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The greatest artists seek inspiration beyond their
imagination.

At birth, a lucky few—often those from lineages of
magical performers or those with connections to the
Outer Planes—are bonded to an ethereal spirit called a
muse. Using their talents and connection to psychic
magic, muses guide their selected students, known
as prodigies, in harnessing and augmenting their
innate artistic gifts.

The muse and its prodigy’s inseparable bond
transcends that of master and protégé. While some
prodigies willfully test the boundaries of their
magical abilities, most respect the powerful
inspiration of their muse and practice diligently to earn
its praise. With the support of their muse, a prodigy often
seeks the company of adventurers who can appreciate
the otherworldly beauty of the Outer Planes.

Role: The prodigy is an uncompromising aesthete and
expert on a mission to imbue the Material Plane with
otherworldly beauty in all its forms. Though capable with
a blade, she is most useful as an adept spell caster. With
the expertise of a genius and the confidence of an
entertainer, the prodigy and her muse bolster
companions in combat, dazzling and confusing foes with
their creative tactics.

Alignment: Any.

Hit Die: d8.

Parent Classes: Bard and spiritualist.

Starting Wealth: 2d6 x 10 gp (average 70 gp).

CLASS SKILLS

The Prodigy’s class skills are Appraise (Int),
Bluff (Cha), Climb (Str), Craft (Int),
Diplomacy (Cha), Intimidate (Cha),
Knowledge (all) (Int), Linguistics (Int),
Perception (Wis), Perform (Cha),

Profession (Wis), Sense Motive (Wis),
Spellcraft (Int), and Use Magic Device (Cha).

SKkill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are the class features of the prodigy.

Weapon and Armor Proficiency: A prodigy is
proficient with all simple weapons, saps, rapiers,
as well as with light armor.
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Spellcasting: A prodigy casts psychic spells drawn from
the bard spell list, plus any spell from the spiritualist
spell list that has a verbal component. All of these spells
are cast as psychic spells. She can cast any spell she
knows without preparing it ahead of time, assuming she
has not yet used up her allotment of spells per day for the
spell's level. To learn or cast a spell, a prodigy must have




TABLE: PRODIGY
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Level Base Attack Fort Ref Will Special Spells Per Day
Bonus Save Save Save 1st 2nd 3rd 4th 5th 6th
1st +0 +0  +2 +2  Knacks, muse, patronage, wunderkind 1 - - - — —
2nd +1 +0 +3 +3 — 200 T
3rd +2 103 -3 Incorporeal bonded manifestation 3 = = = = =
4th +3 +1 +4  +4  Bonus feat (Deceitful or Persuasive) 3 1 —_ —- = =
5th +3 +1  +4  +4 — 4 2 = = = =
6th +4 +2 +5 +5 Masterpiece adept 4 3 R
7th +5 2 &5 +5 Bonus spell 4 3 1 —_—— -
8th +6/+1 +2 +6 +6 Incorporeal bonded manifestation increase 4 4 2 —_—
9th +6/+1 +3 +6  +6  Artistic focus ability 5 4 3 - — —
10th +7/+2 +3 +7 +7 — 5 4 3 1 — —
11th +8/+3 +3  +7 47  Arcadian shelter 5 4 4 2 — —
12th +9/+4 +4 +8 +8  Masterpiece adept increase 5E5 4 3. — =
13th +9/+4 +4 +8 +8 Incorporeal bonded manifestation increase 5 5 4 3 1 —
14th +10/+5 +4 49 +9  Constant patronage S5 4 4y 2 =
15th +11/+6/+1 +5 +9  +9  Arcadian shelter increase SO 5 4 3 —
16th +12/+7/+2 +5 +10 +10 Emblem possession Ly s 5 5 42 I3 |
1/ the £ 1.2/ +7/+2 +5 +10 +10 Arcadian shelter increase 505 5 4 4 2
18th +13/+8/+3 +6 +11 +11 Incorporeal bonded manifestation increase S 5 5 4 '3
19th +14/+9/+4 +6 +11 +11 — 5 5 5 5 4
20th +15/+10/+5 +6 +12 +12 Masterpiece adept increase 5 "5 5 5 5 5

a Charisma score equal to atleast 10 + the spell level. The
difficulty class for a saving throw against a prodigy's spell
equals 10 + the spell level + the prodigy's Charisma modifier.
A prodigy can cast only a certain number of spells of each
spell level per day. Her base daily spell allotment is given on
Table: Prodigy. In addition, she receives bonus spells per
day if she has a high Charisma score.

A prodigy's selection of spells is limited. A spiritualist
begins play knowing four 0-level spells and two 1st-level
spells of the prodigy's choice. At each new prodigy level, she
learns one or more new spells as indicated on Table:
Prodigy Spells Known. Unlike her number of spells per day,
the number of spells a prodigy knows does not affect her
Charisma score. The numbers on Table: Prodigy Spells

Known are fixed. \
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Upon reaching 5th level, and at every third prodigy level
thereafter (8th, 11th, and so on), a prodigy can learn a single
new spell in place of one she already knows.

In effect, the prodigy loses the old spell in exchange for the
new one. The new spell's level must be the same as that of
the spell being exchanged, and it must be at least 1 level
lower than the highest-level bard or spiritualist spell she can
cast. A prodigy can swap out only a single spell at any given
level and must choose whether or not to swap the spell at
the same time that she gains new spells known for the level.

