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Magic is one of the key elements of fantasy, folklore, and
myth. Mysterious wizards, alluring witches, and mad oracles
are staples of literature, and it is no surprise that magic plays
a similarly important role in the Pathfinder Roleplaying
Game. The Pathfinder RPG Core Rulebook contains over 150
pages of spells, and the Pathfinder RPG Advanced Player’s
Guide has over 50 additional pages. Thirteen of the 17 base
classes in the Core Rulebook and Advanced Player’s Guide use
magic or have some kind of magical ability. Much like the
wizards of legend, gamers are eager to find new magical
lore in their books, whether to augment the power of'a PC or
to add a unique twist to a villainous opponent. If you love
magic in your gaming, this book is for you.

Navigating This Book
This book is organized in much the same way as the Core
Rulebook, with each chapter containing rules grouped

INTRODUCTION

together by theme for ease of reference. Presented below
is a brief overview of each chapter and a taste of the new
material you can expect therein. Additionally, the index
located on page 254 should assist you in locating specific
topics quickly and easily.

Chapter 1—Spellcasters: This chapter starts off with
a bang, presenting a new 20-level base class, the magus.
This class is just as powerful as the classes in the Core
Rulebook and the Advanced Player’s Guide, though it is
assumed to be less common in the world (unless the GM
says otherwise). It is fully compatible with the existing
class system, and features new approaches to game play
and interparty dynamics. The magus blends melee skill
and arcane magic, dual-wielding both weapon and spell
as a front-line character with a lot of flash and performing
magical feats that no other class can do. The magus is
an excellent character class for those players who want a
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compromise between fighter and wizard without having
to take levels in the eldritch knight prestige class.

Following the magus are new rules and options for
alchemists, bards, clerics, druids, inquisitors, monks,
oracles, paladins, rangers, sorcerers, summoners, witches,
and wizards. In addition to these new rules, this chapter
includes at least one archetype for each of these classes as
well as for the magus, including the reanimator alchemist,
saurian shaman druid, bladebound magus, oathbound
paladin, and gravewalker witch.

Chapter 2—Mastering Magic: This chapter has 50
pages of information useful to GMs and players alike.
First off are spellblights, new magical afflictions that
interfere with spellcasting but sometimes come with
hidden advantages, such as a bonus on casting confusion
spells when the caster is confused as well. Next is a system
for handling spell duels—formalized combat between
two or more spellcasters that models a cinematic style of
spellcasting and counterspelling.

Following that is a lengthy section on binding outsiders.
Until now, players whose characters rely on summoning had
to page through multiple monster books for information
on the strengths and weaknesses of various monsters, their
spell resistance, what sort of tasks they’re good for, and how
dangerous or uncontrolled they are. This section pulls that
data into one convenient place so players can more easily
research the appropriate information.

Next is a section on creating and modifying constructs,
including adding new abilities to constructs or even
wearing a large construct as a suit of armor. If your
mage is tired of hawks, toads, and bats, the next section
contains alonglist of familiar stat blocks for foxes, goats,
centipedes, spiders, and more. The following section
has a list of complete spellbooks and formula books for
casters of levels 1—20, many with unique boons for the
mages who prepare spells from them. Finally, the chapter
closes with a 12-page section about designing balanced
spells, including an analysis of spell features, spell
descriptors, and types of spells, and a list of benchmark
spells for evaluating a new spell’s power level.

Chapter 3—Feats: This chapter contains new feats
that can be taken by any character, new metamagic feats
that add effects to energy spells, feats that expand the
use of witch hexes, modify channeled energy and bardic
performances, and a new combat feat. Some of these feats
add to abilities of classes in the Core Rulebook, while others
affect classes or archetypes from the Advanced Player’s
Guide or this book.

Chapter 4—Words of Power: This optional system
explains an entirely new way for spellcasters to build their
spells from scratch out of the fundamental building blocks
of magic. Called words of power, this versatile system lets
a spellcaster learn key formulae and combine them in

different, customizable ways, creating new spells each time
they are used. For example, a wizard could prepare a spell
combining an ice word and a target word to create an effect
equivalent to cone of cold—or could craft a spell combining
that ice word with a death word to deal cold damage and
negative levels to a single target. Spontaneous casters like
bards, oracles, and sorcerers can combine these words on
the fly, quickly building spells with multiple effects.

The advantage of the words of power system is that
it’s designed to fit with the default spell slot method of
casting that the Pathfinder Roleplaying Game already
uses. Players don’t have to count or track spell points or
mana, as each word of power has a level associated with
it, allowing you to simply select words of the desired level
and combine their effects instantly. Skilled players can
convert their characters over to “wordcasters” who use
this system, or leave their characters as is but still dabble
in using words of power. Likewise, a pure wordcaster
can learn the specialized, inflexible spells that normal
casters use, achieving effects unavailable through this
primordial method of casting.

Chapter 5—Spells: This chapter contains nearly 50
pages of spells, with at least two new spells for every spell
level of every base class in the game, including alchemist
extracts and spells for the new magus class.

Appendices: The end section of this book includes an
alphabetical list of words of power for easy reference; a
listing of Core Rulebook and Advanced Player’s Guide spells
that use the new spell descriptors from Chapter 2; an
updated list of what kind of familiars you can get with
the Improved Familiar feat; a customized character sheet
for companion creatures such as animal companions,
eidolons, familiars, and mounts; and a detailed index of
all major topics in this book.

Nonmagical Classes

You'll notice that this book does not include any new
class options for barbarians, cavaliers, fighters, and
rogues. That’s because those four classes have no magical
abilities on their own (rogues can learn simple magic with
rogue talents, but their default abilities are completely
nonmagical). Even the standard monk, in contrast, has
magical abilities such as abundant step and quivering
palm—and the qinggong monk archetype in this chapter
presents a high-magic monk for fans of wuxia-style
storytelling. Remember that even nonmagical classes can
benefit from some of the feats in Chapter 2 and many of the
spells in Chapter 5. Also, unlike the present book, Ultimate
Combat focuses on nonmagical matters, and includes ninja
and samurai alternate classes, firearms, gladiators, vehicle
combat, finishing moves, siege weapons, armor as damage
reduction, called shots, more feats, and new options and
archetypes for martial characters.
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don’t care what it knows!”
Merisiel shouted. “I'm
going to kill it!”
“With what?” Seltyiel replied.
“A knife? It already has plenty of
holes. Besides, don’t you want to

get inside the tomb?”
“What I don’t want is to end up
inside our friend here!” Merisiel’s

dagger rose and fell, cutting deep
furrows in the sludgelike flesh.
The creature screamed, but the
tentacle wrapped around the elf’s
waist didn’t budge.

Seltyiel sighed and raised his
hand. It would have been nice to
question the thing first. Instead
he drew the power to him,
holding it tight in chest and fist.

Then he let it burn...
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SPELLCASTERS

The Pathfinder RPG Core Rulebook describes seven core
spellcasting classes, from the traditional wizard and
musical bard to classes like the paladin and ranger, whose
spellcasting is only a minor aspect of their abilities. The
Pathfinder RPG Advanced Player’s Guide introduces five
more magical base classes, such as the spontaneous-
casting divine oracle and the not-technically-spellcasting
alchemist. This book introduces a new spellcasting base
class, the magus, as well as new abilities and archetypes
for all 13 spellcasting base classes and a magical variant of
the monk class.

Because this book is Ultimate Magic, its primary focus
is on those characters who use magic, whether in the
form of spells or other magical abilities. The material
in this chapter doesn’t deal at all with barbarians,
cavaliers, fighters, or rogues, as with a few exceptions
their class abilities are completely nonmagical. Look to
Pathfinder RPG Ultimate Combat for an entire book on
martial options for these character classes (as well as
those classes who augment their magic use with more
traditional martial mayhem).

THE MAGUS

The new magus base class presented in this book is
equivalent in power to the 11 “core” base classes in the
Pathfinder RPG Core Rulebook and the 6 base classes in
the Pathfinder RPG Advanced Player’s Guide. The magus
blends both the mage’s arts and the warrior’s arms with
devastating results, slicing apart foes and blasting them
with eldritch flames—and along the way, presenting the
potential for interesting new character backgrounds and
roleplaying experiences.

Game Masters (GMs) are encouraged to allow players to
choose freely from these classes and the other additional
rules and options in this book, but each GM must make
a personal decision about what is and isn’t allowed
in her campaign, as well as the relative prevalence of
such character classes in her world. The new options
presented in this book are intended to be a toolbox, not
a straitjacket.

STARTING WEALTH

The following table lists the starting gold piece value for
magus characters. In addition, each character begins play
with an outfit worth 10 gp or less.

Class Starting Wealth

4d6 x 10 gp

Average
140 gp

Magus
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CLASS ARCHETYPES

Archetypes are a quick and easy way to specialize
characters of a given class, adding fun and flavorful new
abilities to already established adventurers. The class
archetypes (and corresponding new abilities) listed below
are allincluded in this chapter. Characters may take more
than one archetype if they meet the requirements.

Alchemist: In addition to new alchemist discoveries,
this section also includes the chirurgeon, clone master,
internal alchemist, mindchemist, preservationist,
psychonaut, reanimator, and vivisectionist archetypes.

Bard: This section introduces masterpieces—unusual
bardic performances with special requirements—and
includes the animal speaker, celebrity, demagogue, dirge
bard, geisha, songhealer, and sound striker archetypes.

Cleric: This section introduces variant abilities for
channeled energy, as well as the cloistered cleric, separatist,
theologian, and undead lord cleric archetypes.

Druid: This section introduces new animal and
terrain domains, and rules and base statistics for vermin
companions. It also includes the dragon shaman, menhir
savant, mooncaller, packlord, reincarnated druid, saurian
shaman, shark shaman, and storm druid archetypes.
This
inquisitions, and includes the exorcist, heretic, infiltrator,

Inquisitor: section introduces domainlike
preacher, and sin eater archetypes.
This bladebound,

hexcrafter, spellblade, and staff magus archetypes.

Magus: section includes the

Monk: This section features monk vows and the high-
fantasy qinggong monk archetype.

Oracle: In addition to new mysteries, this section also
includes the dual-cursed oracle, enlightened philosopher,
planar oracle, possessed oracle, seer, and stargazer archetypes.

Paladin: This section presents the oathbound paladin
archetype, along with many oaths that customize the
archetype’s abilities.

Ranger: This section presents a category of simple
magical traps that characters can easily build, as well as
the trapper archetype.

Sorcerer: In addition to new bloodlines, this section also
includes the crossblooded and wildblooded archetypes.

Summoner: This section presents the aquatic eidolon
base form, eidolon models to quickly build thematic
creatures, and new evolutions. It also includes the
broodmaster, evolutionist, master summoner, and
synthesist archetypes.

Witch: This section presents new hexes and new patron
themes, as well as the beast-bonded, gravewalker, hedge
witch, and sea witch archetypes.

Wizard: This section introduces arcane discoveries—
special magical abilities wizards can discover—as well as the
metal elementalist and wood elementalist wizard schools

and the scrollmaster wizard archetype.




CPEDIGASTERS

o
MAGUS

AS

=IO

There are those who spend their lives poring over ancient
tomes and texts, unlocking the power of magic, and there
are those who spend their time perfecting the use of
individual weapons, becoming masters without equal. The
magus is at once a student of both philosophies, blending
magical ability and martial prowess into something
entirely unique, a discipline in which both spell and steel
are used to devastating effect. As he grows in power, the
magus unlocks powerful forms of arcana that allow him to
merge his talents further, and at the pinnacle ofhis art, the
magus becomes a blur of steel and magic, a force that few
foes would dare to stand against.

Role: Magi spend much of their time traveling the
world, learning whatever martial or arcane secrets they
can find. They might spend months learning a new sword-
fighting style from a master warrior, while simultaneously
moonlighting in the local library, poring through tomes
of ancient lore. Most who take this path dabble in all sorts
of lore, picking up anything that might aid them in their
search for perfection.

Alignment: Any.

Hit Die: d8.

CLASS SKILLS
The magus’s class skills are Climb (Str), Craft (Int), Fly (Dex),
Intimidate (Cha), Knowledge (arcana) (Int), Knowledge
(dungeoneering) (Int), Knowledge (planes) (Int), Profession
(Wis), Ride (Dex), Spellcraft (Int), Swim (Str), and Use Magic
Device (Cha).

Skill Ranks per Level: 2 + Int modifier.

CLASS FEATURES

The following are the class features of the magus.

Weapon and Armor Proficiency: A magus is proficient
with all simple and martial weapons. A magus is also
proficient with light armor. He can cast magus spells while
wearing light armor without incurring the normal arcane
spell failure chance. Like any other arcane spellcaster, a
magus wearing medium armor, heavy armor, or a shield
incurs a chance of arcane spell failure if the spell in
question has a somatic component. A multiclass magus
still incurs the normal arcane spell failure chance for
arcane spells received from other classes.

