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Alignment: Any. - *

ELDRITCH ARCHEOLOGIST Hit Dice: d10, B
; Starting Wealth: 3d6 x 10 gp (average 105 gp.) In addi ]

tion, each character begins play with an outfit worth 10. gp

Throughout history, civilizations have risen and fallen, leav-
ing behind the secrets of their lost peoples. The mysteries of

= these forgotten cultures are buried beneath the sands of time, BELESS:
waiting to be uncovered. Specialized seekers of secrets, arche- CLASS SKILLS 2,
ologists traverse dangerous jungles, snowy mountaintops, and - Acrobatics (Dex), Appraise (Int), Bluff (Cha), Climb (Str),
©  dusty tombs in their quest to uncover this lost wisdom. They Craft (Int), Diplomacy (Cha), Disguise (Cha), Escape
. collect and classify artifacts of the past often using the knowl- Artist (Dex), Handle Animal (Cha), Intimidate (Cha),
= . edge gained to teach others. This sometimes obsessive need Knowledge (all) (Int), Linguistics (Int), Perception (Wis),
-  to explore the ancient past fills archeologists with a sense of Profession (Wis), Ride (Dex), Sense Motive (Wis), Sleight
£ responsibility over histories lost relics, and the grit required of Hand (Dex), Spellcraft (Int), Stealth (Dex), Survival &
& to ensure their protection. (Wis), Swim (Str), and Use Magic Device (Cha). :
; 2 ~  Archeologists spend nearly as much \\ Skill Ranks per Level: 4 + Int modifier. %

time exploring the musty tomes of librar-
ies and bardic colleges as they do old
burial mounds or ruined underground
cities. Because their academic interests
- fall to prehistory, many archeologists are
&~ unlearned in the practice of magic in-
~ stead relying on their innate grit to de-
fend themselves from danger. The
archeologist’s ability to use grit is as
* much amystery to them as it is to gun-

=3 sllngels throughout the world. Perhaps it
~is their sheer determmatlon to catalogue
hlstorles mysteries, or a power granted
by forgotten gods eager to see relics from
their heyday, no one knows for sure.

Weapon and Armor Proficiency:
Archeologists are proficient with all simple -

and martial weapons, and with all firearms. e
They are proficient with all light armor. =

CLASS FEATURES

Ancient Knowledge (Ex)

An archeologist adds half his class level
(minimum 1) to all Knowledge skill
checks and may make all Knowledge skill
checks untrained.

i~

Archaeologist’s Luck (Ex)
Fortune favors the archaeologist. As
a swift action, an archaeologist can =
call on fortune’s favor, giving hima +1 =
luck bonus on attack rolls, saving -
throws, skill checks, and weapon
damage rolls. He can use this ability.
for a number of rounds per day equal
to 4 + his Charisma modifier.
Maintaining this bonus is a free ac-
tion, but it ends immediately if the
archaeologist is killed, paralyzed,
stunned, knocked unconscious, or
otherwise prevented from taking a
free action to maintain it each round.
Archaeologist’s luck is treated as
bardic performance for the purposes
of feats, abilities, effects, and the like -
that affect bardic performance. Like :
bardic performance, it cannot be
maintained at the same time.as
other performance abilities. This
bonus increases to +2 at 5th level, +3
at 11th level, and +4 at 17th level.

= Either way, these scholars use

&. _ whip, pistol, and eldritch lore to

- unearth the past to enlighten
the present.

Role: Archeologists don't just

. join adventuring parties-they

lead them. From organizing

- massive dig teams and super-

* vising their work, to guiding

= 'raiders into tombs, the archeol-
- ogist is the instigator of plans

never a sideline participant.

They make excellent ranged

support with their shooting skills, and

are valuable negotiators with their

wide knowledge of languages. For par-

_ ties suspicious of rogue allies, they are

. perceptive trap finders and can sniff

- “out hidden treasures most overlook.