Knacks: A prodigy learns a number of knacks, or 0-level
psychic spells, as noted on Table: Prodigy Spells Known
under Spells Known. These spells are cast like any other
spell, but they can be cast any number of times per day.
Knacks prepared using another spell slot, because of
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metamagic feats applied to them, for example, consume
spell slots as normal.

Muse: A prodigy begins play with the aid of a spirit from the
Outer Planes called a muse. After selecting its prodigy
through a mysterious process involving psychic magic, a
muse is drawn from its Outer Plane to inhabit the Ethereal
or Material Plane in which the prodigy resides. The muse
forms a permanent bond with its prodigy, who thereafter
can harbor the creature within her consciousness or
manifest it as an incorporeal entity. A muse has the same
alignment as the prodigy, and it can speak all the languages
its master can. A prodigy can harbor her muse in her
consciousness (see the muse’s influence class feature),
manifest it partially (which duplicates incorporeal bonded
manifestation of a spiritualist of the same level), or fully
manifest it. A fully manifested muse is treated as a
summoned creature from the Outer Planes; however; it is
not sent back to the Outer Planes until it is reduced to a
negative amount of hit points equal to or greater than its
Constitution score.

A prodigy can fully manifest her muse through a ritual that
takes 1 minute to perform. When the muse manifests, its hit
points are unchanged from the last time it manifested,
unless the muse was slain and returned to the Outer Planes;
in this case, the muse manifests with half its maximum
number of hit points.

The muse does not heal naturally, and can be healed only
with magic. A muse’s abilities to heal, to return to its home
plane, and to use items function the same as a spiritualist’s
phantom’s abilities.

A muse can refuse to manifest (either fully or as part of an
incorporeal bonded manifestation) in the presence of an
eidolon, shadow, or phantom summoned by the muse's
master. Furthermore, if a muse manifests when such a
creature is summoned, it immediately retreats into its
prodigy's consciousness, and will not manifest again until
the eidolon, shadow, or phantom is dismissed.

A fully manifested muse's abilities, feats, Hit Dice, saving
throws, and skills are tied to the prodigy's class level and
increase as the prodigy gains levels. See the Muse section for
more information.

Patronage (Su): At 1st level, while the muse is confined in
its prodigy’s consciousness, but not while it is fully
manifested or banished to the Outer Planes, the muse grants
the prodigy the Skill Focus feat in a specific Knowledge and
Perform skill. These two skills are determined by the muse’s
artistic focus. To get the bonus from the Skill Focus feat the
prodigy cannot already have Skill Focus in those skills.

Wunderkind (Su): At 1st level, if a prodigy is a creature
with the young template, the abilities of her muse are
calculated as though it is 2 class levels higher, to a maximum
effective prodigy level equal to her character level.
Incorporeal Bonded Manifestation (Su): At 3rd level, a
prodigy gains the ability to create a bonded manifestation
with its muse. This ability functions as the bonded
manifestation ability of the spiritualist of her prodigy level,
but unlike the phantom, the muse may only manifest in an
incorporeal form.

Bonus Feat: At 4th level, a prodigy can choose either
Deceitful or Persuasive as a bonus feat.

Masterpiece Adept (Su): At 6th level, during bonded
manifestation, a prodigy can sKkillfully perform bardic
masterpieces.

A prodigy is able to perform bardic masterpieces at 5th
level using her prodigy level as the bard level, and may only
do so during incorporeal bonded manifestation with her
muse. She may spend prodigy spells known to meet the cost
to learn a bardic masterpiece. At 12th level, she may
perform a bardic masterpiece without spending the
associated cost to learn it. By 20th level, the prodigy is so
inextricably bonded to her muse that she may use any
perform skill her muse has ranks in to meet the prerequisite
for the masterpiece. She must meet the number of ranks to
fill the prerequisite, but may use any perform skill.

A prodigy must remain in the incorporeal bonded
manifestation form during the action required to activate
the masterpiece. If the effect of the masterpiece continues
after this action, the prodigy does not need to remain in the
manifested form.

The prodigy may use the muse’s bardic performance
rounds to complete the masterpiece, or use her own, if she
gains rounds of bardic performance from another source.
These rounds can stack with each other while the muse in
the incorporeal bonded manifestation form.

Bonus Spell: At 7th level, a prodigy learns an additional
spell corresponding with her muse’s alignment. This spell is
in addition to the number of spells shown on Table: Prodigy
Spells known. These spells cannot be exchanged for
different spells at higher levels. An evil muse grants magic
circle against good to her prodigy, adding it to her spells
known. A good muse grants magic circle against evil to her
prodigy, adding it to her spells known. A neutral muse
grants remove curse to her prodigy, adding it to her spells
known.
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Arcadian Shelter (Su): At 11th level, once per day, a
prodigy’s connection to her muse allows her to be able to
summon a small dwelling in the style of her muse’s Outer
Plane. This functions as secure shelter with a caster level
equal to the prodigy’s level. The cottage’s exterior and
interior, in both appearance and construction, evoke the
art, music, and architecture from the muse’s home plane.
At 15th level, a single melee weapon of a creature that
spends 8 hours in the shelter begin to assume an
unfamiliar shape and texture that mimics a weapon of the
connected muse’s Outer Plane. Up to 8 creatures can
share in this bonus per day. For 12 hours after an 8 hour
stay in the shelter, any of these 8 creatures is granted a +1
enhancement to one of their melee weapons. Granting a
weapon with this bonus is a swift action. Any creatures
with enhanced weapons can use this ability a number qf

rounds per day equal to the prodigy’s level. These rounds
need to be consecutive. This bonus stacks with any
existing bonuses the weapon might have.