Spells: A magus casts arcane spells drawn from the
magus spell list presented on page 13. A magus must choose
and prepare his spells ahead of time.

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

A magus can cast only a certain number of spells of each
spell level per day. His base daily spell allotment is given
on Table 1-1. In addition, he receives bonus spells per day
if he has a high Intelligence score (see Table 1—3 on page 17
of the Pathfinder RPG Core Rulebook).

Amagus may know any number of spells. He must choose
and prepare his spells ahead of time by getting 8 hours of
sleep and spending 1 hour studying his spellbook. While
studying, the magus decides which spells to prepare.

Spellbooks: A magus must study his spellbook each
day to prepare his spells. He cannot prepare any spell not
recorded in his spellbook except for read magic, which all
magi can prepare from memory. A magus begins play with
a spellbook containing all o-level magus spells plus three
1st-level magus spells of his choice. The magus also selects
a number of additional 1st-level magus spells equal to his
Intelligence modifier to add to his spellbook. At each new
magus level, he gains two new magus spells of any spell
level or levels that he can cast (based on his new magus
level) for his spellbook. At any time, a magus can also add
spells found in other spellbooks to his own (see Chapter 9
of the Core Rulebook).

A magus can learn spells from a wizard’s spellbook,
just as a wizard can from a magus’s spellbook. The spells
learned must be on the magus spell list, as normal. An
alchemist (see the Pathfinder RPG Advanced Player’s Guide)
can learn formulae from a magus’s spellbook, if the spells
are also on the alchemist spell list. A magus cannot learn
spells from an alchemist.

Arcane Pool (Su): At 1st level, the magus gains a reservoir
of mystical arcane energy that he can draw upon to fuel his
powers and enhance his weapon. This arcane pool has a
number of points equal to 1/2 his magus level (minimum
1) + his Intelligence modifier. The pool refreshes once per
day when the magus prepares his spells.

At 1st level, a magus can expend 1 point from his arcane
pool as a swift action to grant any weapon he is holding a
+1 enhancement bonus for 1 minute. For every four levels
beyond 1st, the weapon gains another +1 enhancement
bonus, to a maximum of +5 at 17th level. These bonuses
can be added to the weapon, stacking with existing weapon
enhancement to a maximum of +5. Multiple uses of this
ability do not stack with themselves.

At 5th level, these bonuses can be used to add any of
the following weapon properties: dancing, flaming, flaming
burst, frost, icy burst, keen, shock, shocking burst, speed, or
vorpal. Adding these properties consumes an amount of
bonus equal to the property’s base price modifier (see Table
15—9 on page 469 of the Core Rulebook). These properties are
added to any the weapon already has, but duplicates do not
stack.Ifthe weaponisnotmagical, atleasta+i enhancement
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TABLE I-I: MAGUS

Base
Attack Fort Ref Will Spells per Day
Level Bonus Save Save Save Special o 1st 2nd 3rd 4th sth 6th
1st +0 +2 +0 +2 Arcane pool, cantrips, spell combat 3 1 —
2nd +1 +3 +0 +3 Spellstrike 4, 2 —F=0 3 — =
3rd +2 +3 +1 +3 Magus arcana 4 3 - — — — —
4th +3 +4 +1 +4 Spell recall 4 W3 1 — — e —
sth +3 +4 +1 +4 Bonus feat 4 4 2 — —
6th +4 +5 +2 +5 Magus arcana o TR 3 - — — —
7th +5 +5 +2 +5 Knowledge pool, medium armor 5 4 3 1T - = —
8th +6/+1 +6 +2 +6 Improved spell combat 5 4 4 2 — — —
oth +6/+1 +6 +3 +6 Magus arcana 5 5 4 3 — — —
10th +7/+2 +7 +3 +7 Fighter training 5 5 2% &l 1 — —
11th +8/+3 +7 +3 +7 Bonus feat, improved spell recall i . 5 4 4 2 - —
12th +9/+4 +8 +4 +8 Magus arcana 5 5 5 4 3 == ==
13th +9/+4 +8 +4 +8 Heavy armor 5 5 5 4 3 1 —
14th +10/+5 +9 +4 +9 Greater spell combat 5 5 B g el L A e
15th +11/+6/+1 +9 +5 +9 Magus arcana 5 5 5 5 4 3 —
16th +12/+7/+2  +10 +5 +10 Counterstrike 5 5 SHe 4 3 1
17th +12/+7/+2  +10 +5 +10 Bonus feat 5 5 SERN 4 4 2
18th +13/+8/+3 +11 +6 +11 Magus arcana 5 5 5 5 5 4 3
19th +14[+9/+4  +11 +6 +11 Greater spell access B G 5 5 5 5 4
20th +15/+10/+5  +12 +6 +12 True magus 5 5 Gk 5 5 5

bonus must be added before any other properties can be
added. These bonuses and properties are decided when the
arcane pool point is spent and cannot be changed until the
next time the magus uses this ability. These bonuses do
not function if the weapon is wielded by anyone other than
the magus.

A magus can only enhance one weapon in this way
at one time. If he uses this ability again, the first use
immediately ends.

Cantrips: A magus can prepare a number of cantrips, or
o-level spells, each day, as noted on Table 1-1 under “Spells
per Day.” These spells are cast like any other spell, but they
are not expended when cast and may be used again.

Spell Combat (Ex): At 1st level, a magus learns to cast spells
and wield his weapons at the same time. This functions much
like two-weapon fighting, but the off-hand weapon is a spell
thatis being cast. To use this ability, the magus must have one
hand free (even if the spell being cast does not have somatic
components), while wielding a light or one-handed melee
weapon in the other hand. Asa full-round action, he can make
all of his attacks with his melee weapon at a —2 penalty and
can also cast any spell from the magus spell list with a casting
time of'1 standard action (any attack roll made as part of this
spell also takes this penalty). If he casts this spell defensively,
he can decide to take an additional penalty on his attack rolls,
up to his Intelligence bonus, and add the same amount as a

circumstance bonus on his concentration check. If the check
fails, the spell is wasted, but the attacks still take the penalty.
A magus can choose to cast the spell first or make the weapon
attacks first, but if he has more than one attack, he cannot
cast the spell between weapon attacks.

Spellstrike (Su): At 2nd level, whenever a magus casts a
spell with a range of “touch” from the magus spell list, he
can deliver the spell through any weapon he is wielding as
part of a melee attack. Instead of the free melee touch attack
normally allowed to deliver the spell, a magus can make one
free melee attack with his weapon (at his highest base attack
bonus) as part of casting this spell. If successful, this melee
attack deals its normal damage as well as the effects of the
spell. If the magus makes this attack in concert with spell
combat, this melee attack takes all the penalties accrued by
spell combat melee attacks. This attack uses the weapon’s
critical range (20, 19—20, or 18—20 and modified by the keen
weapon property or similar effects), but the spell effect
only deals x2 damage on a successful critical hit, while the
weapon damage uses its own critical modifier.

Magus Arcana: As he gains levels, a magus learns arcane
secrets tailored to his specific way of blending martial
puissance and magical skill. Starting at 3rd level, a magus
gains one magus arcana. He gains an additional magus
arcana for every three levels of magus attained after
3rd level. Unless specifically noted in a magus arcana’s
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description, a magus cannot select a particular magus
arcana more than once. Magus arcana that affect spells
can only be used to modify spells from the magus spell list
unless otherwise noted.

Arcane Accuracy (Su): The magus can expend 1 point from
his arcane pool as a swift action to grant himselfan insight
bonus equal to his Intelligence bonus on all attack rolls
until the end ofhis turn.

Broad Study (Ex): The magus selects another one of his
spellcasting classes. The magus can use his spellstrike and
spell combat abilities while casting or using spells from
the spell list of that class. This does not allow him to cast
arcane spells from that class’s spell list without suffering
the normal chances of arcane spell failure, unless the
spell lacks somatic components. The magus must be at
least 6th level and must possess levels in at least one other
spellcasting class before selecting this arcana.

Close Range (Ex): The magus can deliver ray spells that
feature a ranged touch attack as melee touch spells. He
can use a ranged touch attack spell that targets more than
one creature (such as scorching ray), but he makes only one
melee touch attack to deliver one of these ranged touch
effects; additional ranged touch attacks
from that spell are wasted and have no
effect. These spells can be used with
the spellstrike class feature.

Concentrate (Ex): The magus can
reroll any concentration check he
has just made with a +4 bonus. He
must use this ability after the roll is
made, but before the roll’s outcome
is determined. The magus must take the
second roll, even if it is worse. The magus can use
this ability once per day.

Critical Strike (Su): Whenever the magus
scores a critical hit with a melee weapon, he
may cast a spell with a range of
touch as a swift action, then
make a touch attack with that
spell against the target of the
critical hit as a free action. The
magus can use this ability once
per day. The magus must be at
least 12th level before selecting
this arcana.

Dispelling Strike (Su): The magus
can spend 1 or more points from
his arcane pool as a swift action to
imbue his weapon with a special
power. If the weapon strikes a
creature within the next minute, that
creature is the subject of a targeted dispel =
magic using the magus’s level as the caster

level, except that this effect cannot dispel a spell of a level
higher than the number of arcane pool points expended to
activate this ability (treat higher-level spells as if they do not
exist and apply the dispel attempt to the remaining spells
with the highest caster level). Once the strike is made, the
power dissipates, even ifthe dispel attempt is unsuccessful.
The magus must be at least gth level before selecting
this arcana.

Empowered Magic (Su): The magus can cast one spell per
day as if it were modified by the Empower Spell feat. This
does not increase the casting time or the level of the spell.
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The magus must be at least 6th level before selecting this
magus arcana.

Familiar (Ex): The magus gains a familiar, using his
magus level as his effective wizard level. This familiar
follows the rules for familiars presented in the arcane
bond wizard class feature.

Hasted Assault (Su): The magus can expend 1 point from
his arcane pool as a swift action to move more quickly. This
functions as haste, but only targets the magus and lasts fora
number of rounds equal to the magus’s Intelligence bonus.
The magus must be at least gth level before selecting this
magus arcana.

Maneuver Mastery (Ex): The magus has mastered one
combat maneuver. He selects one maneuver when selecting
this arcana. Whenever he is attempting the selected
maneuver, he uses his magus level in place ofhis base attack
bonus (in addition to any base attack bonus gained from
other classes). A magus can select this magus arcana more
than once. Its effects do not stack. Each time he selects this
arcana, he selects another combat maneuver.

Maximized Magic (Su): The magus can cast one spell per
day as if it were modified by the Maximize Spell feat. This
does not increase the casting time or the level of the spell.
The magus must be at least 12th level before selecting this
magus arcana.

Pool Strike (Su): The magus can expend 1 point from his
arcane pool as a standard action to charge his free hand
with energy. He can make a melee touch attack with that
hand as a free action as part of activating this ability. If
the touch attack hits, it releases the charge and deals 2d6
points of energy damage (acid, cold, electricity, or fire,
chosen when he spends the arcane pool point to activate
this ability). He can use this ability with the spellstrike
class feature. If he misses with this attack, he can hold the
charge for up to 1 minute before it dissipates. At 6th level,
and every three levels thereafter, the amount of damage
dealt by this attack increases by 1d6.

Quickened Magic (Su): The magus can cast one spell per
day as if it were modified by the Quicken Spell feat. This
does not increase the level of the spell. The magus must be
at least 15th level before selecting this magus arcana.

Reflection (Su): The magus can sacrifice 1 or more points
from his arcane pool as an immediate action to reflect a
spell back at its caster. This functions as spell turning, but
only if the targeted spell is of a level equal to or lower than
the number of points expended. If insufficient points are
expended, they instead grant an insight bonus on any
saving throws allowed by the spell, equal to the number of
points spent. The magus must be at least 15th level before
selecting this magus arcana.

Silent Magic (Su): The magus can cast one spell per day as
if it were modified by the Silent Spell feat. This does not
increase the casting time or the level of the spell.

Spell Blending (Ex): When a magus selects this arcana, he
must select one spell from the wizard spell list that is of
a magus spell level he can cast. He adds this spell to his
spellbook and list of magus spells known as a magus spell
of its wizard spell level. He can instead select two spells to
add in this way, but both must be at least one level lower
than the highest-level magus spell he can cast. A magus
can select this magus arcana more than once.

Spell Shield (Su): The magus can expend a point from
his arcane pool as an immediate action to grant himselfa
shield bonus to AC equal to his Intelligence bonus until the
end of his next turn.

Still Magic (Su): The magus can cast one spell per day as
if it were modified by the Still Spell feat. This does not
increase the casting time or the level of the spell.