P
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Fort Ref Will Special
Bonus Save Save Save

+1 +2  +2 +0 Ancient knowledge, archeologist’s luck, budget firearms, catalogue, deeds,

find artifact, grit

+2 +3  +3 +0 Clever explorer, nimble +1, uncanny dodge
+3 +3  +3 +1 Deeds, trap sense +1
 +4 +4  +4 +1 Relic guard
+5 +4 +4 +1 Archeologist’s luck +2, loremaster 1/day
: : +6/+1 +5 +5 +2 Evasion, nimble +2, trap sense +2
+7/+2 +5 +5 +2 Deeds
'+8/ +3 +6 +6 +2
+9/+4 +6  +6 +3 Trap sense +3
+1,0/+5 +7  +7 +3 Jack of all trades, nimble +3
+11/+6/+1 +7  +7 +3 Archeologist’s luck +3, deeds, loremaster 2 /day
+12/+7/+2 48 +8 +4 Trap Sense +4
+13/+8/+3 +8 +4
+14/+9/+4 - +9  +4 Nimble +4
+15/+10/+5 | EIED Deeds, trap sense +5
+5 Improved uncanny dodge
17th +17/+12/+7 /+2 +5 Archeologist’s luck +4, loremaster 3/day
18th +18/+13/+8/+3 +6 Nimble +5, trap sense +6

- 19th +19/+14/+9/+4 +6 Deeds

20th +20/+15/+10/+5 +6 Artifact expert

Bafgain Firearms (Ex) : Catalogue (Ex)

~ Unlike a gunslinger, archeologists do not start play with a fire- The archeologist can accurately discern the proper date and

~ arm, but because of contacts they gather in the world, pay 50% provenance of an art object and sell it at a higher price than

~ less for them. Depending on trait selection it is possible to pur- someone without this knowledge. By makinga DC20 ap- ~
chase a firearm at 1st level, but because of this high cost, many praise check the archeologist can sell any non-magical art ob=- 4
archeologists wait to purchase a firearm until 3rd or 4th level, ject for 10% more of its actual value. If this check is success-

. meanwhile relying on light melee weapons like daggers or ful by more than 10, this value increases to 20%. This bonus.

hips. only applies if the object is sold to a verified collector, ali-
SHESS brary, or university. Shopkeepers, unless interested in the o
ject for themselves, do not impart this bonus. ‘




“Special: If you belong to a faction or affiliation, you méy
instead sell at the normal rate to gain a +1 to your faction

or affiliation score for every 2000 gp you forego (to a gist has at least 1 grit point. The following is the list of bas x»’
maximum of +10). : archeologist deeds. An archeologist can only perform deeds

; of his level or lower. Unless otherwise noted, a deed can be
Find Artifact (Ex) performed multiple successive times, as long as the appro- = -

riate amount of grit is spent to perform the deed. :
- Whenever the archeologist passes within 10 feet of an P & P P

item or object worth 1000 gp or more, she may make a

- perception check to notice as if she were actively looking ;
for it. At 1st level, the archeologist gains an uncanny knack for

: . getting out of the way of ranged attacks. When a ranged

Grit : attack is made against the archeologist, he can spend 1
= grit point to move 5 feet as an immediate action; doing so -
grants him a +2 bonus to AC against the triggering attack. ==
This movement is not a 5-foot step, and provokes attacks 5
of opportunity. Alternatively, the archeologist can drop
prone to gain a +4 bonus to AC against the triggering at-
tack. The archeologist can only perform this deed while =~ =
wearing medium or light armor, and while carryingno -
more than a light load.

Archeologist’s Dodge (Ex):

~ An archeologist makes his mark upon the world by un-
- covering lost artifacts and discovering the secrets of lost
_ cultures, and then educating others about their finds.
They are often forced to perform daring deeds during this
quest and because they are often in tight, cramped envi-
ronments, they have learned to master the gun. Some ar-
cheologists claim the gods of forgotten peoples are re-

. sponsible for their ability, but it’s more likely that the vol-
atile nature of firearms simply prunes the unlucky and - :
careless from their ranks. Whatever the reason, all arche- QuigeTleay (55
ologists have grit. In game terms, grit is a fluctuating
measure of an archeologist’s ability to perform amazing
actions in combat. At the start of each day, an archeologist

* gains a number of grit points equal to his Wisdom modifi-

~er (minimum 1). His grit goes up or down throughout the
day, but usually eannot go higher than his Wisdom modi-
fier (minimum 1), though some feats and magic items
may affect this maximum.