At 17th level, in addition to the +1 bonus to 1 melee
weapon, these creatures may add 1 special ability
dependent on the alignment of the prodigy. If the prodigy
is chaotic, the creatures can add anarchic. If the prodigy is
evil, the creatures can add unholy. If the prodigy is good,
the creatures may add holy. If the prodigy is lawful, the
creatures may add axiomatic. If the prodigy is neutral
(with no other alignment components), creatures can add
thundering. Duplicate special abilities do not stack.

Constant Patronage (Su): At 14th level, a prodigy gains
the skill ranks gained by the muse’s artistic focus, even
when her muse is fully manifested.

Emblem Possession (Sp): At 17th level, the prodigy is
able to cast her muse’s emblem’s corresponding spell as a
spell like ability, 5 times per day, using her prodigy level
as her caster level. See the Muse Emblem Spell table.

Muses

A muse’s abilities are determined by the prodigy’s level.
The Manifested Muse’s Base Statistics determines many
of the base statistics of the muse. Each muse possesses an
artistic focus that modifies these base statistics and
abilities. Muses are considered outsiders for the purpose
of determining which spells affect them.

All muses hail from the Outer Planes, their origins and
lives as enigmatic as their artistry. Even less is known
about how or why a particular muse selects its prodigy.
Muses take tremendous pride in their mission, knowing
that is only through their guidance that their prodigies
can produce the sophisticated caliber of performances
that would take denizens of the Material Plane millennia
to craft.

Though small creatures, muses exhibit a stubborn
determination in their quest of replicating artistic
perfection on the Material Plane. They require the
prodigy to commune with them routinely before aiding
them in their performances. Patient but exacting, a muse
may be reluctant to perform with a prodigy who it feels
lacks dedication or passion.

Class Level: This is the prodigy’s class level.

HD: This is the number of d10 Hit Dice the muse
possesses, each of which is modified by the muse’s
Constitution, as normal.

BAB: This is the muse’s base attack bonus. A muse’s base
attack bonus is equal to its Hit Dice, and muses do not
galn additional attacks using their natural weapons at
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higher base attack bonuses. As an incorporeal creature, a
muse has no Strength score, so her Dexterity modifier
applies to her attacks and CMB.

Base Saving Throws: These are the muse’s base saving
throw bonuses.

SKills: This lists the muse’s total skill ranks. A muse can
assign skill ranks to any skill, but it must possess the
appropriate appendage to use some skills.

Muses with Intelligence scores above the base value
modify these totals as normal (a muse gains a number of
skill ranks equal to 2 + its Intelligence modifier per Hit
Die). A muse cannot have more ranks in a skill than it has
Hit Dice. Muse skill ranks are set once chosen.

Feats: This is the total number of feats possessed by a
muse. A muse can select any feat it qualifies for, but it
must possess the appropriate appendage in order to use
some feats. Muse feats are set once chosen.

Armor Bonus: As an incorporeal creature, a muse starts
with its deflection bonus to AC equal to its Charisma
modifier. The number noted here is the increase to the
muse’s deflection bonus. A muse cannot wear armor of
any kind, even magic armor.

Cha/Wis Bonus: Add this bonus to the muse’s Charisma
and Wisdom scores.

Slam Damage: Muses have two slam natural weapon
attacks.

Special: This column includes a number of abilities
gained by all muses as they increase in power. Each of
these abilities is described below.

Darkvision (Ex): The muse has darkvision out to a range
of 60 feet.

Muse Performance: A muse can assist her allies with
performances and recitations reminiscent of its Outer
Plane’s aesthetic sensibilities. These performances
duplicate the effect of the countersong, fascinate, or
inspire courage bardic performances of a bard of its muse
level. At 12th level, the muse can choose to duplicate the
effects of inspire greatness. A muse must be fully
manifested in order to start or maintain a bardic
performance.

The muse can use bardic performance for the same
number of rounds as a bard of its muse level, but the
number of rounds are adjusted by the prodigy’s ability to
perform the perform skill that corresponds to the muse’s
artistic focus.

Each day, the prodigy must spend 1 hour communing
with her muse before her muse is able to use its muse
performance. Immediately afterward, the prodigy must
make a perform check in order to impress her muse with
her progress. If the prodigy fails to make a DC 10 Perform
check, the muse loses 1 round of bardic performance. If
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the prodigy makes a DC 20 Perform check, the muse gains
2 round of bardic performance. The prodigy must make a
DC 30 Perform check for the muse to gain 5 rounds of
bardic performance.

A prodigy cannot make this perform check while in the
incorporeal bonded manifestation or while the muse is
confined to its prodigy’s consciousness.
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Level Base Atk HD Fort Ref Will Skills Feats Armor Cha/Wis Slam Special
Bonus Save Save Save Bonus Bonus Dmg
1st  +1 1 +0 +2 +2 2 il +0 +0 1d4 Darkvision, link, muse performance,
(countersong, fascinate, inspire courage +1)

gnd. +2 2 +0 +3 +3 4 1 +2 +1 1d4 Share spells

3rd +3 3 +1 53 +3 6 2 +2 +1 1d4 Deliver touch spells (30 ft.)