Wand Mastery (Su): Whenever The magus uses a wand,
he calculates the DC for any spell it contains using his
Intelligence modifier, instead of the minimum modifier
needed to cast a spell of that level.

Wand Wielder (Su): The magus can activate a wand or staff
in place of casting a spell when using spell combat.

Spell Recall (Su): At 4th level, the magus learns to use
his arcane pool to recall spells he has already cast. With
a swift action he can recall any single magus spell that
he has already prepared and cast that day by expending a
number of points from his arcane pool equal to the spell’s
level (minimum 1). The spell is prepared again, just as if it
had not been cast.

Bonus Feats: At sth level, and every six levels thereafter,
a magus gains a bonus feat in addition to those gained
from normal advancement. These bonus feats must be
selected from those listed as combat, item creation, or
metamagic feats. He must meet the prerequisites for
these feats as normal.

Knowledge Pool (Su): At 7th level, when a magus
prepares his magus spells, he can decide to expend 1 or
more points from his arcane pool, up to his Intelligence
bonus. For each point he expends, he can treat any one
spell from the magus spell list as if it were in his spellbook
and can prepare that spell as normal that day. If he does
not cast spells prepared in this way before the next time
he prepares spells, he loses those spells. He can also cast
spells added in this way using his spell recall ability, but
only until he prepares spells again.

Medium Armor (Ex): At yth level, a magus gains
proficiency with medium armor. A magus can cast magus
spells while wearing medium armor without incurring
the normal arcane spell failure chance. Like any other
arcane spellcaster, a magus wearing heavy armor or using
a shield incurs a chance of arcane spell failure if the spell
in question has a somatic component.

Improved Spell Combat (Ex): At 8th level, the magus’s
ability to cast spells and make melee attacks improves.




When using the spell combat ability, the magus receives
a +2 circumstance bonus on concentration checks, in
addition to any bonus granted by taking an additional
penalty on the attack roll.

Fighter Training (Ex): Starting at 1oth level, a magus
counts 1/2 his total magus level as his fighter level for the
purpose of qualifying for feats. If he has levels in fighter,
these levels stack.

Improved Spell Recall (Su): At 11th level, the magus’s
ability to recall spells using his arcane pool becomes more
efficient. Whenever he recalls a spell with spell recall, he
expends a number of points from his arcane pool equal
to 1/2 the spell’s level (minimum 1). Furthermore, instead
of recalling a used spell, as a swift action the magus
can prepare a spell of the same level that he has in his
spellbook. He does so by expending a number of points
from his arcane pool equal to the spell’s level (minimum
1). The magus cannot apply metamagic feats to a spell
prepared in this way. The magus does not need to reference
his spellbook to prepare a spell in this way.

Heavy Armor (Ex): At 13th level, a magus gains proficiency
with heavy armor. A magus can cast magus spells while
wearing heavy armor without incurring the normal arcane
spell failure chance. Like any other arcane spellcaster, a
magus using a shield incurs a chance of arcane spell failure
if'the spell in question has a somatic component.

Greater Spell Combat (Ex): At 14th level, the magus
gains the ability to seamlessly cast spells and make melee
attacks. Whenever he uses the spell combat ability, his
concentration check bonus equals double the amount of
the attack penalty taken.

Counterstrike (Ex): At 16th level, whenever an enemy
within reach of the magus successfully casts a spell
defensively, that enemy provokes an attack of opportunity
from the magus after the spell is complete. This attack of
opportunity cannot disrupt the spell.

Greater Spell Access (Su): At 19th level, the magus gains
access to an expanded spell list. He learns and places 14
spells from the wizard’s spell list into his spellbook as
magus spells of their wizard level. He gains two of each
of the following wizard spells not on the magus spell list:
o-level, 1st-level, 2nd-level, 3rd-level, 4th-level, sth-level,
and 6th-level. He can ignore the somatic component of
these spells, casting them without the normal chance of
spell failure.

True Magus (Su): At 20th level, the magus becomes a
master of spells and combat. Whenever he uses his spell
combat ability, he does not need to make a concentration
check to cast the spell defensively. Whenever the magus
uses spell combat and his spell targets the same creature as
his melee attacks, he can choose to either increase the DC
to resist the spell by +2, grant himself a +2 circumstance
bonus on any checks made to overcome spell resistance, or

grant himself a +2 circumstance bonus on all attack rolls
made against the target during his turn.

MAGUS SPELL LIST

Magi gain access to the following spells. While most of
these spells are found in the Core Rulebook, those marked
with an asterisk (*) appear in Chapter 5 of this book, and
those marked with two asterisks (**) appear in the Advanced
Player’s Guide.

o-Level Magus Spells—acid splash, arcane mark, dancing
lights, daze, detect magic, disrupt undead, flare, ghost sound,
light, mage hand, open/close, prestidigitation, ray of frost, read
magic, spark**.

1st-Level Magus Spells—burning hands, chill touch, color
spray, corrosive touch*, enlarge person, expeditious retreat, feather
fall, flare burst**, floating disk, frostbite*, grease, hydraulic
push**, jump, magic missile, magic weapon, mount, obscuring
mist, ray of enfeeblement, reduce person, shield, shocking grasp,
silent image, stone fist**, true strike, unseen servant, vanish**,

2nd-Level Magus Spells—acid arrow, alter self, bear’s
endurance, blood transcription*, blur, bull’s strength, burning
gaze**, cat’s grace, darkness, defensive shock*, elemental
touch**, fire breath**, flaming sphere, fog cloud, frigid touch*,
glitterdust, gust of wind, invisibility, levitate, minor image,
mirror image, pyrotechnics, scorching ray, shatter, spider climb,
stone call**, web.

3rd-Level Magus Spells—aqueous orb**, arcane sight,
beast shape I, blink, cloak of winds**, daylight, dispel magic,
displacement, elemental aura**, fireball, flame arrow, fly,
force hook charge*, force punch*, gaseous form, haste, hydraulic
torrent™*, keen edge, lightning bolt, magic weapon (greater), major
image, monstrous physique I*, phantom steed, ray of exhaustion,
sleet storm, slow, stinking cloud, undead anatomy I*, vampiric
touch, versatile weapon**, water breathing, wind wall.

4th-Level Magus Spells—arcana theft*, ball lightning*¥*,
beast shape II, black tentacles, detonate**, dimension door,
dragon’s breath**, elemental body I, enlarge person (mass), fire
shield, firefall**, ice storm, invisibility (greater), monstrous
physique II*, phantasmal killer, reduce person (mass), river of
wind**, shout, solid fog, stoneskin, vermin shape I*, wall of fire,
wall of ice, wall of sound*.

sth-Level Magus Spells—acidic spray*, baleful polymorph,
beast shape III, cloudkill, cone of cold, corrosive consumption*,
elemental body II, fire snake**, geyser**, interposing hand,
monstrous physique IIT*, overland flight, telekinesis, teleport,
undead anatomy IT*, vermin shape IT*, wall of force, wall of stone.

6th-Level Magus Spells—acid fog, bear’s endurance
(mass), beast shape IV, bull’s strength (mass), cat’s grace (mass),
chain lightning, contagious flame**, disintegrate, dispel magic
(greater), elemental body III, flesh to stone, forceful hand, form of
the dragon I, freezing sphere, mislead, monstrous physique IV¥,
sirocco™*, stone to flesh, transformation, true seeing, undead
anatomy IIT*, wall of iron.
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From the studious wizard to the cryptic oracle, each base class
in the Pathfinder Roleplaying Game draws upon a central
archetype, a basic concept representing the commonly held
idea of what a character of a certain class should be, and
designed to be useful as a foundation to the widest possible
array of characters. Beyond that basic concept, however,
exists the potential for innumerable interpretations and
refinements. A member of the paladin class, for example,
might be a holy knight, a champion against undead, or a
defender of the innocent, with each alternative refined by a
player’s choice of details, class options, and specific rules to
better simulate the character she imagines and make that
character more effective at pursuing her specific goals.

Some archetypes, however, prove pervasive and exciting
enough to see use in play time and time again. To help
players interested in creating iconic fantasy characters, the
following pages explore new rules, options, and alternate
class features for each spellcasting base class. For example,
while most alchemists dabble in potions and poison, some
try to unlock the secrets of life and death.

While the types of options presented for each base
class differ, each subsystem and archetype is customized
to best serve that class, emulate the abilities and talents
of classic fantasy tropes, and expand players’ freedom
to design exactly the characters they desire. Discoveries
marked with a single asterisk (*) first appear in this book.

ALTERNATE CLASS FEATURES

The following pages include alternate class features for each
class. When a character selects a class, he must choose to
use the standard class features found in the Core Rulebook or
Advanced Player’s Guide or those listed in one of the archetypes
presented here. Each alternate class feature replaces a specific
class feature from its parent class. For example, the enhance
healing class feature of the songhealer bard archetype
replaces versatile performance from the standard bard class.
When an archetype includes multiple class features, a
character must take them all—often blocking the character
from ever gaining certain standard class features, but
replacing them with other options. All other class features
of the base class and not mentioned among the alternate
class features remain unchanged and are acquired normally
when the character reaches the appropriate level (unless noted
otherwise). A character who takes an alternate class feature
does not count as having the class feature that was replaced for
the purposes of meeting any requirements or prerequisites.
A character can take more than one archetype and garner
additional alternate class features, but none of the alternate
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class features can replace or alter the same class feature
from the base class as another alternate class feature. For
example, a druid could not be both a mooncaller and a
shark shaman, since both archetypes replace the venom
immunity class feature with something different.

If an archetype replaces a class ability that is part of a
series of improvements or additions to a base ability (such
as a fighter’s weapon training or a ranger’s favored enemy),
the next time the character would gain that ability, it counts
as the lower-level ability that was replaced by the archetype.
In effect, all abilities in that series are delayed until the
next time the class improves that ability. For example, if an
archetype replaces a rogue’s +2d6 sneak attack bonus at 3rd
level, when she reaches 5th level and gains a sneak attack
bonus, her sneak attack doesn’t jump from +1d6 to +3d6—
it improves to +2d6, just as if she had finally gained the
increase at 3rd level. This adjustment continues for every
level at which her sneak attack would improve, until at 19th
level she has +9d6 instead of the +10d6 of a standard rogue.

ADAPTING EXISTING CHARACTERS

Players with existing characters should talk with their
GM about whether or not these alternate class features are
available in her game, and if so, whether they can retroactively
modify their characters to adopt them. As alternate class
features are designed to be balanced with those in the base
class, players who revise their characters shouldn’t gain any
special advantage over other party members. As long as the
GM is comfortable with retroactively adjusting character
specifics, there should be no disruption to future adventures.
Typically, the best time for a player to adopt alternate class
features and significantly revise his character is when leveling
up between adventures, though he should always check with
the GM before doing so, as she may wish to work significant
changes to fit the revised character into the campaign.

While GMs might want to make concessions for players
who didn’t have these alternate class features available to
them when creating their characters, PCs should be one
of the most constant elements of a campaign. Constantly
changing and recreating characters can prove problematic
to a campaign. GMs should be willing to adapt and may
allow players who grow bored with their characters to
redefine them, but alternate class abilities shouldn’t feel
like exploitable options allowing players to build and
rebuild their characters in whatever ways seem most
advantageous at a given moment. Allowing players to
remake characters in light of newly adopted rules may be
desirable on occasion, but GMs shouldn’t feel like they're
being unfair or breaking any rule by not allowing players
to rebuild characters or by disallowing certain options.
While GMs should always strive to help players run the
characters they want, ultimately they know what’s best for
their campaigns.
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ALCHEMIST
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The alchemist is a base class presented in the Advanced
Player’s Guide. Some alchemists focus on their ability to
create destructive magical bombs, while others become
masters of all poisons, and still others unlock secret
tied to their
Straddling the border between science and magic,

powers ability-enhancing mutagens.
explosions and Spellcraft, alchemists have a unique place
among the character classes.

This section introduces new alchemist discoveries,
which are followed by new alchemist archetypes. Spells
marked with an asterisk (*) appear in Chapter 5.

DISCOVERIES

The following new discoveries can be taken by any
alchemist who meets the prerequisites. Discoveries that
modify bombs and are marked with a single asterisk (*)
do not stack. Only one such discovery can be applied to
an individual bomb.

Alchemical Simulacrum (Su): The alchemist gains the
ability to create a lesser simulacrum. This works like the
lesser simulacrum* spell, except it costs 100 gp in alchemical
materials per Hit Die of the simulacrum, requires 24
hours to grow, and decays into inert flesh rather than ice
or snow if killed. An alchemist must be at least 8th level
before selecting this discovery. The created simulacrum is
a creature, not a supernatural effect.

