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Introduction

A prestige archetype is a prestige class turned into a
normal 20-level class, similar to an archetype or alternate
class.

The goal when making these prestige archetypes has
been to capture the flavor of the prestige class rather
than to make an exact copy of how it would normally
be. Attack bonuses, hit dice, class skills, spells, and class
features have been unified and spread evenly over lev-
els. This means that most prestige archetypes have their
prestige abilities spread over the entire 20 level spread.
Unlike how prestige classes normally work, these ar-
chetypes have a few complete class abilities rather than
many abilities limited to a low level. In some cases, you
get the choice of one of several class abilities rather than
stymied versions of all the abilities.

A prestige archetype generally has elements of one or
more regular character classes, to represent how prestige
prerequisites were met and character development after
the prestige class has ended. Sometimes there is more
than one class that naturally leads itself to a particular
prestige class, which can lead to several different pres-
tige archetypes for different combinations. A few are
not built on a regular class, instead expanding the idea
behind the prestige class to a full 20 levels.
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Prestige vs. Archetype
One thing about prestige classes is that you grow
into them - they can represent special training
opportunities that the character did not know ex-
isted. Prestige archetypes don’t do this; you play
a prestige archetype from level one. In this case
I'd suggest using the retraining rules - the char-
acter retrains those abilities that differ between
his old class and the new prestige archetype. Or,
if this feels cumbersome, simply change the class
abilities and say the sudden change is a result of
special training. This should generally work fine
at lower levels, the more experienced the char-
acter is and the more abilities it has, the greater
the disconnect when those abilities change. GMs
wanting this kind of plot are advised to present
such options early on in a campaign.
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Sun Seeker

Dwarf heroes of old were called sun seekers after the
greatest epic quest they every undertook. Today, a hero
taking up the title of sun seeker is calling out his intent
to restore the lost glories of the dwarves.

Prestige Class: Skyseeker.
Build Classes: Ranger.

Role: Sun seekers are tunnel warriors and questers, lead-
ing parties of explorers to find and liberate the dwarf

citadels of old.

Alignment: Any lawful. Most sun seekers are good and
looking to insure the future of the entire dwarf race, but
others are merely looking to find a domain for them-
selves.

Race: Dwarf or Adopted social trait for dwarfs.

Hit Die: d10.

Table 16.1 - Sun Seeker

Class Base Attack Fort Ref

Save Save Save

Level Bonus

Will Special

Starting Gold: 5d6 x 10 gp (175 gp average).

Class Skills

The sun seeker’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Handle Animal (Cha),
Heal (Wis), Intimidate (Cha), Knowledge (dungeoneer-
ing) (Int), Knowledge (geography) (Int), Knowledge
(nature) (Int), Perception (Wis), Profession (Wis), Ride
(Dex), Spellcraft (Int), Stealth (Dex), Survival (Wis), and
Swim (Str).

Skill Ranks at Each Level: 6 + Int modifier.

Class Features

The following are class features for the sun seeker.

Weapon and Armor Proficiency: A sun seeker is profi-
cient with all simple and martial weapons, light armor,
medium armor, and shields (including tower shields).

Favored Enemy (Ex): At 1st level, a sun seeker selects
a creature type from the favored enemies table. If the