4th  +3 SENT | +3 +3 6 2 +2 +1 1d4 —

5th  +4 4 +1 +4 +4 8 2 +4 +2 1d6 Ability score increase, inspire courage +2
6th +5 541 +4 +4 10 3 +4 +2 1d6 Flight

7th  +6 6 +2 +5 +5 12 3 +6 +2 1d6 Magic attacks

8th +6 6 S+ +5 +5 12 3 +6 +3 1d6° —

9th +7 7 +2 +5 45 14 4 +6 +3 1d8 —
10th +8 8. 2 +6 +6 16 4 +8 +4 1d8 Ability score increase, emblem spell
11th +9 9 £3 +6  +6 18 5 +8 +4 1d8 Inspire courage +3

12th +9 9 +3 +6 46 18 5 +10 +5 1d8 Deliver touch spells (50 ft.)

13th +10 10 +3 7 +7 20 5 +10 +5 1d10 —

14th +11 11 +3 +7 +7 22 6 +10 +5 1d10 = —

15th +12 12 +4 +8 48 24 6 +12 +6 1d10 Ability score increase

16th +12 12. +4  +8 +8 24 6 +12 +6 1d10 —

17th +13 13 +4 +8 +8 26 7 +14 157/ 2d6 Inspire courage +4

18th +14 14 +4 49 +9 28 7 +14 +7 2d6 —

19th +15 IS5 G R OB O 30 8 +14 +7 2d6  —

20th +15 15 +5 +9 49 30 8 +16 +8 2d6 —

the prodigy makes a DC 20 Perform check, the muse gains
2 round of bardic performance. The prodigy must make a
DC 30 Perform check for the muse to gain 5 rounds of
bardic performance.

A prodigy cannot make this perform check while in the
incorporeal bonded manifestation or while the muse is
confined to its prodigy’s consciousness.

Link (Su): This function duplicates the link ability of the
spiritualist’s phantom.

Share Spells (Su): This function duplicates the share spells
ability of the spiritualist’s phantom.

Leipealog
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Deliver Touch Spells (Su): This function duplicates the
deliver touch spells ability of the spiritualist’s phantom.

Ability Score Increase (Ex): The muse adds 1 to one of its
ability scores.

Flight (Su): The muse has a fly speed of 50 feet (good).

Magic Attacks (Su): The muses slam attacks are treated as
magic and the alignment of the muse for the purpose of
overcoming damage reduction.
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Emblem Spell (Sp): Each artistic focus is associated with a
specific emblem that is always in the muse’s possession.
At 4th level, once per day, this emblem allows the muse to
cast one spell as a spell-like ability with a caster level
equal to its muse level. The emblems and spells are listed
on the Muse Emblem Spell table.

Muse STATISTICS

A muse is a small humanoid-shaped outsider who
always manifests in alluring female form. To enemies and
those who are not its prodigy’s allies, its appearance
conforms to the beholder’s ideal of beauty. Though muses
always manifest as radiant creatures to all who witness
them, their true forms reflect the aesthetic ethos of their
Outer Plane—some of which defy any cultural
conceptualizations of beauty.

Each muse bears an iconic item known as an emblem
that represents its artistic focus. These artisanal tools and
objects are always carried by the muse or are imprinted
on its resplendent robes.

Every muse has the following base statistics, which are
then modified by its artistic focus.

Muse Starting Statistics:

Type Outsider (incorporeal, muse); Size small; Speed
30ft.; AC +2 dodge; Attack 2 slams (1d4); Ability Scores
Str—, Dex 14, Con 10, Int 7, Wis 10, Cha 15.

Muse SKiLl§

The following skills are class skills for the muse: Bluff
(Cha), Diplomacy (Cha), Fly (Dex), Knowledge (planes),
Sense Motive (Wis), Stealth (Dex). In addition, at 1st level,
the prodigy can choose one additional skill as a class skill
for her muse. The muse also gains a Knowledge skill and a
Perform skill based on its artistic focus. The muse
automatically gains bonus ranks in these two skills as the
prodigy increases in level. Its number of ranks in these
skills is always equal to its number of Hit Dice.

ARTISTIC FFocus

Every muse has an artistic focus that impels its actions
and influences its natural appearance. The direction this
artistic focus provides also gives the prodigy abilities as
she gains levels. These artistic focuses are rooted in
specific forms of expression from which a muse draws in
order to convey the splendor of its Outer Plane to the
prodigy. Each artistic focus has a Perform skill and a

\\;

Knowledge skill. The muse gains bonus skill ranks in
these skills and the prodigy gains Skill Focus (see below).

CAlle (€pic poetKY)

The silvery voice of a callie brings tales of valiant
heroes, terrifying monsters, and nefarious villains to life.
Always adorned with a crown and attired in long-trained
robes, callie bear a regal beauty that evokes the ancient
epics they perform. The stone tablets callie hold, often
cracked with age, are engraved with stories of the great
deeds of old that the muses hope will inspire adventurers
to victory.

SKills: The muse gains a number of ranks in Perform
(sing) and Knowledge (local) equal to its number of Hit
Dice. While confined to the prodigy’s consciousness, the
muse grants the prodigy Skill Focus in each of these skills.