~__An archeologist spends grit to accomplish deeds (see UpClose and Deadly (E4): :
below), and regains grit in the following ways: At 1st level, when the archeologist hits a target with a one-

handed firearm that is not making a scatter shot, he can spend
1 grit point to deal 1d6 points of extra damage on a hit. If he
misses with the attack, he grazes the target, dealing half the
el . 3 extra damage anyway. He must choose to spend the grit point =
Confirming a critical hit on a helpless or unaware crea- before he makes the attack roll. This is precision damage and

ture or on a creature that has fewer Hit Dice than half the is not multiplied if the attack is a critical hit. This precision

archeologist’s character level does not restore grit. damage increases to 2d6 at 5th level, to 3d6 at 10th level, to

- Killing Blow with a Firearm: When the archeologist re- 4d6 at 15th level, and to 5d6 at 20th level. This precision dam-" *

duces a creature to 0 or fewer hit points with a firearm at- age stacks with sneak attack and other forms of precision

tack while in the heat of combat, she regains 1 grit point. damage.

Destroying an unattended object, reducing a helpless or

unaware creature Archeologist’s Initiative (EX):

to 0 or fewer hit points, or reducing a creature that has At 3rd level, as long as the archeologist has'at least 1 grit
. fewer Hit Dice than half the archeologist’s character level point, he gains the following benefits. First, he gains a +2

to 0 or fewer hit points does not restore any grit. bonus on initiative checks. Furthermore, if he has the Quick

e Draw feat, his hands are free and unrestrained, and the fire-
2 arm is not hidden, he can draw a single firearm as part of the
initiative check. :

At 1st level, as a standard action, the archeologist can re-
move the broken condition from a single firearm he is cur-
rently wielding, as long as that condition was gained by a fire-
arm misfire. The archeologist must have at least 1 grit point
to perform this deed. Alternatively, if the archeologist spends
1 grit point to perform this deed, he can perform quick clear
as a move-equivalent action instead of a standard action.

Critical Hit with a Firearm: Each time the archeologist
confirms a critical hit with a firearm attack while in the
_heat of combat, she regains 1 grit point.

Archeologist’s spend grit points to accomplish deeds.
‘Most deeds grant the archeologist some momentary
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Pistol-Whip (Ex):
~ At 3rd level, the archeologist can make a surprise melee at-
tack with the butt or handle of her firearm, or whip, as a stan-

-dard action. When he does, he is considered to be proficient
; w1th either as melee weapons and gains a bonus on the attack
and damage rolls equal to the enhancement bonus each weap-
on possesses.

The damage dealt by the pistol-whip is of the bludgeoning
type, and is determined by the size of the weapon. One-hand-
ed firearms and whips deal 1d6 points of damage (1d4 if
wielded by Small creatures) while two-handed firearms deal
1d10 points of damage (1d8 if wielded by Small creatures).
Regardless of the archeologist’s size, the critical multiplier of

his attack is 20/x2. If the attack hits, the archeologist can
make a combat maneuver check to knock the target prone as a
‘free actlon Performing this deed costs 1 grit point.

X Utility Shot (Ex):

~ At 3rd level, if the archeologist has at least 1 grit point, he
can perform all of the following utility shots. Each utility shot
can be applied to any single attack with a firearm, but the ar-
cheologist must declare the utility shot he is using before fir-
ing the shot.

» Blast Lock: The archeologlst makes an attack roll against a

ck within the first range increment of his firearm. A
Diminutive lock usually has AC 7, and larger locks have a
Jlower AC. The lock gains a bonus to its AC against this attack
based on its quality. A simple lock has a +10 bonus to AC, an
average lock has a +15 bonus to AC, a good lock has a +20

onus to AC, and a superior lock has a +30 bonus to AC.
Arcane lock grants a +10 bonus to the AC of a lock against this
attack. On a hit, the lock is destroyed, and the object can be
opened as if it were unlocked. On a miss, the lock is de-
stroyed, but the object is jammed and still considered locked.
It can still be unlocked by successfully performing this deed,

y'usmg the Disable Device skill, or with the break DC, though
the DC for either break or Disable Device or the AC increases
by 10. A key, combination, or similar mechanical method of
unlocking the lock no longer works, though knock can still be
employed to bypass the lock, and the creator of an arcane lock
can still bypass the wards of that spell.