Spells per Day
1 2 3 4

Ist +1 +2 | +2 | +0 | Ist favored enemy, track, wild empathy T R e
2nd | +2 +3 |43 +0 [ Find citadel — | —|—|—
3rd +3 +3 +3 +1 Ancestral allies , Endurance — | —|—|—
4th | +4 +4 | +4 +1 | Rune-carved armor 0 |—|—|—
5th  [+5 +4 | +4 +1 | 2nd favored enemy, ancestral weapon +1d6 |1 |[— [— |—
6th +6/+1 +5 |45 +2 | Commune 1/week 1 — | —|—
7th +7/+2 +5 |45 +2 | Dwarven armor training 1 0 [— |[—
8th +8/+3 +6 |46 +2 | Swift tracker 1 1 |—|—
9th +9/+4 +6 |46 +3 | Darkvision 2 1 |—|—
10ch [ +10/+5 +7 | +7 +3 | 3rd favored enemy, ancestral weapon +2d6 |2 1 |0 |—
11th [+11/+6/+1 +7  |[+7 +3 | Quarry 2 1 |1 |—
12th | +12/+7/+2 +8 |+8 +4 | Camouflage, commune (2/week) 2 2 |11 |[—
13th | +13/+8/+3 +8 |+8 +4 | 3rd favored terrain, Runes of resistance 3 2 |1 |0
14th |+14/+9/+4 +9 |49 +4 | Darkvision (+30 ft.) 3 2 |1 |1
15th [ +15/+10/+5 +9 |49 +5 | 4th favored enemy, ancestral weapon +3d6 |3 |2 [2 |1
16th | +16/+11/+6/+1 | +10 [+10 [+5 | Paths of the ancients 3 3 12 |1
17th | +17/+12/+7/+2 | +10 |+10 [+5 | Stalwart 4 3 12 |1
18th | +18/+13/+8/+3 |+11 |+11 |[+6 |Call to arms, commune (3/week) 4 3 12 |2
19th [ +19/+14/+9/+4 |+11 |+11 [+6 |[Improved quarry 4 [3 |3 |2
20th [ +20/+15/+10/+5 | +12 | +12 [+6 [ 5th favored enemy, ancestral weapon +4d6, (4 [4 [3 |3
master hunter




sun seeker chooses humanoids or outsiders as a favored
enemy, she must also choose an associated subtype,

as indicated on the table below. (Note that there are
other types of humanoid to choose from—those called
out specifically on the table below are merely the most
common.) A sun seeker must select giant, goblinoind,
and orc before she can select any other type of favored
enemy.

A sun seeker gains a +2 bonus on Bluff, Knowledge,
Perception, Sense Motive, and Survival checks against
creatures of his selected type. Likewise, she gets a +2 bo-
nus on weapon attack and damage rolls against them. A
sun seeker may make Knowledge skill checks untrained
when attempting to identify these creatures.

At 5th level and every five levels thereafter (10th, 15¢h,
and 20th level), the sun seeker may select an additional
favored enemy. In addition, at each such interval, the
bonus against any one favored enemy (including the one
just selected, if so desired) increases by +2. If a specific
creature falls into more than one category of favored
enemy, the sun seeker’s bonuses do not stack; she simply
uses whichever bonus is higher.

Track (Ex): A sun seeker adds half his level (minimum
1) to Survival skill checks made to follow tracks.

Wild Empathy (Ex): A sun seeker can improve the ini-
tial attitude of an animal. This ability functions just like
a Diplomacy check to improve the attitude of a person
(see Using Skills). The ranger rolls 1d20 and adds his
sun seeker level and his Charisma bonus to determine
the wild empathy check result. The typical domestic
animal has a starting attitude of indifferent, while wild
animals are usually unfriendly. To use wild empathy, the
sun seeker and the animal must be within 30 feet of one
another under normal visibility conditions. Generally,
influencing an animal in this way takes 1 minute, but,
as with influencing people, it might take more or less
time. The sun seeker can also use this ability to influence
a magical beast with an Intelligence score of 1 or 2, but
she takes a —4 penalty on the check.

Levels in classes with this and similar abilities stack for

the purpose of wild empathy checks.

Find Citadel (Sp): A 2nd level sun seeker has spent so
much time studying the known dwarf citadels of old that
she has memorized their locations. She can determine
the direction to the nearest known citadel at will, as
though using the spell know direction.

Table 16.2 - Favored Enemy List

Type (Subtype) Type (Subtype) Type (Subtype)

Aberration Animal Construct

Dragon Fey Humanoid
(aquatic)

Humanoid Humanoid (elf) | Humanoid (gi-

(dwarf) ant)

Humanoid Humanoid Humanoid

(goblinoid) (gnoll) (gnome)

Humanoid (hal- | Humanoid (hu- | Humanoid (orc)

fling) man)

Humanoid (rep- | Humanoid Magical beast

tilian) (other subtype)

Monstrous hu- | Ooze Outsider (air)

manoid

Outsider (cha- Outsider (earth) | Outsider (evil)

otic)

Outsider (fire) Outsider (good) | Outsider (lawful)

Outsider (native) | Outsider (water) | Plant

Undead Vermin

Ancestral Allies (Ex): At third level, a sun seeker gains
ancestral allies. She must choose the form these allies
take. This choice cannot be changed later. The sun seeker
can choose either companion allies, animal allies, or al-

lied lands.