Bulwark of the Epic Hero (Su): The influence of the
callie muse helps the prodigy, and those around her, gain
the morale to storm bravely into battle. At 9th level, the
prodigy can, as a swift action, emit a 30-foot aura of
heroism for a number of rounds equal to her prodigy
level. Allies in the area and the prodigy are treated as if
they were under the effect of heroism. These rounds do
not need to be consecutive.

Lryo (I)sTory)

Though youthful in appearance like all other muses,
liyo’s eyes appear bottomless with the wisdom of
antiquity. However, they sparkle to life when reciting
passages from the scrolls they carry, each one bearing
faintly scrawled scripts in various languages. A liyo’s
voluminous robes are adorned with unusually large
embroidered pockets, allowing them to carry the annals
of history with them wherever they may go.

Skills: The muse gains a number of ranks in Perform
(oratory) and Knowledge (history) equal to its number of
Hit Dice. While restricted to the prodigy’s consciousness,
the muse grants the prodigy Skill Focus in each of these
skills.

Liyo’s Lore (Ex): At 9th level, the influence of the liyo
muse gives the prodigy access to the lore master ability of
a bard of her prodigy level. In addition to the lore master
ability, once per day, the prodigy may take a 20 on any
Knowledge (history) check as a standard action.

o




TABLE: MUSE EMBLEM SPELL
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Muse Emblem Spell

SKills: The muse gains a number
of ranks in Perform (wind

Callie (Epic poetry)  Writing tablet

Moment of greatness

instruments) and Knowledge
(local) equal to her number of Hit

Liyo (History) Scroll

Comprehend languages

Dice. While confined to the

Euralia (Music) Panpipes

Charm person

prodigy’s consciousness, the
muse grants the prodigy Skill

Ernoe (Love poetry) Cithara

Charm person

Focus in each of these skills.

Mellemene (Tragedy) Tragic mask Cause fear

Kalopsic Gift (Su): At 9th level,

Pollia (Hymns) Veil

See alignment

the prodigy can with the support
of her muse create an illusionary

Eusilade (Dance) Lyre Flare burst

object that appears as an enticing
artifact from the muse’s Outer

Thaldia (Comedy) Comic mask

Ventriloquism

Plane. This object functions as a

Ula (Astronomy) Globe and compass

CUurRALIA (MuSIC)

Whether playing a baleful dirge or a frenetic jig, the
tune of euralia’s panpipes is irresistible. Euralia in true
form wear loose robes fashioned from sashes in an array
of vibrant colors, a unique hue for every note of their
panpipes. As euralia perform, the friction of their sashes
creates a magical harmony with the panpipes’ melody.

SKills: The muse gains a number of ranks in Perform
(wind instruments) and Knowledge (nature) equal to its
number of Hit Dice. While confined to the prodigy’s
consciousness, the muse grants the prodigy Skill Focus in
each of these skills.

Melodious Suggestion (Su): At 9th level, the prodigy is
able to sing a song of musical suggestion with her muse’s
assistance. If the prodigy’s muse has a creature fascinated
using its bardic performance, the prodigy is able to make
a suggestion to that creature. Melodious suggestion
functions as the suggestion ability of a bard of her
prodigy level. A prodigy can use this ability more than
once as long as the creature is under the effect of her
muse’s fascinate ability.

eérnoe (Love PoeTRY)

Performed to the tune of the cithara, ernoe’s poems
glorify both the passion of budding romance and timeless
love that holds true. Ernoe’s heavy satin robes are
intricately adorned with scenes of embracing lovers in
idyllic landscapes. The most comely of all muses, ernoe
elicit intense attraction from all who glimpse them.

Lesser confusion

minor image that cannot extend
beyond a 5-ft. by 5-ft. cube, and
can be moved within a 30-ft. area
of the prodigy. This image lasts for

10 minutes unless someone interacts with it and makes a
Will save equal to 10 + % the prodigy’s level + the
prodigy’s Charisma modifier to disbelieve it. The image is
a visual illusion of a piece of art from the ernoe muse’s
own plane. Any creature that is in the same square as the
image is granted a +4 enhancement bonus to Charisma.
This ability can be used once per day.

Mellemene (TRAGEDY)

Few have ever gazed upon the uncloaked faces of
mellemene muses. Adorned with black feathers and
seeded diamonds that mimic tears, mellemene’s tragic
masks symbolize their mission to find beauty even in
sorrow. Swathed in inky silk, their formidable robes trail
a melancholic aura that moves even the most
battle-hardened warriors to tears.

SKills: The muse gains a number of ranks in Perform (act)
and Knowledge (nobility) equal to its number of Hit Dice.
While confined in the prodigy’s consciousness, the muse
grants the prodigy Skill Focus in each of these skills.
Dramaturgical Doom (Sp): At 9th level, the prodigy’s
connection with her mellemene muse allows her to
channel its centuries of sorrow, overwhelming enemies
with a premonitory sense of doom. The prodigy gains the
ability to use aura of doom once per day as a spell-like
ability with a duration of 10 minutes and a caster level
equal to her prodigy level.
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PoLuA (Hymns)

The quintessence of piety, pollia
are the most reserved of all muses.
Often found in poses of
contemplative prayer, they
compose and perform reverent
hymns to honor the deities of their
Outer Plane. Pollia often wear
simple but well-made robes in
somber colors and conceal their
noble, aquiline beauty with
diaphanous veils that symbolize
their unwavering devotion.