¢ Scoot Unattended Object: The archeologist makes an at-

- tack roll against a Tiny or smaller unattended object within
the first range increment of his firearm. A Tiny unattended
object has an AC of 5, a Diminutive unattended object has an
- AC of 7, and a Fine unattended object has an AC of 11. On a

\élt the archeologist does not damage the object with the shot,
ut can move it up to 15 feet farther away from the shot’s ori-
a miss, he damages the object normally.

\/‘.
N
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« Stop Bleeding: The archeologist makes a firearm a aCF '
and then presses the hot barrel against himself or an ad-
jacent creature to staunch a bleeding wound. Instead of
dealing damage, the shot ends a single bleed condition af-
fecting the creature. The archeologist does not have to
make an attack roll when performing the deed in this

way; he can instead shoot the firearm into the air, but that
shot still uses up ammunition normally.

Deadeye (Ex):

At 7th level, the archeologist can resolve an attack
against touch AC instead of normal AC when firing be-
yond his firearm’s first range increment. Performing this
deed costs 1 grit point per range increment beyond the -
first. The archeologist still takes the -2 penalty on attac’k
rolls for each range increment beyond the first when he
performs this deed.

Dead Shot (Ex):

" At 7th level, as a full-round action, the archeologist can
take careful aim and pool all of his attack potential into a
single, deadly shot. When he does this, he shoots the fire-
arm at a single target, but makes as many attack rolls as he"
can, based on his base attack bonus. He makes the attack
rolls in order from highest bonus to lowest, as if he were
making a full attack. If any of the attack rolls hit the target,
the archeologist’s single attack is considered to have hit.
For each additional successful attack roll beyond the first,
the archeologist increases the damage of the shot by the
base damage dice of the firearm. For instance, if a 7thlevel
archeologist firing a musket hits with both attacks, he does
2d12 points of damage with the shot, instead of 1d12
points of damage, before adding any damage modifiers.

Precision damage and extra damage from weapon special -

abilities (such as flaming) are added with damage modifi-
ers and are not increased by this deed. If one or more rolls
are critical threats, he confirms the critical once using his
highest base attack bonus -5. For each critical threat be-
yond the first, he reduces this penalty by 1 (to a maximum
of 0). The archeologist only misfires on a dead shot if all the

RS

attack rolls are misfires. He cannot perform this deed with * * - :

a blunderbuss or other scatter weapon when attacking

creatures in a cone. The archeologist must spend 1 grlt
point to perform this deed.

Startling Shot (Ex):

At 7th level, an archeologist with least 1 grit point can
spend a standard action to purposely miss a creature that
he could normally hit with a firearm attack. When he does,
that creature becomes flat-footed until the start of its next




At 7th level, as a full-round action, the archeologist can
make a single firearm attack and choose part of the body to
«target. He gains the following effects depending on the part
ofthe body targeted If a creature does not have one of the

sneak attacks are immune to these effects.

« Arms: On a hit, the target takes no damage from the hit

- but drops one carried item of the archeologist’s choice,

~ even if the item is wielded with two hands. Items held in a
locked gauntlet are not dropped on a hit.
¢ Head: On a hit, the target is damaged normally, and is also
confused for 1 round. This is a mind affecting effect.

¢ Legs: On a hit, the target is damaged normally and

- knocked prone. Creatures that have four or more legs or

. that are immune to trip attacks are immune to this effect.
e Torso: Targeting the torso threatens a critical on a 19-20.
o Wlngs On a hit, the target is damaged normally, and must
make a DC 20 Fly check or fall 20 ft.

'B__leedi‘n'g Wound (Ex):

At 11th level, when the archeologist hits a living creature

“with a firearm attack, he can spend 1 grit point as a free ac-
tion to have-that attack deal extra bleed damage. The
amount of bleed damage is equal to the archeologlst s

- Dexterity modifier.