1. Companion allies allows her to spend a move action
to grant his favored enemy bonus against a single tar-
get of the appropriate type to all allies within 30 feet
who can see or hear her. This bonus lasts for a num-
ber of rounds equal to the ranger’s Wisdom modifier
(minimum 1). This bonus does not stack with any
favored enemy bonuses possessed by his allies; they
use whichever bonus is higher.

2. With animal allies she can choose an animal com-
panion from the following list: auroch, badger, bear,
boar, cat (small), dire rat, dog, monitor lizard, ram,
snake (viper or constrictor), or wolf. This animal is a
loyal companion that accompanies the ranger on his
adventures as appropriate for its kind. A ranger’s ani-
mal companion shares his favored enemy bonuses.
This ability functions like the druid animal compan-
ion ability (which is part of the Nature Bond class
feature), except that the sun seeker’s effective druid
level is equal to his class level 2.

3. Allied lands grants the sun secker the ranger’s favored
terrain class feature. At 3rd level, a sun seeker may




select a type of terrain from Table: Sun Seeker Allied
Lands. The sun seeker gains a +2 bonus on initia-
tive checks and Knowledge (geography), Perception,
Stealth, and Survival skill checks when she is in this
terrain. A sun seeker traveling through his allied
land normally leaves no trail and cannot be tracked
(though she may leave a trail if she so chooses). At
8th level and every five levels thereafter, the sun seek-
er may select an additional allied land. In addition,
at each such interval, the skill bonus and initiative
bonus in any one allied land (including the one just
selected, if so desired), increases by +2. If a specific
terrain falls into more than one category of allied
lands, the sun seeker’s bonuses do not stack; she sim-
ply uses whichever bonus is higher. This is a variant
of the ranger’s favored terrain ability; rules that apply
to favored terrain also apply to allied lands.

Endurance: A sun seeker gains Endurance as a bonus
feat at 3rd level.

Rune-Carved Armor (Su): At 4th level, a sun seeker
learns how to imbue his armor with a small semblance
of the magical resistance his dwarven ancestors were
renowned for. Against incorporeal touch attacks, spells,
and spell-like abilities, she gains a deflection bonus to
touch AC equal to his armor bonus. This bonus can’t
exceed his sun seeker level. This ability functions only
while the sun seeker wears armor.

Spells: Beginning at 4th level, a sun seeker gains the
ability to cast a small number of divine spells, which
are drawn from the ranger spell list. A sun seeker must
choose and prepare his spells in advance.

To prepare or cast a spell, a sun seeker must have a
Wisdom score equal to at least 10 + the spell level. The
Difficulty Class for a saving throw against a sun seeker’s
spell is 10 + the spell level + the sun seeker’s Wisdom
modifier.

Like other spellcasters, a sun seeker can cast only a cer-
tain number of spells of each spell level per day. His base
daily spell allotment is given on 7able 16.1 - Sun Seeker.
In addition, she receives bonus spells per day if she has a
high Wisdom score (see Table: Ability Modifiers and Bo-
nus Spells). When Table 16.1 - Sun Seeker indicates that
the sun seeker gets 0 spells per day of a given spell level,
she gains only the bonus spells she would be entitled to
based on his Wisdom score for that spell level.

A sun seeker must spend 1 hour per day in quiet
meditation to regain his daily allotment of spells. A sun

Table 16.3 - Allied Lands*

Aquatic Cold Desert
Forest Hills Jungle
Marsh Mountains Plains
Realms Realms Realms
Within Between Beyond
Ruins Underground | Urban

* This is the terrain list for the Lands of Porphyra which
aligns with Monsters of Porphyra I & I1

seeker may prepare and cast any spell on the ranger spell
list, provided that she can cast spells of that level, but
she must choose which spells to prepare during his daily
meditation.

Through 3rd level, a sun seeker has no caster level. At
4th level and higher, his caster level is equal to his sun
seeker level — 3.