Alchemical Zombie (Su): The alchemist gains the ability
to animate a relatively complete corpse as an alchemy-
powered zombie. This process takes 1 hour and costs 100
gp in alchemical reagents per HD of the corpse being
animated; the dead creature gains the zombie template.
Zombies that are created in this manner count as undead
created by animate dead for the purposes of determining
how many undead the alchemist can control. An
alchemist must be at least 8th level before selecting
this discovery. The created zombie is a creature, not a
supernatural effect.

Blinding Bomb (Su)*: When the alchemist creates abomb,
he can choose for it to detonate very brightly. Creatures
that take a direct hit from a blinding bomb are blinded
for 1 minute unless they succeed at a Fortitude save.
Creatures in the splash area that fail their saves against
the bomb are dazzled for 1 minute. This is a light effect.
An alchemist must be at least 8th level before selecting
this discovery.

Bottled Ooze (Su): The alchemist has learned how to
preserve a sample of oozes in a sealed bottle, which he can
prepare for use as an extract. When the alchemist activates
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the extract, he actually throws the bottle at a square
within 30 feet, releasing the ooze, which reconstitutes
and attacks the closest creature. The ooze is not under
the alchemist’s control, but is otherwise treated as a
summoned creature. The ooze remains for 1 round per
caster level, and decays into powder when the duration
expires. If the alchemist has the infusion discovery (see
page 31 of the Advanced Player’s Guide), another character
can use the infused specimen. Creating a bottled ooze
requires an extract with a level equal to the ooze’s CR (so a
CR 4 gray ooze requires a 4th-level extract). An alchemist
must be at least 6th level before selecting this discovery.
Cognatogen (Su): The alchemist gains the ability
to create a cognatogen, a mutagen-like mixture that
heightens one mental ability score at the expense of
a physical ability score. If the cognatogen enhances
his Intelligence, it applies a penalty to his Strength.
If it enhances his Wisdom, it applies a penalty to his
Dexterity. Ifit enhances his Charisma, it applies a penalty
to his Constitution. Otherwise, this ability works just
like the mutagen ability (including the natural armor
bonus). Anytime the alchemist would prepare a mutagen,
he may instead prepare a cognatogen. All limitations
of mutagens apply to cognatogens as if they were the
same substance—an alchemist can only maintain one
mutagen or cognatogen at a time, a cognatogen that is
not in an alchemist’s possession becomes inert, drinking
a cognatogen makes a non-alchemist sick, and so on. When
the effect of the cognatogen ends, the alchemist takes 2
points of ability damage to the ability score penalized by
the cognatogen. The infuse mutagen discovery and the
persistent mutagen class ability apply to cognatogens.
Confusion Bomb* (Su): The alchemist’s bombs twist
the target’s perception of friend and foe. A creature that
takes a direct hit from a confusion bomb takes damage
from the bomb and is under the effect of a confusion spell
for 1 round per caster level of the alchemist. Reduce the
amount of normal damage dealt by the bomb by 2d6 (so a
bomb that would normally deal 6d6+4 points of damage
deals 4d6+4 points of damage instead). An alchemist must
be at least 8th level before selecting this discovery.
Doppelganger Simulacrum (Su): The alchemist learns how
to create a soulless duplicate of his body, into which he
can project his consciousness. As a full-round action,
he may shift his consciousness from his current body to
any one of his available doppelganger simulacra, which
must be on the same plane as the alchemist. Ifkilled in a
simulacrum, he transfers to his own body automatically;
if killed in his own body, he is dead. Unused simulacra
(including his abandoned original body) appear to be
lifeless corpses, though they do not decay. Creating a
duplicate costs 1,000 gp in alchemical materials and
requires 1 week to grow. An alchemist must be at least 10th




level and must have the alchemical simulacrum discovery
before selecting this discovery. The created simulacrum
is a creature, not a supernatural effect.

Grand Cognatogen (Su): The alchemist’s cognatogen
now grants a +6 natural armor bonus, a +8 alchemical
bonus to one mental ability score (Intelligence, Wisdom,
or Charisma), a +6 alchemical bonus to a second mental
ability score, and a +4 alchemical bonus to a third mental
ability score. The alchemist takes a —2 penalty to his
Strength, Dexterity, and Constitution as long as the
cognatogen persists, and takes 2 points of ability damage
to each physical ability score when the cognatogen ends.
An alchemist must be at least 16th level and must have
the greater cognatogen discovery or class ability before
selecting this discovery.

Greater Alchemical Simulacrum (Su): The alchemist gains
the ability to create a simulacrum. This works like the
simulacrum spell, except it costs 100 gp in alchemical
materials per Hit Die of the simulacrum, requires 24 hours
to grow, and decays into inert flesh rather than ice or snow
if killed. An alchemist must be at least 14th level and must
have the alchemical simulacrum discovery before selecting
this discovery. The created simulacrum is a creature, not a
supernatural effect.

Greater Cognatogen (Su): The alchemist’s mutagen now
grants a +4 natural armor bonus, a +6 alchemical bonus
to one mental ability score (Intelligence, Wisdom, or
Charisma), and a +4 alchemical bonus to a second mental
ability score. The alchemist takes a —2 penalty on both
associated physical ability scores as long as the mutagen
persists, and takes 2 points of ability damage to both
associated physical ability scores when the cognatogen
ends. An alchemist must be at least 12th level and must
have the cognatogen discovery or class ability before
selecting this discovery.

Healing Touch (Ex): The alchemist gains the ability to
heal other creatures. As a standard action, he may touch
a creature and apply 1 round’s effect of his spontaneous
healing discovery to that creature; this counts toward his
spontaneous healing limit for the day. The alchemist’s
daily limit for hit points healed by spontaneous healing
increases to 5 x his alchemist level. This ability only
functions if the target is the same type of creature
(humanoid, undead, and so on) as the alchemist. An
alchemist must be at least 6th level and must have the
spontaneous healing discovery or class ability before
selecting this discovery.

Lingering Spirit (Ex): The alchemist is familiar enough
with the ties between his body and spirit that he lingers
at death’s door far longer than a normal person. He treats
his Constitution as 10 points higher than normal for the
purpose of determining when hit point damage kills
him (so an alchemist with a Constitution of 10 and this

discovery dies at —20 hit points instead of —10). Reducing
him to o Constitution or its equivalent (from ability
damage, ability drain, Constitution penalties, and so
on) makes him unconscious and comatose, but he is only
killed after taking an additional 5 points of Constitution
damage, drain, or penalty (in effect, the alchemist must
be brought to -5 Constitution in order to be killed by
these attacks). An alchemist must be at least 4th level
before selecting this discovery.

Mummification (Ex): The alchemist has mastered
preserving flesh and applied this knowledge to his own
body, turning himselfinto an undeadlike creature. After
learning this discovery, the alchemist must perform a
30-day regimen of a special diet, rigorous exercise, and
drinking a mildly poisonous alchemical tea. At the end
of this regimen, he falls unconscious for 24 hours, then
awakens as a “living mummy.” The alchemist’s type does
not change, but he becomes immune to cold, nonlethal
damage, paralysis, and sleep. An alchemist must be atleast
10th level and must have the preserve organs discovery
before selecting this discovery.

Mutagen (Su): This discovery gives the alchemist the
mutagen class ability, as described in the Advanced Player’s
Guide. (This discovery exists so alchemist archetypes who
have variant mutagens, such as the mindchemist, can
learn how to make standard mutagens.)

Parasitic Twin (Ex): The alchemist’s vestigial limbs
are part of a parasitic twin on his torso, consisting of
a head, a torso, and two arms (from the vestigial limb
discovery). Normally, the twin is mostly recessed within
the alchemist’s body, with the visible arms acting like
the vestigial arm discovery, though the alchemist can
manifest or hide the twin as a standard action. The
twin is helpless, fully subservient to the alchemist,
and cannot be targeted or harmed. Once per day, if the
alchemist succumbs to a mental effect that would make
him unconscious, helpless, or not in control of his own
actions (such as charm person, feeblemind, or hold person),
he can reroll his saving throw; success means the twin
absorbs the effect and the alchemist can ignore it. Using
this ability sickens the alchemist for the duration of the
absorbed effect (removing the effect from the twin ends
the sickened condition), and he cannot use the twin’s limbs
during that time, though passive effects (such as from
rings worn on the vestigial limbs) continue normally. The
alchemist must have selected the vestigial limb discovery
twice before selecting this discovery.

Plague Bomb (Su)*: The effects of the smoke created by
an alchemist’s bomb duplicates the effects of contagion
instead of fog cloud, filling an area equal to twice the
bomb’s splash area for 1 round per level. An alchemist
must be at least 8th level and must have the smoke bomb
discovery before selecting this discovery.
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Preserve Organs (Ex): The alchemist learns how to
preserve and protect his vital organs, reducing the chance
of a mortal wound. When a critical hit or sneak attack
is scored on the alchemist, there is a 25% chance that
the critical hit or sneak attack is negated and damage is
instead rolled normally. This does not stack with similar
abilities that negate critical hits and sneak attacks (such as
fortification armor). An alchemist can take this discovery
up to three times; the effects stack, increasing this chance
to 50% and then 75%.

Spontaneous Healing (Ex): The alchemist gains the
ability to heal from wounds rapidly. As a free action once
per round, he can heal 5 hit points as if he had the fast
healing ability. He can heal 5 hit points per day in this
manner for every 2 alchemist levels he possesses. If
the alchemist falls unconscious because ofhit point
damage and he still has healing available from
this ability, the ability activates automatically
each round until he is conscious again or the
ability is depleted for the day.

Strafe Bomb (Su): The alchemist can throw
bombs that splash in a 40-foot line rather than
affecting a radius. The line starts at the
alchemist and extends away from him in
the direction he chooses. The alchemist
designates one creature in the squares
affected by the line to be the target of
the bomb and makes his attack roll
against that creature; all other
squares in the line take splash
damage. If the alchemist has the
explosive bomb discovery and
throws an explosive strafe bomb, the
line of splash damage is 8o feet long
instead of 40 feet.

Sunlight Bomb (Sw)*: The
alchemist can throw bombs
that explode with a searing
radiance equivalent to
that of sunlight and
that act as blinding
bombs. Undead, fungi,
molds, oozes, slimes,
and creatures to which
sunlight is harmful or
unnatural take +2 damage
per die from the bomb. Undead
that are harmed by sunlight and
that fail their saves against the
bomb are staggered for 1 round. An alchemist
must be at least 10th level and must have the
blinding bomb discovery before he can
select this discovery.

Tanglefoot Bomb (Su)*: A creature that takes a direct hit
from a tanglefoot bomb must save against the bomb’s DC
or be entangled and glued to the floor as if it had failed
its save against a tanglefoot bag (see page 160 of the Core
Rulebook). Creatures in the splash area that fail their saves
are entangled but not glued to the floor; those who make
this save are not entangled at all.

Tentacle (Ex): The alchemist gains a prehensile, arm-
length tentacle on his body. The tentacle is fully under
his control and cannot be concealed except with magic or
bulky clothing. The tentacle does not give the alchemist
any extra attacks or actions per round, though he can use
it to make a tentacle attack (1d4 damage for a Medium
alchemist, 1d3 damage for a Small one) with the grab

ability (see page 301 of the Pathfinder RPG Bestiary). The
tentacle can manipulate or hold items
as well as the alchemist’s original
arms can (for example, allowing
the alchemist to use one hand to
wield a weapon, the tentacle to
hold a potion, and the third hand
to throw a bomb). Unlike an
arm, the tentacle has no magic
item slots.
Tumor Familiar (Ex):: The
alchemist creates a Diminutive
or Tiny tumor on his body,
usually on his back or stomach. As
a standard action, the alchemist
detach
itself from his body as a separate

can have the tumor
creature vaguely resembling a kind of
animal suitable for a familiar (bat, cat,
and so on) and move about as if it were
an independent creature. The tumor
can reattach itself to the alchemist as
a standard action. The tumor has all
the abilities of the animal it resembles
(for example, a batlike tumor can
fly) and familiar abilities based on the
alchemist’s caster level (though some
familiar abilities may be useless to
an alchemist). The tumor acts as the
alchemist’s familiar whether attached
or separated (providing a skill bonus,
the Alertness feat, and so on). When
attached to the alchemist, the tumor
has fast healing 5. An alchemist’s
extracts and mutagens are considered
spells for the purposes of familiar
abilities like share spells and deliver
touch spells. If a tumor familiar is lost
or dies, it can be replaced 1 week




later through a specialized procedure that costs 200 gp
per alchemist level. The ritual takes 8 hours to complete.

Vestigial Arm (Ex): The alchemist gains a new arm (left or
right) on his torso. The arm is fully under his control and
cannot be concealed except with magic or bulky clothing.
The arm does not give the alchemist any extra attacks or
actions per round, though the arm can wield a weapon
and make attacks as part of the alchemist’s attack routine
(using two-weapon fighting). The arm can manipulate or
hold items as well as the alchemist’s original arms (for
example, allowing the alchemist to use one hand to wield
a weapon, another hand to hold a potion, and the third
hand to throw a bomb). The arm has its own “hand” and
“ring” magic item slots (though the alchemist can still
only wear two rings and two hand magic items at a time).
An alchemist may take this discovery up to two times.