- Alternatively, the archeologist can spend 2 grit points to
deal 1 point of Strength, Dexterity, or Constitution bleed
damage (archeologist’s choice) instead. Creatures that are
immune to sneak attacks are also immune to these types of
bleed damage.

_ At 11th level, whenever the archeologist rolls a misfire
with a gun that has the broken condition, he can spend 1
grit point to keep the gun from exploding, though it retains
the broken condition.

~ Lightning Reload (Ex):

At 11th level, as long as the archeologist has at least 1 grit
point, he can reload a single barrel of a one-handed or two-
handed firearm as a swift action once per round. If he has
~_ the Rapid Reload feat or is using an alchemical cartridge (or
= both), he can reload a single barrel of the weapon as a free
“action each round instead. Furthermore, using this deed

Twin Shot Knockdown (Ex):

At 11th level, when the archeologist hits a single target
with two or more one-handed firearm attacks during his
turn, he can spend 1 grit point to knock the target prone.
He can choose to spend the grit point after the attacksare ..
made.

Slinger’s Luck (Ex):

At 15th level, the archeologist can spend grit to reroll a -
saving throw or a skill check. It costs 2 grit points to re-
roll a saving throw, and 1 grit point to reroll a skill check. -
The archeologist must take the result of the second roll,
even if it is lower. The deed’s cost cannot be reduced by~
the Signature Deed feat, or any other effect that reduces
the amount of grit a deed costs.

Cheat Death (Ex):

At 19th level, whenever the archeologist is reduced to 3
0 or fewer hit points, he can spend all of his remaining
grit points (minimum 1) to instead be reduced to 1 hit
point. -

Death’s Shot (Ex):

At 19th level, when the archeologist scores a critical
hit, he can spend 1 grit point to deal normal damage,
and the target must succeed at a Fortitude saving throw
with a DC equal to 10 + 1/2 the archeologist’s level + his
Dexterity modifier. On a failed saving throw, the target
dies. This is a death attack. Performing this deed does
not allow the archeologist te regain grit from conflrmmg
a critical hit or making a kllllng blow.

Stunning Shot (Ex):

At 19th level, when an archeologist hits a creature, he
can spend 2 grit points to stun the creature for 1 round.
The creature must make a Fortitude saving throw (the
DC =10 + 1/2 the archeologist’s level + the
archeologist’'s Wisdom modifier). If the creature fails, it
is stunned for 1 round. Creatures that are immune to

" critical hits are also immune to this effect.

Clever Explorer (Ex):

At 2nd level, an archaeologist gains a bonus equal to half
his class level on Disable Device and Perception checks. He
can disable intricate and complex devices in half the nor-
mal amount of time (minimum 1 round) and open a lock as:
a standard action. At 6th level, an archaeologist can: take
10 on Disable Device checks, even if distracted or enda :
g?ed and can disarm magical traps. =5




~

~Clever Explorer (Ex):

Starting at 2nd level, an archeologist gains a +1 dodge
bonus'to AC while wearing light or no armor. Anything that
~ causes the archeologist to lose her Dexterity bonus to AC
~also causes the archeologist to lose this dodge bonus. This

bonus increases by +1 for every four levels beyond 2nd
level (to a maximum of +5 at 20th level).

~ Uncanny Dodge (Ex):
- At 2nd level, an archaeologist gains uncanny dodge, as
- the rogue class feature of the same name.

- Nimble (Ex):

Starting at 2nd level, an archeologist gains a +1 dodge
".,' bonus to AC while wearing light or no armor. Anything
~ that causes the archeologist to lose his Dexterity bonus to
"AC also causes the archeologist to lose this dodge bonus.
This bonus increases by +1 for every four levels beyond
2nd level (to a maximum of +5 at 18th level).

Trap Sense (Ex):

At 3rd level, an archaeologist gains trap sense +1, as the
rogue class feature of the same name. This bonus improves
by +1 for every three levels gained after 3rd, to a maximum

of +6 at 18th level.