Ancestral Weapon (Su): At 5th level the sun secker
gains the ancestral weapon ability. By inscribing ancient
dwarven runes upon his weapon, a sun secker forges it
into a reflection of the legendary weapons his ancestors
once bore. When wielded by the sun seeker against a fa-
vored enemy, the weapon deals an additional 1d6 points
of damage on a successful hit. As a free action, the sun
seeker may also identify the weapon by name when mak-
ing an Intimidate check against such creatures, granting
her a competence bonus on his Intimidate check equal
to 1/2 his class level.

At 10th level and every five levels thereafter, the extra
damage dealt by the ancestral weapon increases by 1d6,
to a maximum of 4d6 at 20th level. Forging a link
between a weapon and the legendary weapons of old
requires a 24-hour-long ritual, and only one weapon can
be designated as an ancestral weapon at a time.

Commune (Sp): At 6th level, a sun secker’s bond with
the spirits of his ancestors grows stronger, allowing her to
use the spell commune once per week as a spell-like abil-
ity (caster level equal to the sun seeker’s class level). She
gains another weekly use of the ability at level 12 and
again at level 18.

Dwarven Armor Training (Ex): By studying the arts of
his ancestors, the sun seeker learns the secret techniques
of his forebears’ forges and fighting styles.

At 7th level, the sun seeker gains heavy armor pro-
ficiency. If she already knows the Armor Proficiency



(Heavy) feat, she instead gains a combat feat she fulfills
the prerequisites for as a bonus feat. If she has gained
proficiency in heavy armor without taking the feat, there
is no refund.

Swift Tracker (Ex): Beginning at 8th level, a sun seeker
can move at his normal speed while using Survival to
follow tracks without taking the normal -5 penalty. She
takes only a —10 penalty (instead of the normal —20)
when moving at up to twice normal speed while track-

ing.

Darkvision (Ex): At 9th level, a sun seeker grows more
comfortable operating in the lightless depths of the
dwarven ancestral homelands. She gains darkvision out
to a range of 60 feet. If she already has darkvision, the
range increases by 30 feet.

At 14th level, the range of the sun seeker’s darkvision
increases by an additional 30 feet.

Runes of Resistance (Su): At 13th level, a sun seeker
can use his armor to shrug off all manner of magical
attacks for a short period of time. As a move action,

the sun seeker can gain spell resistance equal to 5 + his
Hit Dice if wearing light armor or 10 + his Hit Dice if
wearing medium or heavy armor. Dismissing this ability
is a swift action. A sun seeker can use this ability for a
number of rounds per day equal to his class level. These
rounds need not be consecutive.

Paths of the Ancients (Ex): Other labyrinths pale in
comparison to the tangled maze of tunnels left behind
by the ancient sun-seeking dwarves.

At 16th level, a sun seeker gains immunity to the maze
spell and cannot become lost while exploring subterra-
nean environments.

Stalwart (Ex): At 17th level, a sun seeker has honed his
mental resiliency to avoid certain attacks. If she succeeds
at a Fortitude or Will saving throw against an attack
that has a reduced effect on a successful save, she instead
avoids the effect entirely. This ability can be used only

if the sun seeker is wearing armor. A helpless sun seeker
does not gain the benefit of the stalwart ability.

Call to Arms (Sp): At 18th level, a sun seeker grows
so attuned with the spirits of his ancestors that she can
channel them into the physical world to battle his en-
emies. Once per day as a swift action, she can summon
up to 1d4+1 ghostly dwarven allies, who must appear
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within 60 feet of the sun seeker. These dwarves func-
tion exactly as an ally produced by the spell spiritual ally
(caster level equal to the sun seeker’s class level), except
that they always appear as dwarves wielding warham-
mers and they share the sun secker’s favored enemy and
favored terrain bonuses (if any). On subsequent turns
the sun seeker can direct a single dwarven ally to move
as a swift action, or she can direct multiple allies to move
simultaneously as a move action.

