligence modifier for the prerequisite and benefit 
instead.

Skill Training
Benefit: You gain skill ranks equal to twice your total hit dice. 

When you gain a new hit die, you also gain 2 extra skill ranks.

example Journeyman
Esteban de Volar
Esteban is the youngest of a family of eight. When his mother 

passed away from an illness nobody  in his homeland could save 
her from, Esteban decided not to weigh his siblings down, so he 
jumped the first ship he could find and set sail to find his destiny.

esTeban de Volar
CR 10 XP 9,600

Half-orc journeyman 11;  N Medium humanoid (human, orc)
Init +6; Senses darkvision 60 ft.; Perception +14
DEFENSE
AC 20, touch 14, flat-footed 16 (armor +6, Dex +4)
hp 68 (11d8+11)  Fort +6, Ref +14, Will +5
Defensive Abilities improved evasion, improved uncanny 

dodge, orc ferocity
OFFENSE
Speed 30 ft.
Melee +1 rapier +15/+10 (1d6+5/15-20)
Special Attacks finesse training (dagger, rapier), journeyman’s 

talent (sneak attack +1d6, surprise attack)
STATISTICS
Str 18, Dex 19, Con 12, Int 15, Wis 10, Cha 13
Base Atk +9; CMB +13; CMD 28
Feats Broken Wing GambitB, Combat MedicB, Cunning Over 

Intuition, Escape RouteB, Lightning Reflexes, Improved Critical 
(rapier), Shared Tactics, Skill Training, Weapon Focus (rapier)

Skills Appraise +9, Acrobatics +18, Bluff +18, Climb +17, Craft 
(carpentry, ships) +16, Diplomacy +5, Heal +13, Intimidate 
+17, Profession (sailor) +14, Perception +14, Stealth +18, 
Survival +14 (+19 to follow tracks), Swim +17, Use Magic 
Device +15

Languages Common, Draconic, Goblin, Orc
SQ five-hundred miles (discern lies 11 rounds/day), intuitive 

initiative, exceptionally skilled (climb and heal skill unlock), 
many travels, solo tactics, trade secrets

Equipment +2 mithral chain shirt, +1 rapier, cloak of resistance 
+2, 5,350 gp (PC gear increase each item above by +2 and 
Esteban has 32,000 gp remaining in total)

SPECIAL ABILITIES
Climb Skill Unlock (Ex): Esteban is not denied his Dexterity 

bonus  when climbing. He also has a natural climb speed (but 
not the +8 racial bonus on Climb checks) of 10 feet, but only 
on surfaces with a Climb DC of 20 or lower.

Heal Skill Unlock (Ex): When Esteban treats deadly wounds, 
the target recovers hit points as if it had rested for a full day 
with long-term care.

Many Travels (Ex): Once per day, when Esteban rolls a natural 
1 on a d20, it becomes a natural 20 instead.

Orc Ferocity (Ex): Once per day, when brought below 0 hit 
points but not killed, Esteban can fight on for 1 more round 
as if disabled. At the end of his next turn, unless brought to 
above 0 hit points, he immediately falls unconscious and 
begins dying.

http://www.d20pfsrd.com/feats/combat-feats/broken-wing-gambit-combat-teamwork
http://www.d20pfsrd.com/feats/general-feats/combat-medic-teamwork
http://www.d20pfsrd.com/feats/combat-feats/escape-route-combat-teamwork


open GaminG license V1.0a
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 superadvanced training 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.Offer 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, Wizards of the 

Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
based on material by E. Gary Gygax and Dave Arneson.

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

 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.

Traveling the World: The Journeyman © 2015, Northwinter 
Press; Author: Kevin Glusing

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; 
Author: Jason Bulmahn.