Wings (Ex): The alchemist gains batlike, birdlike, or
insectlike functional wings, allowing him to fly as the fly
spell for a number of minutes per day equal to his caster
level. These minutes do not need to be consecutive, but
they must be spent in 1-minute increments. An alchemist
can select this discovery multiple times; each time he
does so, he adds his caster level to the number of minutes
per day that he can fly with the wings. This flight is an
extraordinary ability. An alchemist must be at least 6th
level before selecting this discovery.

CHIRURGEON (ARCHETYPE)

An alchemist who studies anatomy and uses this knowledge
to heal is a chirurgeon. A chirurgeon has the following
class features.

Infused Curative: At 2nd level, a chirurgeon’s extracts of
cure spells automatically act as infusions, and can be used by
non-alchemists. When a chirurgeon prepares his extracts,
he may choose to render any or all of his infused curatives
inert and prepare other extracts to replace them (unlike
infusions, which continue to occupy the alchemist’s daily
extract slots until consumed or used). This ability replaces
poison use.

Anaesthetic: At 5th level, a chirurgeon learns how to
supplement uses of the Heal skill with pain-killing drugs.
He gains Skill Focus (Heal) as a bonus feat. Any use of the
Heal skill that has a risk of harming the patient (such as
extracting a barb) only deals the minimum damage when
performed by a chirurgeon. This ability replaces poison
resistance +4.

Power Over Death: At 10th level, a chirurgeon adds breath
of life to his formula book as a 4th-level extract. His infused
curative ability applies to this extract. This ability replaces
poison immunity.

Discoveries: The following discoveries complement
the chirurgeon archetype: elixir of life, healing touch?,
infusion, and spontaneous healing*.

CLONE MASTER (ARCHETYPE)

Clone masters practice duplicating existing creatures in
order to better understand how to create new life. A clone
master has the following class features.

Bomb: A clone master’s bombs deal damage one
die step lower than normal (regular bombs deal d4s,
concussive bombs deal 1d3s, and so on). This otherwise
functions as and replaces the standard alchemist bomb
class feature.

Lesser Simulacrum: At 7th level, a clone master adds
lesser simulacrum to his formula book as a 3rd-level extract.

Rebirth: At 8th level, a clone master can prepare a clone of
himself that awakens if he is slain. Creating the clone costs
5,000 gp, takes 1 week of work, and requires 3 additional weeks
for the clone to grow to maturity. Ifhe dies, the clone awakens
as ifthe alchemist had used the clone spell on himself. He can
have one inert of himselfat a time. Unused clones created by a
clone master do not rot. This ability replaces poison resistance
+6 and poison immunity.

Simulacrum: At 13th level, a clone master adds simulacrum
to his formula book as a sth-level extract.

Clone: At 16th level, a clone master adds clone to his
formula book as a 6th-level extract.

Discoveries: The following discoveries complement
the clone master archetype: alchemical simulacrum*,
doppelganger simulacrum*,

preserve organs*, and

parasitic twin*.

INTERNAL ALCHEMIST (ARCHETYPE)

An internal alchemist studies medicine, diet, and the
living body to purify the self in the hope of gaining
immortality by means of alchemical concoctions and
controlling vital energy. Internal alchemists develop
unusual physical abilities from heightened knowledge
of how their bodies work. An internal alchemist has the
following class features.

Breath Mastery: At 1st level, the internal alchemist can
control his breath and the flow of vital energy within his
body. Without preparation, he can hold his breath for a
number of minutes equal to his Constitution score (after
this, he must begin making Constitution checks or risk
suffocation); by spending a full-round action preparing
himself, he can increase this duration to 1 hour per point
of Constitution. The alchemist can survive twice as long
as normal without food or water before he starts to take
penalties. He can put himself into a state of suspended
animation as a move action, and is then unconscious and
appears completely dead; he awakens at a preset time or
in response to a condition set by him when he enters this
state. This ability replaces Throw Anything.

Bonus Feats: An internal alchemist can select Alertness,
Extra Ki, Great Fortitude, Improved Critical (unarmed
strike), Improved Initiative, Improved Unarmed Strike,
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Iron Will, Lighting Reflexes, Stunning Fist, or Weapon
Focus (unarmed strike) in place of an alchemical
discovery.

Disease Resistance: At 3rd level, an internal alchemist
gains a bonus on all saving throws against disease equal to
his alchemist class bonus against poison. When he gains the
poison immunity alchemist class ability, he becomes immune
to disease as well. This ability replaces swift alchemy.

Uncanny Dodge: Starting at 6th level, an internal
alchemist can react to danger before his senses would
normally allow him to do so. He cannot be caught flat-
footed, nor does he lose his Dexterity bonus to AC if the
attacker is invisible. However, he still loses his Dexterity
bonus to AC if he is immobilized, or if an opponent
successfully uses the feint action (see Bluff) against him.
If the internal alchemist already has uncanny dodge
from a different class, he automatically gains improved
uncanny dodge (as a rogue) instead. This ability replaces
swift poisoning.

Discoveries: The following discoveries complement
the internal alchemist archetype: cognatogen?*, elixir of
life, grand cognatogen*, greater cognatogen*®, lingering
spirit*, mummification*, and spontaneous healing*.

MINDCHEMIST (ARCHETYPE)

While most alchemists use mutagens to boost their
physical ability at the cost of mental ability, some use
alchemy for the opposite purpose—to boost the power
of the mind and memory. A mindchemist can reach
incredible levels of mental acuity, but suffers lingering
debilitating effects to his physique. A mindchemist has
the following class features.

Cognatogen: At 1st level, a mindchemist learns how
to create a cognatogen, as per the cognatogen discovery.
This ability replaces the mutagen class ability (a
mindchemist cannot create mutagens unless he selects
mutagen* as a discovery).

Perfect Recall: At 2nd level, a mindchemist has honed
his memory. When making a Knowledge check, he may add
his Intelligence bonus on the check a second time. Thus,
a mindchemist with 5 ranks in Knowledge (history) and a
+2 Intelligence bonus has a total skill bonus of +9 (5 + 2 +
2) using this ability. The mindchemist can also use this
ability when making an Intelligence check to remember
something. This ability replaces poison use.

Bonus Feats: A mindchemist may select Skill Focus
(Disable Device, Disguise, Heal, any Knowledge skill,
Sense Motive, or Spellcraft) in place of'a discovery.

Languages: A mindchemist may learn three languages
in place of a discovery.

Discoveries: The following discoveries complement
the mindchemist archetype: grand cognatogen*, greater
cognatogen*, infuse mutagen.

PRESERVATIONIST (ARCHETYPE)

Some alchemists are obsessed with collecting and
preserving exotic creatures. These preservationists may
use bottled animals and monsters as teaching tools, but
some learn how to reanimate them for short periods to
battle on the alchemist’s behalf. A preservationist has the
following class features.

Bottled Ally I: At 2nd level, a preservationist adds Handle
Animal to his list of class skills. He adds summon nature’s ally
I'to his formula book as a 1st-level extract. When he prepares
that extract, he actually prepares a tiny, preserved specimen in
a bottle (as with a caster casting the spell, the preservationist
doesn’t have to choose the creature until he uses the extract).
When the alchemist opens the bottle, the specimen animates
and grows to normal size, serving the preservationist as
per the spell and otherwise being treated as a summoned
creature. When the duration expires, the preserved creature
decays into powder. If the preservationist has the infusion
discovery, another character can use the infused specimen.
The Augment Summoning feat can be applied to these
specimens. This ability replaces poison use.

Bottled Ally II: At s5th level, a preservationist adds
summon nature’s ally II to his formula book as a 2nd-level
extract. This ability replaces poison resistance +4.

Bottled Ally III: At 8th level, a preservationist adds
summon nature’s ally IV to his formula book as a 3rd-level
extract. This ability replaces poison resistance +6.

Bottled Ally IV: At 1oth level, a preservationist adds
summon nature’s ally V to his formula book as a 4th-level
extract. This ability replaces poison immunity.

Bottled Ally V: At 14th level, a preservationist adds
summon nature’s ally VII to his formula book as a sth-level
extract. This ability replaces persistent mutagen.

Bottled Ally VI: At 18 level, a preservationist adds summon
nature’s ally IX to his formula book as a 6th-level extract.
This ability replaces his 18th-level discovery.

Discoveries: The following discoveries complement the
preservationist archetype: bottled ooze*, preserve organs*,
tentacle*, vestigial arm*, and wings*.

PSYCHONAUT (ARCHETYPE)

A psychonaut uses his knowledge to explore altered states
of consciousness and even other planes of existence. A
psychonaut has the following class features.

Bomb: A psychonaut’s bombs deal damage one die step
lower than normal (regular bombs deal dg4s, concussive
bombs deal 1d3s, and so on). This ability otherwise
functions as and replaces the standard alchemist bomb
class feature.

Precognition: At 5th level, a psychonaut adds augury to
his formula book as a 2nd-level extract (this extract does
not require a divine focus component). This replaces
poison resistance +4.




Psychic Senses: At 8th level, a psychonaut adds
clairaudience/clairvoyance, detect scrying, scrying, and speak
with dead to his formula book as 3rd-level extracts (a
scrying extract does not require a focus or divine focus
component). When a psychonaut uses a speak with dead
extract, he gains the power to hear the lingering spirit
within a corpse rather than enabling the corpse to audibly
speak, but the extract otherwise works as the spell. This
ability replaces poison resistance +6.

Remote Consciousness: At 1oth level, a psychonaut
adds dream, lesser astral projection, nightmare, plane shift,
sending, and telepathic bond to his formula book as 4th-
level extracts (a plane shift extract does not require a focus
component). This ability replaces poison immunity.

Greater Precognition: At 15th level, a psychonaut adds
moment of prescience to his formula book as a sth-level
extract. This ability replaces the increase to bomb damage
at this level.

Master Precognition: At 17th level, a psychonaut adds
foresight to his formula book as a 6th-level extract. This
ability replaces the increase to bomb damage at this level.

Discoveries: The following discoveries complement the
psychonaut archetype: confusion bomb¥*, eternal potion,
extend potion, lingering spirit*, and madness bomb.

REANIMATOR (ARCHETYPE)

A reanimator is an alchemist who has discovered how to
infuse a corpse with a semblance of life. Many work in
tandem with necromancers to explore the fine border
between the worlds of the living and the dead. A reanimator
has the following class features.

Bomb: A reanimator’s bombs deal damage one die step
lower than normal (regular bombs deal d4s, concussive
bombs deal 1d3s, and so omn). This ability otherwise
functions as and replaces the standard alchemist bomb
class feature.

Simple Reanimation: At yth level, a reanimator adds
lesser animate dead* to his formula book as a 3rd-level
extract. When he uses that extract, rather than drinking
it, he injects it into the corpse he intends to animate,
which rises as an undead creature under his control 1
hour later. The extract can only create zombies (including
variant zombies). This ability replaces the increase to
bomb damage at this level.

Create Undead: At 13th level, a reanimator adds create
undead to his formula book as a 4th-level extract. When
he uses that extract, rather than drinking it, he injects it
into the corpse he intends to animate, which rises as an
uncontrolled undead 1 hour later. The extract can only
create corporeal undead. This ability replaces the increase
to bomb damage at this level.

Create Greater Undead: At 15th level, a reanimator adds
create greater undead to his formula book as a sth-level

extract. This otherwise acts similarly to a create undead
extract. This ability replaces the increase to bomb damage
at this level.

Discoveries: The following discoveries complement the
reanimator archetype: alchemical zombie*, elixir of life,
eternal potion, mummification*, and preserve organs*.

VIVISECTIONIST (CARCHETYPE)

A vivisectionist studies bodies to better understand their
function. Unlike a chirurgeon, a vivisectionist’s goals
are not related to healing, but rather to experimentation
and knowledge that most people would consider evil. A
vivisectionist has the following class features.

Sneak Attack: At 1st level, a vivisectionist gains the
sneak attack ability as a rogue of the same level. If a
character already has sneak attack from another class,
the levels from the classes that grant sneak attack stack to
determine the effective rogue level for the sneak attack’s
extra damage dice (so an alchemist 1/rogue 1 has a +1d6
sneak attack like a 2nd-level rogue, an alchemist 2/rogue 1
has a +2d6 sneak attack like a 3rd-level rogue, and so on).
This ability replaces bomb.

Torturer’s Eye: At 2nd level, a vivisectionist adds
deathwatch to his formula book as a 1st-level extract.