Master Quester (Ex): A sun seeker of 20th level be-
comes a master quester. She can always move at full
speed while using Survival to follow tracks or a diflicult
trail without penalty. She can, as a standard action, make
a single attack against a favored enemy at his full attack
bonus. If the attack hits, the target takes damage nor-
mally and must make a Fortitude save or die. The DC of
this save is equal to 10 + 1/2 the sun secker’s level + the
sun seeker’s Wisdom modifier. A sun seeker can choose
instead to deal an amount of nonlethal damage equal to
the creature’s current hit points. A successful save negates
this damage. A sun seeker can use this ability once per
day against each favored enemy type she possesses, but
not against the same creature more than once in a 24-
hour period.

Favored Class Bonuses

Instead of receiving an additional skill rank or hit point
whenever she gains a sun seeker level, the following races
may select the following alternate bonuses based on their
race.

Dwarf: Add +1/5 to the sun seeker’s favored terrain
bonus if they selected underground terrain. If the sun
seeker doesn’t have favored terrain from their ancestral
allies ability, they gain a +1/5 favored terrain bonus for
underground terrain.

Elf: Add +1/4 to the sun seeker’s favored enemy bonus
against drow. If the sun seeker hasn't selected elf as a
favored enemy, they gain a +1/4 favored enemy bonus
against drow.

Gnome: Add +1/5 to the sun seeker’s favored enemy
bonus against giants. If the sun seeker hasn’t selected gi-
ants as a favored enemy, they gain a +1/5 favored enemy
bonus against giants.

Half-Elf: Gain 1/6 of the stonecunning dwarven racial
trait. Upon gaining this bonus six times, further selec-
tion grants you 1/6 of the Improved StonecunningAPG
feat.

Half-Orc: Add +1/5 to the sun seeker’s ancestral



weapon bonus on Intimidate checks. After selecting this
benefit ten times, the sun seeker gains Dazzling Display
as a bonus feat, but may only use it while wielding their
ancestral weapon.

Halfling: While underground, the sun seeker may
ignore 1 foot of difficult terrain. This has no effect until
selected five times.

Human: Add +1 hit point or skill rank to the sun
seeker’s animal companion gained from their ancestral

allies ability.

Sample Sun Seeker Character

Below is a sample sun seeker character created using
these rules at levels 1, 5, 10, and 15. Favored class bonus
is used to provide additional hit points.

Regga
‘I will find and liberate the home of my ancestors. Stand
with me, or get out of my way.”

Female dwarf sun seeker 1

LN Medium humanoid (dwarf)

Init +1; Senses darkvision 60 ft.; Perception +5
Defense

AC 14, touch 11, flat-footed 13)

(+3 armor, +1 Dex)

hp 14 (1d10+4)

Fort +5, Ref +3, Will +1

Defensive Abilities defensive training; SR 6
Offense

Speed 20 ft.

Melee spear +3 (1d8+3/x3)

Ranged javelin +2 (1d6+2)

Special Attacks favored enemy (giants +2), giant hunter,

relentless
Statistics
Str 14, Dex 12, Con 16, Int 12, Wis 13, Cha 8
Base Atk +1; CMB +3; CMD 14
Feats Power Attack
Skills Climb +5, Heal +5, Knowledge (dungeoneering)
+5, Perception +5, Stealth +4, Survival +5, Swim +5

Languages Common, Dwarven, Giant

SQ greed, rock stepper, weapon familiarity, wild empa-
thy +0

Combat Gear potion of cure light wounds; Other Gear
studded leather, spear, javelin (3), amentum"*, bedroll,
belt pouch, candle (2), chalk, flint and steel, hammer,
hemp rope (50 ft.), hooded lantern, masterwork back-

pack, oil flask (4), piton (4), sack (2), tindertwig (4),
trail rations (5 days), 2 pp, 6 gp, 8 sp, 7 cp

Female dwarf sun seeker 5

LN Medium humanoid (dwarf)

Init +1; Senses darkvision 60 ft.; Perception +10
Defense

AC 17, touch 11, flat-footed 16

(+6 armor, +1 Dex)

hp 52 (5d10+20)

Fort +7, Ref +5, Will +3

Defensive Abilities defensive training, rune-carved

armor; SR 10
Offense

Speed 20 f.