SKills: The muse gains a number of
ranks in Perform (sing) and
Knowledge (religion) equal to its
number of Hit Dice. While confined
to the prodigy’s consciousness, the
muse grants the prodigy Skill Focus
in each of these skills.

Paean Energy (Su): Starting at 9th
level, a prodigy can release a wave
of energy by harnessing the power
of her pollia muse’s triumphant
invocations. This energy can be
used to deal or heal damage,
depending on the type of energy
channeled and the creatures
targeted.

Using this ability is a standard
action that can be used a number of
times per day equal to the prodigy’s
Wisdom modifier. This action does
not provoke an attack of
opportunity. The prodigy’s muse
must be confined to her
consciousness in order to use this
ability. A prodigy who has a good

muse can channel positive energy and can choose to heal
living creatures or to deal damage to undead creatures. A
prodigy who has an evil muse can channel negative
energy and can choose to deal damage to living creatures
or heal undead creatures. A prodigy who has a neutral
muse must choose whether she channels positive or
negative energy. Once this choice is made, it cannot be
reversed.

Channeling energy causes a burst that affects all
creatures of one type (either undead or living) in a 30-foot
radius centered on the prodigy. The amount of damage
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dealt or healed is 4d6 at 9th level and increases to 5d6 at
17th level. Creatures that take damage from channeled
energy must succeed at a Will saving throw to halve the
damage. The save DCis 10 + 1/2 the prodigy's level + the
prodigy's Wisdom modifier. Creatures healed by
channeled energy cannot exceed their maximum hit point
total; all excess healing is lost. A prodigy can choose
whether or not to include herself in this effect.




€usiLAoe (OANce)

Nimble eusilade muses can always be found swaying to
the beat, their airy robes streaming and fluttering as they
dance. Whether twirling with fluid grace or plucking
harmonies with their lyres, eusilade inspire even the
shyest creatures—from writhing demons to merry
revelers—to move in perfect rhythm.

SKkills: The muse gains a number of ranks in Perform
(dance) and Knowledge (nature) equal to its number of
Hit Dice. While confined to the prodigy’s consciousness,
the muse grants the prodigy Skill Focus in each of these
skills.

Improved Evasion (Ex): At 9th level, a prodigy with a
eusilade muse takes no damage on successful Reflex
saving throws against attacks and takes only half damage
on failed saves. A helpless prodigy does not gain the
benefit of improved evasion. The prodigy’s muse must be
confined to her consciousness in order to use this ability.

ThAalOiA (Comeoy)

Thaldia muses’ zest for adventure is matched only by
their delight at others’ laughter. They exuberantly traverse
even the roughest terrain, their robes gradually becoming
adorned with leaves, twigs, and other colorful artifacts of
nature. Often concealing their ruddy glow beneath comic
masks, thaldia will go to extremes for a laugh, captivating
their audiences with bawdy songs and uproarious antics.

SKills: The muse gains a number of ranks in Perform
(comedy) and Knowledge (nature) equal to its number of
Hit Dice. While confined to the prodigy’s consciousness,
the muse grants the prodigy Skill Focus in each of these
skills.

Bewildering Hilarity (Ex): At 9th level, once per day as a
swift action, a prodigy can use the influence of her thaldia
muse to perplex and distract creatures with her bizarre
comedic stunts. For a number of rounds equal to the
prodigy’s level, casting a spell in a 30-ft. area around the
prodigy requires a concentration check (DC 15 + the level
of the spell being cast). Any other concentration checks
that need to be made in the area have their DC’s increased
by 5.

ULA (ASTRONOMY')

Quixotic spirits, ula yearn to explore the starry expanses
of the heavens. Ula always wear midnight robes flecked
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with tiny fragments of starlight and carry a constantly
rotating globe that maps all celestial bodies. Their
gleaming metallic compasses never falter, guiding them
and their prodigies to discover and chart astral
formations.

SKills: The muse gains a number of ranks in Perform
(oratory) and Knowledge (geography) equal to its number
of Hit Dice. While confined to the prodigy’s consciousness,
the muse grants the prodigy Skill Focus in each of these
skills.

Astronomy Domine (Ex): A prodigy with an ula muse
gains access to the eternal knowledge of the stars. Once
per day, she may spend 10 minutes contemplating the
cloudless night sky to gain the benefit of the spell
commune.
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Gary Gygax.
Jubilex from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Kamadan from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by
Nick Louth.
Kech from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary

/




T TNE AT NTD A IR Y EATS

eATRE A Ve

[{mll'l- SETTING

Gygax.
Kelpie from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Lawrence
Schick.
Korred from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Leprechaun from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Lurker Above from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.; published and distributed by Frog God Games;
Author: Scott Greene, based on original material by Gary Gygax.
Magma ooze from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene.
Marid from the Tome of Horrors 111, © 2005, Necromancer Games, Inc.; Author Scott Greene.
Mihstu from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material by E. Gary
Gygax.
Mite from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by lan Livingstone and
Mark Barnes.
Mongrelman from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.
Nabasu Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Necrophidius from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material by
Simon Tillbrook.
Nereid from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Pech from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.
Phycomid from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Poltergeist from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Lewis
Pulsipher.
Quickling from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Quickwood from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Rot Grub from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene and Clark Peterson, based on original material
by Gary Gygax.
Russet Mold from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.
Sandman from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material by Roger
Musson.
Scarecrow from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material by Roger
Musson.
Shadow Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Neville
White.
Skulk from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Simon
Muth.
Slime Mold from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Slithering Tracker from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material
by Gary Gygax.
Soul Eater from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by David
Cook.
Spriggan from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene and Erica Balsley, based on original
material by Roger Moore and Gary Gygax.
Tenebrous Worm from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by
Gary Gygax.
Tentamort from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Mike
Roberts.
Tick, Giant & Dragon from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material
by Gary Gygax.
Trapper from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.; published and distributed by Frog God Games; Author:
Scott Greene, based on original material by Gary Gygax.
Troll, Ice from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Russell
Cole.
Troll, Rock from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene.
Vegepygmy from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary Gygax.
Wolf-In-Sheep's-Clothing from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original ma-
terial by Gary Gygax.
Wood Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors Scott Greene and Patrick Lawinger.
Yellow Musk Creeper from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by
Albie Fiore.
Yellow Musk Zombie from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Albie
Fiore.
Yeti from the Tome of Horrors, © 2002, Necromancer Games, Inc; Author Scott Greene, based on original material by Gary Gygax.
Zombie, Juju from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax
Monte Cook's Arcana Unearthed. © 2003, Monte J. Cook.
Pathfinder Campaign Setting: Paths of Prestige © 2012, Paizo Publishing, LLC; Authors: Benjamin Bruck, Jason Bulmahn, Matt Goodall, and
Jason Nelson.
‘The Diamond Throne. © 2003, Monte J. Cook.
Legacy of the Dragons. © 2004, Monte J. Cook.
Mystic Secrets: The Lore of Word and Rune. © 2004, Monte J. Cook.
Akashic Nodes: The Home of Memory. ©2005, Justin D. Jacobson
Wild Spellcraft. ©2002 EN World.
Castlemourn Campaign Setting. © 2007 Margret Weis Productions Ltd.
E.N. Guild-Monster Hunters’ Guild. ©2005, E.N. Publishing; Author Aeryn Rudel.
Dynasties and Demagogues, © 2003, Trident, Inc. d/b/a/Atlas Games; Author Chris Aylott.
Occult Lore. © 2002, Trident, Inc. d/b/a/Atlas Games; Authors Keith Baker, Adam Bank, Chris Jon: cott Reeves, and Elton Robb.
Crime and Punishment® 2003, Trident, Inc. d/b/a/Atlas Games; Author Keith Baker.
Fading Suns: d20. ©2001, Holistic Design, Inc; Authors Bill Bridges and Andy Harmon.
Traps and Treachery. ©Fantasy Flight Inc; Authors Greg Benage, Kurt Brown, Mark Chance, Brian Ferrenz, Lizard, David Lyons, Brian
Patterson, Scott Stroeker, Wil Upchurch.

. Modern System Reference Document 2002, © Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, based on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell,
John Tynes, Andy Collins, and JD Wiker.
Love and War. ©2004, Trident, Inc. d/b/a/Atlas Games; Author David Chart.
Poisoncraft: The Dark Art. ©2004, Justin D. Jacobson.
The Book of Eldrtich Might, Book of Eldritch Might II: Songs and Souls of Power, and The Book of Eldritch Might I1I: The Nexus. © 2001,
2002, Monte J. Cook.
50 New Ways to turn things into other things: Transmutation. © Silven Publishing and Matthew | Hanson.
50 New Ways to Blow Things Up: Evocation. © Silven Publishing and Matthew ] Hanson.
Curses! ©2002 Kosala Ubayasekara. All Rights Reserved. Author Eytan Bernstein.
Encyclopedia Arcane: Necromancy- Beyond the Grave. ©2001 Mongoose Publishing.
The Compleat Librum of GarUdok.s Necromantic Arts ©2002 Ambient Inc; Authors M Jason Parent, Denise Robinson, Chester Douglas [1
Spells & Spellcraft ©2002, Fantasy Flight, Inc.
Joe.s Book of Enchantment. ©2002 Joseph Mucchiello, Jr. Published by Throwing Dice Games.
Plexus-Potent Portals ©2002 Mark Alexander Clover
Plexus-Open Spells Collection. ©2002 Mark Alexander Clover.
Interludes: Brief Expeditions to Bluffside ©2001, Thunderhead Games, Inc., and Mystic Eye Games, LLC.
Bluffside: City on the Edge. ©2002, Thunderhead Games, Inc., and Mystic Eye Games, LLC.
Original Spell Name Compendium ©Clark Petersen; based on NPC-named spells from the Players Handbook that were renamed in the
System Reference Document. The compendium can be found on the legal page of www.Necromancergames.com
Eldritch Sorcery ©Necromancer Games Inc; Authors Patrick Lawinger, Scott Greene, and David Mannes, with Erica Balsley, Chris Bernhardt,
Casey Casey W. Christofferson, Bill Collins, Jim Collura, Chad Coulter, Patrick Goulah, Skeeter Green, Jeff Harkness, Lance Hawvermale,
Travis Hawvermale, Richard Hughes, Robert Hunter, Al Krombach, Rob Mason, Matt Mcgee, Clark Petersen, Michael Proteau, Greg Ragland,
Gary Schotter, Joe Walmsley, and Bill Webb.
Oathbound: Mysteries of Arena. ©2004, Bastion Press
Wildwood. ©2004, Bastion Press Inc.
Minions; Fearsome Foes. ©2001, Bastion Press.
Oathbound: Domains of the Forge. ©2002, Bastion Press
Oathbound: Arena. ©2004, Bastion Press
Oathbound: Wrack and Ruin. ©2003, Bastion Press.
Pantheon and Pagan Faiths. ©2004 Mystic Eye Games.
Advanced Players Guide, Player’s Guide to Monks and Paladins, Relics & Rituals: Excalibur, Relics & Rituals :0lympus, and Strange Lands:
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Pathfinder Roleplaying Game Mythic Adventures © 2013, Paizo Publishing, LLC; Authors: Jason Bulmahn, Stephen
Radney-MacFarland, Sean K Reynolds, Dennis Baker, Jesse Benner, Ben Bruck, [im Groves, Tim Hitchcock, Tracy
Hurley, Jonathan Keith, Jason Nelson, Tom Phillips, Ryan Macklin, E. Wesley Schneider, Amber Scott, Tork Shaw, Russ
Taylor, and Ray Vallese.