Relic Guard (Ex):

Beginning at 4th level, whenever the archeologist is affect-
. ed by an area effect spell, objects he is carrying are immune
to its effects, even if the archeologist is affected. Furthermore
objects he is carrying cannot be the target of spells or spell-
like effects.

Lore Master (Ex):

At 5th level, the archeologist becomes a master of lore and
can take 10 on any Knowledge skill check that she has ranks
in. An archeologist can choose not to take 10 and can in-
stead roll normally. In addition, once per day, the archeolo-

~ gist can take 20 on any Knowledge skill check as a standard

- action. She can use this ability one additional time per day
for every six levels she possesses beyond 5th, to a maxi-
mum of three times per day at 17th level.

- Evasion (Ex):

At 6th level, an archaeologist gains evasion, as the rogue
ability of the same name.

Jack of All Trades (Ex):
At 10th level, the archeologist can use any skill, even if the

skill normally requires her to be trained. At 16th level, the ar-

cheo]oglst considers all skills to be class skills. At 19th level,

rcheologlst can take 10 on any skill check, even if it is not

Improved Uncanny Dodge(Ex):

An archeologist of 16th level or higher can no longer
be flanked. This defense denies rogues the ability to
sneak attack the character by flanking him, unless the
attacker has at least four more rogue levels than the tar-
get has archeologist levels. If a character already has un-
canny dodge (see above) from another class, the levels*
from the classes that grant uncanny dodge stack to de-
termine the minimum archeologist level required to _
flank the character.

B

Artifact Expert (Ex)-

At 20th level the archeologist gains the ability to use
any artifact regardless of any class restrictions the arti-
fact may possess. Furthermore, the archeologist auto-
matically meets any prerequisite required to use the ar-
tifact, and has a chance to know how to destroy any ar-

tifact in his possession. To see if the archeologist knows..,,_ ey
‘the methods to destroy an artifact, he makes the appro-

priate knowledge check, DC 20+ the caster level of the
artifact (the GM may also add penalties or bonuses to

this roll based on the obscurity of the artifact). If he fails 5
this check, he may retry after 1 week of study in a world
renowned library or historical collection. The archeolo-

gist may use his loremaster ability in con]unctlon with

this ability.
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Dwarf Eldritch Archeologist 7
Medium Humanoid (dwarf)
Init+1; Senses Perception +10 Varnaya Kost_er eft her homeland at an _ea_lr_ly age to
explore the ruins of a forgotten human civilization.

SN D EEENSE RS After finding several relics, including her masterwork ;
AC 16, touch 11, flat-footed 15 (+5 armor, +1 Dex) dagger, she received the archeology bug and has since
hp 52 (7d10+14) dedicated her life to uncovering the past. She can be .
Fort +6, Ref +6, Will +6; +2 vs. poison, spells, and spell- llke tactless when dealing with other archeologists or his-
abilities torians, and is slow to make friends, but-once she

Defensive Abilities defensive training (+4 dodge bonus to AC dogs, vemelng a.loya comradg.

vs. giants). Enemies on higher ground gain no attack roll
bonus. Uncanny dodge, relic guard, evasion.

Speed 20 ft.
Melee Mwk. dagger +9/+4 (1d4/ 19-20)or.
) whip +9/+4 (1d3/x2)
Ranged mwk Revolver +10/+5(1d8/x4)
mwk dagger +9/+4(1d4/19-20)
Special Attacks +1 on attack rolls against goblinoid and orc
humanoids, and they gain a +1 racial bonus on attack rolls, a +2
dodge bonus to AC, and a +2 bonus on Perception checks
against flying creatures. Archeologist’s luck 8 rounds/day (+1
- luckbonus on attack rolls, saving throws, skill checks, and
';:: - weapon damage rolls.), deeds (pistol whip, utility shot, dead-
> shot), grit4.
E
= Before Combat Thls archeologist makes sure his revolver is
loaded. :
= During Combat This archeologist begins combat alternating
- > -between his revolver and whip. In close quarters he relies on
23 his masterwork dagger, a prize from his first archeological
dig.
STATISTICS