Melee mwk spear +9 (1d8+3/x3)

Ranged javelin +6 (1d6+2)

Special Attacks ancestral weapon +1d6, favored enemy

(giants +4, orcs +2), giant hunter, relentless

Spells Prepared (CL 2nd; concentration +4)
Lst—/lead blades*", returning weapon’®

Statistics
Str 14, Dex 12, Con 16, Int 12, Wis 14, Cha 8
Base Atk +5; CMB +7; CMD 18
Feats Endurance, Lunge, Power Attack, Weapon Focus
(spear)
Skills Climb +8, Heal +9, Intimidate +4, Knowledge
(dungeoneering) +9, Linguistics +2, Perception +10,
Stealth +6, Survival +10, Swim +6
Languages Common, Dwarven, Giant, Orc
SQ ancestral allies (companions), find citadel, greed,
rock stepper, weapon familiarity, wild empathy +4
Combat Gear 0il of magic weapon (2), potion of bull’s
strength (2), potion of cure moderate wounds (2), potion
of jump, potion of pass without trace (2); Other Gear
masterwork agile breastplate”™ masterwork spear, javelin
(3), amentumV¥, backpack, bandolier'® (2), bedroll, belt
pouch, chalk, everburning torch, hammer, hemp rope
(50 ft.), muleback cords“®, piton (4), sack (2), trail rations

(5), 2 pp, 6 gp, 2sp, 9 cp

Female dwarf sun seeker 10

LN Medium humanoid (dwarf)

Init +1; Senses darkvision 90 ft.; Perception +15
Defense

AC 18, touch 11, flat-footed 17

(+7 armor, +1 Dex)

hp 99 (10d10+40)




Fort +11, Ref +9, Will +6
Defensive Abilities defensive training, dwarven armor
training, rune-carve armor; SR 15
Offense
Speed 20 ft.
Melee +1 spear +14/+9 (1d8+4/x3)
Ranged mwk javelin +12 (1d6+2)
Special Attacks ancestral weapon +2d6, favored enemy

(giants +6, goblins +2, orcs +2), giant hunter, relentless
Spell-Like Abilities (CL 10th; concentration +9)
1/week—commune
Spells Prepared (CL 7th; concentration +9)
2nd—>barkskin (2)
Lst—lead blades’™ (2), returning weapon’c
STATISTICS
Str 14, Dex 12, Con 16, Int 12, Wis 15, Cha 8
Base Atk +10; CMB +12; CMD 23
Feats Dichard, Endurance, Lunge, Power Attack, Self-
Sufficient, Weapon Focus (spear)
Skills Climb +13, Heal +14, Intimidate +12, Knowledge
(dungeoneering) +11, Linguistics +3, Perception +15,
Stealth +11, Survival +19, Swim +9
Languages Common, Dwarven, Giant, Goblin, Orc
SQ ancestral allies (companions), find citadel, greed,

rock stepper, swift tracker, weapon familiarity, wild
empathy +9

Combat Gear potion of bulls strength (2), potion of cure
moderate wounds (4), potion of jump (2), potion of pass
without trace (2); Other Gear +1 agile breastplate’™, +1
spear, masterwork javelin (3), amentum"¥, bandolier’®
(2), bedroll, belt pouch, chalk, climber’s kit, cloak of
resistance +1, everburning torch, handy haversack, hemp
rope (100 ft.), piton (4), ring of sustenance, sack (2), trav-
eler’s any-tool’®, 4 pp, 10 gp, 2 sp, 9 cp

Female dwarf sun seeker 15

LN Medium humanoid (dwarf)

Init +5; Senses darkvision 120 ft.; Perception +25
DEFENSE

AC 20, touch 12, flat-footed 19

(+8 armor, +1 deflection, +1 Dex)

hp 147 (15d10+60)

Fort +14, Ref +12, Will +10

Defensive Abilities defensive training, dwarven armor

training, rune-carved armor, runes of resistance; SR 20
OFFENSE

Speed 20 ft.

