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Pathfinder is a registered trademark of Paizo Inc. Pathfinder Second Edition 
and the Pathfinder Second Edition Compatibility Logo are trademarks of Paizo 
Inc. The Pathfinder-Icons font is © 2019 Paizo Inc. These trademarks and 
copyrighted works are used under the Pathfinder Second Edition 
Compatibility License. See paizo.com/pathfinder/compatibility for more 
information on this license. 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 

1. Definitions: (a)"Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)"Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c)”Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)"Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) ”Product Identity” means 
product and product line names, logos and identifying marks including 
trade dress; artefacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of the 
Product Identity, and which specifically excludes the Open Game Content; 
(f)”Trademark” means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor 
(g)”Use" , ”Used” or ”Using” means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game 
Content. (h)”You” or ”Your” means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be used under 
and in terms of this License. You must affix such a notice to any Open Game 
Content that you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using 
this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open 
Game Content. 

5.Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions 
are Your original creation and/or You have sufficient rights to grant the 
rights conveyed by this License. 

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder's name 

to the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as expressly licensed in 
another, independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 

10 Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 

12 Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected. 

13 Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination 
of this License. 

14 Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable. 
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ELDRITCH PARAGON 

Steeped from childhood in the art of spellcasting, you avidly listened the the tales of the heroes of old and 

the powerful magic they controlled.  Some say that the days of magic are waining, that the technology of 

the press and gun is weakening the ancient arts. You pay no heed to these doomsayers, for you have 
found the path to become a paragon amost your eldritch peers.   

Whilst not, for now, able to wield more powerful magics, you have found ways of increasing your daily 

sustainablity, mirroring those who follow multiple paths whilst keeping your powers within your chosen 

tradition. 
 

ELDRITCH PARAGON FEAT 4 
UNCOMMON ARCHETYPE DEDICATION MAGICAL 

Access an ancestry feat that grants a cantrip or innate spell. 
Prerequisites trained in Arcana, Nature, Religion or Occultism, 

trained in a tradition of spellcasting that casts using spell slots. 

You are a paragon with a single tradition of magic.  Select a tradition 
that you already have spell slots for, this becomes your paragon 
tradition. 

If you learn two additional cantrips from your paragon tradition. 
If you're a prepared caster, you can prepare these in addition to 
your usual cantrips per day; if you're a spontaneous caster, you add 
these cantrip to your spell repertoire. 

Special You can't select another dedication feat until you have 
gained two other feats from the eldritch archer archetype. 

BASIC ELDRITCH PARAGON SPELLCASTING FEAT 6 
ARCHETYPE 

Prerequisites Eldritch Paragon Dedication 

You gain additional spell slots, adding the slots to those you already 
have for your paragon tradition. At 6th level, you gain a 1st-level 
spell slot, at 8th level, they grant you a 2nd-level spell slot, and at 
10th level, they grant you a 3rd-level spell slot.  

Each time you gain a spell slot of a new level from this archetype, 
add a spell of the appropriate spell level to your repertoire, either 
a common spell of your paragon tradition or another spell of that 
tradition you have learned or discovered. 

METAMAGIC HASTE FEAT 8 
ARCHETYPE 

Prerequisites Eldritch Paragon Dedication, a focus pool. 

You gain the Metamagic Haste focus spell. 
 

METAMAGIC HASTE  FOCUS 4 
 UNCOMMON . TRANSMUTATION .  
Traditions arcane, divine, occult, primal 
Cast somatic 
Duration until the start of your next round. 

You become infused with magical potential. You gain the 
quickened condition and can use the extra action each round 
only to activate metamagic feats. 

Heightened (6th) The spell lasts until the end of your next 
round. 

Heightened (8th) The spell lasts for 1 minute. 
Heightened (10th) The spell lasts for 10 minutes. 

 

PARAGON BREADTH FEAT 10 
ARCHETYPE 

Prerequisites Basic Eldritch Paragon Spellcasting 

Your repertoire expands, and you can cast more paragon spells 
each day. Increase the number of spells in your repertoire and the 
number of spell slots granted to you from eldritch paragon 
archetype feats by 1 for each spell level other than your two highest 
spell levels. 
 
 

EXPERT ELDRITCH PARAGON SPELLCASTING FEAT 12 
ARCHETYPE 

Prerequisites Basic Eldritch Paragon Spellcasting.  
Expert proficiency with spell DC’s for your paragon tradition. 

You gain additional spellcasting benefits, adding the slots to those 
you already have for your paragon tradition. At 12th level you gain 
an additional 4th-level spell slot, at 14th level you gain a 5th-level 
spell slot, and at 16th level, you gain a 6th-level spell slot.  

PREPARED METAMAGIC FEAT 14 
ARCHETYPE 

Prerequisites Paragon Breadth, prepared spell caster. 

When you prepare your spells, you can pre-apply a single 
metamagic feat that you know to a spell in advance.  The spell takes 
two slots of the same level instead of one, and the spell must be at 
least two levels lower than your highest spell level. 

SPONTANEOUS METAMAGIC FEAT 14 
ARCHETYPE 

Prerequisites Paragon Breadth, spontaneous spell caster. 

When you cast a spell, you can use two spell slots of the same level 
to cast it instead of one to apply a single metamagic feat that you 
know to a spell as a free action.  The spell must be at least two levels 
lower than your highest spell level. 

OPEN SLOT FEAT 16 
ARCHETYPE 

Prerequisites Paragon Breadth, prepared spell caster. 

When you prepare your spells, you can leave one slot per level 
empty, ready to fill as circumstances change thoughout the day.  
You can fill an empty slot by refocusing for 10 minutes, then 
selecting the replacement spell from those you know of the same 
tradition. 

ADAPTABLE SIGNATURE SPELL  FEAT 16 
ARCHETYPE 

Prerequisites Paragon Breadth, spontaneous spell caster. 
Frequency once per day. 

You designate one of your signature spells as adaptable.  You can 
refocus for 10 minutes to select which of the spells you know of the 
same tradition is a signature spell for that day. 

MASTER ELDRITCH PARAGON SPELLCASTING FEAT 18 
ARCHETYPE 

Prerequisites Expert Eldritch Paragon Spellcasting.  
Master proficiency with spell DC’s for your paragon tradition. 

You gain additional spell slots, adding the slots to those you already 
have for your paragon tradition. Upon reaching 18th level you gain 
a 7th-level spell slot and at 20th level, you gain an 8th-level spell 
slot.  

LEGENDARY ELDRITCH PARAGON SPELLCASTING FEAT 20 
ARCHETYPE 

Prerequisites Master Eldritch Paragon Spellcasting.  
Legendary proficiency with spell DC’s for your paragon tradition. 

You gain an additional spell slot, adding an additional 9th level slot 
to those you already have for your paragon tradition.  


