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Q _ itches in fantasy fiction have a long tradition of
Wé][m@ [@ H@[mge { amazing and often frightening powers that they

can use to aid friends, annoy pests, or outright
destroy foes. From the magic feasts of Circe in the Odyssey
and the dragon-form of the wicked queen in Sleeping
Beauty to the flying monkeys of the Wicked Witch of the
West, witches in fantasy fiction have a broad range of allies
and abilities from which modern gaming can draw. Until
recently, the concept of such extra abilities that sit well
outside the realm of a sorcerer’s heritage or a wizard’s
spellbooks had been left to the realm of the occasional feat
or prestige class by the Pathfinder Roleplaying Game.
With the introduction of the witch class in the Advanced
Player’s Guide (APG), the spellcaster who has an entirely
separate pool of power from which to draw has become a
tully integrated and balanced part of the game mechanics.
Unfortunately, due to space restrictions, only 14 hexes
are presented in the APG, with even fewer choices for
major and grand hexes for high-level witches. With only a
\ handful of options, one sees witches falling into predictable
“ A - patterns —the available hexes serve only a limited number
3 ' ‘ of character concepts. This becomes particularly evident
| given that one of Pathfinder’s greatest strengths is its
| broad range of character customization. If the witch is to
| stand on even footing with the other core classes, it needs
| the advantage of a broader range of hexes for characters.
_ To help in that regard, Advanced Options: Witches” Hexes
|l 4‘}'? | N presents 29 new hexes, major hexes, and grand hexes for
. witches to use to expand their options. That more than
| | doubles the total number of hexes witches can use, which
also creates a much broader range of possible witch
- character types. Witches gain new options in offense,
; i\ defense, aid, and utility, allowing a player to focus a witch
ge _ ) *l. S | 4 entirely in one style of hex, or make each choice a new
_— e X | and totally different element of a versatile character. To
: :} .- _ e _ q ‘i,' _- 3 round things off, a few new hex-specific feats are added at
QRIS AL St PﬁTH?IHUGF d n-'—ud SN the end, to help witches bring even greater focus on their
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HEX

Witches learn a number of magic tricks,
called hexes, which grant them powers or
weaken foes. At 1st level, a witch gains one hex
of her choice. She gains an additional hex at 2nd
level and at every 2 levels attained after 2nd
level. A witch cannot select an individual hex
more than once. Unless otherwise noted, using
a hex is a standard action that does not provoke
an attack of opportunity. The saving throw to
resist a hex is equal to 10 + 1/2 the witch’s level
+ the witch’s Intelligence modifier.

Asylum (Su): The witch can call down a
warding aura around one creature, creating a
pact that prevents foes from attacking the target
as long as the target does not itself make any
attacks. This acts as a sanctuary spell, using
the witch’s caster level. Once a creature has
benefitted from the asylum hex, it cannot benefit
from it again for 24 hours.

Balm (Su): The witch can touch a target to
cause it to slowly recuperate some damage
dealt to it. The target gains fast healing 2. This
hex lasts a number of rounds equal to 3 + the
witch’s level. A witch can have only one balm
active at a time. If the witch uses this ability
again, the previous ward immediately ends.
Once a creature has benefitted from the balm
hex, it cannot benefit from it again for 24 hours.
At 8th level the hex grants fast healing 3.

Beatific Smile (Su): The witch can boost the
confidence and temper of an ally within 30 feet
of her that she can see. The ally gains a +1 morale
bonus to one of the following (witch’s choice):
ability checks, attack rolls, damage, saving
throws, or skill checks. A witch can have only
one beatific smile active at a time. If the witch
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uses this ability again, the previous beatific
smile immediately ends. A witch cannot use
this ability on herself. At 8th level and 16th
level the bonus increases by +1.

Blood Boil (Su): With a touch, the witch
can heat the passion of a target into a
frenzied rage. This acts as the rage spell,
except it affects a single touched creature
and has a duration of 1 round/2 witch levels
(minimum 1 round). A witch can have only
one blood boil active at a time. If the witch
uses this ability again, the previous blood
boil immediately ends. A witch cannot use
this ability on herself. Once a creature has
benefitted from the blood boil hex, it cannot
benefit from it again for 24 hours.

Bungle (Su): The witch can inflict terrible
awkwardness on one target within 30 feet of
her. The witch makes a CMB check, using her
level rather than her attack bonus and her
Intelligence modifier instead of her Strength
modifier, to perform a disarm maneuver.
The witch does not take a —4 penalty for
attempting to disarm while unarmed, and
she cannot automatically pick up an item
dropped. The witch provokes an attack of
opportunity from any target that can reach
her unless she has the Improved Disarm feat
or a similar ability.