-Str-10, Dex 13, Con 12, Int 12, Wis, 18, Chr 18
Base Attack +7/+2; CMB +7, CMD +18 (+22 vs. Bull rush or
~ trip)
Feats Combat reflexes, weapon focus (whip), whip mastery,
weapon focus (revolver)
SKills Acrobatics +5, Appraise +5, Climb +4, Knowledge:
Engineering + 4, Knowledge: History +5, Knowledge: Local +5,
Linguistics +4, Perception +7, Survival +7, Use Magic Device +7
Languages Common, Dwarven, Aklo
SQ Ancient knowledge +3, budget firearms, catalogue, clever
- explorer; find artifact, nimble+2, trap sense +2, loremaster
1/day
Combat Gear elixir of vision; Other Gear +1 chain shirt,
asterwork dagger, masterwork revolver, whip, periapt of
isdom +2, 198 gp




SO IR AN O (RIS 500 Aﬁrﬁ"-,_t‘a’ﬂ'&k =

4 - 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)"
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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 centent clearly identified as Open Game Content by the Contributor, and means any work covered by this License, in-
cluding translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity” means
“product arid 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, form: concepts,
themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, pc]ls enchant-
ments, personalities, teams, personas, likenesses and special abilities; places, locations, envir ents, creatures, i magical
ﬁ_ ~_or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly iden-
',' ‘%tified 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
* s 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, roy- E [9 D R l | ] I
alty-free, non-exclusive license with the exact terms of this License to Use; the Open Game Content. [ ' s \
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. D )l

6. Notice of Li 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 com-
patibility 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. ldentification: 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 affect-
wed.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach with-
in 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 neces-
v sary to make it enforceable.
15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
b System reference document. © 2000. Wizards of the Coast,Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material
“ = created by E. Gary Gygax and Dave Arneson.

hfi Game Core © 2009, Paizo Publishing, LLC; Author Jason Bulmahn, based on material by Jonathan
3 Tweeb Monte Cook, and Skip Williams.
hj Game Ult 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 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 Player Companion: Undead Slayer's © 2014, Paizo Publishing, LLC; Authors: Dennis Baker, Jay Loomis, Alex
Putnam, Adam Roy, Tork Shaw, and Larry Wilhelm.

F P Game Player's Guide. © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn

F ing Game Race Guide. © 2012, Paizo Publishing, LLC; Authors: Dennis Baker, | Benner, Benjamin

arland, Owen K.C.

Stephem Todd \uw1n and Russ Taylor.
F ing Game Ad d Class Guide © 2014, Paizo Inc.; Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah
Broadway, Jason Huhmhn 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.

Adventurer’s Handbook Genius Guide Volume 1, © 2010 Super Genius Games, Authors Owen K.C. Stephens and Stan!

Aerial Adventures: Sky Captain’s Handbook, ©2004 Goodman Games; Author Michael Mearls

Magic Item Compendium, © 2007 Wizards of the Coast; Authors Andy Collins, Mike Mearls, Stephen Schubert

Mythic Options: Mythic Rogue Class Features, © 2014 Rogue Genius Games, Author Owen K.C. Stephens and Stan!

Eldritch Parapsychologist, Hybrid Class,©2014 Wayward Rogues Publishing, Author Robert Gresham

Eldritch Archeologist, Hybrid Class,©2014 Wayward Rogues Publishing, Auther Robert Gresham
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gl Forgotten secrets and ancient treasures lurk in lost
1 tombs waiting to be,unearthed 10)% the brave. Those adven- N7&5
ST turers courageous enough to ‘devote themselv/e\s' to answer-
s 3 ing these mysterles are the Eldrltch Archeologlsts With
e knowledge and f1repower they breach the old wards and -
protectlons of buried tombs and ruined monasteries to un-
# cover that which has been purposely hidden. Will never ‘
before seen revelations lead the eldritch archeologlst to | !l
i

new 1mpos51ble and 1nconce1vable truths" What will your
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Included: The Archeologlst hybr1d class, a Bard/ Gunsllnger
who uses luck and f1rearms to find lost rehcs ,

A detalled Deeds hst tallored to the archeologlst /