Cruel Anatomist: At 3rd level, a vivisectionist may use
his Knowledge (nature) skill bonus in place of his Heal
skill bonus.

Torturous Transformation: At ythlevel,avivisectionist
adds anthropomorphic animal to his formula book as a
and-level extract. When he uses this extract, he injects
it into an animal as part of'a 2-hour surgical procedure.
By using multiple doses of this extract as part of the
surgery, he multiplies the duration by the number of
extracts used.

At 9th level, a vivisectionist adds awaken and baleful
polymorph to his formula book as 3rd-level extracts.
When he uses the awaken or baleful polymorph extract, he
injects it into the target (not a plant) as part of a 24-hour
surgical procedure. He can make anthropomorphic animal
permanent on a creature by spending 7,500 gp.

At 1sth level, a vivisectionist adds regenerate to his formula
book as a sth-level extract.

Bleeding Attack: Avivisectionist may select the bleeding
attack rogue talent in place of a discovery.

Crippling Strike: At 10th level or later, a vivisectionist
may select the crippling strike rogue talent in place of
a discovery.

Discoveries: The following discoveries complement
the vivisectionist archetype: alchemical simulacrum?*,
concentrate poison, doppelganger simulacrum*, feral
mutagen, parasitic twin*, plague bomb*, poison bomb,
preserve organs¥, sticky bomb, tentacle*, tumor familiar*,
vestigial arm*, and wings*.
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Bards bring news of the outside world, entertain kings,
act as cultural diplomats, and pass along rich oral
traditions to commoners and nobility alike. Some call
them jacks-of-all-trades, saying that they are generalists,
never specialists, but this isn’t true. Bards specialize as
repositories of histories and carriers of legend, versed in
the mythologies oflands across the world. Their knowledge
brings them power, but their greatest power derives from
their understanding of the intricacies of art—whether that
art is musical, dramatic, or comedic, bards understand the
power and allure of story, song, and dance, and tap into
this knowledge to create supernatural powers that fashion
legends of their own.

This section introduces masterpieces—specialized uses
of the bardic performance class ability that allow a bard
to do amazing things. Following the masterpieces are new
bard archetypes.

MASTERPIECES

Talented bards can learn or create masterpieces, unusual
applications of the bardic performance ability requiring
special training. Masterpiece descriptions adhere to the
following guidelines.

Masterpiece Name: In addition to the name of the
masterpiece, this line indicates which Perform skill or
skills the masterpiece relies upon.

Prerequisites: Like feats, masterpieces have prerequisites
that a bard must meet in order to learn them. Only bards
may learn masterpieces.

Cost: Each masterpiece has an associated cost to learn it.
Typically, a bard must spend one of his bard spells known
of a specific spell level or select it in place of a feat. The
bard can spend a bard spell known of a level higher than
the listed level to learn a masterpiece (for example, spending
a 4th-level spell known to learn a masterpiece that requires
spending a 3rd-level spell known).

Effect: This brief description summarizes what occurs
when a bard performs the masterpiece. Unless otherwise
stated, a masterpiece’s effects are supernatural. Unwilling
creatures may attempt a Will save against the effect of a
masterpiece; the save DC for masterpiecesis equalto1o+1/2
the bard’s level + the bard’s Charisma bonus. Masterpieces
that duplicate spells use the bard’s caster level for the spell’s
caster level.

Use: This line specifies how many bardic performance
rounds the bard must use to activate the masterpiece.
In some cases, the bard can extend the duration of the
masterpiece by expending additional rounds of bardic

performance, just as if it were any other use of bardic
performance. The bard expends the listed number of
bardic performance rounds when he starts performing the
masterpiece; if he is interrupted, the attempt fails and the
spent performance rounds are lost.

Action: This line indicates the type of action performing
the masterpiece requires. If it only requires a standard action
to activate, being able to activate a bardic performance more
quickly (at 7th level, activation is a move action, and at 13th, it
becomes a swift action) applies to the masterpiece as well.

Unless otherwise stated, effects or feats that extend the
duration of bardic performance (such as the Lingering
Performance feat in the Advanced Player’s Guide) do not
apply to masterpieces.

GMs can use these masterpieces to inspire their own
ideas for other masterpieces. Masterpieces should generally
be no more powerful than a cleric or sorcerer/wizard spell
available to a caster of the same level as the minimum level
needed to select the masterpiece (a masterpiece requiring 7
ranks in Perform requires a yth-level bard, and thus should
not be more powerful than a 4th-level cleric or sorcerer/
wizard spell).

At the Heart of 1t All (String, Wind)

Your song pierces to the heart of a creature’s identity,
weakening it against you.

Prerequisite: Perform (string) or Perform (wind) 7 ranks.

Cost: Feat or 3rd-level bard spell known.

Effect: This haunting melody teases at the veils of
understanding and drills into the bedrock of truth. Upon
completing this performance, the target attempts a Will
save. Failure means you understand the target’s primal
nature; you gain a +4 bonus on Charisma-based checks
to influence the target, and the DCs of your abilities and
spells that would influence the creature or its actions
(including charm and compulsion effects) increase by +2.
These bonuses last for 1 day.

You must have an idea of who the creature is when you
begin to play the song, either through researching the
creature or by observing it directly from no farther than
100 feet.

Use: 5 rounds of bardic performance.

Action: 5 full rounds.

The Cat-Step (Dance)
Your agile dancing allows you and others to fall safely and
land gracefully.

Prerequisite: Perform (dance) 5 ranks.

Cost: Feat or 2nd-level bard spell known.

Effect: This quick dance is a series of small steps
culminating in a series of leaps. When you complete the
performance, for the next 10 minutes you treat any distance
fallen as if it were a number of feet shorter equal to half




your bard level x 5. You may spend the first minute of
this effect demonstrating the dance to up to one creature
per two bard levels; if these students succeed at a DC 15
Perform (dance) check, they also gain the benefits of this
masterpiece for the remainder of its duration.

Use: 4 bardic performance rounds.

Action: 4 full rounds.

The Dance of 23 Steps (Dance)
This complex dance makes you difficult to strike.

Prerequisite: Perform (dance) 4 ranks.

Cost: Feat or 2nd-level bard spell known.

Effect: The shuffling steps, bends, and leaps of this
intricate dance make you a difficult target to hit, but also
make it more difficult for you to perform other actions.
When using this masterpiece, you take a —2 penalty on melee
attack rolls and combat maneuver checks,
and you must make a concentration
check to cast any spell (DC 15 + the
spell’s level), but you gain a +2
dodge bonus to your Armor
Class. When you have 8
ranks in Perform (dance),
andevery4ranksthereafter,
the penalty increases by
-1 and the dodge bonus
increases by +1. You can
combine this masterpiece
with fighting defensively and
Combat Expertise, but not total
defense. When you use this masterpiece,
it lasts until the start of your next turn.
Abilities that extend the duration of a
bardic performance (such as Lingering
Performance; see page 164 of the
Advanced Player’s Guide) affect this
masterpiece; this allows you to get §
multiple rounds of its benefit (and
its penalties) at the cost of only 1
round of bardic performance.

Use: 1 bardic performance round.

Action: 1 free action.

The Depths of the
Mountain (Percussion,
Wind)

Your drumming skills can break
solid rock.

Effect: Like a singer shattering a wine glass with a
perfect note, your music cracks stone, shivering solid rock
until it snaps. When you complete the performance, you
create a tremor identical to an earthquake spell.

For each round you continue to expend bardic
performance rounds, the area experiences a round-long
aftershock, which has the following effects.

Caves, Caverns, or Tunnels: Smaller collapses cause 4d6
points of damage (Reflex DC 5 half) and pin any creatures
caught inside.

Cliffs: More cliffs crumble, creating a landslide that travels
halfas far horizontally as it falls vertically. Any creature in
the path takes 4d6 points of bludgeoning damage (Reflex
DC 5 half) and is pinned beneath the rubble.

Open Ground: Each creature standing in the area must
make a DC 5 Reflex save or fall down. Fissures open in the
earth, and every creature on the ground has a 25% chance
of falling into one (Reflex DC 10 to avoid a fissure).
The fissures are 20 feet deep, and these fissures
remain open at the end of the quake.

Pinned Beneath Rubble: Any creature
pinned by the effects of the aftershock
takes 1d3 points of nonlethal damage
per minute while pinned. If a pinned
character falls unconscious, she must
make a DC 5 Constitution check or take
1d3 points of lethal damage each minute
thereafter until freed or dead.

Rivers, Lakes, or Marshes: The area drained
away by the earthquake remains drained for
the duration of the aftershock.

Spellcasting: The concentration DC to
cast during an aftershock is 15 + the
spell’s level.

Structure: Any structure standing on
open ground takes 50 points of damage. A
P9, collapsing structure deals 4d6 points of
y bludgeoning damage to creatures inside
* it (Reflex DC 5 half), and the creatures

inside are pinned beneath the rubble.

Use: 10 rounds of bardic performance, +1
round for each round of aftershocks.

Action: 10 full rounds.

The Dumbshow of Gorroc
(Act, Comedy)

Your acting conjures hellfire and
salt to destroy plants.

Prerequisite: Perform Prerequisite: Perform
(percussion) 15 ranks or (act) or Perform (comedy)
Perform (wind) 15 ranks. 6 ranks.

Cost: Feat or 5th-level Cost: Feat or 2nd-level
bard spell known. bard spell known.
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Effect: This pantomime tells the tale of Gorroc, a foolish
farmer who failed to control the weeds that grew so quickly
upon his land. In desperation, Gorroc bargained with a
devil, who blasted the earth with salt and withering heat,
leaving the fertile land desolate for a century. When you
complete the performance, you can create a 30-foot cone
or a 6o-foot line that is blasted with scorching air and hot
salt. Plants and oozes in this area take 1d6 points of damage
per bard level (maximum 10d6); half this damage is fire
damage, half’is piercing damage. A Reflex save reduces the
damage by half. Creatures other than plants or oozes take
half damage, or no damage on a successful save.

Use: 2 bardic performance rounds.

Action: 1 full round.

The House of the Imaginary Walls CAct)
You can trap opponents with the power of your acting.

Prerequisite: Perform (act) 10 ranks.

Cost: Feat or 4th-level bard spell known.

Effect: You silently mime building an invisible wall,
flattening your hands along linear planes to indicate its
location and orientation. This “wall” is only real for creatures
that see you perform this masterpiece (Will negates); you and
your allies may automatically fail your saves ifyou want to treat
the wall as real (for example, if you want to use the wall as a
bridge to cross a chasm). For creatures who believe the wall
is real, it has hardness 8, 9o hit points, and a break DC of 30
(multiple believing creatures can attack the walls, breaking
through it more quickly as if they were all attacking a real
wall rather than each attacking separate mental constructs).
This is an illusion (phantasm) effect. Because the wall is a
mental image, it blocks incorporeal creatures that fail their
saves (because they perceive it as a magical barrier that
excludes them), though they can still go around the wall or
through the floor or ceiling to bypass it. It does not affect
objects or creatures immune to mental effects (which can
result in situations like an archer firing through the wall
but unable to physically cross it).

You can create one 10-foot-square wall per use of this
ability; over several rounds you can extend this square
or create other walls, all of which persist until you stop
using bardic performance rounds to sustain them. The
wall is immobile once created. Part of the wall must be in
or along the edge of your space, and you cannot create a
wall that extends beyond your natural reach (though you
can create a wall, move, and create another by using this
ability again). Once created, the wall exists until you end
your performance or affected creatures “break” it. Abilities
that extend the duration of a bardic performance (such
as Lingering Performance; see page 164 of the Advanced
Player’s Guide) affect this masterpiece.

Use: 1 bardic performance round per round.

Action: 1 standard action per 10-foot square.

Legato Piece on the Infernal Bargain
(String)
Your skilled playing can conjure up supernatural servants.

Prerequisite: Perform (string) 11 ranks.

Cost: Feat or 4th-level bard spell known.

This fast-paced tune harmonizes with the magical
frequencies of another plane, allowing you to draw an
extraplanar creature to you and bargain for its service.
When you complete this performance, you call one or more
outsiders as if using planar ally. Unlike with planar ally, the
creature is not necessarily associated with your deity, and
has an initial attitude of “indifferent” toward you. Because
it is intrigued by your performance, it remains for up to
1 minute to hear the service you are requesting and the
payment you are offering. If you succeed at an opposed
Charisma check against the creature (with a +o to +6
bonus on your roll based on the nature of the service and
the offered reward), it agrees to perform the service. This
ability otherwise works like planar ally.

Though the best-known version of this masterpiece
refers to an infernal bargain, it can be used to conjure any
sort of extraplanar creature (such as an archon, elemental,
or protean). Other versions and arrangements of this
masterpiece may have different names but otherwise
identical effects.

Use: 10 bardic performance rounds.