i Game ed © 2015, Paizo Publishing, LLC; Authors: Dennis Baker, Jesse
Benner, Ross Byers, Logan Bonner, Jason Buhlman, Robert Emerson, Tim Hitchcock, Jason Nelson, Tom Phillips,
Stephen Radney-MacFarland, Thomas M. Reid, Robert Schawb, Mark Seifter, and Russ ldylo
Honeymoon of Horror ©2015 Wayward Rogues Publishing; Authors Robert Gresham, mith
Pathfinder Roleplaying Game Occult Adventures ohn Bennett, Logan Bonner, Robert
Brookes, Jason Bulmahn, Ross Byers, John Compton, Adam Daigle, Jim Groves, Thurston Hillman, Eric Hindley,
Brandon Hodge, Ben McFarland, Erik Mona, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M.
Pathfinder Adventure Path #46: Wake of the Watcher. © 2011, Paizo Publishing, LLC; Author: Greg A. Vaughan.
Pathfinder Campaign Setting: Lands of the Linnorm Kings © 2011, Paizo Publishing, LLC; Authors: Matthew Goodall,
Jonathan Keith, Colin McComb, and Rob McCrea
The Genius Guide To: Simple Monster Templates. Copyright 2011, Super Genius Games. Author: Owen K.C. Stephens
Statistics from Pathfinder Roleplaying Game Bestiary 4 © 2013, Paizo Publishing, LLC; Authors: Dennis Baker, Jesse
Benner, Savannah Broadway, Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James Jacobs, Matt James, Rob
McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Sean K Reynolds, F. Wesley Schneider, Tork Shaw,
and Russ Taylor.

The Genius Guide To: Air Magic. Copyright 2010, Super Genius Games. Author: Owen K.C. Stephens

101 1st Level Spells. Copyright 2011, Steven D. Russell; Author: Steven D. Russell.

Librarian Hybrid Class©2016 Wayward Rogues Publishing. Authors Jarrett Sigler, Robert Gresham

Incarnate Hybrid Class©2016 Wayward Rogues Publishing. Author Rodney Sloan

Revanchist Hybrid Class©2016 Wayward Rogues Publishing. Author Robert Gresham

Vivisectionist Hybrid Class©2015 Wayward Rogues Publishing. Author Robert Gresham

New Paths Compendium. © 2013 Open Design LLC; Authors: Marc Radle, Crystal Frasier, John Ling, Jr,, and Jerall Toi.
Kitsune Compendium © 2014, Everyman Gaming, LLC; Authors: Alexander Augunas.

Prodigy Hybrid Class ©2016 Wayward Rogues Publishing. Author: Beth Breitmiaer, Dave Breitmiaer

TR EATYY,

FR% FADED GIACM FoRN FATYY TWEAE FoRN FATY

[AMFAIEH EETTlllﬂ

'yap’.k

- “BY \11\\&7\1 PETER MUNOZ

ATHFINDER

LEPLATING GAME COMPAT




Nl 3 L0 )
‘.‘L_% LORTIR )
™ 0

i i :
S { 4
e : <
X N
e ~,§ 1

Thé p{gdlgy 1s‘an&uncgmprom151ng
9 1 3\3 e A 3 oS R ¥

e

,s
(4

\ AL‘.\‘.'. Y
(.\ R . /&
' R SSRGS LV R A

, 1mbue4t A&Materlal Plane w1th

EAG B St

s

‘.o(therl ',ofldly be‘a'uty;

ugh ‘{%%Gpéﬁ)leEW1 hfa blade?‘ é‘ﬁ'é: is

38 wz. AN BN
,g{logc Juseful agkanvadep :spell cas er
< o 3 37 7 5 "‘/’f ¥ 2% &5 ; =
X Wlth'theiexpertlse

s FSIGNIT Sl

.rf&\ ’\x“’“{w £

”Breltmale

PUBLISHING

Yy O L

ROLEPLAYING GAME COMPATIBLE

*‘taesthete and.expert on a mlssmn Lol

ATHFINDER |

_ 3.5 SYSTEM COMPATIBLE

AN T



	Prodigy
	Prodigy_Table
	Prodigy_Spells_Known
	Manifested_Muse_Statistics
	Muse_Emblem_Spell
	OGL