Catseye (Su): The witch can grant herself
or one ally bestial eyes with a touch,
causing her to have vertical slit pupils like
a cat’s. The witch gains low-light vision or
darkvision with a 60-foot range. A catseye
hex lasts 24 hours. A witch can have only
one catseye hex active at a time. If the witch
uses this ability again, the previous catseye
immediately ends.

Entropy (Su): The witch can cause one
item held by a target within 30 feet of her
to be exposed to chaotic and destructive
forces. The witch makes a CMB check, using
her level rather than her attack bonus and
her Intelligence modifier instead of her
Strength modifier, to perform a sunder
maneuver. On a successful maneuver, the
witch deals 2d6 points of damage, +1/level,
to the item. The witch provokes an attack of
opportunity from any target that can reach
her unless she has the Improved Sunder feat
or a similar ability.

Familiar Growth (Su): The witch can
augment her familiar, making it grow into
a larger “combat form.” The combat form
is identical to a druid’s animal companion
(using the character’s witch level as her
druid level). The combat form of the
familiar should be written up as an animal
companion with a similar physical form
or special abilities (a cat animal familiar
should use the big cat animal companion for
its combat form, while the fox uses a wolf
animal companion and a centipede familiar
uses a viper).

The witch can change her familiar from
its normal form to its combat form or back
as a standard action. Damage taken in one
form does not carry over to the other. When
the witch rests and prepares her spells for
the day, all damage on her familiar’s combat
form is healed. If her familiar dies in either
form, it remains dead in the alternate form.

While in combat form, the familiar
functions in all ways as an animal
companion, and it does not retain any of its



special abilities as a witch’s familiar. (While
her familiar is in combat form, a witch can
cast spells she has already prepared, but
cannot prepare spells stored within her
familiar until it regains its normal form.)
The familiar can maintain its combat form
for a maximum of 1 minute per level of
the witch. These minutes do not need to
be consecutive, but they must be spent in
1-minute increments.

Gremlin (Su): The witch can summon a
mischievous force that attempts to bind and
entangle one target within 30 feet of her.
The witch makes a CMB check, using her
level rather than her attack bonus and her
Intelligence modifier instead of her Strength
modifier, to perform a grapple check. The
witch takes no penalty to this check for
not having two hands free, and she does
not gain the grapple condition if her check
succeeds. The witch provokes an attack of
opportunity from any target that can reach
her unless she has the Improved Grapple
feat or a similar ability.

The witch can maintain a successful
grapple as a standard action each round.
The witch cannot use the gremlin hex to
damage, pin, or tie up an opponent.

Hobble (Su): The witch can invoke a minor
curse to temporarily lame a foe within 30 feet
of her. The witch makes a CMB check, using
her level rather her attack bonus and her
Intelligence modifier instead of her Strength
modifier, to perform a trip maneuver. The
witch is not knocked prone, even if her
CMB check fails by 10 or more. The witch
provokes an attack of opportunity from any

target that can reach her unless she has the
Improved Trip feat or a similar ability.

Medusa Locks (Su): The witch’s hair can
twist, grab, and stab at foes. The witch
gains a natural melee attack with which
she is automatically proficient. The witch
can use her Intelligence modifier rather
than Strength modifier to add to attack rolls
with this attack, which counts as a natural
weapon that deals 1d6 + her Intelligence
modifier in damage (1d4 + Intelligence for
Small witches). The witch does not need any
hands free to make this attack, and she can
use it when grappled at no penalty. At 16th
level the damage increases to 1d10 + the
witch’s Intelligence modifier.

Scuttle (Su): The witch begins to grow
comfortable in unusual positions, and her
hands and feet cling and stick to surfaces
easily. At 1st level, the witch gains Climb as
a class skill and does not lose her Dexterity
bonus to AC while climbing. At 3rd level,
she gains a +5 bonus to all Climb checks and
takes no penalty when she uses accelerated
climbing. At 5th level, she gains a climb
speed equal to half her normal move rate
(including the additional +8 to Climb checks
for having a natural climb speed).

Shadows (Su): The witch can call on the
forces of darkness to expand the size and
depth of shadows in an area. This functions
as the darkness spell, except the area cannot
grow darker than dim lighting, and magic
light cannot brighten the area to more than
dim lighting or negate the darkness effect.
At 8th level, the spell functions as deeper
darkness, except the area cannot grow darker




than dim lighting, and magic light cannot
brighten the area to more than dim lighting
or negate the darkness effect. A witch can
have only one shadows hex active at a time. If
the witch uses this ability again, the previous
shadows hex immediately ends.