Action: 10 minutes.

The Lullaby of Ember the Ancient (Sing)
You can put powerful creatures to sleep with the power of
your song.

Prerequisite: Perform (sing) 7 ranks.

Cost: Feat or 3rd-level bard spell known.

Effect: When you activate this soothing performance, one
target within close range falls asleep as if affected by deep
slumber as long as you maintain the performance. Unlike the
spell (which affects weaker creatures first), this masterpiece
targets a specific creature of your choice. Although this lullaby
does have words, it is not a language-dependent effect.

Use: 1 bardic performance round per round.

Action: 1 round.

Minuet of the Midnight vy (Dance)
Your winding, twisting dance is helpful in dodging
obstacles and climbing.

Prerequisite: Perform (dance) 4 ranks.

Cost: Feat or 2nd-level bard spell known.

Effect: As ivy climbs walls and spills across even the
rockiest and most uneven of terrain, so too does your
dance propel you across broken stone and up walls. As
long as you maintain the performance, whenever you
move, you may move through 5 feet of difficult terrain
each round as if it were normal terrain; this allows you




to take a 5-foot step into difficult terrain. As long as you
move laterally at least 10 feet, you may climb as if you had
a climb speed equal to your base speed. You may spend
the first round of this performance demonstrating the
dance to up to one creature per two bard levels; if these
students succeed at a DC 15 Perform (dance) check, they
also gain the benefits of this masterpiece as long as you
maintain the performance.

Use: 1 bardic performance round per round.

Action: 1 full round.

The Quickening Pulse (Percussion, Wind)
Your driving notes cause unnatural heart rates in your
opponents.

Prerequisite: Perform (percussion) 7 ranks or Perform
(wind) 7 ranks.

Cost: Feat or 3rd-level bard spell known.

Effect: You create a musical tempo that first mirrors your
enemies’ heartbeats, and then quickens them to dangerous
levels. When you complete the performance, all enemies
within 30 feet who can hear your performance must save or
take 1d6 points of damage as their pounding heart causes
them to sweat blood. Creatures that are immune to critical
hits are unaffected by this ability.

Each round that you continue the performance adds
another round to the bleed effect. Abilities that extend
the duration of a bardic performance (such as Lingering
Performance; see page 164 of the Advanced Player’s Guide)
affect this masterpiece.

Use: 1 bardic performance round per round of bleed.

Action: 1 standard action.

The Requiem of the Fallen Priest-King
(Oratory, Sing)
Your performance reveals ways to cheat time itself.

Prerequisite: Perform (oratory) 10 ranks or Perform
(sing) 10 ranks.

Cost: Feat or 3rd-level bard spell known.

Effect: This piece tells the story of a mighty priest-king
who seemed to defy time by snatching near-victory from
an overwhelming number of enemies. When you complete
the performance, you gain the ability to accelerate time
once, which must be used in the next hour. When you
perform this masterpiece, you gain the ability to spend a
swift action to perform a nonmagical action that normally
requires a move action or a standard action. For example,
you could make a full attack, then spend a swift action to
take anormal move, load alight crossbow, or draw a weapon
in the same round. You must use this extra action within
10 minutes of performing the masterpiece; otherwise the
benefit is lost.

This ability does not stack with other effects that increase
your speed (such as haste) or alter time (such as time stop).

Your allies may benefit from this masterpiece, but they
must listen to it intently (to the exclusion of all other
activities) for the duration of the performance, and you
must expend 1 round of bardic performance for each ally
other than yourself whom you want to gain the ability to
accelerate time (for example, affecting yourself and five
others requires expending 11 rounds of bardic performance).
This is a language-dependent effect.

Use: 5 bardic performance rounds, +1 round per
additional person affected.

Action: 1 minute.

Stone Face (Comedy, Oratory)
Your antics can soften even the hardest visage.

Prerequisite: Perform (comedy) or Perform (oratory) 7
ranks.

Cost: Feat or 3rd-level bard spell known.

Effect: You tell an old and humorous tale about a woman
who refused to smile at anything, no matter how funny.
Through a series of increasingly unlikely events involving
a cart of horse manure, a king, and a flying carpet, her
legendary frown broke at last. When you complete the
performance, the target is affected by stone to flesh.

Use: 2 bardic performance rounds.

Action: 1 minute.

Toccata and Fugue of the Danse Macabre
(KReyboard, Wind)

Your spooky music blurs the boundaries between life and
death, confusing the senses of undead creatures.

Prerequisite: Perform (keyboard) or Perform (wind)
4 ranks.

Cost: Feat or 2nd-level bard spell known.

Effect: The complex notes and layered repetitions of this
masterpiece bring to mind the countless dead of ages past
and suffuse those who listen to it with a subtle melancholia
and grim acceptance of the temporary nature of life. Starting
with a trio of notes, repeated frequently and with ever-
greater insistence, it becomes a whirling, head-spinning
vortex of sound. Upon completing the performance, you
and up to one ally per level within listening range become
hidden from undead, as if under the effects of a hide from
undead spell.

As with hide from undead, one creature breaking the effect
ends the benefit of the performance for all recipients. But by
spending an additional round of bardic performance when
you perform or maintain the masterpiece, you can dedicate
a refrain to a particular ally; even if one ally breaks the hide
from undead effect, the ally receiving the dedication remains
hidden so long as he does not break the effect himself. You
can dedicate a refrain multiple times in the performance
(up to once per round) as long as you spend 1 round of bardic
performance each time for the ally receiving a dedication.
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Use: 1 bardic performance round per round of the
performance, +1 round per ally affected, +1 round per
dedicated refrain.

Action: 1 minute.

Triple Time (Percussion, String, Wind)
Your lively cadence puts a spring in the step of weary
marchers.

Prerequisite: Perform (percussion) 3 ranks, Perform
(string) 3 ranks, or Perform (wind) 3 ranks.

Cost: Feat or 1st-level bard spell known.

Effect: This bright and spritely tune mimics the sound
of human feet, slowly building to a steady, ground-eating
pace. When you complete this performance, you affect
one ally in hearing range per bard level. This masterpiece
increases the affected target’s base land speed by 10 feet
for 1 hour. This adjustment is treated as an enhancement
bonus. There is no effect on other modes of movement,
such as burrow, climb, fly, or swim. As with any effect
that increases your speed, this spell affects your jumping
distance (see the Acrobatics skill).

Use: 1 bardic performance round.

Action: 1 minute.

The Winds of the Five Heavens (Act, Oratory)
You control the wind by telling a tale demonstrating the
hubris of mortals.

Prerequisite: Perform (act) or Perform (oratory) 10 ranks.

Cost: Feat or 4th-level bard spell known.

Effect: This short monologue tells the story of a village
priest who thought to command the gods. This so annoyed
the gods of the weather that they gave him exactly what
he wished for, and the priest’s long-winded sermons tore
apart his temple and scattered his parishioners. When you
complete the performance, you conjure a great wind as if
you had cast control winds.

Use: 3 bardic performance round.

Action: 3 full rounds.

ANIMAL SPEAKER (ARCHETYPE)

An animal speaker focuses not on the ears and minds of
humans, but on the creatures of the wild and those in the
underbellies of cities.

Animal Friend: An animal speaker selects a particular
kind of animal, such as apes, badgers, bears, boars, cats,
snakes, and so on. The bard gains a +4 bonus on Handle
Animal checks to influence animals of his chosen kind.
Animals of this kind have a starting attitude of at least
“indifferent” toward the bard and never attack him unless
he attacks them first.

Animal companions and magically controlled animals
can be directed to attack the bard if the controlling
creature wins an opposed Charisma checkagainstthebard

(this check can be made once per round until it succeeds,
after which no further checks are needed). Supernatural
versions of animals (such as animals with the fiendish
template) can attempt an opposed Charisma check against
the bard with a +4 bonus on its roll to overcome this
hesitation. This ability has no effect on creatures other
than animals. This ability replaces fascinate.

Nature’s Speaker: At 5th, 11th, and 17th level, the animal
speaker selects another kind of animal friend. The bard
can use speak with animals at will on animals ofhis selected
kinds. This ability replaces well-versed.

Bardic Performance: An animal speaker gains the
following types of bardic performance.

Soothing Performance: At 3rd level, an animal speaker can
use bardic performance to influence animals. This works
like the druid ability wild empathy, except he expends 1
round of bardic performance and makes a Perform check.
If the bard already has wild empathy from another class,
he adds the class levels that provide wild empathy to the
result of his Perform check to influence an animal. This
ability replaces inspire competence.

Attract Rats: At 5th level, the animal speaker can use
bardic performance to summon 1d3 rat swarms; they
remain as long as he continues performing. At 11th level,
he summons 2d3 swarms instead of 1d3 and the swarms
have the advanced creature simple template. At 17th level,
the number of swarms he summons increases to 3d3. This
ability replaces lore master.

Summon Nature’s Ally: At 1st level, the animal speaker
adds summon nature’s ally I to his bard spell list and bard
spells known as a 1st-level spell. At 4th level (when he
gains access to 2nd-level spells) he adds summon nature’s
ally II to his spell list and spells known as a 2nd-level
spell, and so on every 3 levels thereafter, until 16th level
when he adds summon nature’s ally VI to his 6th-level spell
list and spells known.

CELEBRITY (ARCHETYPE)

Known for being known, a celebrity bard is a master
of performance who captures the imagination and
attention of his audience. He trades on his charisma, his
wit, and his exploits to build his renown—and that of
his companions.

Famous: At 1st level, a celebrity bard may choose a region
where he is famous, and within that region, the locals are
more likely to react favorably toward the bard. The bard
gains a bonus on Diplomacy and Intimidate checks in that
area and to influence people from that area.

At 1st level, this region is a settlement or settlements
with a total population of 1,000 or fewer people, and the
modifier on Diplomacy and Intimidate checks is +1. As
the celebrity grows more famous, additional areas learn
of him (typically places where he has lived or traveled, or




settlements adjacent to those where he is known) and his
bonuses apply to even more people. At 5th level, the region
is a settlement or settlements with a total population of
5,000 or fewer people, and the modifier on Diplomacy
and Intimidate checks is +2. At gth level, the region is
a settlement or settlements with a total population of
up to 25,000 people, and the modifier on Diplomacy
and Intimidate checks is +3. At 13th level, the region is
a settlement or settlements with a total population of
up to 100,000 people, and the modifier to Diplomacy
and Intimidate is +4. At 17th level and above, the bard’s
renown has spread far, and most civilized folk know of’
him (GM’s discretion); the bard’s modifier on Diplomacy
and Intimidate checks is +5.

This ability replaces inspire courage.

Bardic Performance: A celebrity gains the following type
of bardic performance.

Gather Crowd (Ex): At sth level, the celebrity is skilled
at drawing an audience to his performances. If he is in
a settlement or populated area, he can shout, sing, or
otherwise make himself noticed in order to attract an
audience to his impromptu stage. The size of the crowd
depends on the local population, but typically is a number
of people equal to 1/2 the bard’s class level x the result of
the bard’s Perform check. The crowd gathers over the next
1d1o rounds. If the bard fails to engage the crowd (such
as by performing, kissing babies, trying to use fascinate,
and so on), it disperses over the next i1dio rounds. This
ability replaces lore master.

Shining Star (Su): At 8th level, the celebrity has learned
how to focus attention on himself so thoroughly that
even the presence of danger does not distract his
adoring crowd. When using fascinate, a target making
a save to break the effect because of a potential threat
takes a —4 penalty on that save, and even obvious threats
require a save rather than automatically breaking the
effect. Creatures affected by the bard’s fascinate ability
ignore the shaken condition. The ability replaces dirge
of doom.

DEMAGOGUE (ARCHETYPE)

Not content with providing amusing and occasionally
instructive performances, the demagogue seeks to inflame
and ignite his audience, driving them toward a specific
purpose with carefully chosen words and tones that may
spark momentous change.

Famous: At 1st level, a demagogue is famous in a
particular region. This works like the famous ability of
the celebrity bard archetype, except the demagogue’s skill
bonuses apply to Bluffand Intimidate instead of Diplomacy
and Intimidate. This ability replaces inspire courage +1.

Bardic Performance: A demagogue gains the following
type of bardic performance.

Gather Crowd (Ex): At 5th level, the demagogue gains the
ability to quickly gather a crowd. This is identical to the
gather crowd ability of the celebrity bard archetype. This
ability replaces lore master.