Pathfinder Roleplaying Game Pathfinder Unchained © 2015, 
Paizo Inc.; Authors: Dennis Baker, Jesse Benner, Ross Beyers, 
Logan Bonner, Jason Bulmahn, Robert Emerson, Tim Hitchcock, 
Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas 
M. Reid, Robert Schwalb, Mark Seifter, and Russ Taylor.

Swashbuckling Adventures © 2002, Alderac Entertainment 
Group; Authors: Erik-Jason Yaple, Alexander Black, Kevin P. 
Boerwinkle, Noah Dudley, Andrew Getting, Travis Herman, Kim 
Hosmer, Mike Mearls, Jim Pinto, Les Simpson, John Stringfellow, 
Rob Vaux, and Rich Wulf.

Pathfinder Roleplaying Game Ultimate Combat. © 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.
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addiTional producTs From 
norThwinTer press

In addition to helping bring to life several setting guides and 
modules for various Pathfinder publishers, Northwinter Press 
has also published our own 4th-Edition and Pathfinder settings, 
including Mystical: Kingdom of Monsters and Pnumadesi with 
Drivethru RPG, d20PFSRD, and the Paizo store!

We also have several novels that are available to enjoy, written 
by Kevin Glusing (as Edward Larel) and set in the world of 
Pnumadesi.

The Zen Chronicles follows the story of a xendauni warrior 
named Arawn Segomo as he travels up and down the continent 
of Pnumadesi. Along the way, Arawn meets up with a host of 
other adventurers who help him on his quest to retrieve the 
Gems of Power. With the gems and his magical Gauntlets of 
Brister, Arawn hopes to return his race to the world after they 
were banished by the Elemental rulers of the continent.

Coming Soon! Look for more from the Mystical: Kingdom of 
Monsters, including the Monstorin Guidebook and the Mythic 
Monsters Guide. Follow our Facebook pages as Northwinter 
Press or Mystical: Kingdom of Monsters for more news very soon.

Arawn’s Quest   Zen’s Heritage

The Highborn King  Born of the Elements

http://www.drivethrurpg.com/browse/pub/3407/Northwinter-Press?term=Northwinter
http://shop.d20pfsrd.com/collections/vendors?q=Northwinter%20Press
http://paizo.com/companies/northwinterPress
https://www.facebook.com/northwinterpress?fref=ts
https://www.facebook.com/northwinterpress?fref=ts
https://www.facebook.com/mysticalkom?fref=ts
http://www.amazon.com/Arawns-Quest-Anniversary-Chronicles-Book-ebook/dp/B00B2SFO78/ref=sr_1_1_bnp_1_kin?ie=UTF8&qid=1408741793&sr=8-1&keywords=Arawn%27s+Quest
http://www.amazon.com/Children-Destiny-Born-Elements-Chronicles-ebook/dp/B00AR7YVNS/ref=sr_1_5_title_1_kin?s=books&ie=UTF8&qid=1408741865&sr=1-5&keywords=Born+of+the+Elements
http://www.amazon.com/Children-Destiny-Highborn-King-Chronicles-ebook/dp/B00AR84AEW/ref=sr_1_1_title_1_kin?s=books&ie=UTF8&qid=1408741902&sr=1-1&keywords=The+Highborn+King
http://www.amazon.com/Zens-Heritage-Zen-Chronicles-Book-ebook/dp/B0078XN7SY/ref=sr_1_3_bnp_1_kin?ie=UTF8&qid=1408741836&sr=8-3&keywords=Zen%27s+Heritage


One idea, One new option
One Shot

One Shots are simple ideas implemented over one document. They can 

include a new class, a new race, a family of creatures, or anything that can be 

explained and supported in only a few pages.

Traveling the World introduces the journeyman class to the Pathfinder 

Roleplaying Game. Journeymen wander the world’s continents and sail its 

seas in search of  their heroic tale. Driven by a desire to learn everything, they 

master several skills, discover worldly secrets, and take advantage of combat 

through the use of teamwork feats.

The journeyman is a hybrid class that combines the inquisitor and the rogue.