Melee +1 keen spear +21/+16/+11 (1d8+7/19-20/x3)

Ranged mwk javelin +17 (1d6+4)
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Special Attacks ancestral weapon +3d6, favored enemy
(giants +06, orcs +4, goblins +2, monstrous humanoids
+2), giant hunter, quarry, relentless
Spell-Like Abilities (CL 15th; concentration +18)
2/week—commune
Spells Prepared (CL 12th; concentration +15)
4th—freedom of movement
3rd—burrow™ (2), greater animal aspect”©
2nd—obarkskin (2), bear’s endurance
Lst—lead blades’™ (2), returning weapon"“ (2)
STATISTICS
Str 18, Dex 12, Con 16, Int 12, Wis 16, Cha 8
Base Atk +15; CMB +19; CMD 31
Feats Alertness, Diehard, Endurance, Improved Initia-
tive, Lunge, Power Attack, Self-Sufficient, Survivor (see

below), Weapon Focus (spear)

Skills Climb +23, Heal +20, Intimidate +17, Knowledge
(dungeoneering) +12, Linguistics +3, Perception +25,
Sense Motive +5, Spellcraft +9, Stealth +16, Survival
+20, Swim +14

Languages Common, Dwarven, Giant, Goblin, Orc
SQ ancestral allies (companions), camouflage, find cita-
del, greed, rock stepper, swift tracker, weapon familiarity,
wild empathy +14

Combat Gear potion of cure serious wounds (4), potion

of jump (2), potion of pass without trace (2); Other Gear
+2 agile breastplate’™, +1 keen spear, masterwork javelin
(3), amentumV¥, bandolier"® (2), bedroll, belr of giants
strength +4, belt pouch, boots of the cat”®, chalk, climber’s
kit, cloak of resistance +2, everburning torch, handy hav-
ersack, piton (4), ring of protection +1, ring of sustenance,
sack (2), silk rope (100 ft.), traveler’s any-tool’*, 8 pp, 2

gp, 2'sp, 9 cp

Regga grew up in the landed Kingdom of Iskander. Be-
fore The Calling, her clan helped to hold the line against
the expansion of the Jheriak Continuance. Now on the
new world of Porphyra, Regga is unsure how best to
serve her clan and bring it to even greater glory.

Survivor

Only the strong thrive in your homeland, and you are no
weakling, even among your kin.

Prerequisite: Con 13, Dichard, Endurance.

Benefit: You gain a +5 bonus on all Constitution checks
made to stabilize while dying. Once per day, if you are
struck by a critical hit or sneak attack, you can spend an
immediate action to negate the critical or the sneak at-
tack damage, making the attack a normal hit.
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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 trans-
lations and derivative works under copyright law, but specifically excludes
Product Identity. (¢) “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, loca-
tions, 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 Con-
tent; (f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the associ-
ated 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 sub-
tracted from this License except as described by the icense 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 origi-
nal material as Open Game Content, You represent that Your Contribu-
tions are Your original creation and/or You have suflicient rights to grant
the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NO-
TICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or dis-
tributing, 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: 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 unenforce-
able, 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.

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

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC;
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 Christ-
offerson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill
Webb; Based on original content from TSR.

Pathfinder Campaign Setting: The Inner Sea World Guide. © 2011, Paizo
Publishing, LLC; Authors: Keith Baker, Wolfgang Baur, Clinton J. Boomer,
Jason Bulmahn, Joshua J. Frost, Ed Greenwood, Stephen S. Greer, Jeff
Grubb, James Jacobs, Michael Kortes, Tito Leati, Mike McArtor, Rob
McCreary, Erik Mona, Jason Eric Nelson, Jeff Quick, Sean K Reynolds, E.
Wesley Schneider, Leandra Christine Schneider, David Schwartz, Amber E.
Scott, Stan!, Owen K.C. Stephens, Todd Stewart, James L. Sutter, Greg A.
Vaughan, Jeremy Walker, and JD Wiker.

Pathfinder Campaign Setting: Paths of Prestige © 2012, Paizo Publishing, LLC;
Authors: Benjamin Bruck, Jason Bulmahn, Matt Goodall, and Jason Nelson.
Warrior Prestige Archetype: Sun Seeker. Copyright 2015, Purple Duck
Games; Author Carl Cramér.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfind-
er Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo
are trademarks of Paizo Publishing, LLC, and are used under the Pathfinder
Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/
compatibility for more information on the compatibility license.
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