Incite Violence (Ex): At 6th level, the demagogue can use
his performance to fan the fury of a crowd of people he
has fascinated. Using this ability does not disrupt the
fascinate effect, but does require a standard action to
activate (in addition to the free action to continue the
fascinate effect). The bard selects a number of targets
equal to his level, who must make Will saves (DC 10 +
1/2 the bard’s level + the bard’s Charisma modifier) or
be affected by rage for a number of rounds equal to the
bard’s level. The bard indicates who is the intended target
of violence (either after using this ability or as part of the
performance leading to it) and the enraged members of
the crowd immediately attack the target if possible. The
target does not need to be present (“kill the king” is a
suitable choice) and can be an object instead of a person
(“destroy the prison!” is likewise appropriate). Other
members of the crowd may follow suit, though they do
not gain the benefits of rage. This is a sound-based effect
and is affected by countersong. If two or more bards are
attempting to direct the crowd against different targets,
they must make opposed Charisma checks, with the
crowd following the directions of the winner. This ability
replaces suggestion.

Righteous Cause (Ex): At 18th level, the demagogue can
lift a crowd’s emotions and turn them toward a common
purpose. First, he must fascinate the crowd, and then
use incite violence without designating a target, at which
point he can use righteous cause. Instead of driving the
crowd with anger, he fills them with purpose. Fascinated
creatures must make Will saves (DC 10 + 1/2 the bard’s
level + the bard’s Charisma modifier) to resist. Those who
fail are affected by mass suggestion of a plausible idea that
lingers with them for one day. Typical uses of this ability
are to spark rebellion, overthrow a king, build a beneficial
structure such as an orphanage, or donate money to a
cause. This ability replaces mass suggestion.

DIRGE BARD (ARCHETYPE)

A composer of sonorous laments for the dead and elaborate
requiems for those lost yet long remembered, dirge bards
master musical tools and tropes that must appeal to the
ears and hearts of both the living and the dead.

Bardic Performance: A dirge bard gains the following
type of bardic performance.

Dance of the Dead (Su): At 10th level, a dirge bard can use
his bardic performance to cause dead bones or bodies to rise
up and move or fight at his command. This ability functions
like animate dead, but the created skeletons or zombies remain
fully animate only as long as the dirge bard continues the
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performance. Once it stops, any created undead collapse into
carrion. Bodies or bones cannot be animated more than
once using this ability. Unlike animate dead, dance of the
dead requires no components and does not have the evil
descriptor. This performance replaces jack-of-all-trades.

Haunted Eyes (Ex): At 2nd level, a dirge bard gains a +4
bonus on saves against fear, energy drain, death effects, and
necromantic effects. This ability replaces well-versed.

Secrets of the Grave (Ex): At 2nd level, a dirge bard
gains a bonus equal to half his bard level on Knowledge
(religion) checks made to identify undead creatures and
their abilities. A dirge bard may use mind-affecting spells
to affect undead as if they were living creatures, even if they
are mindless (though spells that affect only humanoids
do not affect them, even if they were humanoids in life).
In addition, he may add one necromancy spell from the
spell list of any arcane spellcasting class to his list of spells
known at 2nd level and every four levels thereafter. This
ability replaces versatile performance.

Haunting Refrain (Su): At 5th level, a dirge bard is able to
stir primal terrors in the hearts of listeners. He can use a
Perform (keyboard) or Perform (percussion) check in place
of an Intimidate check to demoralize an opponent, with
a bonus equal to half his bard level. In addition, saving
throws against any fear effect he creates are made with a
-2 penalty, and this penalty increases by —1 every 5 levels
beyond sth. This ability replaces lore master.

GEISHA (ARCHETYPE)

In some cultures, the professional entertainer is a prestigious
role. Specially trained entertainers called geisha are praised
for their appearance and skill at conversation, music,
dancing, singing, poetry, and calligraphy. A geisha provides
social intimacy and status but not physical intimacy.

Weapon and Armor Proficiency: Geisha are proficient
in all simple weapons and one monk weapon. Geisha are
not proficient in any armor or shield; unlike bards, geisha
are subject to arcane spell failure even when casting in
light armor or when using a shield. This replaces the
normal bard armor and weapon proficiencies.

Tea Ceremony (Su): By spending 10 minutes preparing
an elaborate tea ceremony, a geisha may affect her allies
with
greatness, or inspire heroics. The ceremony’s effects last

inspire courage, inspire competence, inspire
10 minutes. The geisha must spend 4 rounds of bardic
performance for each creature to be affected.

Geisha Knowledge: A geisha adds half her class level
(minimum 1) on Craft (calligraphy) checks, Diplomacy
checks, Knowledge (nobility) checks, and one type of
Perform check (act, dance, oratory, percussion, string
instruments, or sing); she may make checks with these
skills untrained. This replaces bardic knowledge.

Scribe Scroll: A geisha gains Scribe Scroll as a bonus feat.

SONGHEALER (ARCHETYPE)

Words can harm, but they also heal. The songhealer brings
peace and surcease of pain, calming wild emotions and
providing a balm for the wounded body.

Enhance Healing (Su): A number of times per day equal
to his Charisma modifier, a songhealer can cause any
healing effect from a spell completion or spell trigger item
to function at a caster level equal to his class level. This
ability replaces versatile performance.

Bardic Performance: A songhealer gains the following
type of bardic performance.

Healing Performance (Su): A bard of 14th level or higher
can use his performance to create an effect equivalent
to heal on a living target (or harm on an undead target),
using the bard’s level as the caster level. Using this ability
requires 5 rounds of continuous performance, and the
target must be able to see and hear the bard throughout
the performance. The healing performance relies on
audible and visual components. This ability replaces
frightening tune.

Funereal Ballad (Su): A bard of 20th level or higher can use
his performance to create an effect equivalent to resurrection
on a dead creature, using the bard’s level as the caster
level. Using this ability requires 20 rounds of continuous
performance, and the target must be within 10 feet of the
bard for the entire performance. Funereal ballad relies
on audible and visual components. This ability replaces
deadly performance.

SOUND STRIKER (ARCHETYPE)

They say that words can cut deeper than any blade, and
the sound striker proves this true. Using music and
words as a weapon, he can focus his performances into a
deadly delivery.

Bardic Performance: A sound striker gains the following
type of bardic performance. Neither performance can be
performed more quickly than a standard action.

Wordstrike (Su): At 3rd level, the sound striker bard
can spend 1 round of bardic performance as a standard
action to direct a burst of sonically charged words at a
creature or object. This performance deals 1d4 points of
damage plus the bard’s level to an object, or half this
damage to a living creature. This performance replaces
inspire competence.

Weird Words (Su): At 6th level, a sound striker can start
a performance as a standard action, lashing out with 1
potent sound per bard level (maximum 10), each sound
affecting one target within 30 feet. These are ranged
touch attacks. Each weird word deals 1d8 points of damage
plus the bard’s Charisma bonus (Fortitude half), and the
bard chooses whether it deals bludgeoning, piercing,
or slashing damage for each word. This performance
replaces suggestion.
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Clerics are messengers and servitors of the gods,
channeling divine magic and pure positive or negative
energy. Though the typical adventuring cleric stands
ready to smite enemies of the faith with spell and weapon,
many cloister themselves in remote libraries and honor
the gods with scholarly works, while others espouse
heretical beliefs that embarrass mainstream members of
the clergy. They use their divine channeling to heal or
harm, and some have developed new ways to blast their
opponents or bolster allies.

This section introduces alternative effects for channeling
positive and negative energy, and is followed by four new
cleric archetypes.

VARIANT CHANNELING

An iconic ability of clerics is their power to channel
positive or negative energy, whether for healing, for
damage, or to turn or command the undead. However,
given the great variety of deities and their divine
portfolios, it naturally follows that some deities would
endow their mortal servants with the power to channel
energies in other ways that more closely mirror their
particular focus. The following categories are examples
of alternative channeling abilities based on the nature of
a deity’s power; for example, a fire deity’s negative energy
channeling may deal fire damage as part of or instead of
the damage from channeling.

When you create a cleric character, decide whether she
uses the standard form of channel energy or a variant
presented here based ononeaspectofherdeity’s portfolio.
Once this choice is made, it cannot be altered. Variant
channeling has the same area of effect, save DCs, uses
per day, and other rules relating to channeling energy.
Feats and abilities that modify or present alternative
uses for channeled energy (such as Command Undead
and Turn Undead) work normally with these variant
channeling abilities.

Avariant channeling either modifies positive channeled
energy when used to heal or modifies negative energy when
used to harm. When using positive energy to heal, affected
creatures gain only half'the normal amount of healing but
also receive a specific beneficial effect. When channeling
negative energy to harm, affected creatures take only halfthe
normal damage but take an additional penalty or harmful
effect; a successful saving throw negates the additional
penalty or effect but does not reduce the damage any
further. Creatures that would normally ignore the effect
of a particular channel (such as undead with respect to a

S — — N
CLERIC
= S "

positive energy channel used to heal) ignore the variant
effect of that channel.

Some variant channeling abilities are enhanced when
used on particular creature types. Such channeling
increases the normal healing or damage from channeled
energy by 50% for that creature type, rather than the default
halfhealing or damage for the alternative channeling. For
example, a 7th-level cleric normally heals 4d6 points of
damage with channeled positive energy; with the Nature
alternative channeling, that cleric instead heals only half
that amount (2d6) when channeling, but heals animals
and fey an additional +50% over the unhalved value (4d6
+50%).

Unless otherwise stated, bonuses granted by a variant
channeling are sacred bonuses if you channel positive
energy or profane bonuses if you channel negative energy.
If an alternative channeled energy provides a “channel
bonus” on rolls or statistics, the bonus is +1, increasing to
+2 at cleric level 5 and for every 5 cleric levels thereafter (to a
maximum of +5). Likewise, a “channel penalty” is initially
-1, increasing to —2 at cleric level 5 and every 5 cleric levels
thereafter (to a maximum of -5).

A character who has the channel energy ability from a
class other than cleric may use these variant channeling
rules if the class’s abilities are tied to serving a deity. For
example, paladins can select alternative channeling abilities
if they serve a deity, as can oracles with the Life mystery (as
they serve many deities), but necromancer wizards cannot.

The following is a list of example portfolios and the
variant channeling abilities available to each.

Air/Sky/Wind: Heal—Creatures gain a channel bonus
on Acrobatics and Fly checks, saving throws against wind
effects, and effects with the air descriptor until the end of
your next turn. Harm—Creatures are buffeted with wind
until the end of your next turn; this wind gives them a
channel penalty on ranged attacks, and their movement is
halved if they move toward you.

Ale/Wine: Heal—Creatures ignore the nauseated and
sickened conditions, as well as ability damage and drain
from poison, until the end of your next turn. This does not
bring back to life creatures killed by Constitution damage.
Harm—C Creatures are nauseated for 1 round.

Art/Music: Heal—Creatures gain a channel bonus on
Perform checks and on saving throws against illusions,
sonic effects, and language-dependent effects for 1 minute.
Harm—Creatures take a channel penalty on saving throws
against illusions, sonic effects, and language-dependent
effects for 1 minute.

Battle/Wrath: Heal—Creatures gain a channel bonus on
weapon damage and critical hit confirmation rolls until
the end of your next turn. Harm—Creatures take a channel
penalty on weapon damage and critical hit confirmation
rolls until the end of your next turn.




Beauty/Love/Lust: Heal—Creatures gain a channel
bonus on saving throws against charm effects and abilities
based on fascination or physical attractiveness (such as a
nymph’s blinding beauty and stunning glance abilities)
for 1 minute. Harm—Creatures gain a channel penalty
on saving throws against charm effects and effects that
fascinate for 1 minute.

Bravery/Valor: Heal—Creatures affected by fear may
attempt another saving throw and receive a channel
bonus on the roll. A creature unaffected by fear gains a
channel bonus to its Armor Class until the end of your
next turn and on its attack roll if it makes a charge attack
before your next turn. Harm—This works like a standard
channel (not halved).

Cities: Heal—Creatures gaina channel bonus on attack
rolls when flanking and to Armor Class when flanked
until the end of your next turn. Harm—All creatures’
squares and threatened areas are treated as difficult
terrain until the start of your next turn (these areas move
with the creatures rather than being fixed in place at the
time of the channeling). Until the end of your next turn,
creatures gain a channel penalty on Acrobatics checks
and overrun attempts to move through these squares.

Contracts/Oaths: Heal—Creatures gain a channel bonus
on saves against compulsion effects until the end of your
next turn. Harm—Creatures gain a channel penalty on
saving throws against compulsions until the end of your
next turn.

Darkness: Heal—Creatures gain low-light vision until
the end of your next turn. At cleric level 5, they gain
darkvision 30 feet as well, increasing this range by 30 feet
for every 5 cleric levels thereafter. Harm—The illumination
level in the area drops by 1 step, as darkness, for 1 minute.
At cleric level 10, the light level drops by 2 steps. At cleric
level 15, it drops by 3 steps, and areas of dim light or
darkness become supernaturally dark (even creatures
with darkvision cannot see within it).

Death: Heal—Creatures gain a channel bonus on
stabilization checks when dying and on saves