Wail (Su): The witch can let loose a terrible
screech that drives back one target within 30
feet of her. The witch makes a CMB check, using
her level rather than her attack bonus and her
Intelligence modifier instead of her Strength
modifier, to perform a bull rush maneuver.
The witch cannot move with the target of the
bull rush. The witch provokes an attack of
opportunity from any target that can reach her
unless she has the Improved Bull Rush feat or a
similar ability.

Whispers (Su): The witch can summon the
soft whispers of otherworldly allies to guide
her or an ally. The witch grants a creature
touched a bonus to checks made with a single
skill, selected when the witch uses this hex. The
bonus is equal to half the level of the witch,
minimum 1. If the skill selected is Acrobatics,
Appraise, Bluff, Diplomacy, Disable Device,
Escape Artist, Heal, Intimidate, Knowledge
(any), Linguistics, Sense Motive, Sleight of Hand,
Spellcraft, or Use Magic Device, the bonus lasts
until the beginning of the witch’s next turn. If
the skill selected is Climb, Fly, Handle Animal,
Perception, Perform, Ride, Stealth, or Swim, the
bonus lasts for 1 minute per level of the witch.
If the skill is Craft, Profession, or Survival, the
bonus applies to any one use of the skill that
does not take more than 24 hours. Once a
creature has benefitted from the whispers hex,
it cannot benefit from it again for 24 hours.
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Will-O"-Wisp  (Su): The witch can
summon a ghostly, pale light that floats at
her command. This acts as the will-o’-wisp
option of the dancing light spell, except
the duration is 1 hour and the witch and
her allies gain a +4 bonus to all Perception
checks made to notice something within the
area illuminated by her hex. A witch can
have only one will-o’-wisp hex active at a
time. If the witch uses this ability again, the
previous will-o’-wisp immediately ends. At
8th level, the Perception bonus granted by
this hex increases to +8.

MAJOR HEX

Starting at 10th level, and every two
levels thereafter, a witch can choose a major
hex whenever she selects a new hex.

Ally (Su): Once per day, the witch can
call upon her pacts with strange forces
to summon an ally. This functions as the
lesser planar ally spell, expect no material
component is required to summon the
ally. Payment for the ally’s services is still
required, subject to the normal rules of
negotiation. Until the summoned ally’s task
isfinished ortheallyiskilled, the witch cannot
summon another ally. At 15th level, this hex
functions as planar ally, except no
material component
is required /J
(though payment L{,’
still is), and only | ¢ 5
a single ally can f
be summoned.

Cornucopia  (Su): Once per day the
witch can summon forth mystic provisions
from the home plane of her mysterious
benefactors. This functions as the goodberry
spell, except no berries or focus are required,
the witch creates 1d4 berries +1 per witch
level, each berry heals 1d8 points of damage
(to a maximum of 8 points of healing for any
one creature in a 24-hour period), and the
berries can take the form of any simple food
(apples, cheese, rolls, and so on). At 15th
level it can also function as the heroes feast
spell, except the effects last for 1 hour per
witch level.

Doom Gaze (Su): The witch can cause
doubt to creep into the mind of a foe within
30 feet of her that she can see. The target
takes a —2 penalty on one of the following
(witch’s choice): AC, ability checks, attack
rolls, saving throws, or skill checks. This hex
lasts for a number of rounds equal to 3 + the
witch’s Intelligence modifier. A Will save
reduces this to just 1 round. This is a mind-
affecting effect. At 16th level the penalty
increases to —8. Whether or not the save is
successful, a creature cannot be the target of
this hex again for 1 day.

Infestation (Su): The witch can call forth
a swarm of pests upon her enemies. This
functions as the summon swarm spell except
the duration is concentration, and the witch
controls where the swarm moves and who
it attacks. For every 2 levels the witch is
higher than 10th, the swarm gains a +1 luck
bonus to attack rolls, damage, and Armor
Class. At 15th level the witch can maintain
concentration as a move action each turn,



and she can summon a centipede, crab,
leach, or wasp swarm. A witch can have only
one infestation hex active at a time. If the
witch uses this ability again, the previous
infestation immediately ends.

Kiss of Oblivion (Su): With a kiss, the witch
can modify or erase a target’s memory. This
functions as the modify memory spell, except
it requires the witch to kiss the target for the
full time required to modify a memory. The
target must either be helpless or willingly
kiss the witch. Whether or not the save is
successful, a creature cannot be the target of
this hex again for 1 day.

Mock (Su): The witch can deride the
prowess and effectiveness of a creature
within 60 feet of her, causing it to become
clumsy and self-conscious. The target is
staggered for a number of rounds equal to
the witch’s level. A Will save negates this
effect. If the target fails the saving throw, it
can attempt to make a new save each round
to end the effect. Whether or not the saving
throw is successful, a creature cannot be the
target of this hex again for 1 day. This is a
mind-affecting, language-dependent effect.

Restoration (Su): By invoking mysterious
entities, the witch can undo some of the most
serious diseases and ailments a character
can suffer. The witch can grant restoration
to a target by touching it. This acts as a lesser
restoration, neutralize poison, or remove disease
spell, as determined by the witch when the
hex is used. At 15th level this spell acts as
a heal spell, except it does not restore any
hit points and does not act like harm against
undead creatures. Once a creature has

benefitted from the restoration hex, it cannot
benefit from it again for 24 hours.

Rune Hex (Su): The witch can bind the
power of a hex into a rune that is activated
by targets touching or reading it. This
acts as the explosive runes spell with the
following changes. The runes are set off by
anyone reading or touching them unless the
creature was specifically excluded when the
witch created the rune. Instead of dealing
damage, a target setting off the rune is the
target of a hex with a range of touch or
better that is known by the witch. The object
on which the rune is set is not affected.
The witch knows when her rune goes off
(though she does not know who triggered
it). A witch can have only one rune hex
active at a time. If the witch uses this ability
again, the previous rune immediately ends.
At 15th level, the witch can have two rune
hexes active.

GRAND HEX

Starting at 18th level, and every two
levels thereafter, a witch can choose a grand
hex whenever she selects a new hex.

Allure  (Su): The witch «calls on
supernatural forces of sensuality to make
herself irresistible to a group of creatures.
This acts as the sympathy spell, with the
witch as the object desired by targets of the
spell. Once a target makes its saving throw
against this hex, it cannot be targeted by the
hex again for 24 hours. A witch can have
only one allure hex active at a time. If the
witch uses this ability again, the previous
allure immediately ends.




Kiss of Death (Su): With a kiss, the witch
can damage or kill a target. This functions as
the finger of death spell, except it requires the
witch to kiss the target. The target must either
be helpless or willingly kiss the witch. Whether
or not the saving throw is successful, a creature
cannot be the target of this hex again for 1 day.

Retainers (Ex): The forces that grant the
witch her powers also send her retainers to do
her bidding. This functions as the Leadership
feat, except the Witch also adds her Intelligence
modifier to her Leadership score, and she does
not receive a cohort. Instead, she receives one
special retainer per two witch levels. These
retainers are determined as cohorts, but they
have maximum levels/HD equal to half the
witch’s level, and they can be animals or magic
beasts with the half-celestial or half-fiend
template. Such special retainers always have an
Intelligence of at least 6.

Shapeshift (Su): The witch can call upon
her otherworldly allies to change her form,
allowing her to become a fair maiden, raging
giant, or even a dragon. This functions as the
shapechange spell, except no focus is required
and the duration is 5 minutes/level. These
minutes do not need to be consecutive, but they
must be spent in 5-minute increments.

Wish Giver (Su): Once per day the witch
can, as a full-round action, grant the wish of an
adjacent creature. This functions as limited wish,
but it does not require a material component,
cannot restore creatures to life, cannot change
their attitudes towards other creatures, and
cannot kill them. (If the limited wish would
normally kill one or more targets, they are
instead reduced to 1 hit point.) A witch cannot
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grant her own wish. Once a creature has
been the recipient of a wish giver hex, it
cannot benefit again for 30 days.

WITCH FEATS

In addition to extra hexes, we provide a
few feats to help witches gain more out of
their new hex powers.

ENLARGE HEX

You can expand the range of your hexes.

Prerequisites: Int 13, hex class feature.

Benefit: When you use a hex with a
range greater than touch, you can double
that range. You can do this a number of
times per day equal to 3 + your Intelligence
bonus.

Special: You can select this feat more
than once. Each time you select this feat,
you can use this ability an additional 3 +
Intelligence bonus times per day.

HEX EXPERTISE

You can use your hexes on the same
targets more often than most witches.

Prerequisites: Int 13, hex class feature.

Benefit: Select one hex you know that
can affect a target only once every 24 hours.
You can affect a target with that hex twice
every 24 hours.

Special: You can select this feat more
than once. Its effects do not stack. Each time
you select this feat, it applies to a different
hex.

HEX FOCUS

One of your hexes is more powerful than
normal.

Prerequisites: Int 13, hex class feature.

Benefit: Select one hex you know. The
save DC for that hex is increased by 2.

Special: You can select this feat more
than once. Its effects do not stack. Each time
you select this feat, it applies to a different
hex.

QUICKEN HEX

You can use a hex quickly.

Prerequisites: Int 13, major hex class
feature.

Benefit: Once per day you can use a hex
(but not a major hex) as a swift action. At
18th level you can use a major hex (but not a
grand hex) as a swift action.

Special: You can select this feat more
than once. Each time you select this feat,
you can use this ability an additional time
per day.
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